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Section 4: Proficiencies

Rules Modifications, Clarifications, and Additions

Proficiencies/PHB2 pg.51

The Non-Weapon Proficiency system is in use.  The Optional Detection Proficiency Rule is in use.

The intelligence-based bonus proficiency (BP) slots, from the “Number of Languages” column, may be applied to Weapon Proficiencies (WPs), Non-Weapon Proficiencies (NWPs), and Detection Proficiencies (DPs).  All starting WP, NWP, and DP slots must be used prior to spending the bonus slots.  All BP slots must be used at 1st level; no slots may be saved unless otherwise noted (DM’s discretion).

WP: See the FHB pg.119, RHB pg.100, BbHB pg.91, NjHB pg.62, WHB pg.48, PrHB pg.124, CBD pg.90, CBH pg.114, New Weapon Proficiencies (below), Table 37c: Weapon Proficiencies, and Table 44c: Equipment, Weapons for additional WPs.

NWP: See the PaHB pg.71, RHB pg.81, BbHB pg.68, THB pg.16, BdHB pg.64, NjHB pg.30, NeHB pg.22, CBD pg.38, CBH pg.90, New Non-Weapon Proficiencies (below), and Table 37a: Non-Weapon Proficiencies.
Weapon Specialization System/PHB2 pg.52

Six levels of weapon knowledge are used: proficient, expertise, specialization, mastery, high mastery, and grand mastery.  Expertise, specialization (modified), mastery, high mastery, and grand mastery are detailed below.  No weapon expertise or specialization is allowed at 1st level.  Those that are specializing in bow, crossbow, or firearm may save a slot (WP or BP) to apply at 2nd level for Expertise.  For some kits a slot may be saved for Specialization at 2nd level.

The Weapon Familiarity system is in use.  Weapons from the same Tight Group (FHB pg.58) are treated as similar weapons.  If a character is proficient with an individual weapon from that group he is familiar with the others.  See table below for penalties.

Table 34a: Non-Proficient Penalties (modified)


Non-
Non-


Class
Proficient
Familiar
Class
Proficient
Familiar

Warrior
-2
-1
Priest
-3
-2


Wizard
-5
-3
Rogue
-3
-2
Weapon Expertise/DM Addition

Weapon expertise is a form of specialization that is available to non-warriors and is used by those warriors specializing in a bow, crossbow, or firearm.  Regular weapon specialization (described below) is only available to warriors (fighters, paladins, rangers, and multi-classed).  Expertise can be learned by specific kits from the other classes such as Militant Wizard, Thug, Priest of Tempus, and most bards (DM’s discretion).  There is no reason a warrior could not learn expertise instead of specialization but expertise is just as expensive as specialization and is not as good.

If a 2nd WP slot is spent on a weapon the character gains two benefits:

· Increased number of attacks; refer to Table 35: Specialist Attacks per Round (below) for the exact number of attacks available.
· Allowed the use of any unusual weapon properties normally reserved for specialist use.

NOTE: All classes may become expert with cestus, the proficiency is free, and expertise only requires one slot, warriors .

Weapon Specialization (Modified)
By spending an extra WP slot on a weapon, a warrior can become a specialist.  Normally a character may only specialize in one weapon at a time – selected classes and/or kits may specialize in two different weapons if they concentrate on fighting with two different weapons such as a ranger are a knight (lance & melee).  If he wishes to change her specialization to a different weapon, he must spend the extra WP slots to become a specialist in the new weapon, and loses all benefits of specializing in the previous one, although, he is still proficient with it.


The exact benefits of weapon specialization vary with the particular weapon involved.

Melee Weapons: If a 2nd WP slot is spent on a weapon the specialist gains three benefits.
· A +1 bonus to attack rolls with that weapon.
· A +2 bonus to damage rolls with that weapon.
· An increased number of attacks (Refer to Table 35 for the exact number of attacks available).
NOTE: All classes may specialize in Punching/Wrestling and/or Martial Arts.
Missile Weapons: This category includes slings and thrown weapons.  If a 2nd WP slot is spent on a weapon the specialist gains three benefits.
· An increased rate of fire with these weapons; refer to Table 35: Specialist Attacks per Round (below) for the exact number of attacks available.

· A +1 bonus to attack rolls with that weapon.

· If the weapon can be used either for melee or as a missile weapon (spears, daggers, hand axes, and etc.), he gains the melee benefits described above when using the weapon for melee combat.

Bows: If a 3rd WP slot is spent on a weapon the specialist gains four benefits.  The increased rate of fire usually associated with specialization is fulfilled by Expertise.
· A +1 bonus to hit at any range.

· A new range category: point-blank.  Point-blank is any shot of 30 feet or less.  At point-blank range, the character gains a +2 to damage.

· Quick-fire: The bow specialists can automatically fire first as a very fast action if they have an bow readied with arrow notched.

· Trick Shots: The bow specialist is able to perform unique feats with the bow (CBE pg.72).
Crossbows: If a 3rd WP slot is spent on a weapon the specialist gains three benefits.  The increased rate of fire usually associated with specialization is fulfilled by Expertise.
· A +1 bonus to hit at any range.

· A new range category: point-blank.  Point-blank is any shot of 60 feet or less.  At point-blank range, the character gains a +2 to damage.

· Quick-fire: The bow specialists can automatically fire first as a very fast action if they have crossbow readied.

Firearms: Firearms specialists are often referred to as Marksmen or Sharpshooters.  If a 3rd WP slot is spent on a weapon the sharpshooter gains three benefits.  The increased rate of fire usually associated with specialization is fulfilled by Expertise.
· A +1 bonus to hit.

· An increased rate of fire with these weapons; refer to Table 35: Specialist Attacks per Round (below) for the exact number of attacks available for the various types of firearms.

· The chance of a backfire is halved.

Weapon Mastery/DM Addition

A warrior who devotes his life to the study of martial combat and the characteristics of a single type of weapon can become a weapon master (the character must concentrate on the use of a single weapon) – a warrior whose precision, quickness, and skill are virtually unequaled anywhere.  Only warriors can ever achieve weapon mastery, and even then they do so with time, study, and sacrifice.  To achieve mastery in a weapon, a character must first specialize in the use of that weapon.  Then, at any time after he reaches 6th level, he can spend another proficiency slot to become a weapon master.


The exact benefits of weapon mastery vary with the particular weapon involved.

Melee Weapons: If a 3rd WP slot is spent on a weapon the master gains two benefits.
· The attack bonus increase to +3 with that weapon.
· The damage bonus increases to +3 with that weapon.
Missile Weapons: If a 3rd WP slot is spent on a weapon the master gains two benefits.
· The attack bonus increase to +3 with that weapon.

· If the weapon can be used either for melee or as a missile weapon, he gains the melee benefits described above when using the weapon for hand-to-hand combat.

Bows and Crossbows: If a 4th WP slot is spent on a weapon the master gains two benefits.
· The bonus to hit at all ranges increases to +2.

· At point-blank range, the master gains a +1 bonus to hit and his bonus to damage increases to +3.

Firearms: If a 4th WP slot is spent on a weapon the sharpshooter gains two benefits.
· The bonus to hit increases to +2.

· The marksman ignores heavy armor at all ranges as if he were firing at a short-range target.

High Mastery/DM Addition
A master who is a single/dual-classed warrior (fighter, paladin, or ranger) and concentrates on the use of a single weapon can continue to devote proficiency slots to the study of his chosen weapon, but cannot progress faster than the rate at which he gains new weapon proficiency slots. So, a character who becomes a master at 6th level could not acquire a slot for high mastery until 9th level.  To become a high master it is required the candidate locate a high or grand master of the same weapon who can teach him and spend several months (20 minus the average of STR and/or DEX, and INT scores) in intensive training.


The exact benefits of high mastery vary with the particular weapon involved.

Melee Weapons: If a 4th WP slot is spent on a weapon the high master gains two benefits.
· Increased speed of their chosen weapon gaining a +1 to initiative (when using that weapon) and the speed factor is halved.
· Scoring possible critical hits on “natural” rolls of 17 or higher, instead of 20, and a +3 bonus to critical hit confirmations.
Missile Weapons: If a 4th WP slot is spent on a weapon the high master gains three benefits.
· Scoring possible critical hits on “natural” rolls of 17 or higher, instead of 20, and a +3 bonus to critical hit confirmations.

· New range category: extreme range.  For all weapons, extreme range is 1/3 farther than long range with a -10 penalty to hit.

· If the weapon can be used either for melee or as a missile weapon, he gains the melee benefits described above when using the weapon for hand-to-hand combat.

Bows, Crossbows, and Firearms: If a 5th WP slot is spent on a weapon the grand master gains two benefits.
· Scoring possible critical hits on “natural” rolls of 17 or higher, instead of 20, and a +3 bonus to critical hit confirmations.

· New range category: extreme range.  For all weapons, extreme range is 1/3 farther than long range with a -10 penalty to hit.

Grand Mastery/DM Addition

A high master who is a single/dual-classed fighter and uses only one weapon can spend one more slot on learning their weapon of choice can become grand masters, but cannot progress faster than the rate at which he gains new weapon proficiency slots.  So, a character who becomes a high master at 9th level could not acquire a slot for grand mastery until 12th level.  Grand masters are capable of feats of swordplay that border on the fantastic.  Needless to say, grand masters are extremely dangerous opponents.  To become a grand master it is required the candidate locate a grand master of the same weapon who can teach him and spend several months (20 minus the average of STR and/or DEX, and INT scores) in intensive training


The exact benefits of grand mastery vary with the particular weapon involved.
Melee Weapons: If a 5th WP slot is spent on a weapon the grand master gains two benefits.
· An additional attack per round above and beyond a specialist's rate of attacks for their level.
· The weapon's base damage die is increased to the next greater die size against all opponents.  If the weapon causes multiple dice of damage, all of them are increased.
Missile Weapons: If a 5th WP slot is spent on a weapon the grand master gains three benefits.
· An additional attack per round above and beyond a specialist's rate of attacks for their level.

· At short range, the strength-based damage modifier, if any, is applied.
· If the weapon can be used either for melee or as a missile weapon, he gains the melee benefits described above when using the weapon for hand-to-hand combat.

Bows and Crossbows: If a 6th WP slot is spent on a weapon the grand master gains two benefits.
· An additional attack per round above and beyond a specialist's rate of attacks for their level.

· At point-blank range, the weapon's base damage die is increased to the next greater die size against all opponents.  If the weapon causes multiple dice of damage, all of them are increased.
Firearms: If a 6th WP slot is spent on a weapon the grand master gains two benefits.
· An additional attack per round above and beyond a specialist's rate of attacks for their level.

· The weapon’s initial damage die roll is maximum granting an automatic second (perpetual) roll.

Table 35: Specialist Attacks per Round (modified)


Level of


Non-
Expert or
Grand


Specialist
Specialist
Master

Weapon Types
1-6
7-12
13+
2-6
7–12
13+
12
13+

Melee Weapons:

All

1
3/2
2
3/2
2
5/2
3
7/2

Missile Weapons:

Staff sling
1/2
1
3/2
1
3/2
2
5/2
3

Sling, blowgun
1
3/2
2
3/2
2
5/2
3
7/2

Thrown Weapons, Large:

Axe, club, spear
1
3/2
2
3/2
2
5/2
3
7/2

Thrown Weapons, Small:

Dagger, knife, stiletto
2
3
4
3
4
5
5
6

Dart, shuriken
3
4
5
4
5
6
6
7

Small shuriken
4
5
6
5
6
7
7
8

Bows (arrows):

Flare, hollow tip
1
3/2
2
3/2
2
5/2
3
7/2

Pellet
1
2
3
2
3
4
4
5

All others
2
3
4
3
4
5
5
6

Crossbows:

Heavy, siege
1/3
1/2
1
1/2
1
3/2
2
5/2

Medium
1/2
1
3/2
1
3/2
2
5/2
3

Hand, light
1
3/2
2
3/2
2
5/2
3
7/2

Chu-ko-nu
3/2
2
5/2
2
5/2
3
7/2
4
Firearms

Caviler, musket
1/4
1/3
1/2
1/3
1/2
1
1
2
All others
1/3
1/2
1
1/2
1
3/2
2
5/2

Martial Arts/NjHB pg.42, FHB pg.76, OA pg.101

A modified Advanced Martial Arts system is in use.  See Appendix I: Martial Arts System (this section) for complete details.

Racially-Based Non-Weapon Proficiency Bonus

Elves: Due to their long lifespan, elves have more time to learn or improve skills.  During character generation, an elven character is granted free NWP slots based on his starting age.  The character gains one NWP slot if his starting age falls in the Adolescence category, two if he is an Adult, three if he is Middle Aged, four if he is Old, or five if he is Venerable.

The bonus skills must be based on the character’s childhood and cannot be “adventuring” skills.  Social skills such as hobbies, vocations, crafts, or outside interests.  Some favorites are singing, dancing, musical instrument, art, and learning a craft.

Dwarves: As per the CBD (pg.39) dwarves are granted a free “craft” NWP slot.

Detection Proficiency System/CBD pg.48


As noted above the Detection Proficiency (DP) system is in use, replacing the dwarves’ standard racially-based underground detection abilities.  The DPs system has also been adapted to replace these types of abilities for the other races with similar abilities (gnomes, goblins, halflings, hobgoblins, and orcs).  The DPs listed in Table 37b: Detection Proficiencies include those from the CBD, adapted from the PHB2 and CBH.  Gnome, goblin, halfling, hobgoblin, and orc characters are granted the additional DP category, starting DP slots, and additional slots at higher levels (see table below).  DPs may be chosen from outside the character’s racial list, but at double the listed slot requirement.


Class [1]


Race
Warrior
Wizard
Priest
Rogue

Dwarf
5 / 4
--
5 / 4
5 / 3


Gnome
4 / 4
4 / 4
4 / 4
4 / 3


Goblin
1 / 4
--
1 / 4
1 / 3


Halfling [2]
2 / 4
--
2 / 4
2 / 3


Hobgoblin
3 / 4
--
3 / 4
3 / 3


Orc
2 / 4
--
2 / 4
2 / 3

NOTES: [1] – initial / #levels; [2] – stout only.

“Winging It”/DM Addition


The “Winging It” rule allows characters to attempt some NWPs that they have not spent NWP slots on at a -10 penalty.  The attempted NWP must be an associated skill (i.e. class, culture, race, and/or education) that the character may have learned something of, or seen done repeatedly while growing up, but never actually “learned” to do.


Some NWPs may not be “winged.”  Those skills that a particular PC has not been associated with, or would not have normally known or seen while growing up, or those that require specific, special, or advanced education or training.

New Weapon Proficiencies

New Weapon Groups/DM Addition

Broad Group: Firearms 

· Tight Group: Handmatch

· Arquebus

· Handgunne
· Tight Group: Serpentine

· Arquebus

· Blunderbuss

· Caviler

· Tight Group: Matchlock

· Gondgunne (Blunderbuss)

· Caviler

· Musket

· Tight Group: Magiclock

· Starwheel

· Musket

New Weapon Styles/DM Addition

Missile Weapon Style: A proficient warrior who specializes in missile weapon style a granted a -1 bonus to his AC verses missile weapons and he can move full movement prior to attacking.  This style applies to all types of missile weapons (fired or thrown), bows, crossbows, and firearms.
A proficient archer (crossbowman or marksman) and rider who spends a WP slot in missile weapon style gains a special benefit when mounted: any penalties he suffers for shooting while riding are reduced by 2.  Normally, a character suffers a -2 penalty to missile attacks if his mount is moving at up to half its normal speed, and a -4 penalty if his mount is moving at full speed.  Horse archers suffer no penalty for half-speed firing, and only a -2 penalty for firing at full speed.

Roleplaying Note: Horse Archers


Horse Archers are rare in a typical Western European fantasy setting.  Historically, most horse archers came from central Asia.  At the DM's discretion, a character may not qualify for this special benefit unless he has a suitable origin or makes an effort to locate someone from that culture who can teach him.
New Weapon Proficiency Descriptions

Note: The information presented here on new, added, or modified Weapon Proficiencies (WP) is descriptive only and is listed here in alphabetical order.  Information such as number of slots needed, modifier to the proficiency check (if any), class it is associated with, and source is listed in Table 37c: Weapon Proficiencies.

Armor: Characters can spend time and effort learning how to use their armor more efficiently.  While this does not provide a bonus to Armor Class, it can help to offset the hefty encumbrance penalties of heavy armor.  A character who spends a WP slot becoming acquainted with a specific type of armor gains three special benefits.  He only suffers one-half the normal encumbrance of that armor; all DEX check penalties are halved; and once per round, per slot spent, the armor can be used to parry a melee attack – the wearer positions his/her body so that the armor deflects the blow or takes the hit without the wearer suffering an injury.  The armor will take damage from weapons that can reasonably damage the armor (claws or dagger can cut leather, but a blunt weapon will not harm it); the armor takes 1 DP per damage die.

Fighting, Street: This skill is beneficial to characters that engaged in unarmed combat – punching wrestling, and martial arts.  With this WP a character adds his STR score to as a percentage the "%KO" column on "Table 58: Punching and Wrestling", PHB2 pg.97, or the “Martial Arts Results Table”, FHB pg.76, increasing his chance for a knockout.
Grab-and-Drop: A particularly nasty form of attack is used when a winged attacker grabs an opponent and flies upward, finally releasing the victim to fall to the ground.  This is not as easy as it seems.  The attacker must grab his opponent in such a fashion that the victim cannot grab back.  This requires a successful attack roll.  Failure means that the opponent has either squirmed out of the attacker’s hands or is holding on.  Those proficient in this special maneuver gain a +2 to the attack roll.
Ground combat: Most winged races are decidedly at a disadvantage when fighting on the ground; their wings tend to hamper them in melee.  Any winged characters fighting while grounded suffer an automatic -2 to hit and a +2 AC penalty.  However, some have learned to manage the difficulties of ground combat and are not at all hampered by it.

Hovering/Leaping: Contrary to popular belief, most winged races do not hover well; too much muscular strain is required.  However, they sometimes use their wings to propel themselves upward for a 10’ leap and then descend quickly; by attacking on the downswing, they gain a +2 attack bonus for the advantage of height.

Shield: Warriors can gain this proficiency by spending 1 WP slot; other characters must spend 2 WP slots to become proficient in shield use.  The shield proficiency improves a character’s AC against one or more attacks per round from in front or from the side faced by the shield.  This proficiency does not help against rear attacks or attacks coming from the side opposite the shield.  It also reduces shield-based DEX check penalties by halved (round down).


The shield proficiency must be taken for a specific type of shield.  The bonuses conferred vary by the type of shield and replace the normal AC benefits.  The Number of Attackers category indicates how many attacks, per round, the shield proficiency can help against.  The player should designate which enemy he will guard against before attack rolls are made.

Shield
Proficient
Number of

Type
AC bonus [1]
Attackers

Buckler/kote
-1/-1
1

Small
-2/-2
2

Medium
-3/-3
3

Body
-3/-4
4

NOTE: [1] – Verses melee/missiles

Swoop: Some winged races have mastered the art of swooping down on their enemy, allowing their momentum to cause more damage with minimal muscle power.  They can attempt this form of attack only once every other round, requiring a full round to maneuver.  The attacker gains a +2 to hit and +2 to damage per slot spent, in addition to any other modifiers.  However, they are also flying into an opponent’s attack, so any attack on them is at the same damage bonus as well.

Wing Buffet: Grounded winged races may strike an opponent with their wings; targets must be directly beside or behind them, however, and the buffet does not gain any attack or damage modifiers for DEX or STR.  Such an attack may be performed in addition to any other melee attack and inflicts 1d4 per wing.  No more than one target may be selected per wing: one target to the rear may be targeted with both wings, for 2d4 damage.

New Non-Weapon Proficiencies

Note: The information presented here on new, added, or modified Non-Weapon Proficiencies (NWP) is descriptive only and is listed here in alphabetical order.  Information such as number of slots needed, the attribute it is associated with, modifier to the proficiency check, class it is associated with, and source is listed in Table 37a: Non-Weapon Proficiencies.
Alchemy: A character with this skill can perform a wide variety of feats when he has access to a well-stocked laboratory.  Given time and the proper materials, he can create such things as smoke bombs, sleep gas, magical potions, Greek fire, strong glue, various drugs and poisons, and many other substances left up to the player's imagination (DM's discretion).  And the character can conduct experiments to determine the properties of unknown substances.

A laboratory, including specialized equipment and the innumerable chemicals necessary for its operation, costs at least 5,000gp.  For every additional 5,000gp invested in the laboratory, the chances of success in any given project should be modified by +1 bonus.

This skill is almost useless outside of the laboratory and the character's abilities should be limited when this is the case.  Some characters may wish to carry small analysis kits with them while adventuring.  The DM should allow this, but the delicate equipment is not likely to withstand the rigors of adventuring, and the chances of success will be much less because of the shortage of materials.  The DM should determine the penalties on a project-by-project basis.

This skill grants a +1 bonus to Brewing and Herbalism skill checks.  This skill is required for the alchemist career mentioned in The Complete Wizard's Handbook.

Arcanology: This is the study of the history and development of magic.  A wizard with expertise in this field is familiar with the works of past wizards.  If there is a source of powerful magic in the past the he has a good idea of who could have created it.  Special magical items, spells, or forms of magic wielded by these ancient sorcerers are familiar to him.  With a successful proficiency check (with –1 to –4 penalties) he can identify the general purpose of an ancient magical item.  This ability doesn’t apply to “modern” items, spells, or magical forms.

Astronomy: With this skill a character has a good knowledge of the stars, planets and other bodies, as well as the myths and legends associated with them.  On a clear night, he can always tell direction by the stars and can tell the phases of planets.  Given time, tools and materials, he can construct and use all instruments related to this field, such as astrolabes, sextants and simple telescopes.

This skill grants a +2 bonus to Astrology and +1 bonus to Navigation skill checks using the stars, moon or sun.

 Basket Weaving: A character with this skill is able to create baskets, mats, water tight containers, hats and various other items from wicker and reeds.  A basket weaver may make numerous items per day depending on the complexity of the projects.

Bookbinding: A character with this skill is familiar with the process of assembling books.  It is a demanding task; the pages must glued, sewn, or bound in some other fashion, protected with various kinds of varnishes or treatments, and then fastened to a strong durable cover.  Additional chemical or compounds to ward off mildew, moths, and bookworms are a necessary precaution.

This skill is especially helpful to wizards in assembling spell books.  A wizard who assembles his own spell book reduces the purchase cost by 50%.  It takes two weeks, plus 1 day per five pages.  If the character passes a proficiency check, his spell book gains a +2 bonus to item saving throws.  In addition, the wizard must succeed in a proficiency check if he is dealing with unusual or unsuitable materials (metal sheets, dragon scale covers, etc.).

Botany: A character is able to identify vegetation of all kinds and their properties, life cycles and habitats.  This is limited to the terrain and climate the character has studied.  One ability check is required to identify the plant and another to recall its properties.  Elves and other forest dwellers have a +1 bonus on botany ability checks.

This skill grants a +2 bonus to Agriculture and Herbalism skill checks.

Building Construction: This skill allows the character a knowledge of the various construction and design principles used in the erection of any building, from a small home to a large guildhall.  For large projects, the character will not want to work alone and may hire laborers to do the physical tasks under his instruction.  The DM should adjust the amount of time that it takes to construct a given building based on the available supplies, labor and tools.  When used with Carpentry and/or Stonemasonry the character gains a +1 bonus to ability checks for that type of construction.

This skill grants a +2 bonus to Carpentry and/or Stonemasonry skill checks when the character is constructing that type of building.

Burial Customs: The character understands a range of methods for preparing, preserving, and burying the dead.  It allows a character to actually assume the role of a mortician.


Each slot of this skill is limited to burial methods of races and religions; in other words, a human priest of Selûne from a particular country knows how humans in that land bury their dead and how Selûne’s faithful perform funerals and inter the dead, but this skill doesn’t tell him how humans from other cultures/countries or dwarves bury their dead.

This proficiency is broad, and many cultures share similarities.  Therefore, with a -3 modifier to INT, the character can try a proficiency check to understand and properly perform burial rituals of either another race/culture or another religion.

Calligraphy: This handwriting is controlled and beautiful to the point of being considered art.  A character could earn a good income copying documents, books, formal letters and etc. for the wealthy public, aristocratic courts and religious institutions. The Reading/Writing proficiency is required to take this skill.

This skill grants +1 bonus to Artistic skill checks involving lettering.

Climbing Cliffs & Trees: This skill can be most valuable in a variety of situations.  Although it is not as versatile as a thief's ability to climb walls and similar sheer surfaces, this skill makes a character far more agile in ascending trees and cliffs which offer plentiful hand and toe holds.

This skill grants a 10% bonus on attempts to climb natural surfaces and a +2 bonus to Mountaineering skill checks when free climbing.

Concentration: A character with this talent has rigorously trained himself to ignore distractions of all kinds, deadening his mind to pain or sensation.  This allows a wizard to ignore annoyances or disturbances that might otherwise interfere with the casting of a spell.  The character must state that he is concentrating when he begins to cast.  If he is struck by an attack for <2 points of damage, he is permitted an attempt at a proficiency check to ignore the distraction and continue to cast.  The wizard can attempt to ignore a grappling attack, but suffers a -4 penalty to his check.

A character using this skill must focus on casting to exclusion of all else.  Any DEX based AC bonus is lost, and side attacks gain a +2 to hit.

Diplomacy: A character with this skill has a unique way with a person that draws them to him almost irresistibly.  He has a flair for words and an extensive vocabulary.  He's articulate and practiced in the art of subtle and overt coercion.  A character with this skill needs at least one round of uninterrupted conversation to gains a +5 bonus to his reaction adjustment.  For every additional round the character speaks he gains an additional +1, with a maximum +15 (including +5).

The loyalty base of any associates is adjusted by a +2 bonus for every slot spent on this proficiency.

Dowsing: This is the skill of finding lost or hidden items by seeking a disturbance in the subtle natural energies that permeate the earth.  A dowser is attuned to the invisible, intangible eddies and currents of the world around him; by careful and methodical searching, he can detect particular emanations or anomalies.


Dowsing has two general uses.  First, the character can attempt to detect natural deposits or minerals in the ground, such as water, gold, or other ores. Secondly, the character can attempt to find a specific man‑made item that has been lost or hidden, such as a friend’s dagger, a buried treasure chest, or the entrance to a barrow mound.  The search must be very precise—the dowser will have no luck if he sets out to find ‘the most valuable thing in this field’ or ‘the nearest magical weapon,’ but ‘Aunt Claire’s missing brooch’ or ‘the gold buried by the pirate Raserid’ are suitable searches.


Unlike the spell locate object, the dowser isn’t led or directed to the item he seeks; he has to actually pass within 10 feet of the item, or walk over the place where it is buried, and succeed in a proficiency check to detect the item (the DM should keep this check hidden from the players so that he doesn’t give away the location with a failed check).  Dowsing can take a long time; quartering the dirt floor of a cellar 20 square feet might take 1d3 turns, while checking a field or courtyard might take 1d3 hours.  Searching an area larger than 100 square yards is impractical—the dowser gets tired of concentrating.


A dowser can detect items or substances within 100 feet of the surface, although very strong or powerful sources may be detected slightly deeper. The dowser can guess the approximate depth of what he’s seeking within ±10% when he stumbles across it.
Drover: This skill, sometimes known as "mule skinning," is used to roundup and drive herds of animals to where they are to go.  This skill is also used in driving or leading teams of animals who are employed in pulling, or carrying, very heavy loads, such as wagons, carts and etc.

Elephant Care: The science of prolonging elephant life is a necessity when dealing with these expensive beasts that don't take well to captivity.  The proficiency combines animal handling, animal lore, and herbalism, as they pertain to pachyderms.  Unless someone with proficiency makes successful proficiency checks yearly, an elephant has a 10% chance every year of contracting a fatal disease.  One with this proficiency can tend many elephants and related animals like hippopotami and rhinoceros.

Finance: This skill deals with the knowledge of the finer points of the economy: certified letters of credit, loans, trusts, partnerships, interest rates and so forth. Characters with this skill will often be able to find good paying employment with a money-lending firm or in the accounting branch of any major merchant house.

Folklore: Characters with this proficiency are well versed in the fables, myths, rumors, and legends of one geographic area, unlike the local history proficiency, which only deals with facts.  Folklore can be true, or not.  Folklore can be used also to deduce very vague information about the in habitants (both civilized and monstrous) of the chosen area in terms of history (what tales are told, what is remembered), religion (what the folklore explains or which god is responsible), and culture (how the tale is told, who are the foes in folk tales).


If the character also has local history for the same geographic area, both proficiencies gain a +1 modifier when attempting to gain information in that area.

Furrier: This skill deals with purchasing, trading and selling of furs of various types and quality, from trading in common pelts to selling fine furs.  When used with Leatherworking and/or Seamstress/Tailor the character is able to make fur garments, ranging from common fur, or fur lined, cloaks to top quality fine fur garments for wealthy customers. 

Geography, Ancient: A character with this proficiency are familiar with the location and size of settlements and cities in their native region at some point in the past.  A successful proficiency check allows the character to determine where a city’s limits were during the period they are familiar with, recognize a ruined keep as an ancient ducal seat, and whatever information the DM deems may have been recorded in ancient documents.  If two NWP (or BP) slots are devoted to this proficiency, a character’s knowledge extends to an entire nation or domain in the campaign setting.

This proficiency gives a +1 modifier to a character’s Spirit Lore proficiency in relation to checks in the region they are familiar with.
Geography, Modern: A character with this proficiency are familiar with the location and size of settlements and cities in their native region.  A successful proficiency check allows the character to determine where a city’s limits are, recognize a keep as a ducal seat, and whatever information the DM deems may have been recorded in modern documents.  If two NWP (or BP) slots are devoted to this proficiency, a character’s knowledge extends to an entire nation or domain in the campaign setting.
Geology: With this skill a character can identify different types of rocks, minerals, precious metals and gems.  Though he cannot appraise the value he can differentiate between ornamental, semiprecious and precious stones.  Can make educated guesses as to the purity of any vein of precious metal.  Is familiar with underground formations and functions of the natural world, such as earthquakes, volcanoes and the processes involved in the creation of rocks and minerals.

This skill grants a +2 bonus to Mining skill checks.

Glassblowing/Working: This skill is rare, indeed.  A skilled glassblower can make a fine living by selling his creations of daily use or items of exquisitely fine art.  As with many forms of art, glassblowing is among the finest and is highly sought after.  The use of this skill requires a furnace.

Gunsmithing: Characters with this proficiency are able to build and repair firearms.  If the proficiency check for building fails, the pistol has some error that causes it to explode the first time it is used, causing explosion damage to the user.  If a check for repair fails, the character breaks something in the firearm, necessitating two successful checks to repair it.

Hypnosis: With this proficiency, a trained character can hypnotize another, placing a willing subject into a relaxed state in which he or she is very susceptible to suggestions.  Characters with this proficiency can hypnotize humans and demi-humans with ease.  Humanoids can be hypnotized; however the DM should assign a penalty to the proficiency check.  The size of the penalty depends on how inhuman the subject is.  For example, a half-orc could be hypnotized with a -2 penalty, while attempting to hypnotize a lizard man could impose a -8 penalty to the proficiency check.

The act of hypnotizing someone takes about five minutes.  The subject is then very relaxed and willing to do almost anything that is not very dangerous or against his or her alignment.  Note, however, that a hypnotized subject can be easily fooled; the subject may be convinced that he is doing one thing, while he is actually doing another.  Lawful or good hypnotists who trick their subjects in this fashion should beware.  Hypnotists who use hypnotism to make people do evil acts may find themselves with alignment problems of their own (DM’s discretion).

Hypnotism can have the following (or similar) effects:

· A character can be induced to remember things he has forgotten by reliving a frightening or distant event.

· A character can be made calm and unafraid in the face of a specific situation that he has been prepared for.

· A character can be cured of a bad habit or addiction (but not of curses or magical afflictions).

· A character can be prepared to impersonate someone by thoroughly adopting that individual’s personality.
Hypnotism cannot be used to increase a character's attributes, give him powers or abilities he does not naturally possess, let him do things that are beyond his capabilities, or give him information that he couldn't possibly know.

Inquisitor: Inquisitors are experts in arguing the canon of their faith with others.  They are well-versed in every doctrine of their faith, and know every rule and observance by

heart.  A priest with this proficiency can cross-examine a subject who claims to follow the priest’s religion, to see if it is truly so.


Whereas the religion proficiency grants knowledge of other religions, the inquisitor proficiency focuses on one religion only, and all of its tenets, history, and legends.  This includes an understanding, though not an acceptance, of any splinter faiths of that religion.

Jeweler: This skill enables the character to craft fine jewelry and ornaments.  Any character with this skill can earn a very good living selling his creations to those that trade in them.  When used with appraising the character gains a 10% bonus to the value of the item for choosing the best quality materials (gems, stones).

This skill grants a +1 bonus to Appraising skill checks when appraising jewelry.

Knowledge, Carnal: This is the knowledge of and expertise in sex.  A character with this proficiency has a knowledgeable understanding of sex, knows the proper "etiquette", customs, preferences, pleasures, and dislikes of both sexes of his or her own race and perhaps those of other races (DM’s discretion).  Basically, he or she can perform the “101 ways to drive your partner wild” with expert ease.  Overall success is determined by the quality of the proficiency check; the lower the roll the more satisfied the partner is.

Knowledge, Lower Plane: This proficiency gives the character some knowledge about a particular lower plane – who lives there, what’s needed to survive or get there, etc.  The character doesn’t have automatic knowledge of spell keys, but he does have some knowledge of what kinds of magic may be affected (check required).

Knowledge, Sage: This skill represents a specialized area of knowledge.  A character with this skill is a fully qualified sage in the area of study chosen and is capable of answering questions concerning the topic after some time spent researching.  Refer to Table 62: Sage Modifiers and Table 63: Research Time in the DMG2.  A sage requires a library as a resource – at least 50 to 100 books, costing no less than 10,000gp.  A character may be able to strike a deal with a university, monastery, or wizard’s guildhall in order to use their library.

In addition the character’s high level of learning allows him to make filed observations or attempt to come up with knowledge off the top of his head.  A sage can attempt a proficiency check in his particular area of knowledge, limited to reasonable information an expert can come up with in the field.

The first two NWP (or Bonus) slots spent give the character general knowledge throughout his field of study.  For an additional slot spent the sage can specialize in a particular group (i.e. a botanist could chose lichen and mosses, or ferns) or particular geographical area or climate.  The fields of study include:

· Alchemy: This is the study of the theories and principals of magical chemistry.  A sage with the NWP gains a +2 to his proficiency checks for that NWP.

· Architecture (Building Construction): This is the study of the development, theories, and styles of architecture.  A sage with this field of study can attempt to identify the age, origins, and general purpose of ruined structures.

· Art: The sage is familiar with the great works of the past as well as the works of the best contemporary artists.  If he specializes in one particular art form he is able to identify works of the masters, spot fakes, and appraise pieces for sale value.

· Astrology: This is the history and theoretical background of astrology.  Someone with the astrology NWP knows what the signs mean, but the sage knows why.  The sage has the ability to perform historical astrology, is familiar with the constellations, and may know the beliefs of vanished cultures.

· Astronomy: A sage in this field concentrates on the study of the movements of the planets and constellations.  He can predict eclipses, anticipate the return of comets or meteor showers, and answer questions about the locations or predict the locations of various planets or other bodies in the skies.

· Botany: This is the study of plants, ranging from simple cataloging and observation to detailed studies of life cycles and ecologies.  Areas of specialization include simple plants, water plants, grasses and brush, flowering plants, domestic plants, plant diseases, and ecological systems (i.e. rain forest, tundra, etc.).

· Cartography:  A sage who specializes in this field knows where to find maps for any given region or area, knows how to interpret maps using various forms of notation, and can attempt to solve or complete encrypted or partial maps.

· Cryptography: This is the study of codes, ciphers, and puzzles. A sage with skill in cryptography can attempt to break codes or solve written puzzles with time and study.
· Engineering: The sage is familiar with the science of building devices, engines, and structures.  A sage with the NWP gains a +2 bonus to his proficiency checks in that NWP.  The character can specialize in small or large machines, siege engineering, fortifications, bridges and roads, or buildings.

· Folklore: The sage studies legends and folk tales. By spending another proficiency slot, he can specialize in the folklore of a particular culture or region.
· Genealogy: This is the study of lines of descent. A sage with this skill knows research techniques and sources for tracing family trees and is also familiar with the histories of the important royal and noble families.
· Geography: A sage has learned about the lands and cultures of his world.  He knows general principles of cartography, topography, climatology, and sociology, and can identify individuals or artifacts from other lands.

· Geology:  A sage with the NWP in this field can gain a +2 bonus for that NWP and can attempt a  proficiency check to identify various sorts of gemstones or precious minerals.

· Heraldry: A sage in this field is familiar with the evolution of heraldry and the significance of various symbols and colors.  He can identify common coats of arms on sight and knows where to research obscure or unknown devices.  A sage with the NWP gains a +2 to his proficiency checks for that NWP.

· History: A sage with this skill has a generalist with an excellent grasp of history and the historical methods.  A sage can spend an additional NWP slot to specialize in a certain period.  A sage with any history NWP gains a +2 to his proficiency checks for that NWP.

· Languages: A sage who specializes in languages is concerned with the study of the language itself—grammar, syntax and constructs, and vocabulary and word origin.  His expertise is limited to one particular tongue, but for each additional slot the linguist may add another language to his field of expertise.  This knowledge adds a +2 bonus to the linguist’s rating in any modern or ancient language proficiencies he possesses.

· Law: A sage with this field of study is an expert on matters of law.  He is familiar with any national constitutions or charters, the origin and history of the law, and important matters of precedent.  He can examine contracts, warrants, orders, or decrees and determine if there is a way to enforce or avoid them.

· Medicine: A sage with this skill studies both the history and development of medicine, as well as current methods and treatments.  This provides the character with a +2 bonus to his healing NWP score.  In addition, the character may be able to come up with treatments for non-magical diseases or injuries.

· Meteorology: This is the study of weather and weather patterns.  A sage with this skill knows historical records and prediction methods.  In the field, his knowledge of weather provides a +2 bonus to any weather sense proficiency checks he makes.

· Music: The sage knows the theory and notation systems of music and has studied the works of the great masters.  He can attempt to identify unknown pieces or decipher musical puzzles.

· Myconology: Myconology is the study of fungi. A myconologist can identify samples of fungus, mold, or spores. His knowledge of mushrooms and molds gives him a +2 bonus to herbalism NWP checks.

· Oceanography: A sage with this skill studies the ocean, including weather, marine biology, navigation and charting, and undersea topography.  An oceanographer may be able to explain unusual phenomena at sea or discover the location of wrecks or other sites of interest.

· Philosophy: The study of philosophy is the study of logic, ethics, aesthetics, and metaphysics (for game purposes, anyway), and a sage with expertise in this field is conversant with the great thinkers and arguments of his race or culture.

· Planes: A sage with expertise in this field is familiar with the characteristics and properties of the Astral Plane, Ethereal Plane and the various Elemental Planes.  He understands how the Planes are aligned and how the multiverse is put together.  If he spends an additional slot to specialize, he can be an expert on a particular plane, capable of answering exacting questions on the topic, such as general properties of its layers, its chief inhabitants and domains, and other important details.

· School of Magic: A sage with expertise in a school of magic is familiar with the important theories, works, and great mages of that field.  By engaging in research and passing a proficiency check, the sage could identify spells or magical items belonging to the school by the item’s general effects or appearance.  If the sage is also a wizard, he gains a +5% bonus to his chance to learn spells from the school in question.  A specialist wizard gains a +2 to his score in this proficiency if the school of magic is his own specialty.

· Sociology: This is the study of social structures, customs, mores, and ways of life. The sage is also acquainted with past societies and their customs.

· Theology: A sage with expertise in this area is conversant with the tenets and beliefs of most major religions, gaining a +2 bonus to his religion NWP check. In addition, he studies the theories and lore surrounding the powers and boundaries of the gods themselves.  With research, a theologist can determine what a particular god might or might not be capable of doing.

· Toxicology: A sage with expertise in toxicology can identify poisons both from samples and from examining the symptoms of a poisoned victim.  By using toxicology, a sage can also gain a +1 to any healing proficiency check dealing with poisons.

· Zoology: A sage who acquires knowledge in this area has a good overall grasp of the science of zoology, and in addition, he is considered a specialist in one general class of animals or monsters.  Each additional slot he spends on this proficiency adds one more type or class to his expertise. Classes of animals available include birds, reptiles, mammals, fish, amphibians, insects, amorphous monsters (slimes, jellies, and molds), aquatic monsters, insectile monsters, reptilian monsters, mammalian monsters, hybrid monsters (griffins, perytons, etc.), and any other reasonable class or grouping the DM allows.  A zoologist can identify common species in the field with a successful proficiency check and may be able to predict behavior or capabilities based on his knowledge of the creature in question.
Lore, Dragon: Dragon lore is the body of knowledge required to make hunting dragons alone more than just a suicidal endeavor.  With a successful proficiency check, it allows a PC to evaluate a dragon’s tracks, spoor, and shed scales to learn the dragon’s age category (+/- one category).  It also automatically teaches a dragon hunter the basic dragon types, how to distinguish similar-looking subtypes, and ways to avoid the most common lair traps.

Lumberjack: Especially useful to characters who live in forested areas.  This skill can be employed to fell trees and break them down into raw lumber products.  Characters with this skill can locate and select the trees or type of lumber that would best suit the specific needed or project.  When used with Carpentry and Building Construction the character is able to build any wooden structure desired.

Machine Making: This skill allows the character to construct various machinery such as pulleys, block and tackles, draw bridges, animal powered mills and other fairly simple machines.  When used with Engineering he can construct intricate devices such as clocks, water driven elevators, controlled fountains, water powered mills and other advanced projects.

Medium: This proficiency allows a character to invite a selected spirit to temporarily possess them during a séance.  The usual reason for a character to seek possession is so that a certain spirit may be easily conversed with.  The spirits thus contacted are usually benign spirits, with whom someone in the séance has had a steady relationship with.  Inviting an unknown spirit to take part in the possession could be very dangerous for the Medium.

In order to use this proficiency, a character must spend one round in quiet meditation on the target spirit.  If the spirit wishes, it simply enters the Medium’s body, causing him or her to speak as it desires.  The character acting as the host may not converse with the spirit, so another person must speak with the spirit.  The successful use of this proficiency depends on the proficiency check and the presence of at least one spirit within 150 feet of the Medium.
Any spirit in the area, even one different from the one the Medium wishes to contact, may attempt to possess him or her.  The Medium can sense that it is not the desired spirit and can resist the attempt with a successful saving throw versus Paralyzation; a malign spirit could easily use the Medium's body for evil ends.
Finally, if the character is ever unwillingly possessed this proficiency allows them a greater chance of regaining control. A saving throw versus Paralyzation may be rolled at the end of the round after possession, at the end of the turn, at the end of the day, at the end of the week, and so on.  If any of these rolls succeeds, the spirit is expelled and may not attempt to repossess the character.

Mental Resistance: Through lengthy training and iron discipline, a character with this proficiency prepares himself to resist magical assaults on his mind.  He gains a +1 bonus to his saving throws vs. mental attacks.  This skill is applied to the same attacks as is the WIS-based magical defense bonus.

Orienteering: A character with this skill is able to read and follow any normal map.  He can generally follow maps in unfamiliar languages (skill check required).  If the sky is clear he can determine direction by using the stars at night or shadows during the day.  The latter takes one turn to take measurements and make calculations.

With an appropriate map, this skill grants a +1 bonus to Survival and Navigation skill checks.

Papermaking: A character with this skill knows how to make paper.  This can be an invaluable skill for a wizard, since paper may be fairly rare.  Rag pulp, bark, linen, hemp, and wood were all used to make paper.  The material is pounded or pressed flat and treated with various chemical compounds to bind and strengthen it.  At the DM’s option the character may also be familiar with making parchment, vellum, and papyrus.  Parchment is finely scraped animal skin, treated with lime and other chemicals.   Vellum is unusually supple and smooth parchment taken from very young animals.

A wizard who makes his own paper can reduce the purchase cost of a spell book by 50%.  This requires one to two to weeks and a suitable work area.  If the wizard knows both Bookbinding and Papermaking he can reduce the overall purchase cost of a spell book by 75%.

Photographic Memory: A character with this skill is able to instantly memorize and recall anything they have seen (skill check required to both retain and recall; i.e. maps, letters, faces, places, spell effects & etc.).  A rogue may use this skill for spying and/or information gathering (memorizing documents that would be missed is stolen); an illusionist may use this skill to memorize spell effects for use in future illusions.

There is a base -3 penalty to proficiency checks which is modified depending on complexity and/or usage for what is being remembered and/or recalled.  A failed check may mean complete failure to memorize or incorrect memorization or recall.

Prestidigitation: This is the art of street magic or sleight of hand, the trade of the magician.  The character is skilled at concealing or manipulating small items and familiar with such tricks as pulling a coin from a child’s ear, separating two rings, or causing a pigeon or rabbit to vanish.  For the most part, nothing more than manual dexterity and showmanship are required, and any kind of character may learn this skill.

A wizard with a cantrip spell can duplicate these feats.

Prospecting: This proficiency grants knowledge in the practice of searching for valuable metals and minerals.  There are many techniques available, and the character is fairly familiar with those practiced by his culture (or the culture wherein he was taught prospecting).  This includes using metal or wood pans and fine meshes to sift through riverbeds and dirt.  A successful check performed on a daily or weekly basis indicates that something of worth was found, though usually such results yield only small gains at most.

Research: A wizard with this skill is well versed in the theory and application of spell research.  He is familiar with the use of libraries, laboratories, and other resources, and also has a good grasp of the fundamental processes of experimentation and problem solving.  With a successful proficiency check, the character gains a +5% bonus to his success roll when researching a new spell and only requires ½ the usual amount of time to perform spell research or determine the process necessary to manufacture a particular magical item.  However, the amount of money spent on research remains the same because the wizard is still expending the same amount of books and supplies.

Sign Language, Mudra: This stylized set of thousands of dancing hand signals and body movements forms a complex unspoken language.  For example, there are 36 poses of the eyes and 22 of the neck and head.  Thugs, thieves, dancers, and Brahmins often use this to communicate as they would with any other language.

Street Sense: This skill is used for improved information gathering.  A character with this skill is adept at making a good impression on underworld contacts in the less savory neighborhoods.  Those whom the character contacts will not necessarily trust him, but may decide to talk to him for whatever reason.  Success means that the contact becomes favorably inclined toward the character and will remain so unless events change their mind.

This skill grants a +2 bonus to Information Gathering skill checks.

Sword Swallowing: This proficiency allows the player character to manipulate his mouth and throat to accept long and pointed objects like swords.  The sword swallower also can swallow fire and do other muscle-related tricks with his throat. 

The character gains a +2 on saving throws against ingested poison because his throat reflexes are improved.

Thaumaturgy: This is the art of the casting of magic, the study of the interaction of verbal, somatic, and material components in order to produce a desired effect.  A character who becomes proficient in thaumaturgy has spent time studying the forms and practices of magic.  This depth of knowledge gives the wizard a +5% bonus on his learn spell rolls after a successful NWP check has been made.

Trap Building: This skill indicates that an individual has acquired some degree of training in the security procedures used to defeat thieves.  If used with Engineering the character is able to build very advance traps.

Thieves with this skill have a 10% bonus to their Find & Remove Traps ability due to their experience with them.  Non-thieves have a 5% base chance to find and remove traps (+/- race, DEX & armor modifiers).  This chance is no substitute for the skill of a thief. 

Trapping: This skill allows a character to run a trap line, gut, skin, and prepare the hide and cure the meat.  When used with Set Snares the character gains a +2 bonus to ability checks.

Wagonmaking: This skill allows the character a knowledge of the various construction and design principles used in building wagons, carts, trailers and coaches.  The DM should adjust the amount of time which it takes to build a given wagon based on the available supplies and tools.  When used with Carpentry the character gains a +1 bonus to ability checks. 

This skill grants a +1 bonus to Carpentry skill checks for wagon work.

Languages of Damiano

NOTE: All referenced to locations and countries are based on the map currently in use.  Once a custom map is completed, these references will be changed to reflect the actual world of Damiano.

Ancient Languages

Calandian: It was created in the city of Calandia by the Oghman monks at the Corlas Abbey, c. 251 AK.  The language was never completed; so many Præ Korone and local words were inserted throughout the years of its use in an attempt to complete the language.  So it is possible to find documents written in Calandian with unknown words.  It is considered by some scholars to be the root of all human and halfling languages.


Calandian is known by other names as well such as Corlas – which often refers to the written form, Corlas Script – and Amaltaun Script (Old Rule Script/Calandian).  It can be found written in two forms, Corlas Script or modern letters.


Calandian faded out of use near the end of the Sokubra na Nenun (Time of Chaos/Calandian), c. 1224 AK.

Anteanus Gnomus (Ancient Gnome): There is said to be an ancient gnomish language from the time before Minham and Dweorgmunt, before the Thricyning Imperium, but there are few scholars who know if it’s existence and even fewer who study it.  Most modern scholars are of the opinion that this language was either absorbed into royal dweorg or is a branch of the ancient dwarven tongue.


Anteanus Gnome is not currently in use, although some of the modern dialect’s alphabets resemble Anteanus Gnome.

Hēah Ælf (High Elf): This ancient version of Elven was and still is thought of as the “real” or original elven language.  It is not know when or who created the language but there is an ongoing debate between human and Elven sages and scholars as to its origin.  Elves believe that Præ Korone is a crude copy, while some humans believe that PK is the root of Hēah Ælf.

Hēah Ælf is still used by the elves (High, Gray, and Sylvan) in the secure elven Kingdom of Alfhiem.  Outside Alfhiem, Mōna and Wilde elves still speak it as well.

Miaztencan Pictographs: A pictorial language used by a culture lost prior to the Thricyning Imperium.

A similar language has been found in use by The People of the Viper (or Tiger) who inhabit Miaztencan ruins in the area of the Atruaghin Clans and by a small remote group on the southern shore of Ierendi Island in Ierendi.

Nypthian Hieroglyphics: A pictorial language used during the Nypthian Empire, prior to the Thricyning Imperium.


There are no known cultures that are currently using the language, but ruins in Ylarium can be found covered with Nypthian hieroglyphics.

Præ Korone (Pre-Crowning): Most common human tongue, believed to be used as a common language, prior to the Crowning of the Three Kings of the Thricyning Imperium.  Sometimes thought of as a language of nobles.


It's not known when or by whom this language was created.  However, there is an ongoing debate between human and Elven sages and scholars as to its origin.  Some elves believe that Præ Korone or PK as it is commonly called is a crude copy of Hēah Ælf (High Elf) the ancient elven language still spoken in the Elven kingdom, while some humans believe that PK is the root of Hēah Ælf.  All arguing aside, PK is considered by some scholars to be the root to most if not all other written and spoken languages.


PK is known by other names as well, the most common is Runic Script.

Præ Korone faded out of use after the fall of the Thricyning Imperium (Three Kings Empire), c. 748 AK.

Royal Dweorg (Royal Dwarf): This ancient Dwarven tongue was believed to have been the language of Minham and Dweorgmunt – the dwarven kingdom of Dwarvil Ironeater prior to the Thricyning Imperium – and was “replaced” by PK.  It has not been used since the Tima of Khaos (Time of Chaos/PK).

Modern Languages

Dwarven Languages:

· Modo Dweorg (Modern Dwarf): This is the language in use currently by most surface dwarves throughout Damiano.

· Deop Dweorg (Deep Dwarf): This is the language spoken by dwarves who live in the dark (Deep, Duergar, and Derro).

Elven Languages:

· Hēah Ælf (High Elf): This ancient version of Elven was and still is thought of as the “real” or original elven language.  It is not know when or who created the language but there is an ongoing debate between human and Elven sages and scholars as to its origin.  Elves believe that Præ Korone is a crude copy, while some humans believe that PK is the root of Hēah Ælf.  Hēah Ælf is still used by the elves (High, Gray, and Sylvan) in the secure elven Kingdom of Alfhiem.  Outside Alfhiem, Mōna and Wilde elves still speak it as well.

· Ūtlander Ælf (Outlander Elf): This is newer version of the elven language evolved during the Turbichus Tima (Time of Chaos) and was taken up during and after the Great Race Wars by the Sceadu and Valee.  There several dialects, but they do not vary much.

· Deorc Ælf (Dark Elf): A language spoken by the race commonly called the Drow.  There are many variations and dialects.  Not much else is known.
Gnome Languages: 

· Gnomish: Since there is no gnomish kingdom per se, where a single culture would use one primary language, it is hard to describe gnomish as a unique language.  Most of the dialects and variations have their roots in Anteanus Gnome with words combined from other languages, such as ælven for the forest gnome, modo dweorg for the rock gnome, and etc.

· Svirfneblin: The language of the underground dwelling gnomes.  Not much else is known.
Halfling Languages: 

· Hin or Scir: This it the language of the Shires.

· Furchin: This is the language of the arctic halfling.

· Animal Tunge: This is the descriptive name given to the unusual language used by the barbarian-like (Athasian) tribes of halflings in the jungles of Tenakumba.

Human Languages: There are as many unique human languages, dialects, and variations as there are lands, countries, peoples, and etcetera.  The names of many of the human languages are based on the country of origin.

Humanoid Languages: There are as many unique humanoid languages, dialects, and variations as there are humanoids, lands, races, and etcetera.  The names of most of the humanoid languages are based on the name of the humanoid race.

Common Languages

Tradesman: The Tradesman language that has evolved since the end of the Great Races Wars.  It is a composite language that was developed by traveling traders, merchants, and bards.  It is a crude mixture of all the current major human languages (like American English) that allowed at least a basic understanding of what the other person was saying.  After time, it became its own language (both spoken and written) and is now in use in most major cities and settlements (most humans learn Tradesman alongside their cultural language).

Neothan Tūngue: This is the “common” tongue of those that live underground (in the “Underdark”).

Slag: Slag, originally from Slagovich (the language from the country of the same name), has evolved into a separate dialect and is the common language spoken west of the Serpent Peninsula.
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