




































































































Corsair 
A corsair is a fighter of the sea, most likely a pirate but sometimes a member of a proper navy. 
 Most corsairs are rank and file fighters or rogues, but more than a few spellcasters who spend a 
large time at sea take a couple of levels in this class as it has benefits for them as well. 
 Hit Die:  d10 
 
Requirements 
To become a corsair requires the following. 
Alignment:  Any 
Base Attack Bonus:  +5 
Skills:  Profession (Sailor), 8 ranks 
 Use Rope, 4 ranks 
 Climb, 8 ranks 
 Balance, 4 ranks 
Feats: Dodge 
 Mobility 
 
THE CORSAIR 
Lvl AT FT RF WL Special 
1 +1 +2 +2 +0 Two Weapon Fighting, Ship Weapons 
2 +2 +3 +3 +0 Pitch & Roll, Uncanny Dodge (Dex to AC) 
3 +3 +3 +3 +1 Rigging Fighting, Fame +1 
4 +4 +4 +4 +1 Salty Dog, Fame +2 
5 +5 +4 +4 +1 Stay Conscious, Uncanny Dodge (Can’t be flanked), Fame +3 
 
Class Skills 
Balance (DEX), Bluff (CHR), Climb (STR), Craft (DEX), Escape Artist (DEX), Gather Information 
(CHR), Intimidate (CHR), Jump (STR), Navigation (INT), Profession (Sailor), Spot (WIS), Swim (STR), 
Use Rope (DEX) 
 
Skill Points at each level:  4+INT Modifier 
 
Class Features 
Armor Proficiencies:  The corsair class confers no additional armor proficiencies beyond what a character 
already knows.   
Ship Weapons:  The character gains weapon proficiency with belaying pins, gaff hooks and harpoons, 
which are readily available on board a ship.  Normally these are exotic weapon proficiencies. 
Two Weapon Fighting:  Like the ranger, a corsair is skilled at fighting with two weapons in light armor 
since armor is too dangerous on board ship and shields are too cumbersome.  When in light armor or no 
armor a corsair benefits from the effects of the Two Weapon Fighting feat and the Ambidexterity feat.  A 
character that already has these feats gains Improved Two Weapon fighting instead.   
Uncanny Dodge:  As the rogue, the corsair is highly nimble on his feet.  Rogue levels stack with this class’ 
levels when determining when Uncanny Dodge bonuses are gained. 
Pitch & Roll:  At 2nd level the corsair has a +10 competence bonus to balance checks provoked by the 
pitch & roll of a ship. 
Fame:  Add this value to the character’s leadership score (See Leadership feat, page 45 of Core Rulebook 
II).  A corsair who owns his own ship qualifies as having a permanent base of operations, albeit a mobile 
one, and gains a +2 bonus to his Leadership score according to Table 2-26: Leadership Modifiers, page 45 
of Core Rulebook II. 
Rigging Fighting:  At 3rd level the corsair suffers no penalties for fighting while climbing so long as there 
are abundant handholds (the rigging of a ship counts as such much of the time). 
Salty Dog:  At 4th level, when a corsair takes subdual damage he is allowed a fortitude save to shake off 
half this damage.  The DC is 15+damage dealt. 
Stay Conscious:  At 5th level, the character does not fall unconscious while his hit points are negative.  He 
is reduced to partial actions only.  Taking these partial actions does not open his wounds, but existing 
wounds will continue to bleed if he doesn’t stop to stabilize himself. 
 
 
 



Archdruid 
The druids have quietly acted as watchers and shepherds of the land for many years.  The current leader of 
the order can trace her office’s line back some two thousand years.  Many druids aspire to enter the 
hierarchy of the order, but few ever succeed and fewer still advance into the ranks of the elite of the elite. 
 Hit Dice:  d8 
 
Requirements 
The requirements to enter the administrative core of the druidic faith are understandably very high. 
Alignment:  True Neutral 
Spells:  The character must be able to cast 5th level divine spells 
Skills:   Wilderness Lore:  13 ranks 
 Knowledge (Nature):  13 ranks 
Other:  The character must defeat an existing first level archdruid in a contest determined by that 
character.  Mere defeating in combat, say by ambush, isn’t sufficient.  The other character must accept the 
challenge then set the terms. 
 There can only be a certain number of archdruids at each level worldwide.  Specifically, there are 
only 72 archdruids of 1st level, 36 of 2nd level, 18 of 3rd level, 9 of 4th level and 1 5th level archdruid acting 
as the Grand Druid.  Once that individual steps down he or she becomes a hierophant druid and another 
archdruid steps up to become the Grand Druid.. 
 A character must have the XP necessary to advance in level to challenge to advance as an 
archdruid.  If he fails he must advance as a normal druid instead.  If he is challenged and defeated he loses 
an archdruid level and gains a druid level.  The character must accept at least one challenge per year.  The 
only exception is the position of Grand Druid.  This post is never determined by challenge.  Rather the 
sitting Grand Druid chooses a successor then steps down to become a Hierophant Druid. 
 
THE ARCHDRUID 
Lvl AT FT RF WL Special 
1 +1 +2 +0 +2 Divine Grace, Local Divination 
2 +2 +3 +0 +3 Bonus Spells, Provincial Divination 
3 +3 +3 +1 +3 True Wildshape, Regional Divination 
4 +3 +4 +1 +4 Leaguewalk, Continental Divination 
5 +4 +4 +1 +4 All spells, Global Divination 
 
Class Skills 
Identical to the Druid 
 
Class Features 
Divine Grace:  Add your charisma bonus to all saving throws, as a paladin does.   
Divination:  Each archdruid has a territory assigned to her.  The higher the level of the archdruid, the larger 
this territory becomes.  By closing her eyes and concentrating for one round the archdruid can see through 
the eyes of any animal in her territory.  As the name of the ability implies, the Grand Druid (5th level 
archdruid) can see anything in the world. 
Bonus Spells:  The number of bonus spells the character receives for wisdom are doubled. 
True Wildshape:  The druid’s wildshape ability can be used at will. 
Leaguewalk:  The druid can tree stride at will. 
All spells:  The Grand Druid does not prepare spells, but has access to all druid spells simualtaneously. 
 
Hierophant Druid 
If a Grand Druid steps down they lose all the divinational powers and the all spells ability listed above.  
They gain the following abilities 
Elemental Planeshift:  A heirophant druid can enter and survive in the elemental planes at will.  Normal 
attacks from fire, acid, electricity, or cold. do not harm the druid.  Magical attacks can only deal half 
damage to the character (If there is already a saving throw for half, the damage is reduced to one quarter). 
Hibernate:  The heirophant can hibernate.  During hibernation the heirophant is aware of his surroundings, 
but cannot move.  He does not age while hibernating. 
 
Ex-Archdruid 
An archdruid who ceases to be neutral is stripped of his rank.  Every level of the archdruid class is lost and 
replaced by druid levels.  



Gallant 
((This class is called “The Cavalier of the Rose” in the Dusk Campaign Sourcebook for the organization 
that it belongs to.  It is suitable for use for any order of womanizing chaotic good knights.  The class name 
changes in this open content guide - remember to use the name printed here.)) 
 
Gallants are fighters concerned more with winning hearts than winning battles.  Often these fighters are 
more skilled with a jousting lance than with a combat one.  Risk takers to the last one, many are braggarts 
and more than a few are foolhardy.  But they are not bullies, and they possess a strong sense of honor.  
They are charged to hold up the ideas of the Code of Chivalry, especially the romantic allusions contained 
within it. 
 Most Gallants are fighters, though some are rangers, bards and even rogues are not unheard of in 
their number. 
 Hit Die:  d10 
 
Requirements 
To qualify to be a gallant the character must possess the following abilities 
Alignment:  Chaotic Good 
Base Attack Bonus:  +4 
Special:  Receive the blessing and commission of a chaotic good deity associated with love, passion or 
chivalry. 
 
THE GALLANT  
Lvl AT FT RF WL Special   1 2 3 4 
1 +1 +2 +0 +2 Special Enemy +1 0 - - - 
2 +2 +3 +0 +3 Grace   1 - - - 
3 +3 +3 +1 +3 Special Enemy +2 2 - - - 
4 +4 +4 +1 +4 Blessing   3 0 - - 
5 +5 +4 +1 +4 Special Enemy +3 3 1 - - 
6 +6 +5 +2 +5 Luck   4 2 - - 
7 +7 +5 +2 +5 Special Enemy +4 4 3 0 - 
8 +8 +6 +2 +6 Favor   4 3 1 - 
9 +9 +6 +3 +6 Special Enemy +5 4 4 2 - 
10 +10 +7 +3 +7 Love’s Champion  4 4 3 0 
 
Class Skills 
The Gallant’s class skills and the relevant ability for each are Bluff (CHA), Diplomacy (CHA), Intimidate 
(CHA), Knowledge (Religion), Perform (CHA) 
 
Skill Points at Each Level:  2+Int modifier 
 
Class Features 
Weapon and Armor proficiency:  The Gallant is proficient in all simple and martial weapons, all armors, 
and shields. 
Spell Use: Gallants are favored by deities with province over love, romance or chivalry.  They follow the 
same rules for preparing and casting spells as do clerics.  When a 0 is listed on their spell progression chart 
they only receive spells of that level if they have bonus spells due to a high wisdom. 
Special Enemy:  Gallants are the sworn enemies of oppressive orders and priesthoods that would strike 
down love, passion and freedom; and the allies of such orders - the various devils and demons.  Against 
these enemies the Gallant gains the listed bonus on attack rolls and skill checks. 
Grace:  The character adds his charisma modifier, if positive, to the DC of his charm spells so long as the 
recipient is of the same race and opposite sex.  For purposes of this ability elves, half-elves and humans are 
the same race. 
Blessing:  The character adds his charisma modifier, if positive, to his will saves against charm spells and 
effects. 
Luck:  Gallants have a knack for getting in way over their head.  Once a day the character gains a +1 luck 
bonus to all rolls for one minute. 
Favor:  Immunity to Mind-Affecting spells cast by evil aligned characters or spells. 
Love’s Champion:  Immunity to Compulsion and Fear effects created by evil characters or spells. 
 
 



GALLANT SPELL LIST 
1st level:  Charm Person, Bless, Cure Light Wounds, Virtue 
2nd level:  Allure, Resist Elements, Shield Other 
3rd level:  Suggestion, Cure Moderate Wounds, Hold Person  
4th level:  Charm Monster, Death Ward, Emotion 
 
 

Clan Sorcerer 
Despite being loners, many sorcerers have families.  On some worlds clans of sorcerers form and use their 
family ties to strengthen their magic. 
 The various clans only rarely admit bards into their number. 
 Hit Die:  d4 
 
Requirements 
The character must meet the following requirements to become a clan sorcerer. 
Spells:  The ability to cast 2nd level arcane spells spontaneously. 
Skills:  Knowledge:  Arcane8 ranks 
Feats:  Any three metamagic feats.  Specific clans may require specific feats at the DM’s option. 
Special:  Be born into or adopted into a clan. 
 
THE CLAN SORCERER 
Lvl AT FT RF WL Special 
1 +0 +0 +0 +2 Spellcaster Level +1, Clan Focus 
2 +0 +0 +0 +3 Arcing 
3 +1 +1 +1 +3 Spellcaster Level +1 
4 +1 +1 +1 +4 Combine 
5 +2 +1 +1 +4 Spellcaster Level +1 
6 +2 +2 +2 +5 Transfer 
7 +3 +2 +2 +5 Spellcaster Level +1 
8 +3 +2 +2 +6 Commune 
9 +4 +3 +3 +6 Spellcaster Level +1 
10 +4 +3 +3 +7 Clan Elder 
 
 
Class Features 
Spellcaster +1:  At each odd clan sorcerer level, the character may add a level to his previous spellcasting 
class for determining his caster level, spells known, and other abilities. 
Clan Focus:  Each clan is known for a school of magic or an effect category (such as fire spells).  Newly 
initiated members of the clan are taught how to use these spells especially well.  The save DC’s of these 
spells increases by 2. 
Arcing:  At 2nd level sorcerers of the same clan can cast spells through and upon each other with ease.  This 
power works at medium range and is calculated by the combined caster levels of both casters.  Hence clan 
elder of 11th level can stay back and cast a spell as if he were standing in the spot occupied by a 6th level 
newcomer.  All effects of the spell are calculated according to the actual caster, but the spell’s orgin 
belongs to the recipient caster, who can then place the spell within its normal range from him.  Personal 
spells can be cast upon another with this ability.  The recipient caster places the arced spell as a free action. 
Combine:  At fourth level the character may add his spellcasting potential to another’s spell.  The two 
casters must be within the same range as arcing.  The lead caster loses a slot for the spell’s level.  The 
assistant gives up whatever slot level he wishes.  This slot has the effect of increasing the lead caster’s 
effective level for the spell by its amount (a third level slot increases the effective level by three) and it also 
heightens the resultant spell as per metamagic feat by that amount.  Optionally, a sorcerer can apply a 
metamagic feat he knows to the lead caster’s spell - if he does the spell’s caster level doesn’t increase and it 
doesn’t heighten as well. 
Transfer:  At 6th level two sorcerers of the same clan can trade spells they know.  This process takes a full 
day.  It is most commonly used to make sure that the higher-level members of the clan do not necessarily 
need to keep suboptimal spells such as invisibility as opposed to improved invisibility. 
Commune:  At 8th level two clan sorcerers within medium range of each other can use each other’s spell’s 
known list as if it where their own.  Only two sorcerers may be in commune at a given time, and 
establishing the commune takes one minute. 
Clan Elder:  At 10th level the clan sorcerer becomes clan elder.  Note that a given clan can only have one 



elder at a given time, so the character may have to put off advancing to this level for some time before 
attaining it.  A clan elder can instantly commune with any of the clan sorcerers nearby, even if they are not 
able to commune with her in return.  As a result, a clan elder with enough clan members nearby can easily 
have more spells at her disposal than even a learned wizard. 
 
 
 

Traprunner 
In the dusty tombs and catacombs beneath the world lie many traps designed to maim and kill any who dare 
get near them.  The traprunner is a specialist in dealing with such devices and even staying alive while 
doing it. 
 Obviously rogues make the best traprunners, but wizards and even some clerics have been known 
to take to this task by using their magic to decipher what sheer skill cannot. 
 Hit Die:  d6 
 
Requirements 
To qualify for that most dangerous of exercises that is trap running the character must have the following 
qualities 
Alignment:  Any, though most trap runners are chaotic. 
Feats:  Lightning Reflexes, Skill Focus in Search or Disable Device. 
Skills:   8 ranks Search 
 8 ranks Disable Device 
Other:  Evasion 
 
THE TRAPRUNNER 
Lvl AT FT RF WL Special 
1 +0 +2 +2 +0 Sense Trap 
2 +1 +3 +3 +0 Armor Class +1 vs. Traps, Uncanny Dodge: Dex bonus to AC 
3 +2 +3 +3 +1 Defensive Roll vs. Traps 
4 +3 +4 +4 +1 Armor Class +2 vs. Traps, Uncanny Dodge:  Can’t be Flanked 
5 +3 +4 +4 +1 Improved Evasion 
6 +4 +5 +5 +2 Armor Class +3 vs. Traps 
7 +5 +5 +5 +2 Skill Mastery 
8 +6 +6 +6 +2 Armor Class +4 vs. Traps 
9 +6 +6 +6 +3 Spell Resistance to Traps 
10 +7 +7 +7 +3 Armor Class +5 vs. Traps 
 
 
Class Skills 
The traprunner’s class skills and the key ability for each skill are Balance (DEX), Climb (STR), Craft 
(INT), Decipher Script (INT), Disable Device (INT), Hide (DEX), Jump (STR), Listen (WIS), Move 
Silently (DEX), Open Lock (DEX), Profession (WIS), Search (INT), Spot (WIS), Swim (WIS), Tumble 
(DEX), and Use Magic Item (CHR) 
 The traprunner has access to any and all special features of his skills as if he were a rogue. 
 
Skill points at each level:  8+INT bonus 
 
 
Class Features 
Weapon and Armor Proficiencies:  The traprunner employs the same weapon armor selection as a rogue. 
Sense Trap:  The DM secretly rolls a search roll anytime a traprunner moves close enough to a trap to be 
in danger of triggering it (usually 5’, sometimes further, sometimes closer).  If the search roll succeeds the 
traprunner becomes aware of the trap even though he wasn’t actively searching for it. 
Uncanny Dodge:  The traprunner has the same uncanny dodge abilities as a rogue.  When determining 
which uncanny dodge abilities the levels in all classes with the uncanny dodge ability stack. 
Defensive Roll vs. Traps:  The character rolls a reflex save against any trap he is aware of that attacks him 
and if successful he halves the damage dealt.  The DC of this roll is the damage dealt.  Evasion does not 
apply to this roll since a reflex save to reduce the damage isn’t normally allowed. 
Improved Evasion:  The character only takes ½ damage on a failed reflex save for half damage, and no 
damage on a successful save. 



Skill Mastery:  The character becomes absolutely certain of the skills listen, spot, search, disable device, 
open locks and decipher script.  He can take ten on these skills even when under duress that would 
normally not allow this. 
Spell Resistance to Traps:  The character has a spell resistance of 10+his reflex bonus against any magical 
trap. 
 
 
 

Death Speakers 
Of all the specialty priest orders, none hold more respect than the Death Speakers.  While the common folk 
revere this role they play, they nevertheless unnerve the common folk in their role as undertakers and 
occasionally pallbearers. 
 Most Death Speakers are clerics that have furthered their dedication to the cause of setting the 
dead to rest 
 
 ((In Dusk the death speakers serve Matacha, the good aligned goddess of the dead, who abhors 
undead in all its forms.  They are an appropriate order to serve a deity with such attitudes)). 
. 
 Hit Die:  d8 
 
Requirements 
To become a Death Speaker, a character must fulfill the following:  
Alignment:  Neutral Good 
Spells:  The character must be able to cast 4th level divine spells. 
Feats:  Extra Turning 
Skills:  8 ranks Knowledge (Undead) 
 
THE DEATH SPEAKER 
Lvl AT FT RF WL Special  
1 +0 +2 +0 +2 Turn Undead, Spellcaster  +1 
2 +1 +3 +0 +3 Draining Touch 
3 +1 +3 +1 +3 Spellcaster +1 
4 +2 +4 +1 +4 Negative Levels -1 
5 +2 +4 +1 +4 Improved Turning, Spellcaster +1 
6 +3 +5 +2 +5 Improved Draining, Spellcaster +1 
7 +3 +5 +2 +5 Spellcaster +1 
8 +4 +6 +2 +6 Negative Levels -2 
9 +4 +6 +3 +6 Greater Turning, Spellcaster +1 
10 +5 +7 +3 +7 Spellcaster +1 
 
 
Class Skills 
The Death Speaker’s Class skills and the key ability for each are Concetnration (CON), Craft (INT), 
Diplomacy (CHA), Intimidate (CHA) Knowledge (Arcana)(INT), Knowledge (Necrology)(INT), 
Profession (WIS), Scry (INT, exclusive skill), and Spellcraft (INT) 
 
Skill Points at each level:  2+INT modifier 
 
 
Class Features 
Turn Undead:  Death Speakers continue to turn undead.  The levels as a death speaker stack with any 
cleric or (rarely) paladin levels the character might have. 
Spellcaster +1:  At these levels the death speaker can add +1 to her previous spellcasting class’ levels 
when determining which spells the character gains. 
Draining Touch:  The touch of a death speaker disrupts negative life forces.  Any undead creature gains an 
effective negative level when a death speaker makes a successful touch attack.  If the undead creature itself 
is able to drain ability levels the death speaker will not be affected by that ability when making this touch 
attack. 
Negative Levels:  At 4th level the death speaker ignores the first negative level he receives each round.  At 
8th level he ignores the first two negative levels he receives each round.  Negative levels assigned to a 



Death Speaker disappear at a rate of one per minute and are never permanent (no fortitude save is required 
to be rid of them). 
Improved Turning:  The Death speaker can elect to do an improved turn attempt.  Each such attempt 
counts as two uses of the turning ability instead of one.  During such a turn the Death speaker is considered 
to be two levels higher than normal and he affects double the normal number of undead. 
Improved Draining Touch:  The Death speaker’s touch assigns two negative levels to eligible undead per 
successful touch attack. 
Greater Turning:  A greater turn expends three uses of the turn ability for the day.  The death speaker is 
considered four levels higher than he actually is for the attempt and affects triple the normal number of 
undead on the attempt. 
 

 
Holy Knight 
Even the elite have elite among their number, and this is as true for paladins as it is for any group.  While 
paladins are few and far between, they still can be counted.   
 Hit Die:  d10 
 
 
Requirements 
To qualify to become a holy knight requires the following 
Alignment:  Lawful Good 
Base Attack Bonus:  +10 
Feats:  Power Attack, Sunder, Cleave 
Other:  Divine Grace.  Complete a specific quest in a Lawful Good deity’s name  
 
THE HOLY KNIGHT 
Lvl AT FT RF WL Special 
1 +1 +2 +0 +2 Evil’s Bane +1 
2 +2 +3 +0 +3 Grace 
3 +3 +3 +1 +3 Evil’s Bane +2 
4 +4 +4 +1 +4 Law 
5 +5 +4 +1 +4 Evil’s Bane +3 
6 +6 +5 +2 +5 Reason 
7 +7 +5 +2 +5 Evil’s Bane +4 
8 +8 +6 +2 +6 Duty 
9 +9 +6 +3 +6 Evil’s Bane +5 
10   +10 +7 +3 +7 Truth 
 
 
Class Skills 
As paladin. 
 
 
Class Features 
Evil’s Bane:  Any masterwork melee weapon functions as a magical weapon of the listed bonus for as long 
as they are held by the Holy Knight. 
Grace:  The character cannot be granted negative energy levels. This is a supernatural ability. 
Law:  The character is not subject to mind affecting and compulsion spells unless he desires to be subject 
to them or they are employed by a Lawful Good cleric who is of equal or higher level than the holy knight.  
This is a supernatural ability. 
Reason:  The character is allowed a willpower save against any illusion he views regardless if he has 
reason to doubt its authenticity.  This roll is made in secret by the GM as soon as the illusion is 
encountered.  This is a supernatural ability. 
Duty:  The character can cast heal, as per the spell, once per day per charisma modifier bonus.  This is a 
spell-like ability. 
Truth:  The character can cast greater dispelling at 20th level of ability, once per day per charisma modifier 
bonus.  If the spell has the evil descriptor, apply a +5 holy bonus to the roll.  This is a spell-like ability. 
Multiclass Note:  A paladin who multiclasses as a Holy Knight is free to return to the paladin class.  A 
holy knight who advances in any class other than paladin can no longer advance as a holy knight. 



 
 
Ex-Holy Knights 
A holy knight who changes alignments can no longer advance as a holy knight and loses all supernatural 
and spell-like abilities of the class. 
 
 

Berserker 
While there are many skilled warriors throughout the world, few can make the skin of their enemies crawl 
like the berserkers.  These vicious warriors have earned the fear, or at least the respect of friend and foe 
alike.  Those who count berserkers as enemies hesitate to even confer the title of human upon them, 
referring to them often as beasts than men. 
 Berserkers are often used as shock troops both in their own land and when they are hired out as 
mercenaries. 
 Hit Die:  d12 
 
Requirements 
It takes a bit more than a death wish and a touch of insanity to be accepted into the ranks of the berserkers, 
(though that doesn’t hurt). 
 
Alignment:  Any Chaotic. 
Base Attack Bonus:  +5 
Feats:  Toughness, Great Fortitude 
 
THE BERSERKER 
Lvl AT FT RF WL Special 
1 +1 +2 +0 +0 Rage 1/day 
2 +2 +3 +0 +0 Blind to Fear 
3 +3 +3 +1 +1 Rage 2/day 
4 +4 +4 +1 +1 Blind to Pain 
5 +5 +4 +1 +1 Rage 3/day 
6 +6 +5 +2 +2 Blind to Reason 
7 +7 +5 +2 +2 Rage 4/day 
8 +8 +6 +2 +2 Free Action 
9 +9 +6 +3 +3 Rage 5/day 
10 +10 +7 +3 +3 Greater Rage 
 
 
Class Skills 
The number of skills a berserker hones is limited indeed.  Their class skills are Climb, Jump, Ride and 
Swim. 
 
Skill Points at Each Level:  1 + INT bonus 
 
 
Class Features 
Berserkers have the following abilities 
Weapon and Armor Proficiencies:  Berserkers can use any simple or martial weapon other than bows and 
crossbows (Attacking at range is dishonorable).  They are able to use shields and light armors. 
Rage:  Like barbarians, berserkers are known for flying into bloodthirsty frenzies, and they do it more 
often.  While in a rage the character gains a +4 to Strength, +4 to Constitution and +2 morale bonus to will 
saving throws.  Unlike the barbarian, the berserker hones this fighting style as a life passion and he suffers 
no penalty to his armor class while in a rage.  Also unlike the barbarian the berserker must attack 
something, anything, while in a rage.  He can use no other skills, items or abilities unless they help him 
close with his foe.  They lose all reason and are as likely to attack friend as foe, so allies are advised to stay 
at a distance.  A berserker has difficulty coming out a rage.  He must succeed at a willpower save DC 10 + 
the number of rounds he was in the rage. 
 If the character has barbarian levels, any rages from that class stack with this one.  The levels do 
not stack when determining when rage related abilities are gained from either class. 
Blind to Fear:  While in a rage the character is immune to fear effects 



Blind to Pain:  While in a rage the berserker fights on even when his hit point total is negative.  When he 
comes out of the rage the berserker makes a saving throw DC 10 - his hit point total (remember, when you 
subtract a negative you add it: A character at -5 hit points must hit DC 15 (10 - (-5)) )  or falls unconscious 
immediately.  If the character reaches -10 he can still fight on, though the character makes a fortitude save 
DC 20 each round or perishes.  A berserker that is this far gone will die when he comes out of the rage 
unless a heal or greater magic is applied to him before he comes of the rage - he has been mortally 
wounded but by extraordinary force of will he is still on his feet. 
Blind to Reason:  While in a rage the character is immune to all compulsion and mind-affecting spells.  
The entrance into a rage has a chance to break such spells as well - if the character is under a mind-
affecting or compulsion effect he rolls a new saving throw when he enters the rage. 
Free Action:  While in a rage the berserker is immune to spells that alter his movement as per the spell free 
action.  This is a supernatural ability. 
Greater Rage:  The rage bonuses increase to +6 to Strength, a +6 to constitution and a +3 morale bonus to 
willpower saves.  If the character also has the barbarian class greater rage ability the bonus increases to +8 
to Strength, +8 to constitution and a +4 morale bonus on willpower saves. 
 
 
Ex-Berserker 
A berserker who ceases to be chaotic cannot rage and cannot advance in his class. 
 
 

Spellfilcher 
Some arcane casters spend years honing their skills and researching new applications of spells.  Others take 
short-cuts and others earn their magic the old fashioned way, they steal it.  Spellfilching is a time-honored 
art almost as old as arcane casting itself.   
 Sorcerers make by far and away the best spellfilchers, and this isn’t surprising since sorcerers - 
unlike wizards - already have a penchant for laziness in developing their talents. 
 Hit Dice:  d4 
 
 
Requirements 
Becoming a spellfilcher requires innate talent for magic, a willingness to acquire it by any means and 
insight into certain spells. 
 Alignment: Any, though Spellfilchers are rarely lawful 
 Spells:  Ability to spontaneously cast 4th level spells.  Specific knowledge of the spells lesser spell 
stealing, and mneumonic absorbtion. 
 Feats:  Any three metamagic feats 
 Skills:   11 ranks spellcraft 
  11 ranks Knowledge (Arcane) 
  5 ranks Pick Pockets or Open Locks 
 
THE SPELLFILCHER  
Lvl AT FT RF WL Special 
1 +0 +0 +0 +2 Spellcaster +1, Spellfilch 1 / day 
2 +1 +0 +0 +3 Spellcaster +1, Scrollfilch 1 / day 
3 +1 +1 +1 +4 Spellcaster +1, More Spells 
4 +2 +1 +1 +4 Spellcaster +1, Spellfilch 2 / day 
5 +2 +1 +1 +5 Spellcaster +1, Scrollfilch 2 / day 
6 +3 +2 +2 +5 Spellcaster +1, More Spells 
7 +3 +2 +2 +6 Spellcaster +1, Spellfilch 3 / day 
8 +4 +2 +2 +6 Spellcaster +1, Scrollfilch 3 / day 
9 +4 +3 +3 +7 Spellcaster +1, More Spells 
10 +5 +3 +3 +7 Spellcaster +1, Spellfilch 4 / day, Greater Filch 
 
 
Class Skills 
The spellfilcher’s class skills and the key ability for each skill are Bluff (CHR), Decipher Script (INT), 
Hide (DEX), Knowledge (Arcane) (INT), Move Silently (DEX), Open Lock (DEX), Pick Pockets (DEX), 
Scry (INT), Sense Motive (WIS), Spellcraft (INT) 
 



Skill Points at each level:  4+INT Modifier 
 
 
Class Features 
Spellcaster +1:  The character gains another level in his previous spellcasting class’ caster level.  He gains 
all the benefits associated with a higher caster level except more spells.  Unlike other prestige classes with 
this ability, the spellfilcher does not learn new spells when he advances as a spell filcher.  Hence a 8th level 
sorcerer, 4th level spellfilcher has the casting ability of a 12th level sorcerer, but he only has the spell 
selection of a 8th level sorcerer. 
Spellfilch:  The spellfilcher’s most infamous power is his ability to look into the minds of other spellcasters 
and take their spells from them for his own use.  The spellfilcher simply names a desired spell and 
concentrates on a spellcaster within medium spell range. 
 The willpower save’s DC to resist this effect is 10+the spellfilcher’s total caster level+ the 
spellfilcher’s spellcasting modifier.  If it is successful the would-be victim rolls a second save against DC 
20+the spellfilcher’s spellcasting modifier.  If this second save is also successful the victim will be aware 
of the attempt and who made it.  If the victim resists the spellfilch attempt then the attempt does not count 
against the spellfilcher’s uses of this ability per day.   
 Once a spellfilcher nabs a spell he can use it repeatedly for as long as his spell potential holds out 
and until he rests his mind.  The spellfilcher can only nab spells he is eligable to cast (i.e. on his spellcaster 
list and he is of level to use those spells). 
 If the spellflicher names a spell the enemy caster does not have prepared or doesn’t know the 
ability fails, but the attempt doesn’t count against the spellfilcher’s uses of this ability. 
 Spellfilching is a supernatural ability that takes a full action to employ. 
Scrollfilch:  The spellfilcher can prepare a spell off a scroll and use it repeatedly.  This process consumes 
the scroll.  The spellfilcher must be of level to cast the spell as it is written on the scroll. 
More Spells:  At 3rd, 6th and 9th level the spellfilcher gets to learn a few more spells.  He learns a number of 
spells equal to his casting ability modifier at the time he gains the level.  If his casting ability modifier later 
changes he neither gains nor loses spells. 
Greater Filch:  The spellfilcher can take a spell that does not belong to his class once per day using his 
spellfilching or scrollfilching ability.  The DC to resist this attempt is half normal (round down). 
 
 
 

Eldritch Warrior 
When war comes upon the elven peoples it is the eldritch warrior that leads the armies.  Combining 
spellcasting prowess with armed combat finesse, the eldritch warriors are a feared force for any army to 
encounter. 
 Hit Die:  d8 
 
 
Requirements 
The arts of the eldritch warrior are the most closely guarded secret of the elven people. 
Racial:  Must be an elf. 
Base Attack Bonus:  +3 
Spells:  Able to cast 3rd level arcane spells 
 
THE ELDRITCH WARRIOR 
Lvl AT FT RF WL Special 
1 +0 +0 +2 +2 Bonus Feat 
2 +1 +0 +3 +3 Spellcaster Level +1 
3 +2 +1 +3 +3 Bonus Feat 
4 +3 +1 +4 +4 Spellcaster Level +1 
5 +3 +1 +4 +4 Bonus Feat 
6 +4 +2 +5 +5 Spellcaster Level +1 
7 +5 +2 +5 +5 Bonus Feat 
8 +6 +2 +6 +6 Spellcaster Level +1 
9 +6 +3 +6 +6 Bonust Feat 
10 +7 +3 +7 +7 Spellcaster Level +1 
 
 



Class Skills 
The class skills of the eldritch warrior are Climb (Str), Concentration (Con), Craft (Int), Jump (Str), 
Knowledge (As wizard)(Int), Ride (Dex), Scry (Int), Spellcraft (Int), Swim (Str) 
 
Skill Points at each level:  2+Int bonus 
 
 
Class Features 
Weapon and armor proficiency:  An eldritch warrior may use weapons any medium or light armor, 
shields and any simple weapon or the elven racial weapons. 
Bonus Feat: At every odd level the eldritch warrior either selects a feat from the following list or selects a 
class ability from the list below - Combat Casting, Craft Arms and Armor, Dodge, Mobility, Spring Attack, 
Exotic Weapon Proficiency, Expertise, Improved Disarm, Improved Trip, Whirlwind Attack, Martial 
Weapon Proficiency or Melee Weapon Touch (see Chapter 5). 
 Elven Chain:  The eldritch warrior can cast in elven chain mail without an arcane spell failure 
chance. 
 Spring Spell:  The character can move before and after casting a spell.  Spring attack is a 
prerequisite to this ability. 
Spellcaster Level:  At every even level the eldritch warrior increases his casting level of his previous class 
by one. 
 
 

Halfling Caller 
In the world of spirits and nature that is the religion of halflings, the caller stands as a unique and special 
bridge between worlds.  Callers fill the upper echelons of the halfling religion.  Usually possessed of both 
arcane and divine magical teachings, they combine the two into a potent summoning force rarely equaled in 
Carthasana. 
 Hit Die: d6 
 
 
Requirements 
A caller must meet the following prerequisites 
Racial:  Must be a halfling. 
Spells:  Ability to cast summon monster II and summon nature’s ally II. 
Special:  Must be trained and ordained by another caller. 
 
THE CALLER 
Lvl AT FT RF WL Special 
1 +0 +0 +0 +2 Spellcaster Level +1, Summoner, Call I 
2 +1 +0 +0 +3 Spellcaster Level +1, Call II 
3 +1 +1 +1 +3 Spellcaster Level +1, Call III 
4 +2 +1 +1 +4 Spellcaster Level +1, Call IV 
5 +2 +1 +1 +4 Spellcaster Level +1, Call V 
6 +3 +2 +2 +5 Spellcaster Level +1, Call VI 
7 +3 +2 +2 +5 Spellcaster Level +1, Call VII 
8 +4 +2 +2 +6 Spellcaster Level +1, Call VIII 
9 +4 +3 +3 +6 Spellcaster Level +1, Call IX 
10 +5 +3 +3 +7 Spellcaster Level +1, Call X 
 
 
Class Skills 
As druid 
 
 
Class Features 
Spellcaster Level +1:  The character adds a level to one of her previous spellcasting classes, increasing the 
number of spells known and spells prepared appropriately.  Callers routinely have more than one previous 
spellcasting class so the player must specify which one is being boosted. 
Summoner:  All spellcasting levels the character has count towards the effects of a summon spell.  Hence 



a 3rd level cleric / 3rd level druid / 4th level caller casts summon nature’s ally III at the 10th level of ability. 
Call:  Once per day the character may call a creature that either summon nature’s ally or a summon monster 
spell of the listed level could conjure up.  Alternatively the character may call up any monster or character 
with a challenge rating equal or less than the given number.  Called creatures remain 1 minute / level of the 
caller instead of the 1 round / level normal for the spells. 
 
 
 

Nightstalker 
Those who worship the night gain powers from her. 
 Hit Die:  d10 
 
 
Requirements 
The character must devote herself to the path of night that is the way of the night.  The character must also 
meet the following requirements. 
Alignment:  Chaotic Evil 
Base Attack Bonus:  +3 
Spells: Ability to cast Deeper Darkness. 
Feats: Blindfight 
Special: During initiation the character is deliberately murdered and called back through magic.  Most 
initiates are unaware of this part of the ceremony until it is too late.  If the character does not return to life 
the initiation, obviously, fails.  This tactic has prevented spies from the other religions from infiltrating this 
order.  The above requirements must be met prior to applying for this class, not subsequent to the initiation.  
Hence a 6th level cleric can apply, be murdered and drop to 5th level, then be allowed to enter the class as a 
5th level cleric / 1st level Nightstalker. 
 
THE NIGHTSTALKER 
Lvl AT FT RF WL Special  
1 +0 +2 +0 +2 Spellcaster Level +1, Low Light Vision, Darkness Domain,  

Dark Power 1 
2 +1 +3 +0 +3 Spellcaster Level +1, Poison Use 
3 +2 +3 +1 +3 Spellcaster Level +1, Hide in Plain Sight 
4 +3 +4 +1 +4 Spellcaster Level +1, Dark Power 2 
5 +3 +4 +1 +4 Spellcaster Level +1, Dark Vision 
6 +4 +5 +2 +5 Spellcaster Level +1, Shadow Walker 
7 +5 +5 +2 +5 Spellcaster Level +1, Shadow Stalker 
8 +6 +6 +2 +6 Spellcaster Level +1, Dark Power 3 
9 +6 +6 +3 +6 Spellcaster Level +1, Night Sight 
10 +7 +7 +3 +7 Spellcaster Level +1, Shadow Jump 
 
 
Class Skills 
The class skills of the night stalker and the related ability scores are as follows:  Concentration (CON), 
Hide (DEX), Knowledge (Arcana)(INT), Knowledge (Religion)(INT), Listen (WIS), Move Silently (DEX), 
Scry (INT), Spellcraft (INT) 
 
Skill Points at each level:  2+INT Bonus 
 
 
Class Features 
Spellcaster Level +1:  The character adds his nightstalker levels to his previous spellcasting class to 
determine caster level and spells known.  Other class abilities for the class, such as wizard bonus feats, are 
not gained. 
Darkness Domain:  The character gains the darkness domain if she does not already have it.  If she does 
have this domain, she selects a third domain. 
Low-Light Vision:  As per the racial ability 
Dark Power:  The deeper the darkness, the more powerful the spells of a Nightstalker as follows. 
 
  Dark Power 



Twilight  1 2 3 
Moonlight 2 3 4 
Starlight  3 4 5 
Total Dark 4 5 6 
 
This bonus applies to the DC on saves against their spells. 
Poison Use:  The character can use poison freely as an assassin. 
Hide in Plain Sight:  As long as darkness prevails the character can sink into the shadows to hide in plain 
sight.  The character cannot sink into her own shadow. 
Darkvision:  As the racial ability 
Shadow Walker:  The character gains a +10 competance bonuses to hide checks while lighting conditions 
are at moonlight levels or worse. 
Shadow Stalker:  The character gains a +10 competance bonus to move silently checks while lighting 
conditions are at moonlight levels or worse. 
Night Sight:  The character treats darkness as light, seeing the world in a photo negative of what we 
normally experience.  The character can still see objects within 30 feet in bright light.  Magical darkness 
does not hinder this ability.  It is supernatural. 
Shadow Jump:  Once per day the character can dimension door between to areas of darkness. 
 
 
 

Gnomish Visionsmith 
Gnomes are incorrigible pranksters well known for their love of illusions and illusory magic.  While all 
gnomes dabble in illusion craft, some raise it to a high art form. 
 Most visionsmiths are illusionists, although general wizards and sorcerers enter this vocation as 
well. 
 Hit Die:  d4 
 
 
Requirements 
The arts of high illusion are a closely guarded secret among the gnomic peoples. 
Racial:  Must be gnome 
Feats:  Spell Focus (Illusion),  
Spells:  Ability to cast Spectral Image, Minor Image, and Major Image. 
 
THE GNOMISH VISIONSMITH 
Lvl AT FT RF WL Special 
1 +0 +0 +0 +2 Spellcaster Level +1, Additional Barred School,  

Illusion Focus +2 
2 +1 +0 +0 +3 Spellcaster Level +1, Chicanery 
3 +1 +1 +1 +3 Spellcaster Level +1, Concentrate I 
4 +2 +1 +1 +4 Spellcaster Level +1, Keen Eyes 
5 +2 +1 +1 +4 Spellcaster Level +1, Enlarged Illusions 
6 +3 +2 +2 +5 Spellcaster Level +1, Concentrate II 
7 +3 +2 +2 +5 Spellcaster Level +1, Reaching Illusions 
8 +4 +2 +2 +6 Spellcaster Level +1, Keen Ears 
9 +4 +3 +3 +6 Spellcaster Level +1, Concentrate III 
10 +5 +3 +3 +7 Spellcaster Level +1, Extended Illusions 
 
 
Class Skills 
The class skills of the gnomish visionsmith are Bluff (CHR), Concentration (Con), Craft (INT), Hide 
(DEX), Knowledge (As wizard)(INT), Listen (WIS), Move Silently (DEX), Scry (INT), Sense Motive 
(WIS), Spellcraft (INT), Spot (WIS) 
 
Skill Points at Each Level:  4+Int Bonus 
 
 
Class Features 
Weapons & Armor Proficiencies:  The gnomish visionsmith gains no additional weapon or armor 



proficiencies. 
Additional Barred School(s):  Upon becoming a visionsmith the character must select an additional 
school of magic from which the character cannot select spells.  This choice must be made from the 
illusionist list and cannot overlap any other restricted schools the character may have.  If the character 
knows spells in the selected barred school(s) he retains them, but he cannot count his gnomish visionsmith 
levels towards his caster level when employing those spells and he cannot learn new spells from that 
(those) school(s). 
Spellcaster Level +1:  The character adds his visionsmith levels to his previous spellcasting class to 
determine caster level and spells known.  Other class abilities for the class, such as wizard bonus feats, are 
not gained. 
Illusion Focus:  The DC to save against the character’s illusions increases by 2.  The character’s saves 
against illusions increases by 2. 
Chicanery:  To any illusionist, bluffing is natural.  At 2nd level the character gains a +10 competence 
bonus on bluff checks. 
Concentrate:  Many illusions require the caster’s concentration.  At 3rd level the character gains the ability 
to act unhindered while concentrating on one illusion.  She can even cast a second spell or concentrate on 
an additional spell.  At 6th level the character gains the ability to maintain two illusions in this manner and 
at 9th level the character can maintain 3 illusions in this manner. 
Keen Eyes:  The character’s instinctive attention to detail from his spells grants him a +10 competence 
bonus to spot checks. 
Enlarged Illusions:  The area of effect of all illusions the character employs is doubled.  A spell that has 
been enlarged with the feat enlarge spell is trebled in size. 
Reaching Illusions:  The range of all illusions the character employs is doubled.  A spell that has been 
enlarged with the feat enlarge spell is trebled in size. 
Keen Ears:  At 8th level the character gains a +10 competence bonus to listen checks. 
Extended Illusions:  The duration of all illusions the character uses is doubled.  If a spell is concentration 
only, the spell persists for 10 minutes after the character ceases concentration, continuing to act as the 
caster instructed it when concentration ceased.  The spell can still be dismissed. 
 
 
 

Dwarven Chanter 
Dwarves have a reputation for being obsessed with structure.  One tool they use to enforce this structure are 
rigid chants.  The duty of leading the chants falls to the chanters.  While dwarven priests lead chants for 
small groups, large projects and wars require chanters of much greater personal presence and projection of 
voice.  These are the chanters. 
 Hit Die:  d8 
 
Requirements 
To become a chanter a character must meet the following requirements 
Alignment:  A Chanter must be lawful, but most chanters are recruited from a bardic background - a class 
normally incompatible with a lawful mindset.  If a character is a bard he or she can begin training for this 
class so long as he is not chaotic.  The character must switch to a lawful alignment prior to becoming a 
chanter. 
Racial:  Must be a dwarf 
Skills:  8 ranks of perform 
Spells:  Ability to cast 2nd level spells. 
 
THE DWARVEN CHANTER 
Lvl AT FT RF WL Special 
1 +0 +2 +0 +2 No Arcane Failure, Can be Lawful, Synchronize Skills,  

Synchronized Attack +2 
2 +1 +3 +0 +3 Spellcaster Level +1, Synchronized Damage +2 
3 +2 +3 +1 +3 Spellcaster Level +1, Synchronized Attack +3 
4 +3 +4 +1 +4 Spellcaster Level +1, Synchronized Damage +3 
5 +3 +4 +1 +4 Spellcaster Level +1, Synchronized Attack +4 
6 +4 +5 +2 +5 Spellcaster Level +1, Synchronized Damage +4 
7 +5 +5 +2 +5 Spellcaster Level +1, Synchronized Attack +5 
8 +6 +6 +2 +6 Spellcaster Level +1, Synchronized Damage +5 
9 +6 +6 +3 +6 Spellcaster Level +1, Synchronized Attack +6 
10 +7 +7 +3 +7 Spellcaster Level +1, Synchronized Damage +6 



 
 
Class Skills 
As Bard 
 
Class Features 
Weapon & Armor Proficiencies:  A Dwarven Chanter may employ any armor in addition to the standard 
bardic armors. 
Can be Lawful:  The Chanter can advance as a bard despite his lawful alignment. 
Spellcaster Level +1:  The character adds his chanter levels to his previous spellcasting class to determine 
caster level and spells known.  Other class abilities for the class, such as wizard bonus feats, are not gained. 
No Arcane Failure:  A chanter can cast bardic arcane spells in armor. 
Synchronize Skills:  The character can synchronize the work efforts of any number of characters nearby 
who work with the chant.  Dwarves know how to do this naturally and other characters will need to be 
taught (The process takes a month).  All characters involved in the skill check can add the chanter’s level to 
their check as a circumstance bonus.  The number of times this ability can be used is identical to the bardic 
ability inspire competence.  All characters receiving the bonus must be lawful. 
Synchronized Attack / Damage:  By moving in rhythm with the chanter’s chant, dwarves can be deadly 
effective in combat.  Other characters can learn to move with the chant, but the process takes a month and 
no elf has ever learned it (although whether this is a lack of elven talent as the dwarves claim, or a lack of 
dwarven tutors as the elves have stated is unknown).  The chant is an inspire courage use, though the 
bonuses are greater than that ability by itself.  All participants act simultaneously (their initiative changes to 
match the chanters) and all participants must be lawful. 
 
 
Ex-Chanter 
A chanter who ceases to be lawful cannot use the abilities of this class and cannot advance as a chanter. 
 
 
 

Corrupted Wizard 
With the lure of magic comes the lure of power.  While a few wizards use magic for the good of the people 
and nations, others use it to suit their own ends.  There are, unfortunately, many spellcasters who seek to 
gain as much power as they can as quickly as they can.  Instead of pursuing magic through the pristine 
methods of scroll and book, they turn to fell powers to grant them forbidden secrets. 
 Hit Die:  d4 
 
 
Requirements 
To become a corrupted wizard is relatively simple, as the dark powers demand very little of their students - 
at first. 
Alignment:  Any Evil 
Spells:  Ability to prepare and cast 3rd level arcane spells 
Skills:  Knowledge (Religion) 8 ranks 
 Knowledge (Fiend Lore) 8 ranks 
Special:  A wizard who enters this class must destroy her spell books.  Her imp familiar will thereafter 
provide the spells the wizard knows to her. 
 
 
THE CORRUPTED WIZARD 
Lvl AT FT RF WL Special 
1 +0 +2 +0 +2 Spellcaster Level +1, Imp Familiar, Tainted Magic,  

Dark Traits. 
2 +1 +3 +0 +3 Spellcaster Level +1, Dark Vision, Smite Good 
3 +2 +3 +1 +3 Spellcaster Level +1, Cold & Fire Resistance 5 
4 +3 +4 +1 +4 Spellcaster Level +1, Double Bonus Spells 
5 +3 +4 +1 +4 Spellcaster Level +1, Cold & Fire Resistance 10,  

Greater Dark Trait. 
6 +4 +5 +2 +5 Spellcaster Level +1, Damage Reduction 5/+1 
7 +5 +5 +2 +5 Spellcaster Level +1, Cold & Fire Resistance 15 



8 +6 +6 +2 +6 Spellcaster Level +1, Damage Reducation 5/+2 
9 +6 +6 +3 +6 Spellcaster Level +1, Cold & Fire Resistance 20 
10 +7 +7 +3 +7 Spellcaster Level +1, Damage Reduction 10/+3  

Greater Dark Trait. Creature of Darkness 
 
 
Class Skills 
As Wizard 
 
 
Class Features 
Weapon & Armor Proficiencies:  No new weapon or armor proficiencies are gained. 
Spellcaster Level +1:  The character adds his corrupted wizard levels to his previous spellcasting class to 
determine caster level and spells known.  Other class abilities for the class, such as wizard bonus feats, are 
not gained. 
Imp Familiar:  The character’s familiar (if he has one) becomes an imp.  If he does not have a familiar he 
gains an imp familiar. 
Tainted Magic:  All spells the character uses gain the evil descriptor.  All spells the character has with the 
good descriptor can no longer be used.  Any spell with the evil descriptor can be employed by the character 
even if it comes from another class’s casting list.  If the spell has multiple casting levels, use the lowest.  
This will drop the level of several key spells for the character - notably animate dead. 
Darkvision:  The character gains darkvision. 
Smite Good:  As per the blackguard ability in Core Rulebook II. 
Cold & Fire Resistance:  Reduce all damage rolls from spells of these types by the listed amount on the 
table. 
Double Bonus Spells:  Double the spell slots gained for a high casting ability modifier.  These extra slots 
must be devoted to spells that normally have the evil descriptor. 
Damage Reduction:  The character reduces the damage from non-enchanted weapons by the listed 
amount. 
Dark Traits:  At each level (not just the first) the character gains a trait that marks him as touched by 
darkness.  At each level the traits become harder to conceal.  At the 5th and 10th level the character gains a 
dark trait that has a combat effect - usually but not always a claw, bite or horn attack dealing damage 
appropriate to the character’s size. 
Creature of Darkness:  At 10th level the character becomes a fiend.  The levels of this class have gradually 
applied the fiendish template to the character.  She is now an outsider and subject to spells which affect 
such creatures (such as magic circle against evil). 
 
 
 

Crusader 
Crusaders seek to enforce their faith upon the unwilling. 
 Hit Die:  d10 
 
 
Requirements 
The requirements of the Pentalic Crusader class are as follows. 
 Alignment:  Any neutral (i.e. LN, NG, NE, CN, N) 
 Base Attack Bonus:  +5 
 Spells:  Ability to cast 2nd level divine spells 
 Feats:  Any two feats from the list of “Fighter” related feats. 
 Special:  Initiates must travel to the distant city of Sandiem for ordainment and training. 
 
THE CRUSADER 
Lvl AT FT RF WL Special 
1 +1 +2 +0 +2 Bonus Feat 
2 +2 +3 +0 +3 Spellcaster Level +1 
3 +3 +3 +1 +3 Bonus Feat 
4 +4 +4 +1 +4 Spellcaster Level +1 
5 +5 +4 +1 +4 Bonus Feat 
6 +6 +5 +2 +5 Spellcaster Level +1 



7 +7 +5 +2 +5 Bonus Feat 
8 +8 +6 +2 +6 Spellcaster Level +1 
9 +9 +6 +3 +6 Bonust Feat 
10 +10 +7 +3 +7 Spellcaster Level +1 
 
 
Class Skills 
As cleric 
 
 
Class Features 
Weapon and Armor Proficiencies:  Crusaders may use any armor, shields and simple weapons. 
Spellcaster Level +1:  On each even level the character gains access to more spells and her casting level 
improves as if she had leveled in her previous spellcasting class.  She does not gain any other abilities that 
level might have bestowed, such as an improvement in turning undead. 
Bonus Feat:  At each odd level the character can choose a bonus feat as if he were a fighter, or he may 
choose an ability from the below list 
Melee Weapon Touch:  As per the feat in Chapter 5. 
Smite Infidel:  Once per day for each bonus to the character’s charisma modifier the character can deal 
damage to a divine caster of any deity not in their religion.  The character deals an extra amount of damage 
equal to her character level.  If the struck character does not use divine magic there is no extra effect and 
the attempt is wasted. 
Spring Spell:  The character can move before and after casting a spell.  The character must have the spring 
attack feat before taking this ability. 
 
 

Warden 
While druids are admirably prepared to watch over the wildlands and protect them from common problems, 
a dedicated foe might still give them a great deal of trouble.  For this reason the wardens, an organization of 
rangers responsible to the druidical hierarchy, were organized. 
 While most wardens are rangers; druids and even some rogues have come to dedicate themselves 
to this task. 
 Hit Die:  d10 
 
 
Requirements 
To become a warden requires the following. 
 Base Attack Bonus:  +5 
 Feats:  Track, Alertness, Improved Inititiative 
 Skills: 8 ranks Wilderness Lore 
  8 ranks Knowledge (Nature) 
 
Lvl AT FT RF WL Special 
1 +1 +2 +0 +2 Home Region 
2 +2 +3 +0 +3 Wildshape (1/day) 
3 +3 +3 +1 +3 Tree Stride (1/day Home Region) 
4 +4 +4 +1 +4 Wildshape (2/day) 
5 +5 +4 +1 +4 Tree Stride (2/day) 
6 +6 +5 +2 +5 Wildshape (3/day Tiny) 
7 +7 +5 +2 +5 Tree Stride (3/day) 
8 +8 +6 +2 +6 Wildeshape (4/day Huge) 
9 +9 +6 +3 +6 Tree Stride (4/day Any Region) 
10 +10 +7 +3 +7 Great Awareness 
 
 
Class Skills 
As Ranger 
 
 



Class Features 
Weapon and Armor Proficiencies:  As Ranger 
Home Region:  Each warden is assigned a home region.  This region is usually around 400 square miles.  
In this region he enjoys a +4 competence bonus to the following skills:  listen, spot and wilderness lore. 
Wildshape:  As a druid. 
Tree Stride:  As per the spell.  Until 9th level the character cannot use this ability outside his home region. 
Great Awareness:  Home Region competence bonuses increase to +10 and apply anywhere. 
 



Glory Bard (Prestige Class) 

Prestige Classes 
                                    Glory Bard 
 

Requirements 
Feats:  Leadership 
Skills:  Perform 13 ranks 
 Diplomacy 10 ranks 
Special: Must be able to cast arcane spells and have a 
charisma of at least 20 and bardic knowledge as class 
ability. 
 
Class Skills 
Alchemy (Int), Balance (Dex), Bluff (Cha), Climb (Str), 
Concentration (Con), Craft (Int), Decipher Script (Int), 
Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), 
Gather Information (Cha), Hide (Dex), Intuit Direction 
(Wis), Jump (Str), Knowledge (all, each taken separately) 
(Int), Listen (Wis), Move Silently (Dex), Perform (Cha), 
Pick Pocket (Dex), Profession (Wis), Scry (Int), Sense 
Motive (Wis), Speak Language (Int), Spellcraft (Int), 
Swim (Str), Tumble (Dex), and Use Magical Device 
(Cha) 
Skill Points at Each Level: 4 + Int Modifier 
Hit Die: d6 
 
Class Features 
 Spells Per day and bardic knowledge: every 
level the Glory bard gains 1 level of an arcane casting 
class, and +1 to bardic Knowledge. 
       Bardic Familiar: Upon reaching 1th level the glory 
bard may call a familiar as a Wizard calls a familiar, the 
familiar has no size restrictions, but must have less hit 
dice than the glory bard, and have the exact same 
alignment as the bard, if the familiar is lost the glory bard 
may call another familiar after 1 day.  The Bardic 
Familiar gains abilities at the same rate as a Wizard’s 
familiar (PHB pg. 51), using Glory Bard levels for caster 
level. 
Slippery Appearance: Upon reaching 2nd level in Glory 
bard, when wearing no armor you may add your Charisma 
modifier to your AC 
 Inner Strength: Upon reaching 3rd level you 
may make a Perform check (DC 23) to give one of your 
allies Damage Reduction ((perform check / 10) / -).  For 
example if you rolled a 34 on your perform check for 

inner strength your target would gain damage reduction 
3/-, this damage reduction stacks will all non magical 
damage reduction. This ability may be used once per day 
per level of glory bard, duration is 10 rounds. 
 Fire Shield: Upon Reaching 5th level you may 
make a perform check (DC 25), you may target 1 person 
per Glory Bard level you have obtained to gain Fire 
Resistance equal to your Glory Bard level x 3, and each 
time they are struck by a melee weapon the wielder of the 
weapon takes the glory bard’s character level divided by 3 
damage (fire).  This ability may be used once per day per 
level of glory bard, duration is 10 rounds. 
 
 Versyss of Victory: Upon reaching 6st level in 
Glory Bard, you may make a Perform check (DC 20) to 
effect 1 person, and 1 additional person for every 3 points 
you surpass the DC by.  Each person affected by the 
Versyss of victory gain Haste as per the spell, and a +2 
bardic Strength bonus.  This ability may be used once per 
day per level of glory bard, duration is 10 rounds
 Cold Shield: Upon Reaching 7th level you may 
make a perform check (DC 27), you may target 1 person 
per Glory Bard level you have obtained to gain Cold 
Resistance equal to your Glory Bard level x 3, and each 
time they are struck by a melee weapon the wielder of the 
weapon takes the glory bard’s character level divided by 3 
damage (cold).  This ability may be used once per day per 
level of glory bard, duration is 10 rounds. 
 Brittle Spirit: Upon reaching 9th level you may 
make a perform check (DC 29) to target 1 person (Will 
negates (DC 10 + Glory Bard Level + Cha Modifier)) if 
they fail their save, all damage taken is also applied to 
subdual damage.  This ability may be used once per day 
per level of glory bard, duration is 10 rounds. 
 Bardic Leadership:  Upon reaching 10th level of 
Glory bard, you may recruit a second cohort at a –4 
leadership modifier. 

 
Class 
Level 

Base Attack 
Bonus 

Fort 
Save 

Ref 
Save 

Will 
Save 

Special 

1st 0 0 2 2 Bardic Familiar  
2nd 1 0 2 2 Slippery Appearance 
3rd 2 1 3 3 Inner Strength 
4th 3 1 3 3  
5th 3 1 4 4 Fire Shield 
6th 4 2 5 5 Versyss of Victory 
7th 5 2 5 5 Cold Shield 
8th 6 2 6 6  
9th 6 3 7 7 Brittle Spirit 
10th 7 3 7 7 Bardic Leadership 
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