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ŒÒÌÓ‚Ì˚Â ËÁÏÂÌÂÌËˇ, ÔËÒÔÓÒ‡·ÎË‚‡˛˘ËÂ d20-system Í Â‡ÎËˇÏ —Â‰ËÁÂÏ¸ˇ JRRT:

	ÒËÒÚÂÏ‡ Ï‡„ËË ÒËÎ¸ÌÓ ÒÓÍ‡˘ÂÌ‡ Ë ÏÓ‰ËÙËˆËÓ‚‡Ì‡.

	ÍÎ‡ÒÒ˚ bard, druid, monk, sorcerer ËÁ˙ˇÚ˚; ÌÂÍÓÚÓ˚Â ÒÔÓÒÓ·ÌÓÒÚË ˝ÚËı ÍÎ‡ÒÒÓ‚ ÔÂÓ·‡ÁÓ‚‡Ì˚ ‚ ÛÏÂÌËˇ ËÎË Ì‡‚˚ÍË.

	ÍÎ‡ÒÒ˚ cleric, paladin, ranger, rogue ÏÓ‰ËÙËˆËÓ‚‡Ì˚ Ë ÔÂ‚‡˘ÂÌ˚ ‚ ÔÂÒÚËÊ-ÍÎ‡ÒÒ˚.

	ƒÓ·‡‚ÎÂÌ˚ ÍÎ‡ÒÒ˚ traveller, master, elf.

	ÍÎ‡ÒÒ wizard ‰ÓÒÚÛÔÂÌ ÚÓÎ¸ÍÓ ‰Îˇ Ï‡Èˇ Ë ‚‡Î‡.

	‡Ò˚ gnomes Ë half-elf ËÁ˙ˇÚ˚; ÔÓ˜ËÂ ‡Ò˚ ÏÓ‰ËÙËˆËÓ‚‡Ì˚, ‰Ó·‡‚ÎÂÌ‡ ‡Ò‡ dunadan.

	ˇÁ˚ÍË: common (vestron), elven (sindarin & quenia), dwarven, dunadan (adunaic), black speech

‡Ò˚

Human Racial Traits

ï	Medium-size

ï	Base speed is 30 feet.

ï	1 extra feat at 1st level

�symbol 183 \f "Symbol" \s 9�∑�	Automatic Language: common. Bonus Languages: any (other than secret languages, such as dwarven).

ï	Favored Class: Any.

Dwarven Racial Traits

ï†+2 Constitution, ñ2 Charisma

ï†Medium-size

ï†Base speed is 20 feet.

ï†Darkvision

ï†Stonecunning: +2 racial bonus on checks to notice unusual stonework, such as sliding walls, stonework traps, new construction (even when built to match the old), unsafe stone surfaces, shaky stone ceilings, and the like. A dwarf who merely comes within 10 feet of unusual stonework can make a check as if he were actively searching, and a dwarf can use the Search skill to find stonework traps as a rogue can. 

ï	+2 racial bonus on saving throws against poison

ï	+2 racial bonus on saving throws against spells and spell-like effects.

ï	+1 racial bonus to attack rolls against orcs and goblinoids

ï	+4 dodge bonus against giants. Note that any time a character loses his positive Dexterity bonus to Armor Class, such as when heís caught flat-footed, he loses his dodge bonus, too.

ï	+2 racial bonus on Appraise checks

ï	+2 racial bonus on Craft checks that are related to stone or metal

ï	Automatic Languages: common and dwarven. Bonus Languages: sindarin, black speech.

ï	Favored Class: Master.

Elven Racial Traits

ï	+2 Dexterity, +2Charisma, ñ2 Strength

ï	Medium-size

ï	Base speed is 30 feet.

ï	Immunity to magic sleep spells and effects, and a +2 racial saving throw bonus against Enchantment spells or effects.

ï	Immune to desease

ï	Darkvision

ï	Proficient with either longsword; proficient with shortbow, longbow, composite longbow, and composite shortbow.

ï	+2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for the door.

ï	Automatic Languages: sindarin. Bonus Languages: common, quenia.

ï	Favored Class: Elf

dunadan Racial Traits

ï	+1 Strength

ï†Medium-size

ï†Base speed is 30 feet.

ï†+1 racial saving throw bonus against Enchantment spells or effects.

ï Immune to disease, Great Fortitude, Iron Will

ï†+1 racial bonus on Listen, Search, and Spot checks

ï 1 extra feat at 1st level

ï	4 extra skill points at 1st level and 1 extra skill point at each additional level

ï Automatic Language: common. Bonus Languages: any (other than secret languages, such as dwarven).

ï†Favored Class: Fighter.

Orc Racial Traits

ï†+2 Strength, ñ2 Intelligence, ñ2 Charisma

ï†Medium-size

ï†Base speed is 30 feet.

ï†Darkvision

ï†Automatic Languages: black speech. Bonus Languages: common.

ï†Favored Class: Fighter.

ï†Light Sensitivity: Orcs are dazzled in bright sunlight (-4).



HOBBIT Racial Traits

ï	+2 Dexterity, ñ2 Strength

ï	Small: +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks

ï	Base speed is 20 feet.

ï	+2 racial bonus on Climb, Jump, and Move Silently checks

ï	+4 racial bonus on Will-Save and +1 racial bonus on Fort&Ref saving throws

ï	+1 racial attack bonus with a thrown weapon

ï	+2 racial bonus on Listen checks

ï	Automatic Languages: common. Bonus Languages: sindarin.

ï	Favored Class: Traveller



Base classes

Elves

Game Rule Information

††Abilities: Cha, Dex

††Alignment: Nonevil

††Hit Die: d8.

Class Skills

	Skill Points at 1st Level: (6 + Int modifier) x4.

	Skill Points at Each Additional Level: 6 + Int modifier.

Class Features

	Armor and Weapon Proficiency: The elf is proficient in the use of all simple weapons, all swords and bows and light armor.

	Spells: ›Î¸Ù˚ ÏÓ„ÛÚ ÔËÏÂÌˇÚ¸ Á‡ÍÎËÌ‡ÌËˇ (ÍÎËË˜ÂÒÍÓ„Ó ÚËÔ‡).  ÓÎË˜ÂÒÚ‚Ó ‰ÓÔÓÎÌËÚÂÎ¸Ì˚ı Á‡ÍÎËÌ‡ÌËÈ ÓÔÂ‰ÂÎˇÂÚÒˇ ÏÓ‰ËÙËÍ‡ÚÓÓÏ Cha. 

	 ‡Ê‰˚È ˝Î¸Ù ‚˚·Ë‡ÂÚ ‡ÁÂ¯ÂÌÌÓÂ ÂÏÛ ÍÓÎË˜ÂÒÚ‚Ó Á‡ÍÎËÌ‡ÌËÈ ÚÂı ˝Î¸ÙËÈÒÍËı ¯ÍÓÎ: ÎÂÒÌÓÈ, ËÎÎ˛ÁËÓÌÌÓÈ Ë ‚‡ÎËÌÓÒÍÓÈ. Œ‰Ì‡ÍÓ Ì‡Ì‰Ó Ë ÒËÌ‰‡ Á‡ÔÂ˘ÂÌ‡ ‚‡ÎËÌÓÒÍ‡ˇ ¯ÍÓÎ‡, ÚÂÎÂË - ÎÂÒÌ‡ˇ, ‚‡Ì¸ˇ ñ ËÎÎ˛ÁËÓÌÌ‡ˇ, ‡ ˜ËÒÚÓÍÓ‚Ì˚Ï ÌÓÎ‰Ó - ‡ÁÂ¯ÂÌ‡ ÚÓÎ¸ÍÓ ‚‡ÎËÌÓÒÍ‡ˇ.

	Fea-power ñ Ì‡˜ËÌ‡ˇ ÒÓ 2-„Ó ÛÓ‚Ìˇ Î˛·ÓÈ ˝Î¸Ù ÏÓÊÂÚ ÒÓ‚Â¯‡Ú¸ ‰ÂÈÒÚ‚Ëˇ, ÔÂ‚ÓÒıÓ‰ˇ˘ËÂ ‚ÓÁÏÓÊÌÓÒÚË Â„Ó ÙËÁË˜ÂÒÍÓ„Ó ÚÂÎ‡: ÓÌ ‰Ó·‡‚ÎˇÂÚ Cha modifier ÍÓ ‚ÒÂÏ ÒÔ‡Ò-·ÓÒÍ‡Ï ÔÓ —ÚÓÈÍÓÒÚË Ë –ÂÙÎÂÍÒ‡Ï.

	Will-power ñ Ì‡˜ËÌ‡ˇ Ò 4-„Ó ÛÓ‚Ìˇ, Î˛·ÓÈ ˝Î¸Ù ÏÓÊÂÚ ‚ ÒÎÛ˜‡Â, ÍÓ„‰‡ Will-save ÏÂÌ¸¯Â 20 Ë ÌÂ ‰ÓÒÚ‡ÚÓ˜ÂÌ ‰Îˇ ÒÓ‚Â¯ÂÌËˇ ÒÔÂÎÎ‡, ÏÓÊÂÚ ÛÒËÎËÂÏ ‚ÓÎË Û‚ÂÎË˜ËÚ¸ ÂÁÛÎ¸Ú‡Ú ‰Ó 20 ˆÂÌÓ˛ ‚ÂÏÂÌÌÓ„Ó ‚Â‰‡ d6 hp Ì‡ Í‡Ê‰Û˛ ÌÂ‰ÓÒÚ‡˛˘Û˛ Â‰ËÌËˆÛ.

	Hroa-power ñ Ì‡˜ËÌ‡ˇ Ò 6-„Ó ÛÓ‚Ìˇ, ˝Î¸Ù‡ ÒÚ‡ÌÓ‚ËÚÒˇ ÒÎÓÊÌÂÂ Û·ËÚ¸: ‰‡ÊÂ ÔË ÓÚËˆ‡ÚÂÎ¸ÌÓÏ ˜ËÒÎÂ ıËÚÓ‚ ˝Î¸Ù ÌÂ ÚÂˇÂÚ ÒÓÁÌ‡ÌËˇ Ò‡ÁÛ: ‚ÏÂÒÚÓ ˝ÚÓ„Ó ÓÌ Í‡Ê‰˚È ‡ÛÌ‰ ·ÓÒ‡ÂÚ Fort-save, Ë ÚÂˇÂÚ ÒÓÁÌ‡ÌËˇ ÚÓÎ¸ÍÓ ÔÓÒÎÂ ÚÓ„Ó, Í‡Í ÔÓ‚‡ÎËÚ Â„Ó ÔÓÚË‚ DC (15-hp).

Table 3ñ6: The Elf

Base�Attack�Fort�Ref�Will�Special�óóóóó Spells per Day óóóóó�óóóóó Spells Known óóóóó��Level�Bonus�Save�Save�Save��1�2�3�4�5�6�7�1�2�3�4�5�6�7��1�+0�+0�+2�+2�long bow focus, detect evil�ó�ó�ó�ó�ó�ó�ó�ó�ó�ó�ó�ó�ó�ó��2�+1�+0�+3�+3�fea-power�0�ó�ó�ó�ó�ó�ó�2�ó�ó�ó�ó�ó�ó��3�+2�+1�+3�+3�point blank shot�2�0�ó�ó�ó�ó�ó�3�2�ó�ó�ó�ó�ó��4�+3�+1�+4�+4�will-power�3�2�0�ó�ó�ó�ó�3�3�2�ó�ó�ó�ó��5�+3�+1�+4�+4��4�3�2�0�ó�ó�ó�4�3�3�2�ó�ó�ó��6�+4�+2�+5�+5�hroa-power�5�4�3�2�0�ó�ó�4�4�3�3�2�ó�ó��7�+5�+2�+5�+5��6�5�4�3�2�0�ó�4�4�4�3�3�2�ó��8�+6/+1�+2�+6�+6��6�6�5�4�3�2�0�5�4�4�4�3�3�2��9�+6/+1�+3�+6�+6��7�6�6�6�4�3�2�5�5�4�4�4�3�3��10�+7/+2�+3�+7�+7��8�7�6�6�5�4�3�5�5�5�4�4�4�3��

Master

Game Rule Information

	Abilities: Int, Wis, Dex

	Alignment: Any.

	Hit Die: d4.

Class Skills

Skill Points at 1st Level: (8 + Int modifier) x4.

Skill Points at Each Additional Level: 8 + Int modifier.

Class Features

	Weapon and Armor Proficiency: The master is proficient in the use of all simple weapons and non-heavy armor.

	Bonus feats: Master (and only master) can take master feats:



Knock (open lock +10)

Mending

	Make Whole

		Fabricate

		Stone Shape

Flare

	Pyrotechnics

		Flame Arrow

		Fire Trap

Magic Stone (Pyrotechnics, Fabricate)

Arcane mark

	Illusory script



Table 3ñ9: The Master

Base�Attack�Fort�Ref�Will���Level�Bonus�Save�Save�Save�Special��1�+0�+0�+0�+2�Bonus feat��2�+1�+0�+0�+3�Bonus feat��3�+1�+1�+1�+3���4�+2�+1�+1�+4�Bonus feat��5�+2�+1�+1�+4���6�+3�+2�+2�+5�Bonus feat��7�+3�+2�+2�+5���8�+4�+2�+2�+6�Bonus feat��9�+4�+3�+3�+6���10�+5�+3�+3�+7�Bonus feat��Fighter

Game Rule Information

	Abilities: Str, Dex, Con

	Alignment: Any.

	Hit Die: d10.

Class Skills

Skill Points at 1st Level: (2 + Int modifier) x4.

Skill Points at Each Additional Level: 2 + Int modifier.

Class Features

††Weapon and Armor Proficiency: The fighter is proficient in the use of all simple and martial weapons and all armor (heavy, medium, and light) and shields.

††Bonus Feats: At 1st level, the fighter gets a bonus feat in addition to the feat that any 1st-level character gets and the bonus feat granted to humans. The fighter gains an additional bonus feat at 2nd level and every two levels thereafter (4th, 6th, 8th, etc.). 

	Weapon Specialization: On achieving 4th level or higher, as a feat the fighter (and only the fighter) may take Weapon Specialization. Weapon Specialization adds a +2 damage bonus with a chosen weapon. The fighter must have Weapon Focus with that weapon to take Weapon Specialization. If the weapon is a ranged weapon, the damage bonus only applies if the target is within 30 feet, because only at that range can the fighter strike precisely enough to hit more effectively. The fighter may take this feat as a bonus feat or as a regular one.

Table 3ñ9: The Fighter

Base�Attack�Fort�Ref�Will���Level�Bonus�Save�Save�Save�Special��1�+1�+2�+0�+0�Bonus feat��2�+2�+3�+0�+0�Bonus feat��3�+3�+3�+1�+1���4�+4�+4�+1�+1�Bonus feat��5�+5�+4�+1�+1���6�+6/+1�+5�+2�+2�Bonus feat��7�+7/+2�+5�+2�+2���8�+8/+3�+6�+2�+2�Bonus feat��9�+9/+4�+6�+3�+3���10�+10/+5�+7�+3�+3�Bonus feat��

Traveller

Game Rule Information

	Abilities: Dex

	Alignment: Any.

	Hit Die: d6.

Class Skills

Skill Points at 1st Level: (4 + Int modifier) x4.

Skill Points at Each Additional Level: 4 + Int modifier.

Class Features

	Weapon and Armor Proficiency: The traveller is proficient in the use of simple and martial weapons.

	Traps: Travellers (as rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.††Travellers can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.††A rogue who beats a trapís DC by 10 or more with a Disable Device check can generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.

	Lighting reflexes: The traveller gains lighting reflexes as a bonus feat.

	Evasion: At 2nd level, a traveller gains evasion. If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as a fireball), she takes no damage with a successful saving throw. Evasion can only be used if the rogue is wearing light armor or no armor. It is an extraordinary ability.

	Luck: Ì‡˜ËÌ‡ˇ Ò 3-„Ó ÛÓ‚Ìˇ traveller ÏÓÊÂÚ ‡Á ‚ ‰ÂÌ¸ ÔÂÂ·ÓÒËÚ¸ Î˛·ÓÈ attack, save ËÎË skill check.

	Improved Evasion: Sinse 7th level, traveller still takes no damage on a successful Reflex save against spells such as fireball or a breath weapon, she now takes only half damage on a failed save.

	Uncanny Dodge: Starting at 4thd level, the traveller gains the extraordinary ability to react to danger before her senses would normally allow her to do so. At 4th level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)

	At 8th level, traveller can use evasion against one ranged attack per day.

	Challenge: Ì‡˜ËÌ‡ˇ Ò 6-„Ó ÛÓ‚Ìˇ traveller ËÏÂÂÚ ‚ÓÁÏÓÊÌÓÒÚ¸ ‚˚ÔÓÎÌÂÌËˇ ÒÎÓÊÌÂÈ¯ÂÈ Á‡‰‡˜Ë ñ ÔÓ‰„ÓÚÓ‚Ë‚¯ËÒ¸ Í ‡·ÓÚÂ ‚ ÚÂ˜ÂÌËÂ ˜‡Ò‡, ÓÌ ÏÓÊÂÚ ‚˚ÔÓÎÌËÚ¸ ÔÓÒÎÂ‰Û˛˘ËÈ skill check Ò +10.

	Defensive Roll: Since 9th level traveller can roll with a potentially lethal blow to take less damage from it. Once per day, when a traveller would be reduced to 0 hit points or less by damage in combat (from a weapon or other blow, not a spell or special ability), the traveller can attempt to roll with the damage. She makes a Reflex saving throw (DC = damage dealt) and, if sheís successful, she takes only half damage from the blow. She must be aware of the attack and able to react to it in order to execute her defensive rollóif she is denied her Dexterity bonus to AC, she canít roll. Since this effect would not normally allow a character to make a Reflex save for half damage, the travellerís evasion ability does not apply to the defensive roll.

Table 3ñ9: The Traveller

Base�Attack�Fort�Ref�Will�Special��Level�Bonus�Save�Save�Save���1�+0�+0�+2�+0�Traps, lightning reflexes��2�+1�+0�+3�+0�Evasion��3�+2�+1�+3�+1�Luck��4�+3�+1�+4�+1�Uncanny dodge (Dex bonus to AC)��5�+3�+1�+4�+1�Skill mastery: hide, move silently, escape artist��6�+4�+2�+5�+2�Challenge��7�+5�+2�+5�+2�Improved evasion��8�+6/+1�+2�+6�+2�Uncanny dodge (evade from range missiles)��9�+6/+1�+3�+6�+3�Defensive roll��10�+7/+2�+3�+7�+3���

Prestige-classes

Barbarian

Game Rule Information

	Abilities: Str, Con, Dex

	Alignment: Nongood

	Hit Die: d12.

Requirements:

	Alignment: Nongood 

	Base Attack Bonus: +5. 

Class Skills

	Skill Points at Each Additional Level: 4 + Int modifier.

Class Features

	Weapon and Armor Proficiency: A barbarian is proficient with all simple and martial weapons, light and medium armor, and shields. 

	Barbarian Rage: When he needs to, a barbarian can fly into a screaming blood frenzy. In a rage, a barbarian gains phenomenal strength and durability but becomes reckless and less able to defend himself. He temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a ñ2 penalty to AC.

	The increase in Constitution increases the barbarianís hit points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are; see Temporary Hit Points, page 129.) He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if itís tied to a skill that requires patience or concentration). A fit of rage lasts for a number of rounds equal to 3 + the characterís (newly improved) Constitution modifier. The barbarian may prematurely end the rage voluntarily. At the end of the rage, the barbarian is fatigued (ñ2 to Strength, ñ2 to Dexterity, canít charge or run) for the duration of that encounter. The barbarian can only fly into a rage once per encounter, and only a certain number of times per day (determined by level). Entering a rage takes no time itself, but the barbarian can only do it during his action (see Initiative, page 120), not in response to somebody elseís action. A barbarian canít, for example, fly into a rage when struck down by an arrow in order to get the extra hit points from the increased Constitution, although the extra hit points would be of benefit if he had gone into a rage earlier in the round, before the arrow struck.

	Fast Movement: The barbarian has a speed faster than the norm for his race by +10 feet when wearing no armor, light armor, or medium armor (and not carrying a heavy load). 

	Uncanny Dodge: Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before his senses would normally allow him to do so. At 2nd level and above, he retains his Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (He still loses his Dexterity bonus to AC if immobilized.)

††At 5th level, the barbarian can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies a rogue the ability to use a flank attack to sneak attack the barbarian. The exception to this defense is that a rogue at least four levels higher than the barbarian can flank him (and thus sneak attack him).

††At 10th level, the barbarian gains an intuitive sense that alerts him to danger from traps, giving him a +1 bonus to Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks by traps. 

Table 3ñ3: The Barbarian

Base��Fort�Ref�Will���Level�Attack Bonus�Save�Save�Save�Special��1�+1�+2�+0�+0�Rage 1/day; fast movement��2�+2�+3�+0�+0�Uncanny dodge (Dex bonus to AC)��3�+3�+3�+1�+1���4�+4�+4�+1�+1�Rage 2/day��5�+5�+4�+1�+1 �Uncanny dodge (canít be flanked)��6�+6/+1�+5�+2�+2���7�+7/+2�+5�+2�+2���8�+8/+3�+6�+2�+2�Rage 3/day��9�+9/+4�+6�+3�+3���10�+10/+5�+7�+3�+3�Uncanny dodge (+1 against traps)��

BLACKGUARD

Hit Die: d10.

Requirements:

Alignment: Evil.

Base Attack Bonus: +6.

Skills: Hide 5 ranks, Knowledge (religion) 2 ranks. 

Feats: Cleave, Improved Sunder, Power Attack.

Special: The character must have made peaceful contact with an evil outsider.

Class Skills

The blackguardís class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha), Knowledge (religion) (Int), Profession (Wis), and Ride (Dex). 

Skill Points at Each Level: 2 + Int modifier.



Level�Base Attack Bonus�Fort Save�Ref Save�Will Save�Special��1st�+1�+2�0�0�Aura of evil, detect good, poison use��2nd�+2�+3�0�0�Dark blessing, smite good 1/day��3rd�+3�+3�+1�+1�Command undead, aura of despair��4th�+4�+4�+1�+1�Sneak attack +1d6��5th�+5�+4�+1�+1�Smite good 2/day��6th�+6�+5�+2�+2���7th�+7�+5�+2�+2�Sneak attack +2d6��8th�+8�+6�+2�+2���9th�+9�+6�+3�+3���10th�+10�+7�+3�+3�Sneak attack +3d6, smite good 3/day��

Weapon and Armor Proficiency: Blackguards are proficient with all simple and martial weapons, with all types of armor, and with shields.

Aura of Evil (Ex): The power of a blackguardís aura of evil (see the detect evil spell) is equal to his class level plus his cleric level, if any.

Detect Good (Sp): At will, a blackguard can use detect good as a spell-like ability, duplicating the effect of the detect good spell.

Poison Use: Blackguards are skilled in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Dark Blessing (Su): A blackguard applies his Charisma modifier (if positive) as a bonus on all saving throws.

Smite Good (Su): Once a day, a blackguard of 2nd level or higher may attempt to smite good with one normal melee attack.

He adds his Charisma modifier (if positive) to his attack roll and deals 1 extra point of damage per class level. If a blackguard accidentally smites a creature that is not good, the smite has no effect but it is still used up for that day.

At 5th level, and again at 10th level, a blackguard may smite good one additional time per day.

Aura of Despair (Su): Beginning at 3rd level, the blackguard radiates a malign aura that causes enemies within 10 feet of him to take a ñ2 penalty on all saving throws.

Command Undead (Su): When a blackguard reaches 3rd level, he gains the supernatural ability to command and rebuke undead. He commands undead as would a cleric of two levels lower.

Sneak Attack: This ability, gained at 4th level, is like the rogue ability of the same name. The extra damage increases by +1d6 every third level beyond 4th (7th and 10th). If a blackguard gets a sneak attack bonus from another source the bonuses on damage stack.



Fallen Paladins

Blackguards who have levels in the paladin class (that is to say, are now ex-paladins) gain extra abilities the more levels of paladin they have.

A fallen paladin who becomes a blackguard gains all of the following abilities that apply, according to the number of paladin levels the character has.

1ñ2: Smite good 1/day. (This is in addition to the ability granted to all blackguards at 2nd level).

3ñ4: Lay on hands. Once per day, the blackguard can use this supernatural ability to cure himself or his fiendish servant of damage equal to his Charisma bonus x his level.

5ñ6: Sneak attack damage increased by +1d6. Smite good 2/day.

7ñ10: Smite good 3/day.



Cleric

Game Rule Information

††Abilities: Wis

††Alignment: Valar - good; Shaman - neutral; Melkor - evil

††Hit Die: d8.

Requirements:

	Alignment: correspondingly. 

	Knowledge (religion): 4 ranks. 

Class Skills

	Skill Points at Each Additional Level: 2 + Int modifier.

Class Features

	Armor and Weapon Proficiency: Clerics are proficient with all simple weapons. Clerics are proficient with all types of armor (light, medium, and heavy) and with shields. 

	Spells: A cleric casts divine spells according to Table 3ñ6: The Cleric. A cleric may prepare and cast any spell on the cleric spell list provided he can cast spells of that level. (Alignment restrictions mean that casting some spells may have unpleasant consequences.)

	Turn or Rebuke Undead (Su): Good or evil cleric has the power to affect undead creatures (see Turn or Rebuke Undead).

A good cleric can turn or destroy undead creatures. An evil cleric instead rebukes or commands such creatures. 

A cleric may attempt to turn undead a number of times per day equal to 3 + his Charisma modifier. A cleric with 5 or more ranks in Knowledge (religion) gets a +2 bonus on turning checks against undead.

Table 3ñ6: The Cleric

Base�Attack�Fort�Ref�Will�Special�Spells per Day��Level�Bonus�Save�Save�Save��1�2�3�4�5�6�7��1�+0�+2�+0�+2�Turn or rebuke undead�2�0�ó�ó�ó�ó�ó��2�+1�+3�+0�+3��2�1�0�ó�ó�ó�ó��3�+2�+3�+1�+3��3�2�0�ó�ó�ó�ó��4�+3�+4�+1�+4��3�2�1�0�ó�ó�ó��5�+3�+4�+1�+4��3�3�2�0��ó�ó��6�+4�+5�+2�+5��4�3�2�1�0��ó��7�+5�+5�+2�+5��4�3�3�2�0�ó�ó��8�+6/+1�+6�+2�+6��4�4�3�2�1�0�ó��9�+6/+1�+6�+3�+6��4�4�3�3�2�0�ó��10�+7/+2�+7�+3�+7��4�4�4�3�2�1�0��

Paladin

Game Rule Information

††Abilities: Cha, Str, Wis

††Alignment: Good.

††Hit Die: d10.

Requirements:

	Alignment: Good. 

	Base Attack Bonus: +5. 

	Knowledge (religion): 2 ranks. 

	Heal: 4 ranks. 

	Feats: Mounted combat

Class Skills

††Skill Points at Each Additional Level: 2 + Int modifier.

Class Features

All of the following are class features of the paladin.

††Weapon and Armor Proficiency: Paladins are proficient with all simple and martial weapons, with all types of armor (heavy, medium, and light), and with shields.

†	Detect Evil: At will, the paladin can detect evil as a spell-like ability. 

	Divine Grace: A paladin applies her Charisma modifier (if positive) as a bonus to all saving throws.

	Divine Health: A paladin is immune to all diseases, including magical diseases.

	Aura of Courage: Beginning at 2nd level, a paladin is immune to fear (magical or otherwise). Allies within 10 feet of the paladin gain a +4 morale bonus on saving throws against fear effects. Granting the morale bonus to allies is a supernatural ability.

	Smite Evil: Once per day, a paladin of 2nd level or higher may attempt to smite evil with one normal melee attack. She adds her Charisma modifier (if positive) to her attack roll and deals 1 extra point of damage per level. 

	Remove Disease: Beginning at 3rd level, a paladin can remove disease, as per the spell remove disease, once per week. She can use this ability more often as she advances in levels (twice per week at 6th level, three times per week at 9th level, and so forth). Remove disease is a spell-like ability for paladins.

	Shield other: Beginning at 3d level, the paladin can shield other as a spell-like ability.

	Spells: Beginning at 3th level, a paladin gains the ability to cast a small number of divine spells. To cast a spell, the paladin must have a Wisdom score of at least 10 + the spellís level, so a paladin with a Wisdom of 10 or lower cannot cast these spells. Paladin bonus spells are based on Wisdom, and saving throws against these spells have a Difficulty Class of 10 + spell level + Wisdom modifier

	Through 2rd level, a paladin has no caster level. Starting at 3th level, a paladinís caster level is one-half her class level.

	Special Mount: Upon or after reaching 5th level, a paladin can call an unusually intelligent, strong, and loyal steed to serve her in her crusade against evil (see The Paladinís Mount sidebar). This mount is usually a heavy warhorse (for a Medium-size paladin) or a warpony (for a Small paladin).

	Should the paladinís mount die, she may call for another one after a year and a day. The new mount has all the accumulated abilities due a mount of the paladinís level.

	Code of Conduct: A paladin must be of good alignment and loses all special class abilities if she ever willingly commits an act of evil. While she may adventure with characters of any good or neutral alignment, a paladin will never knowingly associate with evil characters. A paladin will not continue an association with someone who consistently offends her moral code. A paladin may only hire henchmen or accept followers who are good.

Table 3ñ12: The Paladin

�Attack�Fort�Ref�Will�Special�Spells per Day��Level�Bonus�Save�Save�Save��1�2�3�4��1�+1�+2�+0�+0�Detect evil, divine grace, divine health�ó�ó�ó�ó��2�+2�+3�+0�+0�Aura of courage, smite evil�ó�ó�ó�ó��3�+3�+3�+1�+1�Remove disease, shield other�0�ó�ó�ó��4�+4�+4�+1�+1��1�ó�ó�ó��5�+5�+4�+1�+1�Special mount�1�0�ó�ó��6�+6/+1�+5�+2�+2�Remove disease 2/week�1�1�ó�ó��7�+7/+2�+5�+2�+2��2�1�0�ó��8�+8/+3�+6�+2�+2��2�1�1�ó��9�+9/+4�+6�+3�+3�Remove disease 3/week�2�2�1�0��10�+10/+5�+7�+3�+3��3�2�1�1��

The Paladinís Mount

The paladinís mount is different from a standard animal of its type in many ways. The standard mount for a Medium-size paladin is a warhorse, and the standard mount for a Small paladin is a warpony (see the Monster Manual for warhorse and warpony basic statistics). Your DM may work with you to select another kind of mount, such as a riding dog. A paladinís mount is a magical beast, not an animal. It is superior to a normal mount of its kind and has special powers, as shown below:

Paladin�Bonus�Natural�Str����Level�HD�Armor�Adj.�Int�Special��5ñ7�+2�4�+1�6�Improved evasion, share spells, empathic link, share saving throws��8ñ10�+4�6�+2�7�Command creatures of its kind��	Paladin Level: The level of the paladin. If the mount suffers a level drain, treat it as a mount of a lower-level paladin.

	Bonus HD: These are extra eight-sided (d8) Hit Dice, each of which gains a Constitution modifier, as normal. Remember that extra Hit Dice improve the mountís base attack and base save bonuses.

	Natural Armor: The number listed here is an improvement to the mountís AC. It represents the preternatural toughness of a paladinís mount.

	Str Adj.: Add this figure to the mountís Strength score.

	Int: The mountís Intelligence score.

	Improved Evasion: If the mount is subjected to an attack that normally allows a Reflex saving throw for half damage, it takes no damage if it makes a successful saving throw and half damage even if the saving throw fails. Improved evasion is an extraordinary ability.

	Share Spells: At the paladinís option, she may have any spell she casts on herself also affect her mount. The mount must be within 5 feet. If the spell has a duration other than instantaneous, the spell stops affecting the mount if it moves farther than 5 feet away and will not affect the mount again even if the mount returns to the paladin before the duration expires. Additionally, the paladin may cast a spell with a target of ìYouî on her mount (as a touch range spell) instead of on herself. The paladin and the mount can share spells even if the spells normally do not affect creatures of the mountís type (magical beast).

	Empathic Link: The paladin has an empathic link with the mount out to a distance of up to one mile. The paladin cannot see through the mountís eyes, but they can communicate telepathically. Even intelligent mounts see the world differently from humans, so misunderstandings are always possible. This is a supernatural ability.

	Share Saving Throws: The mount uses its own base save or the paladinís, whichever is higher.

	Command: The mountís command ability is a spell-like ability that it can use at will against other creatures of its kind (for warhorses and warponies, this includes donkeys, mules, and ponies) with fewer Hit Dice than it has itself. The mount can use this ability once per day per two levels of its paladin, and the ability functions just like the spell command (for purposes of this spell, the mount can make itself be understood by any normal animal of its kind). Since this is a spell-like ability, the mount must make a Concentration check (DC 21) if itís being ridden at the time (as in combat). If the check fails, the ability does not work that time, but it still counts against the mountís daily uses.

Ranger

Game Rule Information

	Abilities: Dex, Str

	Alignment: Any.

	Hit Die: d8.

Requirements:

	Base Attack Bonus: +3. 

	Survival, Hide, Move Silently: 5 ranks. 

Class Skills

	Skill Points at Each Additional Level: 4 + Int modifier.

Class Features

	Weapon and Armor Proficiency: A ranger is proficient with all simple and martial weapons, light armor, medium armor, and shields. When wearing light armor or no armor, a ranger can fight with two weapons as if he had the feats Ambidexterity. 

	Favored Enemy: At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

	At 4th, 7th and 10th level the ranger may select a new favored enemy, and the bonus associated with every previously selected favored enemy goes up by +2.

	Track: A ranger gains Track as a bonus feat.

	Wild Empathy: A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. 

To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.

	Combat Style: At 2nd level, a ranger must select one of two combat styles to pursue: archery or two-weapon combat. This choice affects the characterís class features but does not restrict his selection of feats or special abilities in any way.

If the ranger selects archery, he is treated as having the Rapid Shot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the rangerís chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

	Endurance: A ranger gains Endurance as a bonus feat at 3rd level.

	Animal Companion: At 5th level, a ranger gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. This animal is a loyal companion that accompanies the ranger on his adventures as appropriate for its kind.

	Improved Combat Style (Ex): At 6th level, a rangerís aptitude in his chosen combat style (archery or two-weapon combat) improves. If he selected archery at 2nd level, he is treated as having the Manyshot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selected two-weapon combat at 2nd level, he is treated as having the Improved Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the rangerís chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

	Swift Tracker (Ex): Beginning at 8th level, a ranger can move at his normal speed while following tracks without taking the normal ñ5 penalty. He takes only a ñ10 penalty (instead of the normal ñ20) when moving at up to twice normal speed while tracking.

	Evasion (Ex): At 9th level, a ranger can avoid even magical and unusual attacks with great agility. If he makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, he instead takes no damage. Evasion can be used only if the ranger is wearing light armor or no armor. A helpless ranger does not gain the benefit of evasion.



Table 3ñ13: The Ranger

�Attack�Fort�Ref�Will���Level�Bonus�Save�Save�Save�Special��1�+1�+2�+0�+0�Track, 1st favored enemy, wild empathy��2�+2�+3�+0�+0�Combat style��3�+3�+3�+1�+1�Endurance��4�+4�+4�+1�+1�2nd favored enemy��5�+5�+4�+1�+1�Animal companion��6�+6/+1�+5�+2�+2�Improved combat style��7�+7/+2�+5�+2�+2�3rd favored enemy��8�+8/+3�+6�+2�+2�Swift tracker��9�+9/+4�+6�+3�+3�Evasion��10�+10/+5�+7�+3�+3�4th favored enemy��

Rogue

Game Rule Information

	Abilities: Dex

	Alignment: Any.

	Hit Die: d6.

Requirements:

	Bluff, Sense motive: 5 ranks. 

	Feats: Alertness

Class Skills

	Skill Points at Each Additional Level: 8 + Int modifier.

Class Features

	Weapon and Armor Proficiency: A rogueís weapon training focuses on weapons suitable for stealth and sneak attacks. Thus, all rogues are proficient with the crossbow (hand or light), dagger (any type), dart, light mace, sap, shortbow (normal and composite), and short sword. Medium-size rogues are also proficient with certain weapons that are too big for Small rogues to use and conceal easily: club, heavy crossbow, heavy mace, morningstar, quarterstaff, and rapier. Rogues are proficient with light armor but not with shields.

††Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage. Basically, any time the rogueís target would be denied his Dexterity bonus to AC (whether he actually has a Dexterity bonus or not), or when the rogue flanks the target, the rogueís attack deals extra damage. The extra damage is +1d6 at 1st level and an additional 1d6 every two levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied. Ranged attacks can only count as sneak attacks if the target is within 30 feet. The rogue canít strike with deadly accuracy from beyond that range.

	With a sap (blackjack) or an unarmed strike, the rogue can make a sneak attack that deals subdual damage instead of normal damage. She cannot use a weapon that deals normal damage to deal subdual damage in a sneak attack, not even with the usual ñ4 penalty, because she must make optimal use of her weapon in order to execute a sneak attack. (See Subdual Damage, page 134.)

	A rogue can only sneak attack a living creature with a discernible anatomyóundead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is also not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach a vital spot. The rogue cannot sneak attack while striking a creature with concealment (see Table 8ñ10: Concealment, page 133) or striking the limbs of a creature whose vitals are beyond reach.

††Traps: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.††Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.††A rogue who beats a trapís DC by 10 or more with a Disable Device check can generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.

††Evasion: At 2nd level, a rogue gains evasion. If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as a fireball), she takes no damage with a successful saving throw. Evasion can only be used if the rogue is wearing light armor or no armor. It is an extraordinary ability.

	Uncanny Dodge: Starting at 4rd level, the rogue gains the extraordinary ability to react to danger before her senses would normally allow her to do so. At 4rd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)

	At 6th level , the rogue can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker. This defense denies other rogues the ability to use flank attacks to sneak attack her. The exception to this defense is that another rogue at least four levels higher than the character can flank her (and thus sneak attack her).

	Special Abilities: On achieving 8th and 10th level, a rogue gets a special ability of her choice from among the following:

	Crippling Strike: A rogue with this extraordinary ability can sneak attack opponents with such precision that her blows weaken and hamper them. When the rogue damages an opponent with a sneak attack, that character also takes 1 point of Strength damage. Ability points lost to damage return on their own at the rate of 1 point per day.

	Defensive Roll: The rogue can roll with a potentially lethal blow to take less damage from it. Once per day, when a rogue would be reduced to 0 hit points or less by damage in combat (from a weapon or other blow, not a spell or special ability), the rogue can attempt to roll with the damage. She makes a Reflex saving throw (DC = damage dealt) and, if sheís successful, she takes only half damage from the blow. She must be aware of the attack and able to react to it in order to execute her defensive rollóif she is denied her Dexterity bonus to AC, she canít roll. Since this effect would not normally allow a character to make a Reflex save for half damage, the rogueís evasion ability does not apply to the defensive roll.

	Improved Evasion: This ability works like evasion, except that while the rogue still takes no damage on a successful Reflex save against spells such as fireball or a breath weapon, she now takes only half damage on a failed save (the rogueís reflexes allow her to get out of harmís way with incredible speed).

	Opportunist: Once per round, the rogue can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the rogueís attacks of opportunity for that round. Even a rogue with the Combat Reflexes feat canít use the opportunist ability more than once per round.

	Skill Mastery: The rogue selects a number of skills equal to 3 + her Intelligence modifier. When making a skill check with one of these skills, the rogue may take 10 even if stress and distractions would normally prevent her from doing so. She becomes so certain in her skill that she can use her skill reliably even under adverse conditions. The rogue may gain this special ability multiple times, selecting additional skills for it to apply to each time.

	Feat: A rogue may gain a feat in place of a special ability.

Table 3ñ15: The Rogue

�Attack�Fort�Ref�Will���Level�Bonus�Save�Save�Save�Special��1�+0�+0�+2�+0�Sneak attack +1d6��2�+1�+0�+3�+0�Evasion��3�+2�+1�+3�+1�sneak attack +2d6��4�+3�+1�+4�+1�Uncanny dodge (Dex bonus to AC)��5�+3�+1�+4�+1�Sneak attack +3d6��6�+4�+2�+5�+2 �Uncanny dodge (canít be flanked)��7�+5�+2�+5�+2�Sneak attack +4d6��8�+6/+1�+2�+6�+2�Special ability��9�+6/+1�+3�+6�+3�Sneak attack +5d6��10�+7/+2�+3�+7�+3�Special ability��

WIZards

Game Rule Information

	Abilities: Int

†	Alignment: Any.

†	Hit Die: d4.

Requirements:

	Knowledge (arcana or religion): 2 ranks. 

	Spellcraft 2 ranks

	Special: Mayar or artefact

Class Skills

††Skill Points at Each Additional Level: 2 + Int modifier.

Class Features

††Weapon and Armor Proficiency: Wizards are skilled with the club, dagger, heavy crossbow, light crossbow, and quarterstaff

††Spells: A wizard casts arcane spells. She is limited to a certain number of spells of each spell level per day, according to her class level. A wizardís bonus spells are based on Intelligence. The Difficulty Class for saving throws against wizard spells is 10 + the spellís level + the wizardís Intelligence modifier.

	Bonus Feats: Every five levels, a wizard gains a bonus feat. This feat must be a metamagic feat, an item creation feat or master feats.

Table 3ñ20: The Wizard

�Attack�Fort�Ref�Will��Spells per Day��Level�Bonus�Save�Save�Save�Special�1�2�3�4�5�6�7�8�9��1�+0�+0�+0�+2��1�ó�ó�ó�ó�ó�ó�ó�ó��2�+1�+0�+0�+3��2�1�ó�ó�ó�ó�ó�ó�ó��3�+1�+1�+1�+3��2�2�1�ó�ó�ó�ó�ó�ó��4�+2�+1�+1�+4��3�2�2�1�ó�ó�ó�ó�ó��5�+2�+1�+1�+4�Bonus feat�3�3�2�2�1�ó�ó�ó�ó��6�+3�+2�+2�+5��3�3�3�2�2�1�ó�ó�ó��7�+3�+2�+2�+5��4�3�3�3�2�2�1�ó�ó��8�+4�+2�+2�+6��4�4�3�3�3�2�2�1�ó��9�+4�+3�+3�+6��4�4�4�3�3�3�2�2�1��10�+5�+3�+3�+7�Bonus feat�4�4�4�4�3�3�3�2�2���Skills

Table 4ñ2: Skills

Skill�”ÏÂÌËÂ�Elf�Trvl�Mst�Ftr�Bbn�Clr�Pal�Rgr�Rog�Wiz�Untrained�Ability��Appraise�ŒˆÂÌÍ‡�ï�ï�C�ï�ï�ï�ï�ï�C�ï�Yes�Int��Balance�–‡‚ÌÓ‚ÂÒËÂ�C�ï�ï�ï�ï�ï�ï�ï�C�ï�Yes�Dex*��Bluff�Œ·Ï‡Ì�ï�C�ï�ï�ï�ï�ï�ï�C�ï�Yes�Cha��Climb�À‡Á‡ÌËÂ�—�C�ï�C�C�ï�ï�C�C�ï�Yes�Str*��Concentration� ÓÌˆÂÌÚ‡ˆËˇ�C�ï�C�ï�ï�C�C�C�ï�C�Yes�Con��Craft�–ÂÏÂÒÎÓ�C�C�C�C�C�C�C�C�C�C�Yes�Int��Decipher Script�–‡Ò¯ËÙÓ‚Í‡�ï�ï�C�ï�ï�ï�ï�ï�C�ï�No�Int��Diplomacy�œÂÂ„Ó‚Ó˚�C�C�ï�ï�ï�C�C�ï�C�ï�Yes�Cha��Disable Device�œÓÎÓÏÍ‡�ï�ï�C�ï�ï�ï�ï�ï�C�ï�No�Int��Disguise�œÂÂ‚ÓÔÎÓ˘ÂÌËÂ�ï�C�ï�ï�ï�ï�ï�ï�C�ï�Yes�Cha��Escape Artist�¬˚Ò‚Ó·ÓÊ‰ÂÌËÂ�C�C�ï�ï�ï�ï�ï�ï�C�ï�Yes�Dex*��Forgery�œÓ‰‰ÂÎÍ‡�ï�ï�ï�ï�ï�ï�ï�ï�C�ï�Yes�Int��Gather Information�—·Ó Ò‚Â‰ÂÌËÈ�ï�C�ï�ï�ï�ï�ï�ï�C�ï�Yes�Cha��Handle Animal�”ıÓ‰ Á‡ ÊË‚ÓÚÌ˚ÏË�C�ï�ï�C�C�ï�C�C�ï�ï�No�Cha��Heal�ÃÂ‰ËˆËÌ‡�C�ï�ï�ï�ï�C�C�C�ï�ï�Yes�Wis��Hide�Ã‡ÒÍËÓ‚Í‡�C�C�ï�ï�ï�ï�ï�C�C�ï�Yes�Dex*��Intimidate�«‡ÔÛ„Ë‚‡ÌËÂ�ï�ï�ï�ï�C�ï�ï�ï�C�ï�Yes�Cha��Jump�œ˚ÊÍË�ï�C�ï�C�C�ï�ï�C�C�ï�Yes�Str*��Knowledge�«Ì‡ÌËÂ�C�C�C�C�C�C�C�C�C�C�No�Int��Listen�—ÎÛı�C�C�ï�ï�C�ï�ï�C�C�ï�Yes�Wis��Move Silently�¡ÂÒ¯ÛÏÌÓÒÚ¸�C�C�ï�ï�ï�ï�ï�C�C�ï�Yes�Dex*��Open Lock�¬ÁÎÓÏ�ï�ï�C�ï�ï�ï�ï�ï�C�ï�No�Dex��Perform�¬˚ÒÚÛÔÎÂÌËˇ�C�ï�ï�ï�ï�ï�ï�ï�C�ï�Yes�Cha��Profession�œÓÙÂÒÒËˇ�C�ï�C�ï�ï�C�C�C�C�C�No�Wis��Ride�¬ÂıÓ‚‡ˇ ÂÁ‰‡�C�ï�ï�C�C�ï�C�C�ï�ï�Yes�Dex��Search�œÓËÒÍ�C�C�ï�ï�ï�ï�ï�C�C�ï�Yes�Int��Sense Motive�◊Û‚ÒÚ‚Ó ÔÓ·ÛÊ‰ÂÌËÈ�C�C�ï�ï�ï�ï�ï�ï�C�ï�Yes�Wis��Sleight of hand�ÀÓ‚ÍÓÒÚ¸ ÛÍ�ï�C�ï�ï�ï�ï�ï�ï�C�ï�No�Dex*��Speak Language�ﬂÁ˚Í�C�ï�ï�ï�ï�ï�ï�ï�ï�ï�No�None��Spellcraft�ŒÔÂ‰ÂÎÂÌËÂ Á‡ÍÎËÌ‡ÌËÈ�C�ï�ï�ï�ï�C�ï�ï�ï�C�No�Int��Spot�¬ÌËÏ‡ÚÂÎ¸ÌÓÒÚ¸�C�C�ï�ï�ï�ï�ï�C�C�ï�Yes�Wis��Survival�∆ËÁÌ¸ ‚ „ÎÛ¯Ë�C�ï�ï�ï�C�ï�ï�C�ï�ï�Yes�Wis��Swim�œÎ‡‚‡ÌËÂ�C�C�ï�C�C�ï�ï�C�C�ï�Yes�Str*��Tumble�¿ÍÓ·‡ÚËÍ‡�C�ï�ï�ï�ï�ï�ï�ï�C�ï�No�Dex*��Use Rope�¬ˇÁ‡ÌËÂ ÛÁÎÓ‚�C�ï�ï�ï�ï�ï�ï�C�C�ï�Yes�Dex��Skill��Elf�Trvl�Mst�Ftr�Bbn�Clr�Pal�Rgr�Rog�Wiz�Untrained�Ability��skill points/level��6�4�8�2�4�2�2�4�8�2����
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C� Class skill.��ï�Cross-class skill.��F�You canít buy this skill because it is exclusive to another class. ��*�Your armor check penalty, if any, also applies.��Untrained: Yes: The skill can be used untrained. That is, a character can have 0 ranks in this skill but can make skill checks normally. No: You canít use the skill unless you have at least 1 rank.



Delay Poison - ÔÓÁ‚ÓÎˇÂÚ Á‡ÏÂ‰ÎËÚ¸ ‰ÂÈÒÚ‚ËÂ ˇ‰‡, DC=DC ˇ‰‡, +5 - Ì‡ ÓÚÏÂÌÛ ‚ÚÓË˜ÌÓ„Ó ‚Â‰‡.

Detect Poison - ÔÓÁ‚ÓÎˇÂÚ ÓÔÂ‰ÂÎËÚ¸ Ì‡ÎË˜ËÂ ˇ‰‡. DC=30-DC ˇ‰‡, +5 Ì‡ Ë‰ÂÌÚËÙËÍ‡ˆË˛.

Detect Secret Doors - ÔÓÁ‚ÓÎˇÂÚ Ì‡ıÓ‰ËÚ¸ ÒÂÍÂÚÌ˚Â ‰‚ÂË. 

DC 10 - Ó·Ì‡ÛÊÂÌËÂ Ó·˚˜ÌÓÈ ÔÓÚ‡ÈÌÓÈ ‰‚ÂË ‚ ÒÎÛ˜‡Â ÂÂ ˆÂÎÂÌ‡Ô‡‚ÎÂÌÌÓ„Ó ÔÓËÒÍ‡ ‚ ÔÓÏÂ˘ÂÌËË

+4 - ÂÒÎË ‰‚Â¸ ÔÓÒÚÓÂÌ‡ „ÌÓÏ‡ÏË

+5 - Ó·Ì‡ÛÊÂÌËÂ ÔÓÚ‡ÈÌÓÈ ‰‚ÂË ‚ ÂÒÚÂÒÚ‚ÂÌÌ˚ı ÛÒÎÓ‚Ëˇı (Ì‡ÔËÏÂ, ‚ ÒÚÂÌÂ ÂÒÚÂÒÚ‚ÂÌÌÓÈ ÔÂ˘Â˚)

+5 - ÒÎÛ˜‡ÈÌÓÂ Ó·Ì‡ÛÊÂÌËÂ

Gentle Repose - ÛÏÂÌËÂ ÒÓı‡ÌËÚ¸ ÚÂÎÓ, Ò‰ÂÎ‡Ú¸ ÏÛÏË˛, ÒÓÁ‰‡Ú¸ „Ó·ÌËˆÛ.

Goodberry - ÒÔÓÒÓ·ÌÓÒÚ¸ Ì‡ÈÚË ‚ ÂÒÚÂÒÚ‚ÂÌÌÓÈ ÒÂ‰Â ÎÂÍ‡ÒÚ‚ÂÌÌ˚Â ‡ÒÚÂÌËˇ ËÎË ˇ„Ó‰˚, ÔÓÁ‚ÓÎˇ˛˘ËÂ ‚˚ÎÂ˜ËÚ¸ 2d4 hp. ¬ ÎÂÒÛ D— 15, ‚ „Ó‡ı ËÎË ÔÛÒÚ˚ÌÂ DC 25.

Light - ÛÏÂÌËÂ ËÁ„ÓÚÓ‚ËÚ¸ Ú‡Í ËÎË ËÌ‡˜Â ËÒÚÓ˜ÌËÍ Ò‚ÂÚ‡ („ÌËÎÛ¯ÍÛ, Ù‡ÍÂÎ, ÓÚ‡ÊÂÌÌ˚È Ò‚ÂÚ Á‚ÂÁ‰).

Pass Without Trace - ÛÏÂÌËÂ ÔÂÂ‰‚Ë„‡Ú¸Òˇ, ÌÂ ÓÒÚ‡‚Îˇˇ ÒÎÂ‰Ó‚. œÓÔ‡‚Í‡ Í ÚÛ‰ÌÓÒÚË ÔÓËÒÍ‡ ÒÎÂ‰Ó‚ d20-10+Skill points.

Speak With Animal - ÒÔÓÒÓ·ÓÒÚ¸ ÔÓÌˇÚ¸ ÊË‚ÓÚÌÓÂ (Int 2) Ë Ó·˙ˇÒÌËÚ¸ ÂÏÛ Ò‚ÓË Ï˚ÒÎË. œÓÔ‡‚Í‡ Í ËÌÚÂÎÎÂÍÚÛ ÊË‚ÓÚÌÓ„Ó (d20+skill points)/5.

Stone Tell - Ú‡Í ÊÂ, Í‡Í Ë Speak With Animal. ƒÎˇ Í‡ÏÌÂÈ Int 0.

Woodland Stride - ÔÓÁ‚ÓÎˇÂÚ ÔÂÂÏÂ˘‡Ú¸Òˇ ÔÓ ÔÂÂÒÂ˜ÂÌÌÓÈ ÏÂÒÚÌÓÒÚË ·ÂÁ ÒÛ˘ÂÒÚ‚ÂÌÌÓ„Ó ÛÏÂÌ¸¯ÂÌËˇ ÒÍÓÓÒÚË Ë ÌÂ ÓÒÚ‡‚Îˇˇ Á‡ ÒÓ·ÓÈ ÒÎÂ‰Ó‚ Ò‚ÓÂ„Ó ÔÓıÓÊ‰ÂÌËˇ (ÔÓÔ‡‚Í‡ Í ÚÛ‰ÌÓÒÚË ÔÓËÒÍ‡ ÒÎÂ‰Ó‚ d20+Skill points-Track mod). DC+5 - Ì‡ ÛÒÍÓÂÌËÂ ‰‚ËÊÂÌËˇ Ô‡ÚËË.

			ÀÂÒ 		„ÛÒÚÓÈ ÎÂÒ 	·ÓÎÓÚÓ 		ÔÂ‰„Ó¸Â	ÔÛÒÚ˚Ìˇ

Move DC	15		20		25		20		20

Track mod	-10		-15		-5		-5		-5

new feats

Bardic music (perform +3)



Master Feats:

Knock (open lock +10)

Mending

	Make Whole

		Fabricate

		Stone Shape

Flare

	Pyrotechnics

		Flame Arrow

		Fire Trap

Magic Stone (Pyrotechnics, Fabricate)

Arcane mark

	Illusory script

Ã¿√»ﬂ

¬ ÒËÎÛ ÓÒÓ·ÂÌÌÓÒÚÂÈ ÏË‡ ‚Òˇ Ï‡„Ëˇ ‡Á‰ÂÎÂÌ‡ Ì‡ ÚË ˜‡ÒÚË. œÂ‚‡ˇ ˜‡ÒÚ¸ - ˝ÚÓ Í‚‡ÁËÏ‡„Ë˜ÂÒÍËÂ Ì‡‚˚ÍË Ë ÒÍËÎÎ˚, Ì‡ ÍÓÚÓ˚Â ÏÓÊÌÓ Ú‡ÚËÚ¸ Ó·˚˜Ì˚Â Ì‡‚˚ÍË ËÎË ÒÍËÎÎ-ÔÓÈÌÚ˚. ” Í‡Ê‰ÓÈ ‡Ò˚ ÓÌË Ò‚ÓË, ıÓÚˇ ÂÒÚ¸ ÓÔÂ‰ÂÎÂÌÌ˚È Ì‡·Ó Ó·˘Ëı. 



¬ÚÓ‡ˇ ˜‡ÒÚ¸ - ˝ÚÓ ÍÎËË˜ÂÒÍËÂ ‰ÂÈÒÚ‚Ëˇ: Î˛·ÓÈ Ó·ËÚ‡ÚÂÎ¸ ˝ÚÓ„Ó ÏË‡ ‚ ÔËÌˆËÔÂ ÒÔÓÒÓ·ÂÌ ÔËÎÓÊËÚ¸ ÛÒËÎËÂ ‚ÓÎË, ‰ÓÒÚ‡ÚÓ˜ÌÓÂ ‰Îˇ Ó·‡˘ÂÌËˇ Í ÒÚËıËˇÏ. Ã‡„Ë˜ÂÒÍÓÂ ‰ÂÈÒÚ‚ËÂ ÒÓ‚Â¯‡ÂÚÒˇ ÒËÎ‡ÏË fea Ë ÔÓËÁ‚Ó‰ËÚÒˇ Á‡ Ò˜ÂÚ Ó·‡˘ÂÌËˇ Í ‚‡Î‡. ¬ ‡ÏÍ‡ı Ë„Ó‚ÓÈ ÒËÒÚÂÏ˚ ‰Îˇ ‚˚ÔÓÎÌÂÌËˇ ˝ÚÓ„Ó ‰ÂÈÒÚ‚Ëˇ ÔÂÒÓÌ‡Ê ‰ÓÎÊÂÌ ·ÓÒËÚ¸ ÒÔ‡Ò·ÓÒÓÍ ÔÓ ‚ÓÎÂ Ò ÍÎ‡ÒÒÓÏ ÚÛ‰ÌÓÒÚË, ‡‚Ì˚Ï 20, ‚ ÒÎÛ˜‡Â Û‰‡˜Ë ÍÎ‡ÒÒ ÚÛ‰ÌÓÒÚË ÒÔÂÎÎ‡ ‡‚ÂÌ ÔÓÎÛ˜ÂÌÌÓÏÛ ÂÁÛÎ¸Ú‡ÚÛ. œÓ‰Ó·Ì˚Â ‚ÓÁÏÓÊÌÓÒÚË ÂÒÚ¸ Û ‚ÒÂı ˝Î¸ÙÓ‚, ‡ Ú‡ÍÊÂ Û ÍÎ‡ÒÒÓ‚ cleric Ë sorcerer (¯‡Ï‡Ì) Ë paladin.



“ÂÚ¸ˇ ˜‡ÒÚ¸ - ÒÓ·ÒÚ‚ÂÌÌÓ Ï‡„Ë˜ÂÒÍËÂ ‰ÂÈÒÚ‚Ëˇ.  Î‡ÒÒ wizard ñ Â‰ËÌÒÚ‚ÂÌÌ˚È ÍÎ‡ÒÒ, ‰Îˇ ÍÓÚÓÓ„Ó ÒÓı‡ÌˇÂÚÒˇ ÒÚ‡Ì‰‡ÚÌ‡ˇ ÔÓ„ÂÒÒËˇ ÍÓÎË˜ÂÒÚ‚‡ ÒÔÂÎÎÓ‚ (ÍÎ‡ÒÒ ÚÛ‰ÌÓÒÚË ÍÓÚÓ˚ı ‡‚ÂÌ ÒÔ‡Ò·ÓÒÍÛ ÔÓ ‚ÓÎÂ), Ó‰Ì‡ÍÓ ‰ÓÒÚÛÔÂÌ ˝ÚÓÚ ÍÎ‡ÒÒ ÚÓÎ¸ÍÓ ‰Îˇ ËÒÚ‡Ë (Ë ÔÓ˜Ëı Ï‡Èˇ Ë ‚‡Î‡). –‡Ò˚ dunadan & elves ‚ ÔËÌˆËÔÂ ËÏÂ˛Ú ‚ÓÁÏÓÊÌÓÒÚ¸ ‡ÒÚË ‚ ˝ÚÓÏ ÍÎ‡ÒÒÂ, ÌÓ Ò ËÒÔÓÎ¸ÁÓ‚‡ÌËÂÏ Ï‡„Ë˜ÂÒÍËı ÒÔÂÎÎÓ‚ Í‡Í ÍÎËË˜ÂÒÍËı Ë Ò ÒËÎ¸Ì˚Ï Ó„‡ÌË˜ÂÌËÂÏ Ï‡ÍÒËÏ‡Î¸ÌÓ ‚ÓÁÏÓÊÌÓ„Ó ÍÛ„‡ (2-È ‰Îˇ dunadan, 3-È - ‰Îˇ elves Ë 4-È - ‰Îˇ quendy, ‚‡ÎËÌÓÒÍËı ˝Î¸ÙÓ‚).



–‡ÁÎË˜Ì˚Â ‡ÚÂÙ‡ÍÚÌ˚Â ÔÂ‰ÏÂÚ˚ (ÍÓÎ¸ˆ‡, ÒËÎ¸Ï‡ËÎÎ˚, Ô‡Î‡ÌÚË˚, ÙË‡Î˚) ÒÔÓÒÓ·Ì˚ ÒÓÁ‰‡‚‡Ú¸ ÒÎÂ‰Û˛˘ËÂ ‰ÂÈÒÚ‚Ëˇ:

- ‰‡‚‡Ú¸ Á‡˘ËÚÛ ÓÔÂ‰ÂÎÂÌÌÓ„Ó ÚËÔ‡

- ‰‡‚‡Ú¸ ‚ÓÁÏÓÊÌÓÒÚ¸ ÒÓ‚Â¯ÂÌËˇ ÌÂÍÓÂ„Ó Ï‡„Ë˜ÂÒÍÓ„Ó ‰ÂÈÒÚ‚Ëˇ

- ÔÓ‚˚¯‡Ú¸ ˝ÙÙÂÍÚË‚Ì˚È ÛÓ‚ÂÌ¸ Í‡ÒÚÂ‡ (Ó·˚˜ÌÓ ÒÎÂ‰Û˛˘ËÈ ÍÛ„ ÒÔÂÎÎÓ‚ ÔÓˇ‚ÎˇÂÚÒˇ Ï„ÌÓ‚ÂÌÌÓ, ‰‡ÎÂÂ ˝ÙÙÂÍÚË‚Ì˚È ÛÓ‚ÂÌ¸ Í‡ÒÚÂ‡ ‡ÒÚÂÚ ÔÓÔÓˆËÓÌ‡Î¸ÌÓ ˜‡ÒÚÓÚÂ ÔËÏÂÌÂÌËˇ Ï‡„Ë˜ÂÒÍËı ÒÔÓÒÓ·ÌÓÒÚÂÈ)

- ÔÓ‚˚¯‡Ú¸ ‚ÂÓˇÚÌÓÒÚ¸ ÒÓ‚Â¯ÂÌËˇ ÍÎËË˜ÂÒÍËı ‰ÂÈÒÚ‚ËÈ (ÔÓ‚˚¯‡Ú¸ will-power)

ELVES SPELLS

1st level

Will	Detect Magic. Detects spells and magic items within 60 ft.			elves1		all



Tech	Calm Animals. Calms 2d4 +1/level HD of animals, beasts, and magical beasts.	elves1		wood

Tech	Repel Vermin. Insects stay 10 ft. away.					elves1		wood



Will	Daze. Creature loses next action.						elves1		aman

Will	Protection from Evil. +2 AC and saves, counter mind control, hedge out elementals.	elves1		aman

Will	Remove Fear. +4 on saves against fear for one subject +1/four levels.			elves1		aman



Will	Change Self. Changes your appearance.					elves1		illus

Will	Dancing Lights. Figment torches or other lights.					elves1		illus

Will	Ghost Sound. Figment sounds.						elves1		illus

Will	Silent Image. Creates minor illusion of your design.				elves1		illus

2d level

Tech	Animal Messenger. Sends a Tiny animal to a specific place.			elves2		wood

Will	Message. Whispered conversation at distance.					elves2		wood



Will	Quench. Extinguishes nonmagical fires or one magic item.			elves2		aman

Will	Discern Lies. Reveals deliberate falsehoods.					elves2		aman

Will	Shield Other. You take half of subjectís damage.				elves2		aman



Will	Detect Thoughts. Allows ìlisteningî to surface thoughts.				elves2		illus

Will	Faerie Fire. Outlines subjects with light, canceling blur, concealment, etc.		elves2		illus

Will	Minor Image. As silent image, plus some sound.				elves2		illus

3d level

Will	Dispel Magic. Cancels magical spells and effects.				elves3		all



Tech	Neutralize Poison. Detoxifies venom in or on subject.				elves3		wood

Will	Find Traps. Notice traps as a rogue does.					elves3		wood

Will	Animal Trance. Fascinates 2d6 HD of animals.					elves3		wood

Will	Awaken. Animal or tree gains human intellect.					elves3		wood

Will	Mount. Summons riding horse for 2 hr./level.					elves3		wood

Will	Whispering Wind. Sends a short message one mile/level.				elves3		wood



Will	Hallow. Designates location as holy.						elves3		aman

Will	Calm Emotions. Calms 1d6 subjects/level, negating emotion effects.		elves3		aman

Will	Random Action. One creature acts randomly for one round.			elves3		aman

Will	Remove Blindness/Deafness. Cures normal or magical conditions.			elves3		aman



Will	Blur. Attacks miss subject 20% of the time.					elves3		illus

Will	Charm Person or Animal. Makes one person or animal your friend.		elves3		illus

Will	Color Spray. Knocks unconscious, blinds, or stuns 1d6 weak creatures.		elves3		illus

Will	Obscuring Mist. Fog surrounds you.						elves3		illus

Will	See Invisibility. Reveals invisible creatures or objects.				elves3		illus

Will	Sleep. Put 2d4 HD of creatures into comatose slumber.				elves3		illus

4th level

Will	Permanency. Makes certain spells permanent; costs XP.				elves4		all

Will	Remove Disease. Cures all diseases affecting subject.				elves4		all



Will	Animate Rope. Makes a rope move at your command.				elves4		wood



Will	True Strike. Adds +20 bonus to your next attack roll.				elves4		aman

Will	Emotion. Arouses strong emotion in subject.					elves4		aman

Will	Ethereal Jaunt. You become ethereal for 1 round/level.				elves4		aman

Will	Freedom of Movement. Subject moves normally despite impediments.		elves4		aman

Will	Hypnotism. Fascinates 2d4 HD of creatures.					elves4		aman



Will	Obscure Object. Masks object against divination.				elves4		illus

Will	Dream. Sends message to anyone sleeping.					elves4		illus

Will	Fog Cloud. Fog obscures vision.						elves4		illus

Will	Major Image. As silent image, plus sound, smell and thermal effects.		elves4		illus

Will	Ottoís Irresistible Dance. Forces subject to dance.				elves4		illus

5th level

Will	Find the Path. Shows most direct way to a location.				elves5		wood

Will	Hold Animal. Holds one animal helpless; 1 round/level.				elves5		wood

Will	Summon Natureís Ally Max. Calls creature to fight.				elves5		wood



Will	Antipathy. Object or location affected by spell repels certain creatures.		elves5		aman

Will	Sympathy. Object or location attracts certain creatures.				elves5		aman

Will	Atonement. Removes burden of misleeds from subject.				elves5		aman

Will	Dismissal. Forces a creature to return to native plane.				elves5		aman



Will	Hallucinatory Terrain. Makes one type of terrain appear like another.		elves5		illus

Will	Displacement. Attacks miss subject 50%.					elves5		illus

Will	True Seeing. See all things as they really are.					elves5		illus

6th level

Will	Forbiddance. Denies area to creatures of another alignment.			elves6		aman

Will	Greater Dispelling. As dispel magic, but +20 on check.				elves6		aman

Will	Protection from Spells. Confers +8 resistance bonus.				elves6		aman



Will	Illusory Wall. Wall, floor, or ceiling looks real, but anything can pass through.	elves6		illus

Will	Mass Charm. As charm monster, but all within 30 ft.				elves6		illus

Will	Persistent Image. As major image, but no concentration required.			elves6		illus

Will	Seeming. Changes appearance of one person/two levels.				elves6		illus

7th level

Will	Banishment. Banishes 2 HD/level extraplanar creatures.				elves7		aman

Will	Spell Turning. Reflect 1d4+6 spell levels back at caster.				elves7		aman



Will	Mirage Arcana. As hallucinatory terrain, plus structures.				elves7		illus

Will	Screen. Illusion hides area from vision, scrying.					elves7		illus

Will	Permanent Image. Includes sight, sound, and smell.				elves7		illus



PALADIN SPELLS

1st level

Will	Remove Fear. +4 on saves against fear for one subject +1/four levels.			paladin1

Will	Protection from Evil. +2 AC and saves, counter mind control, hedge out elementals.	paladin1

2d level

Will	Keen Edge. Doubles normal weaponís threat range.				paladin2

Will	Discern Lies. Reveals deliberate falsehoods.					paladin2

Will	Lesser Restoration. Dispels magic ability penalty or repairs 1d4 ability damage.	paladin2

Will	Remove Blindness/Deafness. Cures normal or magical conditions.			paladin2

3d level

Will	True Strike. Adds +20 bonus to your next attack roll.				paladin3

Will	Break Enchantment. Frees subjects from enchantments, alterations, curses.		paladin3

Will	Death Ward. Grants immunity to death spells and effects.				paladin3

Will	Zone of Truth. Subjects within range cannot lie.				paladin3

4th level

Will	Dispel Magic. Cancels magical spells and effects.				paladin4

Will	Divine Power. You gain attack bonus, 18 Str, and 1 hp/level.			paladin4

Will	Holy Sword. Weapon becomes +5, does double damage against evil.		paladin4

Will	Emotion. Arouses strong emotion in subject.					paladin4

Will	Freedom of Movement. Subject moves normally despite impediments.		paladin4

Will	Restoration. Restores level and ability score drains.				paladin4





CLERIC SPELLS

1st level

Will	Detect Magic. Detects spells and magic items within 60 ft.			cleric1



Will	Detect Evil. Reveals creatures, spells, or objects.					valar2



Will	Cause Fear. One creature flees for 1d4 rounds.					melkor1

Will	Detect Evil. Reveals creatures, spells, or objects.					melkor1

2d level

Will	Deathwatch. Sees how wounded subjects within 30 ft. are.			cleric2

Will	Remove Fear. +4 on saves against fear for one subject +1/four levels.			cleric2



Will	Protection from Evil. +2 AC and saves, counter mind control, hedge out elementals.	valar2



Will	Cause Fear. One creature flees for 1d4 rounds.					shaman2

Will	Random Action. One creature acts randomly for one round.			shaman2

Will	Undetectable Alignment. Conceals alignment for 24 hours.			shaman2



Will	Chill Touch. 1 touch/level deals 1d6 damage and possibly 1 Str damage.		melkor2

Will	Command. One subject obeys one-word command for 1 round.			melkor2

Will	Ray of Enfeeblement. Ray reduces Str by 1d6 points +1 point/two levels.		melkor2

3d level

Will	Augury. Learns whether an action will be good or bad.				cleric3



Will	Calm Emotions. Calms 1d6 subjects/level, negating emotion effects.		valar3

Will	Discern Lies. Reveals deliberate falsehoods.					valar3

Will	Lesser Restoration. Dispels magic ability penalty or repairs 1d4 ability damage.	valar3

Will	Open/Close. Opens or closes small or light things.				valar3



Tech	Calm Animals. Calms 2d4 +1/level HD of animals, beasts, and magical beasts.	shaman3

Will	Animal Trance. Fascinates 2d6 HD of animals.					shaman3

Will	Open/Close. Opens or closes small or light things.				shaman3

Will	Shatter. Sonic vibration damages objects or crystalline creatures.			shaman3



Will	Bestow Curse. ñ6 to an ability; ñ4 on attacks, saves, and checks; or 50% chance of losing each action.	melkor3

Will	Darkness. 20-ft. radius of supernatural darkness.				melkor3

Will	Hold Person. Holds one person helpless; 1 round/level.				melkor3

Will	Scare. Panics creatures up to 5 HD (15-ft. radius).				melkor3

Will	Shatter. Sonic vibration damages objects or crystalline creatures.			melkor3

4th level

Will	Dispel Magic. Cancels magical spells and effects.				cleric4

Will	Quench. Extinguishes nonmagical fires or one magic item.			cleric4



Will	Emotion. Arouses strong emotion in subject.					valar4

Will	Remove Blindness/Deafness. Cures normal or magical conditions.			valar4

Will	Remove Disease. Cures all diseases affecting subject.				valar4

Will	Sanctuary. Opponents canít attack you, and you canít attack.			valar4

Will	See Invisibility. Reveals invisible creatures or objects.				valar4

Will	Speak with Dead. Corpse answers one question/two levels.			valar4

Will	Zone of Truth. Subjects within range cannot lie.				valar4

Will	Magic Circle against Evil. As protection spells, but 10-ft. radius and 10 min./level.	valar4



Will	Confusion. Makes subject behave oddly for 1 round/level.				shaman4

Will	Lesser Restoration. Dispels magic ability penalty or repairs 1d4 ability damage.	shaman4

Will	Scare. Panics creatures up to 5 HD (15-ft. radius).				shaman4



Will	Confusion. Makes subject behave oddly for 1 round/level.				melkor4

Will	Contagion. Infects subject with chosen disease.					melkor4

Will	Deeper Darkness. Object sheds absolute darkness in 60-ft. radius.			melkor4

Will	Fear. Subjects within cone flee for 1 round/level.				melkor4

Will	Nightmare. Sends vision dealing 1d10 damage, fatigue.				melkor4

Will	Suggestion. Compels subject to follow stated course of action.			melkor4

Will	Warp Wood. Bends wood (shaft, handle, door, plank).				melkor4

5th level

Will	Charm Person. Makes one person your friend.					cleric5

Will	Hold Portal. Holds door shut.						cleric5

Will	Status. Monitors condition, position of allies.					cleric5



Will	Break Enchantment. Frees subjects from enchantments, alterations, curses, and petrification.	valar5

Will	Death Ward. Grants immunity to death spells and effects.				valar5

Will	Divination. Provides useful advice for specific proposed actions.			valar5

Will	Freedom of Movement. Subject moves normally despite impediments.		valar5

Will	Imbue with Spell Ability. Transfer spells to subject.				valar5

Will	Restoration. Restores level and ability score drains.				valar5



Will	Fear. Subjects within cone flee for 1 round/level.				shaman5



Will	Enervation. Subject gains 1d4 negative levels.					melkor5

6th level

Will	Greater Dispelling. As dispel magic, but +20 on check.				cleric6

Will	Repulsion. Creatures canít approach you.					cleric6

Will	Spell Immunity. Subject is immune to one spell/four levels.			cleric6



Will	Atonement. Removes burden of misleeds from subject.				valar6

Will	Commune. Deity answers one yes-or-no question/level.				valar6

Will	Protection from Spells. Confers +8 resistance bonus.				valar6

Will	True Seeing. See all things as they really are.					valar6

Will	Antipathy. Object or location affected by spell repels certain creatures.		valar6

Will	Hallow. Designates location as holy.						valar6



Will	Greater Command. As command, but affects one subject/level.			melkor6

Will	Insanity. Subject suffers continuous confusion.					melkor6

Will	Antipathy. Object or location affected by spell repels certain creatures.		melkor6

Will	Unhallow. Designates location as unholy.					melkor6

7th level

Will	Greater Restoration. As restoration, plus restores all levels and ability scores.	valar7

Will	Holy Aura. +4 AC, +4 resistance, and SR 25 against evil spells.			valar7

Will	Summon Natureís Ally Max. Calls creature to fight.				valar7

Will	Forbiddance. Denies area to creatures of another alignment.			valar7



Will	Mass Suggestion. As suggestion, plus one/level subjects.				melkor7

Will	Slay Living. Touch attack kills subject.					melkor7

Will	Unholy Aura. +4 AC, +4 resistance, and SR 25 against good spells.			melkor7

Will	Forbiddance. Denies area to creatures of another alignment.			melkor7

wizards SPELLS

1st level (all)

2d level (dunedain)

Will	Quench. Extinguishes nonmagical fires or one magic item.			mag2

Will	Faerie Fire. Outlines subjects with light, canceling blur, concealment, etc.		mag2

Will	Detect Magic. Detects spells and magic items within 60 ft.			mag2

Will	Daze. Creature loses next action.						mag2

Tech	Detect Secret Doors. Reveals hidden doors within 60 ft.				mag2

3d level (elves)

Will	Warp Wood. Bends wood (shaft, handle, door, plank).				mag3

Will	Open/Close. Opens or closes small or light things.				mag3

Will	Darkness. 20-ft. radius of supernatural darkness.				mag3

Will	Hold Portal. Holds door shut.						mag3

4th level (quendy; ELVEN LEMBAS, BOATS, ROPES, CLOAKS)

Mag	Entropic Shield. Ranged attacks against you suffer 20% miss chance.

Mag	Call Lightning. Directs lightning bolts (1d10/level) during storms.

Mag	Mage Hand. 5-pound telekinesis.

Mag	Blink. You randomly vanish and reappear for 1 round/level.

Mag	Arcane Lock. Magically locks a portal or chest.

Will	Secret Page. Changes one page to hide its real content.

Tech	Identify. Determines single feature of magic item.

Will	Keen Edge. Doubles normal weaponís threat range.				mag4

Will	Dispel Magic. Cancels magical spells and effects.				mag4

5th level (minor rings; FIAL)

Mag	Chill Metal. Cold metal damages those who touch it.

Mag	Heat Metal. Hot metal damages those who touch it.

Mag	Wood Shape. Rearranges wooden objects to suit you.

Mag	Continual Flame. Makes a permanent, heatless torch.

Mag	Invisibility. Subject is invisible for 10 min./level or until it attacks.

Mag	Ray of Frost. Ray deals 1d3 cold damage.

Mag	Glitterdust. Blinds creatures, outlines invisible creatures.

Mag	Endure Elements. Ignores 5 damage/round from one energy type.

Will	Bullís Strength. Subject gains 1d4+1 Str for 1 hr./level.

Will	Catís Grace. Subject gains 1d4+1 Dex for 1 hr./level.

Will	Endurance. Gain 1d4+1 Con for 1 hr./level.

Will	Alarm. Wards an area for 2 hours/level.

Will	Deeper Darkness. Object sheds absolute darkness in 60-ft. radius.			mag5

Will	Spell Immunity. Subject is immune to one spell/four levels.			mag5

Tech	Light. Object shines like a torch.						mag5

Will	Shatter. Sonic vibration damages objects or crystalline creatures.			mag5

Will	Suggestion. Compels subject to follow stated course of action.			mag5

Will	True Strike. Adds +20 bonus to your next attack roll.				mag5

Will	See Invisibility. Reveals invisible creatures or objects.				mag5

Will	Obscure Object. Masks object against divination.				mag5

6th level (DWARVEN RINGS; istary; PALATIRS)

Mag	Animate Objects. Objects attack your foes.

Mag	Flame Blade. Touch attack deals 1d8 +1/two levels damage.

Mag	Spellstaff. Stores one spell in wooden quarterstaff.

Mag	Burning Hands. 1d4 fire damage/level (max: 5d4).

Mag	Animate Dead. Creates undead skeletons and zombies.

Mag	Magic Missile. 1d4+1 damage; +1 missile/two levels above 1st (max +5).

Mag	Daylight. 60-ft. radius of bright light.

Mag	Hold Monster. As hold person, but any creature.

Mag	Clairaudience/Clairvoyance. Hear or see at a distance for 1 min./level.

Mag	Protection from Arrows. Subject immune to most ranged attacks.

Mag	Resist Elements. Ignores 12 damage/round from one energy type.

Tech	Comprehend Languages. Understands all spoken and written languages.

Tech	Tongues. Speak any language.

Will	Ethereal Jaunt. You become ethereal for 1 round/level.				mag6

Will	Mass Suggestion. As suggestion, plus one/level subjects.				mag6

Will	True Seeing. See all things as they really are.					mag6

7th level (ELVEN, NAZGUL rings)

Mag	Searing Light. Ray deals 1d8/two levels, more against undead.

Mag	Flame Strike. Smites foes with divine fire (1d6/level).

Mag	Create Undead. Ghouls, shadows, ghasts, wights, or wraiths.

Mag	Earthquake. Intense tremor shakes 5-ft./level radius.

Mag	Soften Earth and Stone. Turns stone to clay or dirt to sand or mud.

Mag	Rusting Grasp. Your touch corrodes iron and alloys.

Mag	Shocking Grasp. Touch delivers d6/level electricity (max 5d6).

Mag	Passwall. Breaches walls 1 ft. thick/level.

Mag	Control Water. Raises, lowers, or parts bodies of water.

Mag	Improved Invisibility. As invisibility, but subject can attack and stay invisible.

Mag	Gust of Wind. Blows away or knocks down smaller creatures.

Mag	Sending. Delivers short message anywhere, instantly.

Mag	Scrying. Spies on subject from a distance.

Mag	Protection from Elements. Absorb 12 damage/level from one kind of energy.

Mag	Minor Globe of Invulnerability. Stops 1st- through 3rd-level spell effects.

Will	Nondetection. Hides subject from divination, scrying.

Will	Animate Rope. Makes a rope move at your command.				mag7

8th level (THE GREAT RING; mayar, SILMARILL)

Mag	Blasphemy. Kills, paralyzes, weakens, or dazes nonevil subjects.

Mag	Holy Word. Kills, paralyzes, weakens, or dazes nongood subjects.

Mag	Create Greater Undead. Mummies, spectres, vampires, or ghosts.

Mag	Fire Storm. Deals 1d6 fire damage/level.

Mag	Implosion. Kills one creature/round.

Mag	Sunbeam. Beam blinds and deals 3d6 damage.

Mag	Whirlwind. Cyclone inflicts damage and can pick up creatures.

Mag	Programmed Image. As major image, plus triggered by event.

Mag	Flaming Sphere. Rolling ball of fire, 2d6 damage, lasts 1 round/level.

Mag	Fireball. 1d6 damage per level, 20-ft. radius.

Mag	Lightning Bolt. Electricity deals 1d6 damage/level.

Mag	Ice Storm. Hail deals 5d6 damage in cylinder 40 ft. across.

Mag	Shout. Deafens all within cone and deals 2d6 damage.

Mag	Wall of Fire. Deals 2d4 fire damage out to 10 ft. and 1d4 out to 20 ft. Passing through wall deals 2d6 +1/level.

Mag	Cone of Cold. 1d6 cold damage/level.

Mag	Contingency. Sets trigger condition for another spell.

Mag	Analyze Dweomer. Reveals magical aspects of subject.

Mag	Web. Fills 10-ft. cube/level with sticky spider webs.

Mag	Sleet Storm. Hampers vision and movement.

Mag	Stinking Cloud. Nauseating vapors, 1 round/level.

Mag	Evardís Black Tentacles. 1d4 +1/level tentacles grapple randomly within 15 ft.

Mag	Wall of Stone. 20 hp/four levels; can be shaped.

Mag	Phase Door. Invisible passage through wood or stone.

Mag	Globe of Invulnerability. As minor globe, plus 4th level.

Will	Permanency. Makes certain spells permanent; costs XP.				mag8

Will	Dismissal. Forces a creature to return to native plane.				mag8

Will	Spell Turning. Reflect 1d4+6 spell levels back at caster.				mag8

Will	Protection from Spells. Confers +8 resistance bonus.				mag8

9th level (valar)

Mag	Destruction. Kills subject and destroys remains.

Mag	Storm of Vengeance. Storm rains acid, lightning, and hail.

Mag	Magic Jar. Enables possession of another creature.

Mag	Binding. Array of techniques to imprison a creature.

Mag	Demand. As sending, plus you can send suggestion.

Mag	Mordenkainenís Faithful Hound. Phantom dog can guard, attack.

Mag	Maze. Traps subject in extradimensional maze.

Mag	Trap the Soul. Imprisons subject within gem.



Ethereal Jaunt: 

Duration: 1r/l or less;

Effect: DR 5/+1 ‚ Ó·Â ÒÚÓÓÌ˚, +5 to Will-Save, partial penetrability, after Con -3 h/l


