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Classes and Feats

unane scratched his head and waited for his father
to start yet another one of his talks. He stared out
the window toward the ships that set sail to venture
out over the horizon, taking his thoughts and dreams with
them.
“Now there, boy,” said his elder, Hiapon, “You are
growing up. Adulthood is fast approaching. Tell me, what is
it you plan on doing with your life?”
The sudden question took Kunane so off-guard that he
could not quickly think of an answer the old man wanted to
hear. Taking a deep breath, he risked being honest.
“I’m tired of being stuck inside, staring into parchments
and scrolls all day, papi. I want to leave this city, to venture
out into the world. See things that I would never dream
of around here. I want to live a life of adventure and
excitement. I want to experience everything life has to offer
in distant lands. That is what I want, papi.”
He expected his father either to laugh or to berate him.
Instead, Hiapon nodded slowly. “Yes. That is all very well
and good, but what is it you want to do?”
Emperium Gate, Dhu
Summer of 408 AD

Most adventurers seem to begin their stories as squires,
barmaids, shepherds, or pampered nobility, but sooner
or later they need to take up a profession that is actually
useful. They need to either contribute to the group or have
the ability to survive on their own.
This chapter includes Adlatum-specific variants
of the d20 core classes as well as new prestige classes.
Prestige classes from other sources, including those in the
Dragonlance Campaign Setting, are available on a case-bycase basis at the determination of the Dungeon Master.

Core Classes
All core classes from the Player’s Handbook and the
Dragonlance Campaign Setting are suitable for use in
Adlatum. The mariner core class (from the Age of Mortals
Companion and revised in Legends of the Twins) and
the master core class (from War of the Lance) are also
appropriate.
However, things are not always as they seem in
Adlatum. Additional notes on each of the core classes
are included below, including class variations where
appropriate.
Since the multitude of cultures and nations have their
own interpretations of how to worship their own gods

(often not recognizing a foreign nation’s pantheon being
the same as their own but under different names), plainly
giving names of which gods those of a particular class tend
to worship has been avoided. It is the type of god they
believe they are following and how they worship the being
that is important, not the god itself.

Barbarian
Barbarians are common enough in the less civilized
territories of Adlatum, and many who practice the ancient
technique of channeling rage into combat travel into the
civilized regions as well.
Religion: The faith of a barbarian varies depending
on his origin. He may tie himself to a god who promotes
warfare, or he may be more interested in a faith that helps
him set aside his rage for when it is most needed. Other
barbarians are so focused on survival that their spirituality
is not a priority.
Races: The ogre-blood races, including the Sakkaran
minotaurs and Oguna, generate more barbarians than most
other races; the Sekhnesti and Hoda are also known for
their berserkers. In contrast, the Mentoi and Hartdar have
very few barbarians in their ranks.
Game Rule Information: As described in the Player’s
Handbook.

Bard
Bards take many forms. The perception of the traveling
musician and storyteller is common, but the class also
includes artists, orators, information traffickers, and more.
As such, there are more bards in Adlatum than most
realize.
After the Days of Darkness, when the minions of
Chaos had fallen and ambient magic became available
to all, bards began to learn some degree of magic as a
standard. These skillful merrymakers bolster a party’s
spirits or assist them with spells, and few classes are as
welcome in different societies as that of the bard.
Religion: Being jacks-of-all-trades, the faiths of bards
are as varied as the skills they elect to develop. Some
sway to a god of music. Others devote themselves to a
god of agreements and dealings, or have faith in a god of
knowledge. To guess a bard’s religious affiliation based on
preconceived stereotypes invites comedy or disaster.
Races: All races have bards, although some races may
have bards of a certain type more often than others. A
musician or spy may be common among more civilized
races, but many of the more nomadic and barbaric races
may still have several storytellers.
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• Coinage of the Land •

s it is with most places the exact worth of coin in one nation
may vary some when compared to a similar coin of another
nation. This is often due to the coins having different
weights, mixes of other metals in the coin, or even one nation falling
into disfavor with another. However there is still an average value
to average sized coins of identical metal across Adlatum.
1 rhodium piece* (rp) = 10 platinum pieces (pp)
1 platinum piece (pp) = 10 gold pieces (gp)
1 gold piece (gp) = 10 silver pieces (sp)
1 silver piece (sp) = 10 copper pieces (cp)
* = very rare currency, not often found or accepted.

Unlike in Ansalon, steel has never come into common use as
coinage. However a rough translation of value between the
continents equals 1 Ansalonian steel piece (stl) to 1 Adlatum gold
piece (gp).
Game Rule Information: As described in the Player’s
Handbook.

Cleric
Godly worship on Adlatum is only superficially similar to
that of Ansalon. Instead of the Holy Orders of the Stars,
clerics follow Tao-Shin, also known as the Church of the
Divine Paths. Adherents of Tao-Shin follow a specific path
towards enlightenment, peace, or power and are aided by
the gods of Light, Balance, or Darkness respectively (see
Chapter 4 for more information).
Many in the Tashramadic faith or Adlarism call
themselves clerics, but they are actually mystics. A majority
of them only recently learned of this truth. Currently the
clerics are coming back to Adlatum, but how quickly their
numbers will swell is still a mystery.
Religion: Clerics of Adlatum receive divine power
not from a single deity, but from one of the three paths of
Tao-Shin. The appropriate deities support these paths.
Only the lunar deities shun clerical worship, but in
the end it is mortals, not gods, who decide which gods are
worshipped. Priests may exist for false gods but they have
no spellcasting abilities. Many “clerics” of false gods use
ambient magic—these are actually mystics.
Races: Even though the gods have only recently
returned to Krynn, almost every race has clerics and
devoted worshipers. Their numbers are few, but they are
growing. The longer-lived races may be more ready to
return to the gods they remember from before the Starfall,
but with the recent outing of the Tashrama gods as frauds,

many disillusioned human Tashramadic mystics are
turning to the true gods to fill in the hole left by their old
church’s deceit.
Game Rule Information: As described in the Player’s
Handbook with the following adjustments:
Adlatum’s clerics follow the path of Tao-Shin that
corresponds to their alignment: good clerics follow the
Path of Light, evil clerics follow the Path of Power, and
clerics who are neither good nor evil follow the Path of
Serenity. A cleric’s choice of domains depends on the path
followed. See Chapter 2 of the Dragonlance Campaign
Setting for a list of domains.
Path of Light: Clerics of the Path of Light choose their
domains from among those offered by Charu (Branchala),
Anphlasaad (Habbakuk), Nairsaif (Kiri-Jolith), Thobit
(Majere), or Miraphayt (Mishakal). Clerics who choose
the War domain apply its bonus feats to the longsword
(Nairsaif’s favored weapon).
Path of Serenity: Clerics of the Path of Serenity choose
their domains from among those offered by Thuban
(Chislev), Tarfine (Gilean), Melik Suud (Reorx), Nekkarb
(Shinare), Mirac (Sirrion), or Choalshain (Zivilyn).
Path of Power: Clerics of the Path of Power choose
their domains from among those offered by Gaffras
(Chemosh), Folmhesta (Hiddukel), Lesuthiyat (Morgion),
Alnath (Sargonnas), or Peliona (Zeboim). Clerics who
choose the War domain apply its bonus feats to the
greataxe (Alnath’s favored weapon).
Clerics may spontaneously cast their domain spells
(instead of cure or inflict spells) by using the variant rule
provided in Holy Orders of the Stars (pg. 63). Additional
cleric domains may be found in that sourcebook, as well as
in Chapter 3 of this book.
Changing Focus: A cleric may experience an epiphany
and change from cleric to mystic, or vice versa, as
described in Chapter 3 of the Dragonlance Campaign
Setting.

Druid
Adlatum’s druidic order falls outside of the Tao-Shin
tradition, its members serving or avenging nature in
accordance with the dictates of their individual deities.
Druids typically worship Chislev, Habbakuk, or Zeboim,
but the veneration of other gods is not unknown. Druids
must select a patron deity (other than a god of magic) in
order to receive any spellcasting or supernatural abilities.
Religion: Gods that promote a person’s view of how
the environment, animals, or plants should be protected
or nurtured will gather those who wish to become a druid
above all else. Only those who choose a true god as a divine
benefactor may become a druid. Nature-bound faithful of
false gods must choose a different route.
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Races: Many bakali, kunda, and elves learn the ways of
nature. Humans often contribute to this profession as well.
In lands far away from civilization, races not often seen by
others will also walk the druidic path.
Game Rule Information: As described in the Player’s
Handbook.

Fighter
Those formally trained in the art of general combat
exist anywhere on Adlatum where an instructor in the
techniques of battle and war may be found. Only in places
where barbaric strength and brute force completely
dominate over tactics and maneuvers will fighters become
scarce.
Religion: Fighters put their souls into the hands
of gods who believe in forceful strength, conquest,
protection of the innocent, or even money if the fighter is a
mercenary.
Races: All races have fighters. Conflict and warfare are
common throughout the history of Adlatum, and where
there is conflict there is a need for fighters.
Game Rule Information: As described in the Player’s
Handbook.

Mariner
The seafaring mariners are valuable additions to many
organizations, since almost every nation uses shipping
lanes to acquire rare or exotic goods and materials.
Mariners are not only useful members of a crew, their skill
at arms enables them to effectively defend crew, cargo, and
fellow adventurers with equal skill.
Religion: The faith of mariners ranges from the
gods of the Tao-Shin to the false faiths to no faith at
all. However they also are wise enough to obey ancient
traditions of the sea that are meant to appease the various
sea gods (real or imagined).
Races: Most races with coastal settlements have
mariners. Corinesti, humans, dwarves, and Gildanesti make
up the majority of Adlatum’s mariners.
Game Rule Information: As described in Legends of
the Twins. (If you do not have this sourcebook, the mariner
presented in the Age of Mortals Companion may also be
used.)

Master
The expert NPC class works well for most craftsmen,
merchants, sages, and similar professionals. Players who
want to create more heroic versions of these individuals
should choose the master core class. Talker gnomes, in
particular, make excellent masters with the performer or
sage focus. In addition, the master is a viable option for

players who want to entertain audiences yet are hesitant
about playing a bard.
Religion: Masters can belong to any religion; however,
there is a slightly increased chance that a master may
follow a god tied to enterprise, commerce, entertainment,
and knowledge.
Races: There are masters in all races who live in
civilized society. Those living in barbaric territories
typically don’t develop the breadth of knowledge required
to become a master.
Game Rule Information: As described in War of the
Lance.

Monk
Those dedicated to having mind and body become one
have monasteries dotting the continent, and in some places
monks are highly respected by the nearby populace. Some
monks shy away from the cares of the world, while others
are encouraged to put their training to the test by leaving
their homes.
One monk’s path to enlightenment may differ greatly
from that of another monk. The journey usually depends
upon the teachings of the individual monastery. Of course,
the monk’s own moral center plays its own part.
Religion: Monks lean towards faiths that promote
peace of mind or the ability to focus the energies of their
bodies into where their will directs.
Races: The Mahjoran minotaurs have more monks
than any other race in Adlatum, but many humans and
Gildanesti also join monastic orders. Lately more Oguna
have been drawn to the monasteries in efforts to quell their
emotional states of rage or depression.
Game Rule Information: As described in the Player’s
Handbook.

Mystic
Ambient magic has been in use for much longer on
Adlatum than other continents on Krynn, and so the
practice of mysticism has been around much longer also.
The term “mystic” is not often used in Adlatum, but
for centuries many of Adlatum’s clerics were actually
mystics. The priests of the Divine Ladder, also known
as the Tashrama, receive their power from the ambient
energies of the Elder Dragons. However for decades most
Tashramadic priests were unaware of the true source
of their divine powers. Most believed themselves to be
priests of the gods. Only the highest-ranking priests knew
the truth, and even then most still thought of the Elder
Dragons as gods and themselves as clerics.
After the Days of Darkness, mystics who believed they
were following a divine faith were not widely known. After
the Great Sovereign Lord Montegron exposed the truth,
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many of the lower ranking clerics of Tashrama left the
faith. Many of them turned to the true gods of Krynn, but
others are trying to explore their mystic abilities to develop
them with a more honest understanding of what their
divine gifts truly are.
Religion: Most mystics belong to the Tashrama, the
Church of the Divine Ladder. Those who left the church
may be turning to the true gods, but those who do are
forsaking their mystic studies, replacing it with new clerical
training. Those who remain with the Tashrama or develop
a faith in themselves are not the ones to rely on the true
gods for spiritual needs.
The dwarven clerics of Adlarism receive their power
from the taint of Chaos while believing their gifts come
from Reorx. As such, they are also technically mystics.
The mystics of the Voda tribe of kunda have a
profound spiritual respect for their god Danbhala (Zivilyn)
focusing on the Vodas’ mystical connections to the spirit
world around them.
Races: During the four decades in which the gods of
Krynn were absent, the practice of ambient divine magic
spread far and wide. Most mystics are humans, Gildanesti,
and Voda kunda.
Game Rule Information: As described in the
Dragonlance Campaign Setting with the following
adjustments:
Mystics require a divine focus to cast certain types
of spells (those with “DF” in their Components entry).
Tashramadic mystics use the holy symbol of their church:
a medallion or ring emblazoned with a silver ladder (see
“Tashrama, Church of the Divine Ladder” in Chapter 5
for more information on this religion). For other mystics,
the divine focus is chosen by the player but should reflect
the character’s selected domain. A mystic with the Animal
domain could wear the hide of a particular totem beast, or
a Destruction mystic might need the ashes of her defeated
foes. Players are encouraged to be creative and make the
divine focus fit the character.
Additional domains for mystics may be found in
the Dragonlance Campaign Setting as well as the Age of
Mortals Companion and Holy Orders of the Stars.

T

Changing Focus: A mystic may experience an
epiphany and change from mystic to cleric, or vice versa,
as described in Chapter 3 of the Dragonlance Campaign
Setting.

Noble
Those born into lives of privilege are trained from a young
age how to behave in well-to-do company, manipulate
others, inspire confidence in those who depend on them,
and use favors from contacts both near and away. In many
of Adlatum’s lands, knowing who to talk to and being
able to get people to work together is just as important as
knowing how to defend yourself.
Religion: Nobles need structure. Faiths that focus on
manipulating, managing, or strengthening just societies
attract members of the noble class.
Races: Human, dwarves, elves, Gildanesti, gnomes,
and Igurna are the races that most often have nobles within
their population. Barbaric races typically do not have the
social structure required for nobles to exist.
Game Rule Information: As described in the
Dragonlance Campaign Setting with the following
adjustment:
Nobles with a martial background may take the
armiger substitution levels provided in Knightly Orders of
Ansalon.

Paladin
With the return of the gods occurring at a time where war
is inevitable in Adlatum, the appearance of these chosen
warriors is a possibility. These rare figures are legends who
may or may not truly exist, but with war about to sweep
the lands, such a time seems appropriate for paladins to
return again.
Religion: Paladins are the shining light of mortal-kind
and the hands of the gods of Light. Those who follow the
gods of Balance or Darkness have other options to choose
from.
Races: The few legends that mention these righteous
warriors often have humans and dwarves playing the role,
however the paladin is made in part by the will of the gods.
If a mortal is in a position to help the people of the lands

• Psionic Classes •

he classes included in the Expanded Psionics Handbook are not officially included in the Dragonlance setting, however there is
nothing forbidding their use either. The same applies to gaming on the continent of Adlatum.
In Adlatum, the extensive touch of chaotic energies over the centuries could very easily have allowed some of the people of the land
to be born with the mental abilities required for the psionic classes. Such abilities are still rare, but their occurrence may be scattered as the
Dungeon Master sees fit.
To add psionics to the game, consult the Expanded Psionics Handbook for details.
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and a god decides to bestow its favor to them, then the
paladin’s race may in the end not be a factor.
Game Rule Information: As described in the Player’s
Handbook with the following adjustments:
Paladins must select a lawful good, lawful neutral,
or neutral good patron deity in order to receive their
spells, or they may choose to follow the Tao-Shin Path
of Light. Paladins of Tao-Shin receive their abilities from
the collective gods of good, but are considered part of
Tao-Shin and are thus subject to the dictates of higherranking priests.
As an alternative to the standard
paladin, players can use the “mystic
ranger” spellcasting variant
provided in Knightly Orders of
Ansalon to create paladins
whose spellcasting is drawn
from mysticism instead of
deific power. These “mystic
paladins” must choose a
divine focus, as described
under the mystic class (see
above), and choose their
spells known from the
paladin spell list.

Rogue
Where there is wealth or information to be had, there are
rogues, regardless of which continent one is on. As soon
as a town has a population of at least four, odds are good
there is a rogue in their midst.
Religion: Rogues are often out for themselves and are
thus not inclined to tend to their spiritual needs. For the
few who do have such needs, gods who tend to deal in the
shadows may attract such followers.
Races: All races have rogues, though city-dwelling
races are likely to have more. Some kunda
rogues share the “handler-like” traits of
their kender cousins, but few members
of this race can be truly considered
rogues.
Game Rule Information:
As described in the Player’s
Handbook.

Sorcerer

Ambient magic has been
in use for much longer
on Adlatum than other
continents on Krynn, and so
the practice of sorcery has
been around much longer
Ranger
also.
Much of Adlatum may be
With no Orders of High
considered civilized territories
Sorcery in Adlatum, the art of
with defined borders of nations,
primal sorcery has spread across
but between towns, cities, and
the continent. Some locations, like
roads are many large gaps of untamed
Etlarn, are more inclined to study
land. These wild lands, along with those
the ordered magic of the moons, but as
in the untamed reaches of the north and
the moons have only recently returned from
south, fall under the protection of rangers.
a forty-year absence, there are many more
Ranger of Charant Aros
Religion: Rangers must have a patron
sorcerers than wizards.
deity under the same rules given in the
Religion: Primal sorcery is a practice
Dragonlance Campaign Setting. Guardians of the wild
of magic where the mage draws from ambient elemental
lands who follow false deities or no deity typically do not
power in the world around him. Since the moons fluctuate
receive spellcasting abilities from the ranger class.
and the world does not, most sorcerers do not concern
Races: Nomadic races often have rangers either
themselves with the gods.
with them or living nearby. Those races not often seen in
Races: With the touch of chaotic energies being so
civilized societies may also take up the duties of a ranger.
widespread, sorcery is available to all races of Adlatum. The
Game Rule Information: As described in the Player’s
Mentoi and brute ogres have little interest in practicing
Handbook with the following adjustments:
arcane magic, and so have very few sorcerers. Other races
Rangers must select a patron deity in order to receive
like bakali, dwarves, and Gildanesti often show a strong
their spells. Alternatively, players can create a “mystic
tendency to learn the art of sorcery.
ranger” by using the variant rule provided in Knightly
Game Rule Information: As described in the Player’s
Orders of Ansalon. Mystic rangers must choose a divine
Handbook.
focus, as described under the mystic class above.
Changing Focus: A sorcerer may experience an
epiphany and change from sorcerer to wizard, or vice
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versa, as described in Chapter 3 of the Dragonlance
Campaign Setting.

judgment and wisdom of the DM to determine the availability of these PrCs.

Wizard

Drake Handler

The Orders of High Sorcery do not exist in Adlatum, but
the formal education and training wizards need is available.
The gods of magic are willing to impart their gifts to those
who show the dedication and intelligence required.
Wizardry was gone from the world for forty years, but
with the return of the moons those who remember the
power are returning to the Art. Even so, it will be some
time until these practitioners of focused arcane magic have
regained the numbers they had before the Starfall.
Religion: The gods of magic do not seek worship
from their followers, and most wizards only pay them
the respect they believe they deserve in order to better
their skills in the Art. However there are a rare few who
do worship the gods of magic regardless of what the gods
want.
Many wizards dedicate themselves to respecting all
three gods of magic, but some wizards pay homage to just
one of the three moons.
Races: Gildanesti and humans from the east make
up most of the wizardly community. Bakali and Sekhnesti
races with no traditions of orderly study are not likely to
have many wizards, as are those with traditions steeped in
the practice of sorcery.
Game Rule Information: As described in the Player’s
Handbook.
Changing Focus: A wizard may experience an epiphany
and change from wizard to sorcerer, or vice versa, as
described in Chapter 3 of the Dragonlance Campaign
Setting.

“The drake makes the handler. Only a fool thinks of it the
other way around.”

Prestige Classes
Ansalon’s organizations are all but unknown to the people
of Adlatum. Similarly, most Ansalonians have no idea that
Adlatum even exists, much the same way they know little
to nothing of distant Taladas. Some experienced Wizards
of High Sorcery may be aware of Adlatum’s existence,
but the Orders are too busy trying to rebuild and defend
their ranks and towers to devote any real time to new and
unfamiliar territories.
For these reasons, most Ansalonian prestige classes
do not exist on Adlatum; specific Adlatum-based prestige
classes are provided here instead. Enterprising Dungeon
Masters might want to use existing prestige classes for
other organizations; for example, if an Adlatum campaign
focuses on the rise of the Elder Dragons, the Dragon
Highlord prestige class may be used for individuals favored
by the Elders. In these cases it is completely up to the

Drake handlers are rare individuals who have developed
a close personal bond with a golden drake (see Chapter
6). This bond begins with a mutual respect and affection
that strengthens into a mystical bond that forever binds
handler and drake. As most handlers know, it is the drake
that chooses its bondmate. Unlike normal animal handlers,
drake handlers can coax their charges into extraordinary
feats of obedience and skill.
Hit Die: d6
Requirements
To qualify to gain levels as a drake handler, a character
must fulfill all of the following criteria.
Alignment: Any nonevil.
Skills: Diplomacy 4 ranks, Knowledge (arcana) 10
ranks.
Languages: Draconic.
Spells: Must be able to cast 2nd-level spells.
Special: The character must make contact with a
golden drake of juvenile age or younger, and convince it
to bond with him in an arcane ritual. This ritual takes 24
hours and uses up magical materials that cost 250 gp. In
addition, the character must not currently have an animal
companion or familiar.
Class Skills
The drake handler’s class skills (and the key ability for
each skill) are Concentration (Con), Diplomacy (Cha),
Knowledge (arcana) (Int), Listen (Wis), Profession (Wis),
Search (Int), Spellcraft (Int), Spot (Wis), and Survival
(Wis).
Skill Points at Each Level: 2 + Int modifier.
Class Features
All of the following are class features of the drake handler.
Weapon and Armor Proficiency: Drake handlers
gain proficiency in all simple weapons.
Drake Familiar: A bonded golden drake gains the
abilities of a familiar of the drake handler’s class level,
plus one-half his caster level (round down). Refer to the
Familiars section in Chapter 3 of the Player’s Handbook for
specific familiar benefits, except the golden drake does not
gain the ability to speak with animals of its kind (because
it is a dragon, not an animal). The golden drake also keeps
its own Intelligence score and spell resistance if they are
higher than the familiar equivalents.
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Draconic Traits (Su): As their bond strengthens,
the handler begins to acquire traits reminiscent of golden
drakes. At 1st, 3rd, and 5th level, the drake handler may
choose one of the following abilities:
Blindsense: The drake handler’s non-visual senses
improve, granting him blindsense effective to 30 feet.
Prerequisites: Draconic Eyes, Scent.
Draconic Eyes: The drake handler’s eyes acquire a
golden sheen, granting him darkvision out to 60 feet and
low-light vision.
Immunities: The drake handler becomes immune to
paralysis and magic sleep effects.
Natural Armor: The drake handler’s natural armor
bonus increases by +2.
Scent: The drake handler gains the Scent ability.
Toughness: The drake handler gains the Toughness
feat.
Feature Advancement (Ex): At 2nd, and 4th level,
the drake handler gains class features (but not Hit Dice,
base attack bonus, saving throws, or skill points), and an
increase in effective level, as if he had gained a level in a
class he belonged to before becoming a drake handler. For
example, a cleric 7/drake handler 1 who reaches 2nd level
may turn undead and cast spells as though he were an
8th-level cleric.
Share Domain (Su): At 3rd level, if the drake handler
has mystic class levels, the drake gains access to the mystic
domain’s granted power as long as the drake is within 30
feet of the handler. If the drake uses a granted power that
has limited uses (such as the Luck domain’s granted power
of good fortune), the granted power is expended just as if
the handler had used it himself.
Drake Advancement (Ex): At 4th level, the golden
drake advances to the next age category (from wyrmling
to young, young to juvenile, or juvenile to adult). When
determining the golden drake’s full abilities, apply the

A Drake Handler near the cliffs of Sundalin
familiar benefits and bonus feat to the new age category
listed in Chapter 6
6.
Symbiosis (Ex): At 5th level, the drake’s bond with his
handler is complete. The drake handler gains the same spell
resistance possessed by the golden drake, and the range of
all familiar abilities is doubled.

Drake Handler
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+0

+2

+0

+2

Drake familiar, draconic trait

2nd

+1

+3

+0

+3

Feature advancement

3rd

+2

+3

+1

+3

Draconic trait, share domain

4th

+3

+4

+1

+4

Drake advancement, feature advancement

5th

+3

+4

+1

+4

Draconic trait, symbiosis

Special
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Ex-Drake Handlers
If a drake handler abuses his companion or otherwise
breaks the bond of trust, the drake will abandon its
handler. The drake handler loses all class features and may
never gain a new golden drake companion. If the drake
dies while the bond is strong, the handler also loses all
class features, but after a month he may attempt to acquire
a new golden drake (per the process described under
Requirements above). If the golden drake is raised from the
dead, both handler and drake immediately regain all lost
abilities. A drake handler does not lose experience points
when a golden drake dies.

Etlarn Defender
The Magocracy of Etlarn includes within its military a large
contingent of spellcasting knights dedicated to the safety
and well being of their nation. The Etlarn Defenders were
founded as a means of repelling the Dragonkin Horde that
came to take over the kingdom. The Defenders’ main goal
is still to permanently defeat the dragons, but they defend
their homeland in other ways as well.
The Etlarn Defenders are divided into three orders: the
Brethren of the Flame, who use wild sorcery; the Brethren
of the Moons, wielders of the white moon’s wizardry; and
the Brethren of the Stars, a religious sect whose members
are most often devoted to Autenanima (Solinari), Pietarde
(Paladine), or Pensokia (Majere). These brethrens have
their own elite branches. The Knights of the Argent
Crescent, for example, are an order of divine warriors

who seem to receive divine gifts from Autenanima. The
Brethren of the Moons has the High Arcanists, who serve
Etlarn by defending their nation and educating other
wizards in the newest advancements in wizardry.

High Arcanist
“A true master of wizardry must have great patience,
discipline, and control. Wizardry is like society—its rules
exist for a reason and must be followed, or chaos will
eventually result.”
High arcanists represent the epitome of wizardly power
within Etlarn, defending the Magocracy and educating
their kin among the Brethren of the Moons. The high
arcanists are said to have founded the arcane order
centuries ago, and only the most talented wizards are
accepted into the ranks of the order.
Hit Die: d4
Requirements
To qualify to gain levels as a high arcanist, a character must
fulfill all of the following criteria.
Base Will Save: +4.
Skills: Concentration 4 ranks, Knowledge (arcana) 8
ranks, Knowledge (religion) 2 ranks, Spellcraft 8 ranks.
Feats: Lunar Attunement, any two item creation and/
or metamagic feats.
Spells: Must be able to prepare and cast 3rd-level
arcane spells.

High Arcanist
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+0

+0

+0

2nd

+1

+0

3rd

+1

4th

Special

Spells per Day

+2

Code of conduct, expanded spellbook,
lunar devotion

+1 level of existing arcane class

+0

+3

Arcane insight +2

+1 level of existing arcane class

+1

+1

+3

Etlarnic mystery

+1 level of existing arcane class

+2

+1

+1

+4

Expanded spellbook

+1 level of existing arcane class

5th

+2

+1

+1

+4

Etlarnic mystery

+1 level of existing arcane class

6th

+3

+2

+2

+5

Arcane insight +4

+1 level of existing arcane class

7th

+3

+2

+2

+5

Etlarnic mystery

+1 level of existing arcane class

8th

+4

+2

+2

+6

Expanded spellbook

+1 level of existing arcane class

9th

+4

+3

+3

+6

Etlarnic mystery

+1 level of existing arcane class

10th

+5

+3

+3

+7

Arcane instight +6, etlarnic mystery

+1 level of existing arcane class
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Class Skills
The high arcanist’s class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Decipher
Script (Int), Knowledge (all skills, taken individually) (Int),
Profession (Wis), Speak Language (n/a), and Spellcraft
(Int).
Skill Points at Each Level: 2 + Int modifier
Class Features
All of the following are class features of the high arcanist.
Weapon and Armor Proficiency: High arcanists gain
no proficiency with any weapon or armor.
Spells: At each level, a high arcanist gains new arcane
spells per day (and spells known, if applicable) as if he
had gained a level in whatever arcane spellcasting class he
belonged to before he added the prestige class. He does
not, however, gain any other benefit a character of that
class would have gained (such as an increase in a familiar’s
abilities).
If the character had more than one arcane spellcasting
class before becoming a high arcanist, he must decide
which class will gain a spellcasting level for the purpose of
determining spells per day and spells known.
Code of Conduct: A high arcanist swears an oath
to instruct other Etlarnish wizards in magical studies for
at least one month per year, and another oath to do his
utmost to protect Etlarn from threats to the magocracy.
Expanded Spellbook: At 1st, 4th, and 8th level, the
high arcanist may add two bonus spells to his spellbook.
The new spells must be at least one spell level lower than
the highest-level spell he can cast.
Lunar Devotion: A high arcanist automatically
gains Lunar Devotion as a bonus feat and must choose
Autenanima (Solinari), Calorossa (Lunitari), or Scuriga
(Nuitari) as a patron deity. If the character already has
this feat, he may instead select Greater Lunar Devotion,
Lunar Rebuke, or any item creation or metamagic feat. The
high arcanist must meet all prerequisites for the feat to be
gained.
Arcane Insight (Ex): A high arcanist’s studies focus on
advancing magical theories. At 2nd level, the high arcanist
gains a +2 insight bonus on Knowledge (arcana) skill
checks, and on Concentration checks to cast spells (or use
spell-like abilities) defensively or while being grappled or
pinned. This bonus increases to +4 at 6th level and to +6 at
10th level.
Etlarnic Mystery: As a high arcanist advances in level,
he begins to unlock his magical potential in specific ways.
At 3rd, 5th, 7th, 9th, and 10th level, the high arcanist may
choose one of the following mysteries:
Arcane Craftsmanship: Choose one item creation
feat. When the high arcanist crafts magical items using
the specified feat, all item costs (including XP costs) are

reduced by 25%. The high arcanist may select this mystery
multiple times—it applies to a new item creation feat each
time it is taken. Prerequisite: Two or more item creation
feats.
Bolstering Arcana (Su): A high arcanist learns to
channel stored spell energy into improving his own
defenses. The high arcanist may expend a prepared spell
as a free action to gain a bonus to Armor Class or saving
throws equal to the level of the expended spell. This bonus
lasts for a number of rounds equal to the high arcanist’s
class level and is either a sacred bonus (if the character is
good) or a profane bonus (if evil). A high arcanist who is
neither good nor evil may choose the type of bonus gained
(sacred or profane). Once this choice is made, it cannot be
changed.
Bonus Feat: The high arcanist gains a bonus item
creation or metamagic feat for which he meets the prerequisites.
Divination Mastery: The high arcanist selects a
number of arcane divination spells equal to his Intelligence modifier that he already knows. The character can
spontaneously cast these spells by sacrificing a spell slot of
equal or higher level. Prerequisite: Must not have Scuriga
(Nuitari) as a patron deity.
Enchantment Mastery: The high arcanist selects a
number of arcane enchantment spells equal to his Intelligence modifier that he already knows. The character
can spontaneously cast these spells by sacrificing a spell
slot of equal or higher level. Prerequisite: Must not have
Autenanima (Solinari) as a patron deity.
Etlarnic Dominion (Su): As long as the high arcanist is
within the lawful boundaries of the kingdom of Etlarn, he
gains a +2 insight bonus on Gather Information and Sense
Motive checks. In addition, he may use detect thoughts and
discern lies each once per day as spell-like abilities. Prerequisite: Any lawful alignment.
Fundamental Cantrips (Sp): The high arcanist selects
a number of 0-level arcane spells equal to his Intelligence
modifier that he already knows. These spells now function
as spell-like abilities that are usable a combined number
of times per day equal to 1 + the high arcanist’s Charisma
modifier.
Fundamental Magics (Sp): The high arcanist selects a
number of 1st-level arcane spells equal to his Intelligence
modifier that he already knows. These spells now function
as spell-like abilities that are usable a combined number
of times per day equal to 1 + the high arcanist’s Charisma
modifier. Prerequisite: Fundamental Cantrips.
Greater Lunar Radiance (Su): The high arcanist’s
lunar radiance bonus increases to +3. Prerequisite: Lunar
Radiance.
Illusion Mastery: The high arcanist selects a number
of arcane illusion spells equal to his Intelligence modifier
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that he already knows. The character can spontaneously
cast these spells by sacrificing a spell slot of equal or higher
level. Prerequisite: Any neutral alignment.
Lunar Preparation (Su): The high arcanist needs
only 2 hours of sleep to gain the benefits of 8 hours’ rest
(including non-spell related benefits, like gaining hit
points), so long as the high arcanist sleeps beneath the
night sky. This ability does not function if the character
sleeps indoors, underground, or during the day. Prerequisite: Lunar Radiance.
Lunar Radiance (Su): The high arcanist gains a +1
bonus on attack rolls and saving throws as long as he is
beneath the night sky. The character loses this bonus if he
is indoors, underground, or if it is daytime. This is either a
sacred bonus (if the character is good) or a profane bonus
(if evil). A high arcanist who is neither good nor evil may
choose the type of bonus gained (sacred or profane). Once
this choice is made, it cannot be changed.
Metamagic Study (Su): Choose one school of magic.
When the high arcanist prepares a spell that is modified
by a metamagic feat, the required increase in spell level is
reduced by one (to a minimum increase of one spell level).
This ability may be used once per day for every three class
levels. The high arcanist may select this mystery multiple
times—it applies to a new school of magic each time it is
taken. Prerequisite: Two or more metamagic feats.
Spell Resistance (Su): The high arcanist gains spell
resistance equal to 5 + his class level.
Tidebound (Su): The high arcanist is closely bound to
his moon-god. Whenever the high arcanist’s moon is at
High Sanction, his spells are cast at an additional +1 caster
level and with an additional +1 to any spell save DCs.
Conversely, at Low Sanction the high arcanist’s spells are
cast at an additional –1 penalty to caster level and with an
additional –1 to any spell save DCs.
Ex-High Arcanists
A high arcanist who violates his code of conduct is unable
to gain further high arcanist levels, though the character
may be able to regain the favor of his fellow high arcanists.
To do so, the character must convince a council of peers
that his violation furthered the magocracy and the high
arcanists. The character must also perform a service for
the high arcanists—this service always involves at least one
danger with a Challenge Rating equal to the high arcanist’s
character level.
A high arcanist whose patron deity changes to another
moon-god (such as a character who changes allegiance
from Autenanima (Solinari) to Calorossa (Lunitari) loses
access to his Etlarnic mysteries until he gains 200 XP per
caster level, at which time his mysteries become available
to him (and he gains a new mystery, if the character gained
an appropriate high arcanist class level during this time).

If the character no longer meets the prerequisites for the
Divination Mastery, Enchantment Mastery, or Illusion
Mastery mysteries, he may select another mystery for
which he meets the prerequisites.
If the high arcanist renounces his patron deity and
does not choose another moon-god as a new patron, he
loses the Lunar Attunement and Lunar Devotion feats, his
arcane insight, and all Etlarnic mysteries, and is unable to
gain further high arcanist levels. The magocracy is likely to
send a group to capture, punish, or destroy the offender as
well—this group often includes at least one high arcanist of
the offender’s character level.

Knight of the Argent Crescent
“May Autenanima protect us from harm and give us the
insight to find those who would despoil the magocracy and
its people.”
Within Etlarn’s divine Brethren of the Stars exists the
knightly Order of the Argent Crescent. These holy warriors
claim to receive their divine gifts from Autenanima, despite
all known theories regarding the moon-gods. Whatever the
truth of their power, the knights fight for Etlarn with blade
and spell with equal efficiency.
Hit Die: d8
Requirements
To qualify to gain levels as a Knight of the Argent Crescent,
a character must fulfill all of the following criteria.
Alignment: Lawful good.
Base Attack Bonus: +4.
Skills: Diplomacy 2 ranks, Knowledge (arcana) 4
ranks, Knowledge (religion) 8 ranks, Spellcraft 2 ranks.
Feats: Combat Casting, Extra Turning.
Spells: Must be able to cast 2nd-level divine spells
without preparation, or be able to cast 1st-level paladin
spells.
Class Skills
The Knight of the Argent Crescent’s class skills (and
the key ability for each skill) are Concentration (Con),
Diplomacy (Cha), Handle Animal (Cha), Heal (Wis),
Knowledge (all skills, taken individually) (Int), Ride (Dex),
Sense Motive (Wis), Spellcraft (Int), and Use Magic Device
(Cha).
Skill Points at Each Level: 2 + Int modifier.
Class Features
All of the following are class features of the Knight of the
Argent Crescent.
Weapon and Armor Proficiency: Knights of the
Argent Crescent gain proficiency in all martial weapons, all
forms of armor, and shields (except tower shields).
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Spells: At the listed levels, a Knight of the Argent
Crescent gains new divine spells per day (and spells known,
if applicable) as if he had gained a level in whatever divine
spellcasting class he belonged to before he added the
prestige class. He does not, however, gain any other benefit
a character of that class would have gained (such as an
improved chance to turn or rebuke undead).
If the character had more than one divine spellcasting
class before becoming a Knight of the Argent Crescent, he
must decide which class will gain a spellcasting level for the
purposes of determining spells per day and spells known.
Aura of Good (Ex): A Knight of the Argent Crescent’s
Aura of Good (see the detect good spell) is equal to his class
level plus his mystic or paladin level (if any).
Magic Domain (Ex): A Knight of the Argent Crescent
gains access to the Magic domain, including domain spells
and the domain’s granted power. If the knight has paladin
levels, he may prepare one bonus Magic domain spell per
spell level he can cast. If the knight has mystic levels, he
adds Magic domain spells to his list of spells known but
does not gain any additional spells per day.
The Knight of the Argent Crescent’s class levels
(plus mystic levels, if any) are considered cleric levels for
purposes of determining the effective wizard levels of his
domain’s granted power.
Lunar Grace (Su): A Knight of the Argent Crescent’s
resistance to magical effects increases in tune with his
devotion. At 2nd level, the knight gains a +2 sacred bonus

on saving throws against spells and spell-like abilities. This
bonus increases to +4 at 6th level and to +6 at 10th level.
Remove Curse (Sp): A 3rd-level Knight of the Argent
Crescent may cast remove curse once per week. If the
knight also has the spell-like ability to remove disease (such
as by having paladin levels), he may either cast remove
curse or remove disease. The knight may cast remove curse
twice per week at 7th level.
Sacred Resilience (Su): As a standard action, a
Knight of the Argent Crescent of 4th level or higher may
spend a turn attempt to provide DR 5/magic to all allies
within a 30-foot radius of the knight, including himself.
This protection lasts for a number of rounds equal to the
knight’s Charisma modifier.
At 10th level, the knight’s sacred resilience provides
DR 5/– instead of DR 5/magic.
Expanded Arcana (Ex): At 5th and 9th level, a Knight
of the Argent Crescent can add a new sorcerer/wizard spell
to his spell list. The new spell must be at least two levels
lower than the highest-level spell he can cast, and cannot
be higher than the highest-level spell the knight already
knows.
Sacred Revelation (Su): A Knight of the Argent
Crescent of at least 8th level may spend a turn attempt as
a standard action to negate all forms of invisibility within
a 60-foot radius for 1 round per class level. In addition, the
knight becomes aware of the presence, power, and location
of all evil auras within 60 feet as if he had spent 3 rounds
studying each particular aura (see the detect evil spell).

Knight of the Argent Crescent
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+0

+2

+0

2nd

+1

+3

3rd

+2

4th

Special

Spells per Day

+2

Aura of good, magic domain

-

+0

+3

Lunar grace +2

+1 level of existing divine class

+3

+1

+3

Remove curse 1/week

+1 level of existing divine class

+3

+4

+1

+4

Sacred resilience

+1 level of existing divine class

5th

+3

+4

+1

+4

Expanded arcana

+1 level of existing divine class

6th

+4

+5

+2

+5

Lunar grace +4

-

7th

+5

+5

+2

+5

Remove curse 2/week

+1 level of existing divine class

8th

+6

+6

+2

+6

Sacred revelation

+1 level of existing divine class

9th

+6

+6

+3

+6

Expanded arcana

+1 level of existing divine class

10th

+7

+7

+3

+7

Lunar grace +6

+1 level of existing diviine class
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Multiclass Note: A paladin who becomes a Knight
of the Argent Crescent may freely switch between paladin
levels and class levels.

Sentinels of the Throne
“Let the power of the world be the mortar that holds our
illustrious nation together. Ride forth!”
The one order of the Defenders that did not collapse after
the Starfall was the Brethren of the Flame. The sorcerous
order continued to struggle to protect Etlarn, and the
Sentinels of the Throne guided the Brethren. The elite
spellcasting cavalry slowed the Horde’s advance over the
next forty years, and even after the undoing of the Starfall,
the Sentinels remain the one Brethren not in a period of
reconstruction.
Hit Die: d6
Requirements
To qualify to gain levels as a Sentinel of the Throne, a
character must fulfill all of the following criteria.
Alignment: Any non-evil.
Skills: Concentration 8 ranks, Handle Animal 2 ranks,
Knowledge (arcana) 4 ranks, Ride 4 ranks, Spellcraft 8
ranks.
Feats: Mounted Combat, Skill Focus (Concentration),
and any metamagic feat.
Spells: Must be able to cast 3rd-level arcane spells
without preparation.

Class Skills
The Sentinel of the Throne’s class skills (and the key ability
for each skill) are Balance (Dex), Concentration (Con),
Craft (Int), Handle Animal (Cha), Knowledge (arcana)
(Int), Ride (Dex), Spellcraft (Int), and Use Magic Device
(Cha).
Skill Points at Each Level: 2 + Int modifier.
Class Features
All of the following are class features of the Sentinels of the
Throne.
Weapon and Armor Proficiency: Sentinels of the
Throne gain no proficiency with any weapon or armor.
Spells: A Sentinel of the Throne continues to train in
the art of sorcery. Thus, at every level, a sentinel gains new
arcane spells per day and spells known as if she had gained
a level in whatever arcane spellcasting class she belonged to
before she added the prestige class. She does not, however,
gain any other benefit a character of that class would have
gained (such as an increase in a familiar’s abilities).
Improved Mounted Combat (Ex): A sentinel may
use his Mounted Combat feat twice per round, potentially
negating two hits against his mount.
Mounting Caster (Ex): A sentinel gains a +4 bonus on
Ride checks made to quickly mount or dismount.
Sentinel Feat (Ex): At 2nd and 7th level, a sentinel
gains a bonus feat. This may either be a metamagic feat,
or a feat that lists Mounted Combat as a prerequisite. The

Sentinels of the Throne
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+0

+0

+2

2nd

+1

+0

3rd

+1

4th

Special

Spells per Day

+0

Improved mounted combat

+1 level of existing arcane class

+3

+0

Sentinel feat

+1 level of existing arcane class

+1

+3

+1

Steady mind +2

+1 level of existing arcane class

+2

+1

+4

+1

Comfortable shot +1

+1 level of existing arcane class

5th

+2

+1

+4

+1

Arcane rider, blessed mount

+1 level of existing divine class

6th

+3

+2

+5

+2

Steady mind +4

+1 level of existing arcane class

7th

+3

+2

+5

+2

Sentinel feat

+1 level of existing arcane class

8th

+4

+2

+6

+2

Comfortable shot +2

+1 level of existing arcane class

9th

+4

+3

+6

+3

Steady mind +6

+1 level of existing arcane class

10th

+5

+3

+7

+3

Favored mount, improved arcane
rider

+1 level of existing divine class
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sentinel must meet any prerequisites required to gain the
feat selected.
Steady Mind (Ex): At 3rd level, a sentinel gains a
+2 bonus on Concentration checks made to cast a spell
from the back of a moving or galloping mount. This bonus
increases to +4 at 6th level, and to +6 at 9th level.
Comfortable Shot (Ex): At 4th level, a sentinel is
comfortable enough casting spells from the back of a
mount that he gains a +1 bonus to hit with spells that
require ranged attack rolls. This bonus increases to +2 at
8th level.
Arcane Rider (Ex): At 5th level, a sentinel no longer
needs to roll Concentration checks to cast a spell while
on the back of a moving land mount (typically DC 10
+ spell level). This benefit is negated if circumstances
require additional Concentration checks or a higher check
result (for example, if the sentinel must cast a spell from a
moving mount while entangled).
Blessed Mount (Su): Also at 5th level, a sentinel may
bestow a special blessing upon a single mount, making
it immune to fear and granting it a +2 sacred bonus on
attack rolls, saving throws, Armor Class, and skill checks.
The sentinel may remove this blessing at any time (as if
dismissing a spell) but only one mount may be blessed at a
time.
Favored Mount (Su): At 10th level, the bonus granted
by the sentinel’s blessed mount ability increases to +4. In
addition, the mount gains spell resistance equal to 10 plus
its Hit Dice, and also gains a number of temporary hit
points equal to the sentinel’s caster level. These temporary
hit points cannot be regained once lost.
Improved Arcane Rider (Ex): Also at 10th level, a
sentinel no longer needs to roll Concentration checks to
cast a spell while on the back of a galloping land mount
(typically DC 15 + spell level). This benefit is negated if
circumstances require additional Concentration checks or
a higher check result (for example, if the sentinel must cast
a spell from a galloping mount during an earthquake).

Gryphon Knight
“Even the smallest victory may turn the tide of war.”
The Gryphon Knights of the Republic of Gildanesti are a
semi-secret group dedicated to doing what’s best for the
people of the Republic, even if they must work against the
government to do so.
Hit Die: d8
Requirements
To qualify to gain levels as a Gryphon Knight, a character
must fulfill all of the following criteria.
Alignment: Neutral good or chaotic good.
Base Attack Bonus: +3.
Skills: Gather Information 8 ranks, Listen 5 ranks,
Sense Motive 5 ranks, and Survival 5 ranks.
Class Skills
The Gryphon Knight’s class skills (and the key ability
for each skill) are Balance (Dex), Bluff (Cha), Concentration (Con), Craft (Int), Diplomacy (Cha), Escape Artist
(Dex), Gather Information (Cha), Hide (Dex), Jump (Str),
Knowledge (all skills, taken individually) (Int), Listen (Wis),
Peform (Cha), Speak Language (n/a), Spellcraft (Int),
Tumble (Dex), and Use Magic Device (Cha).
Skill Points at Each Level: 4 + Int modifier
Class Features
All of the following are class features of the Gryphon
Knight.
Weapon and Armor Proficiency: Gryphon Knights
who are not proficient in martial weapons gain proficiency
in a single martial weapon of their choice. They gain
proficiency in light armor and shields (except tower
shields).
Gryphon Resources (Ex): Gryphon Knights can
acquire resources equal to their Gryphon Knight level x
500 gp from contacts and sympathizers when operating
outside of the Republic. This can be in hard coin or

Griffon Knight
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+1

+0

+2

+2

Gryphon resources, skirmish tactics

2nd

+2

+0

+3

+3

Gryphon’s might, rebel’s luck 1/day

3rd

+3

+1

+3

+3

Improved skirmish tactics

4th

+4

+1

+4

+4

General specialty

5th

+5

+1

+4

+4

Rebel’s luck 2/day

Special
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in magical items such as potions or scrolls or even
information. It takes approximately one week to gather
these resources, during which time the Gryphon Knight
must remain near an established settlement, such as a
small village or large city. Once the Gryphon Knight has
acquired these resources, he may not call for additional
resources until three months have passed. (He may seek
additional resources, but must resort to more mundane
means to do so.)
Skirmish Tactics (Ex): Gryphon Knights are skilled in
small-scale combat. A Gryphon Knight may perform the
aid another action as a move action instead of a standard
action.
Gryphon’s Might (Ex): A 2nd-level Gryphon Knight
may perform a feat of great strength once per day. As a free
action, the Gryphon Knight gains a +4 morale bonus to his
Strength score for 1d4 rounds.
Rebel’s Luck (Ex): Gryphon Knights are trained to
take full advantage of any opportunity that comes their
way. Once per day, a Gryphon Knight may reroll any
saving throw or skill check. This reroll must be made
before determining if the saving throw or skill check was
successful. At 5th level, the Gryphon Knight may use this
ability twice per day.
Improved Skirmish Tactics (Ex): At 3rd level, the
Gryphon Knight’s knowledge of small-scale combat
improves. The Gryphon Knight gains a +4 bonus to attack
rolls when flanking an opponent (instead of the usual +2
bonus). In addition, when the Gryphon Knight uses the
aid another ability he provides a +4 bonus instead of a +2
bonus.
General Specialty (Ex): At 4th level, a Gryphon
Knight’s knowledge of other persons and professions
compliments his own skills. He may select one of the
following abilities:
Mother Would Not Approve: The Gryphon Knight
gains a +2 bonus on Disable Device, Forgery, and Open
Lock checks.
Silver Tongue, Golden Palm: The Gryphon Knight
gains a +2 bonus on Bluff, Diplomacy, and Gather
Information checks.
Touch of Magic: If the Gryphon Knight is able to cast
arcane or divine spells upon choosing this ability, his caster
level increases by four (up to a maximum of the character’s
Hit Dice). This does not affect the Gryphon Knight’s spells
known or spells per day..
Weapon Prowess: The Gryphon Knight gains a bonus
feat, which must be drawn from the list of fighter bonus
feats. In addition, the Gryphon Knight’s class levels are
considered “fighter levels” for purposes of determining
whether he meets the requirements for a specific feat (such
as Weapon Specialization).

Icari
“The wrath of the heavens is the source of peace and life in
the skies.”
The Icari are the elite knights of Avanost and the Avanesti
people. Lacking the heavy armor and mounts of the
traditional knights around the world, the Icari have
developed tactics that emulate the striking eagles and
falcons that they revere.
Hit Die: d10
Requirements
To qualify to gain levels as an Icari, a character must fulfill
all of the following criteria.
Base Attack Bonus: +5.
Skills: Diplomacy 2 ranks, Jump 8 ranks, Knowledge
(nobility and royalty) 2 ranks.
Feats: Dodge, Flyby Attack, Mobility, Power Attack.
Special: Must have a natural fly speed.
Class Skills
The Icari’s class skills (and the key ability for each skill) are
Climb (Str), Craft (Int), Diplomacy (Cha), Escape Artist
(Dex), Handle Animal (Cha), Intimidate (Cha), Jump (Str),
Knowledge (nobility and royalty) (Int), Spot (Wis), and
Swim (Str).
Skill Points at Each Level: 4 + Int modifier.
Class Features
All of the following are class features of the Icari.
Weapon and Armor Proficiency: Icari gain
proficiency in all martial weapons, light armor, and shields
(except tower shields).
Falcon’s Cry (Ex): Icari gain the listed bonus to
damage when using the Power Attack feat, regardless of
the type of weapon being used.
Winged Warrior (Ex): Icari treat their wings as
natural weapons when not in flight. An Icari can make a
single wing buffet attack instead of a normal melee attack.
The Icari’s wing attacks deal 1d4 points of bludgeoning
damage (plus Strength modifier) and have a 10-foot reach.
Winged Evasion (Ex): At 2nd level, a flying Icari can
use his agility and tactics to avoid certain forms of attack.
If a flying Icari makes a successful Reflex save against an
attack that allows a Reflex save for half damage, he instead
takes no damage. An Icari must be flying to use this ability.
Eagle’s Dive (Ex): An Icari of 3rd level or higher
may make a charge attack against a single opponent
with devastating results. If the Icari is wielding a lance,
longspear, spear, or raptor claw during a charge attack, he
deals double damage on a successful hit.
If the Icari critically hits his opponent with a lance,
longspear, or spear, he deals quadruple damage instead of
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triple damage. If the Icari critically hits with a raptor claw,
he deals max damage instead of double damage.
Flurry of Blows (Ex): At 4th level, an unarmored or
lightly armored Icari may strike with a flurry of blows at
the expense of accuracy, using his wings or melee weapons.
When doing so, he may make one extra attack in a round
at his highest base attack bonus, but this attack takes a -2
penalty, as does each other attack made that round. This
penalty applies for 1 round, so it also affects attacks of
opportunity the Icari might make before his next action.
If the Icari has monk levels, his Icari class level –3
stacks with his monk levels when determining the penalty
and number of attacks granted by his flurry of blows.
Swooping Dive (Ex): A 5th-level Icari can swoop
upon a foe to deliver a deadly attack before rising out of
range. At this level, an Icari who makes a successful eagle’s
dive can finish moving after the charge, so long as he has
movement remaining. This additional movement does
not provoke an attack of opportunity from the charged
opponent, just as though the Icari were using the Spring
Attack feat.

Ice Legionnaire

Throughout the Kedaltol mountain ranges, the Ice Legion’s
firm hand protects the dwarven citizens from threats
abroad and within their nation’s borders.
The Ice Legion is well respected by its citizens. It acts
as an elite peacekeeping force within the walls of cities
and towns, but specializes in protecting the borders of
the nation and those regions between settlements. The
mountainous terrain gives Kedaltol a strong defense
against enemies to the north in the Broken Lands, but the
Ice Legion refuses to let the land do all of the work for
them. Although Kedaltol has alliances and heavy trade with
the Midlands, the Ice Legion has insured that trouble from
the south remains to the south as well.

Eagle Rider
“Under ground or above the sky. This is our home, and it is
protected!”
The Eagle Riders are an elite unit of the Ice Legion. They
are trained in aerial combat astride the backs of giant
eagles. They often act as scouts for the Ice Legion or travel
to remote reaches of the dwarven kingdom of Kedaltol.
Eagle Riders are fighters, paladins, rangers, barbarians,
mystics, or clerics. There have been a few bards, rogues,
monks, wizards, and sorcerers recorded in the ranks of
the Riders but they are rare. NPC Eagle Riders are usually
soldiers in dwarven military units. Occasionally a lone
Eagle Rider is encountered on a mission, although the
Rider will keep to himself.
Hit Die: d12
Requirements
To qualify to gain levels as an Eagle Rider, a character must
fulfill all of the following criteria.
Race: Dwarf.
Alignment: Any lawful.
Base Attack Bonus: +4.
Skills: Balance 4 ranks, Handle Animal 8 ranks, Ride 8
ranks, Spot 4 ranks.
Feats: Endurance, Lightning Reflexes.
Class Skills
The Eagle Rider’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Diplomacy (Cha), Handle
Animal (Cha), Heal (Wis), Intimidate (Cha), Jump (Str),
Knowledge (geography) (Int), Knowledge (nature) (Int),
Listen (Wis), Ride (Dex), Search (Int), Sense Motive (Wis),
Spot (Wis), Survival (Wis), and Use Rope (Dex).
Skill Points at Each Level: 4 + Int modifier.
Class Features
All of the following are class features of the Eagle Rider.

Icari
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+1

+0

+2

+0

Falcon’s cry +1, winged warrior

2nd

+2

+0

+3

+0

Winged evasion

3rd

+3

+1

+3

+1

Falcon’s cry +3, eagle’s dive

4th

+4

+1

+4

+1

Flurry of blows

5th

+5

+1

+4

+1

Falcon’s cry +5, swooping dive

Special
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Weapon and Armor Proficiency: Eagle Riders gain
no proficiency with any weapon or armor.
Eagle Eyes (Ex): At 1st level, a rider gains the ability
to see more clearly in the distance. The rider can also
distinguish color and detail under low light conditions. The
rider gains a +4 bonus on Spot checks.
Aerial Combat (Ex): At 2nd level, a Rider gains the
ability to fight confidently from the back of the eagle.
The Rider gains a +2 bonus on all attack rolls made while
mounted on a giant eagle.
Quick Flyer (Ex): At 3rd level, an Eagle Rider and
his mount have bonded, able to travel together at higher
speeds. Any giant eagle chosen as an Eagle Rider’s mount
gains a 20 ft. bonus to its flying speed. An Eagle Rider may
only have one giant eagle mount at a time.
Saving Grace (Ex): At 4th level, an Eagle Rider may
attempt to shield its rider from harm when it is forced
to land due to injury, excessive weight, or wind speed. If
the giant eagle has an open area in which to land, it may
attempt a DC 10 Dexterity check to land without harm to
itself or its rider. If there is no open area, the giant eagle
may attempt a DC 15 Dexterity check to shield its rider
from damage in a crash landing, resulting in both rider and
mount taking half damage from the fall. (The Eagle Rider
may make a Tumble check to reduce falling damage by 10
feet as normal, but it must tumble off the giant eagle to do
so.)

At 7th level, the giant eagle automatically lands
without harm in an open area, and gains a +5 bonus on the
Dexterity check required to land in other terrain.
Eagle Dodge: At 5th level, the Eagle Rider gains the
Dodge feat even if he does not meet the prerequisites. In
addition, the eagle gains the benefits of the Dodge feat as
long as the rider is mounted astride the giant eagle.
Eagle Sense (Su): At 6th level, an Eagle Rider gains the
ability to communicate telepathically with the mount.
Improved Aerial Combat (Ex): At 8th level, an Eagle
Rider gains a +4 bonus on attack rolls and a +2 bonus on
damage rolls while mounted on a giant eagle. This replaces
the bonus granted by aerial combat and does not stack with
the “higher ground” attack bonus.
Eagle Mobility: At 9th level, the Eagle Rider gains the
Mobility feat even if he does not meet the prerequisites. In
addition, the eagle gains the benefits of the Mobility feat as
long as the rider is mounted astride the giant eagle.
Leap of Faith (Ex): An Eagle Rider of 10th level can
perform a leap of faith in which the rider may leap off the
giant eagle, or any high surface (such as a tower or cliff),
into a freefall. If the giant eagle is within 400 feet (or the
giant’s flight speed x4, whichever is greater) and is not
helpless or stunned, it will instantly fly to the rider’s aid,
catching him at any specific point during the fall. The
Eagle Rider must make a successful DC 25 Jump check to
perform the leap, which accounts for both the initial leap of
faith and the eagle’s ability to catch the rider. If the check
is failed, the Eagle Rider may attempt another check every

Eagle Rider
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

Special

1st

+0

+0

+2

+0

Eagle eyes

2nd

+1

+0

+3

+0

Aerial combat

3rd

+2

+1

+3

+1

Quick flyer

4th

+3

+1

+4

+1

Saving grace

5th

+3

+1

+4

+1

Eagle dodge

6th

+4

+2

+5

+2

Eagle sense

7th

+5

+2

+5

+2

-

8th

+6

+2

+6

+2

Improved aerial combat

9th

+6

+3

+6

+3

Eagle mobility

10th

+7

+3

+7

+3

Leap of faith
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round until he either re-mounts the giant eagle or hits the
ground.

Snowcap Legionary
“Quit your whinin’, new-blood! If you can feel yourself
shakin’, then you ain’t cold enough yet!”
Kedaltol’s overland passes are guarded by the Ice Legion’s
elite Snowcap contingent. These robust defenders spend
most of their lives in mountainous regions and are known
for their ability to outlast the staunchest foes.
Hit Die: d8
Requirements
To qualify to gain levels as a Snowcap Legionary, a
character must fulfill all of the following criteria.
Base Attack Bonus: +4.
Skills: Balance 4 ranks, Climb 8 ranks, Jump 4 ranks,
Survival 4 ranks.
Feats: Endurance, Power Attack.
Special: Must speak Dwarven.
Class Skills
The Snowcap Legionary’s class skills (and the key ability for
each skill) are Balance (Dex), Climb (Str), Craft (Int), Hide
(Dex), Jump (Str), Knowledge (nature) (Int), Listen (Wis),
Move Silently (Dex), Ride (Dex), Search (Int), Spot (Wis),
and Survival (Wis).
Skill Points at Each Level: 4 + Int modifier.
Class Features
All of the following are class features of the Snowcap
Legionary.
Weapon and Armor Proficiency: Snowcap
Legionaries gain proficiency in all martial weapons, light
armor, and shields (except tower shields).
Alpine Endurance (Ex): A Snowcap Legionary is
immune to altitude fatigue and altitude sickness (see

Chapter 3 of the Dungeon Master’s Guide). He also gains
cold resistance 5.
Flesh of Stone (Ex): A Snowcap Legionary’s body is
toughened by constant exposure to the elements. At 2nd
level the legionary gains a +1 bonus to Fortitude saves
and a +1 natural armor bonus to his Armor Class. These
bonuses increase to +2 at 4th level.
Mountaineer (Ex): At 3rd level, a Snowcap Legionary
gains a +4 competence bonus to all Balance and Climb
checks. If the Snowcap Legionary has a climb speed, he
instead gains a +10-foot bonus to his climb speed.
In addition, the legionary may move up steep slopes
and through dense rubble at his normal speed.
Arctic Endurance (Ex): At 5th-level, a Snowcap
Legionary’s cold resistance increases from 5 to 10. He is
now immune to fatigue, and anything that normally causes
him to become exhausted instead makes him fatigued.
Will of Stone (Ex): A Snowcap Legionary is said to be
as unyielding as the mountain he protects. Once per day at
5th level, a legionary may reroll one Will save that he has
just attempted. He must take the result of the reroll, even if
it is worse than the original roll.

Midland Guardsman
“Loyalty to Land and Lord.”

The Midland Guardsman prestige class represents the
Guard’s most skilled bodyguards and personal defenders.
While the Guard employs a variety of troops, these
individuals prove their worth to the Midland Nations and
to the Great Sovereign Lord time and time again.
Hit Die: d10
Requirements
To qualify to gain levels as a Midland Guardsman, a
character must fulfill all of the following criteria.
Races: Coin dwarf or Midlander human (Some other
Midlander races accepted prior to 421 AD).

Snowcap Legionary
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+1

+2

+0

+0

Alpine endurance

2nd

+2

+3

+0

+0

Flesh of stone +1

3rd

+3

+3

+1

+1

Mountaineer

4th

+4

+4

+1

+1

Flesh of stone +2

5th

+5

+4

+1

+1

Arctic endurance, will of stone

Special
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Alignment: Any lawful.
Base Attack Bonus: +5.
Skills: Sense Motive 4 ranks, Spot 4 ranks.
Feats: Alertness, Armor Proficiency (medium),
Combat Reflexes, Honor-bound.
Class Skills
The Midland Guardsman’s class skills (and the key ability
for each skill) are Craft (Int), Diplomacy (Cha), Intimidate
(Cha), Knowledge (local) (Int), Knowledge (nobility and
royalty) (Int), Listen (Wis), Search (Int), Sense Motive
(Wis), and Spot (Wis).
Skill Points at Each Level: 2 + Int modifier
Class Features
All of the following are class features of the Midland
Guardsman.
Weapon and Armor Proficiency: Midland
Guardsmen gain proficiency in all simple and martial
weapons, heavy armor, and shields (including tower
shields).
Able Defender: Whenever a Guardsman is using
Combat Expertise or performing the fighting defensively
or total defense actions, she may give the AC bonus to an
adjacent ally while retaining the bonus for herself.
Favor: Members of the Midguard are able to call
upon the considerable resources of the Guard and the
Midlands as a whole. This ability functions like the noble
class ability (see the Dragonlance Campaign Setting). If this
ability is already possessed from another class, the Midland
Guardsman class level may be added to the levels of the
class(es) that grant the favor ability to determine the favor
check and the number of uses per week.
Uncanny Dodge (Ex): At 2nd level, a Midland
Guardsman can react to danger before her senses would
normally allow her to do so. This ability functions like the
rogue ability of the same name. If uncanny dodge is already
possessed from a different source (such as barbarian or

rogue levels), improved uncanny dodge (see below) is
gained instead.
Dragonmetal Sanction (Ex): At 3rd level, a
Guardsman receives a dragonmetal melee weapon, suit of
armor, or shield of her choice (as long as the item can be
made from dragonmetal). The dragonmetal item is attuned
to her and grants her a +2 bonus on Charisma-based skill
checks to people of the Midlands when displayed proudly.
If the item is traded or given to someone who is not of the
Midland Guard, she must buy another dragonmetal item to
regain the bonus to Charisma-based skill checks.
Ever Honorable (Ex): Also at 3rd level, a Midland
Guardsman is always considered to be upholding
a promise, oath, or sworn duty for purposes of the
Honor-bound feat. However, if she willingly breaks a
promise or oath, she loses the benefits of the Honor-bound
feat and takes an additional –2 penalty on saving throws
until she atones for her actions (see the atonement spell for
more information).
Keep a Wary Eye (Ex): At 4th level, a Guardsman is
constantly alert and looking for danger. She may actively
make Listen, Sense Motive, and Spot checks as free actions
once per round. In addition, she may take 10 on these skills
even if distractions or stress would normally prevent her
from doing so.
Improved Uncanny Dodge (Ex): At 5th level, a
Midland Guardsman can react to opponents on either side
of her as easily as she reacts to a single attacker. This ability
functions like the rogue ability of the same name. If the
Guardsman already possesses improved uncanny dodge,
the Midland Guardsman class level may be added to the
levels of the class(es) that grant improved uncanny dodge
to determine the minimum rogue level required to flank
her.
In the Line of Fire (Ex): Also at 5th level, if an
adjacent ally suffers an attack or must make a Reflex save, a
Midland Guardsman may immediately switch places with
the ally to receive the attack in his place. The Guardsman

Midland Guardsman
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+1

+2

+0

+0

Able defender, favor +1

2nd

+2

+3

+0

+0

Uncanny dodge

3rd

+3

+3

+1

+1

Dragonmetal sanction, ever honorable

4th

+4

+4

+1

+1

Keep a wary eye, favor +2

5th

+5

+4

+1

+1

Improved uncanny dodge, in the line of fire

Special

Classes and Feats
49

must declare this before the attack roll or Reflex save is
made, but she may do so even if it is not her turn. If, after
switching places the ally is still within the area of the spell
or effect that prompted the Reflex save, he must make a
saving throw as normal. The Midland Guardsman may
use this ability a number of times per day equal to 3 + the
Guardsman’s Wisdom modifier.
Ex-Midland Guardsman
A Guardsman who leaves the organization either by
resigning or being fired may no longer advance in rank
within the Guard or advance in levels within the prestige
class.

Requirements
To qualify to gain levels as a spellsinger, a character must
fulfill all of the following criteria.
Skills: Knowledge (arcana) 8 ranks, Perform (sing) 8
ranks.
Feats: Skill Focus (Listen).
Spells: Must be able to cast 2nd-level arcane spells
without preparation.

“Music soothes the savage beast? Any accomplished
musician may accomplish this, but only a spellsinger may
send entire armies to sleep by the power of her voice alone.”

Class Skills
The spellsinger’s class skills (and the key ability for each
skill) are Appraise (Int), Bluff (Cha), Concentration (Con),
Craft (Int), Diplomacy (Cha), Knowledge (arcana) (Int),
Knowledge (history) (Int), Knowledge (nobility and royalty)
(Int), Listen (Wis), Move Silently (Dex), Perform (Cha),
Sense Motive (Wis), Speak Language (n/a), Spellcraft (Int),
Tumble (Dex), and Use Magic Device (Cha).
Skill Points at Each Level: 6 + Int modifier

Bards are often considered to be master performers who
happen to dabble in the magical arts. Spellsingers, on the
other hand, seek to advance the art of sonomancy (“sound
magic”) and bardic magic to new heights, pushing the
creative limits of music in all its forms.
Bards have the easiest time becoming spellsingers,
though there are a number of master/sorcerers and rogue/
sorcerers among their ranks. Most other classes lack the
drive and talent to pursue the arts of musical magic.
Hit Die: d6

Class Features
All of the following are class features of the spellsinger.
Weapon and Armor Proficiency: Spellsingers gain no
proficiency with any weapon or armor.
Spells: At every level, a spellsinger gains new arcane
spells per day and spells known as if she had gained a
level in whatever arcane spellcasting class she belonged to
before she added the prestige class. She does not, however,
gain any other benefit a character of that class would have
gained (such as an increase in a familiar’s abilities).

Spellsinger

Spellsinger
Class
Level

Base
Attack
Bonus

Fort
Save

Ref
Save

Will
Save

1st

+0

+0

+0

2nd

+1

+0

3rd

+1

4th

Special

Spells per Day

+2

Spellsinger music, suggestion

-

+0

+3

Discerning ear, song of slumber

+1 level of existing arcane class

+1

+1

+3

Sonomancy +1

+1 level of existing arcane class

+2

+1

+1

+4

Lesser spellsong

+1 level of existing arcane class

5th

+2

+1

+1

+4

Concussive shout

+1 level of existing arcane class

6th

+3

+2

+2

+5

Spellsong

+1 level of existing arcane class

7th

+3

+2

+2

+5

Song of freedom

+1 level of existing arcane class

8th

+4

+2

+2

+6

Sonomancy +2

+1 level of existing arcane class

9th

+4

+3

+3

+6

-

+1 level of existing arcane class

10th

+5

+3

+3

+7

Greater spellsong

-
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If the character had more than one arcane spellcasting
class before becoming a spellsinger, she must decide
which class will gain a spellcasting level for the purposes of
determining spells per day and spells known.
Spellsinger Music: A spellsinger can use music or
poetics to create magical effects on those around her.
Spellsinger music follows the same rules as bardic music,
and each use of spellsinger music costs one daily use of
bardic music to activate (see Chapter 2 of the Player’s
Handbook). Spellsinger levels stack with bard levels for the
purpose of determining the spellsinger’s daily uses of any
bardic music abilities and the bonus granted by the inspire
courage ability (if the spellsinger has that ability).
Suggestion (Sp): A spellsinger with at least 9 ranks in a
Perform skill can use music or poetics to place suggestions
in the minds of others. This ability otherwise functions
like the bard’s suggestion spell-like ability described in the
Player’s Handbook.
Song of Slumber (Sp): A spellsinger of 2nd level or
higher with at least 10 ranks in a Perform skill can use her
voice to place creatures in a slumber, as though she had
cast the sleep spell. Unlike the normal sleep spell, a song of
slumber affects a maximum number of Hit Dice equal to
the spellsinger’s ranks in the Perform skill used.
Concussive Shout (Su): A spellsinger of 5th level or
higher with at least 13 ranks in a Perform skill can use her
voice to create a sonic wave in a 50-foot cone. While this
attack does not deal any physical damage, it may disorient
those caught within its area of effect for a number of
rounds equal to the spellsinger’s class level. A successful
Fortitude save (DC 10 + spellsinger level + spellsinger’s
Charisma modifier) negates the effect.
The effects of a spellsinger’s concussive shout vary
with the number of ranks she has in the Perform skill
used to create the shout. A spellsinger with 13 ranks in
the appropriate Perform skill dazes those who fail their
Fortitude save. If the spellsinger has 16 ranks in the
appropriate Perform skill she may attempt to stun those
who fail their save instead of merely dazing them. Finally, if
the spellsinger has 18 ranks in the appropriate Perform skill
she may choose to incapacitate those who fail their save
instead of merely dazing or stunning them. The spellsinger
must declare her intention to stun or incapacitate before
using this ability. A concussive shout is a sonic ability.
Song of Freedom (Sp): A spellsinger of 7th level or
higher with at least 15 ranks in a Perform skill can use
her voice to place suggestions in the minds of others.
This ability functions like the bard’s song of freedom
spell-like ability (see the bard class features in the Player’s
Handbook).
Discerning Ear (Ex): A spellsinger can detect subtle
nuances in pitch and tone. Beginning at 2nd level, a
spellsinger adds one-half her class level as a competence

bonus on Bluff and Listen checks, on Disable Device and
Open Lock checks when the device or lock has an audio
component, and on Sense Motive checks when the subject
is speaking.
Sonomancy (Ex): Beginning at 3rd level, a spellsinger
adds the listed bonus to his spell DC’s when casting any
spell with a sonic descriptor.
Lesser Spellsong (Su): Beginning at 4th level, the
spellsinger may cast all mind-affecting and sonic spells as
though she possessed the Eschew Materials and Eschew
Focus feats.
Spellsong (Su): Beginning at 6th level, all mindaffecting and sonic spells cast by the spellsinger are
extended as though the Extend Spell feat had been used,
but without increasing the spell level of the spell.
Greater Spellsong (Su): At 10th level, all mindaffecting and sonic spells cast by the spellsinger are
maximized as if the Maximize Spell feat had been used, but
without increasing the spell level of the spell.

New Feats
The following feats supplement those found in the Player’s
Handbook and the Dragonlance Campaign Setting.

Armor Distribution
You are less encumbered by wearing armor.
Prerequisites: Armor Proficiency.
Benefit: Choose a type of armor with which you are
proficient (breastplate, full plate, etc). When wearing your
chosen armor type, your armor check penalty is reduced
by one point (minimum 0), and your chance of arcane spell
failure is reduced by 5%. For example, if you choose chain
shirt, you have a -1 armor check penalty and a 15% chance
of arcane spell failure (instead of -2 and 20%, respectively)
when wearing a mundane chain shirt.
You can gain this feat multiple times. Each time you
take the feat, it applies to a different type of armor with
which you are proficient.

Eschew Focus
You can cast spells without relying on focus components.
Prerequisites: Eschew Materials.
Benefit: You can cast any spell that has a focus
(including a divine focus) costing 25 gp or less without
needing that focus. If the spell requires a focus that costs
more than 25 gp, or if the spell otherwise requires the focus
as part of its description, you must have the focus at hand
to cast the spell, just as normal.
In addition, you may use the Eschew Materials feat to
cast any spell that has a material component costing 25 gp
or less.
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Expand Spell [Metamagic]
You can affect more targets with your spells.
Benefit: This feat affects spells that target one or more
other creatures. An expanded spell affects twice as many
targets as normal, but does not create additional spell
effects. For example, you cannot expand a magic missile
spell, since the spell does not create additional magic
missiles.
An expanded spell uses up a spell slot two levels higher
than the spell’s level.

Fast Flier
You can fly faster than others of your race, but with less
skill.
Prerequisites: Fly speed.
Benefit: Your fly speed increases by 20 feet, but your
maneuverability (see Movement Modes in Chapter 7 of the
Monster Manual) decreases by one category. For example,
an Avanesti’s fly speed increases to 50 feet, but his maneuverability drops to poor.

Greater Armor Distribution
You wear armor as though it were a second skin.
Prerequisites: Armor Distribution, Armor
Proficiency.
Benefit: Choose a type of armor to which you have
already applied the Armor Distribution feat. When wearing
your chosen armor type, your armor check penalty is
reduced by another point (–2 total, minimum 0), and you
gain a +1 dodge bonus to Armor Class.
You can gain this feat multiple times. Each time you
take the feat, it applies to a different type of armor with
which you are proficient.

Greater Lunar Devotion
Your resistance to spells from your deity’s favored schools
is greater than normal.
Prerequisites: Wizard level 10th, Knowledge (arcana)
6 ranks, Knowledge (religion) 1 rank, Spellcraft 6 ranks,
Lunar Attunement, Lunar Devotion.
Benefit: If your patron deity is Solinari, you gain a
+3 sacred bonus on saving throws against abjuration and
divination spells (whether arcane or divine in nature).
If your patron deity is Lunitari, you gain a +2 luck
bonus on saving throws against illusion and transmutation
spells (whether arcane or divine in nature). This is a sacred
bonus (if you are good) or a profane bonus (if you are evil).
If you are neither good nor evil, you must choose the type
of bonus granted (sacred or profane). Once this choice is
made, it cannot be changed.

If your patron deity is Nuitari, you gain a +2 profane
bonus on saving throws against enchantment and
necromancy spells (whether arcane or divine in nature).
Special: A wizard may select Greater Lunar Devotion
as one of his wizard bonus feats.

Improved Mistsight
Your eyes pierce misty and vaporous conditions even
better than those of other Neskudar.
Prerequisites: Mist dwarf.
Benefit: Your mistsight is effective up to 30 feet.
Creatures 35 feet away have concealment (20% miss
chance), and creatures farther away have total concealment
(50% miss chance, and you cannot use sight to locate the
target).
Normal: A Neskudar’s mistsight is normally effective
to 10 feet, with creatures having concealment at 15 feet and
total concealment at 20 feet.

Lunar Attunement
Your dedication to the moon-gods inspires your understanding of magic.
Prerequisites: Wizard level 1st.
Benefit: When you take this feat, your patron deity
becomes the collective moon-gods (Solinari, Lunitari, and
Nuitari). You gain a +2 bonus on all Concentration and
Spellcraft checks.
Special: A wizard may select Lunar Attunement as
one of his wizard bonus feats. Alternately, he may replace
the summon familiar class feature with Lunar Attunement
as a bonus feat. If this option is chosen, the wizard also
gains Lunar Devotion as a bonus feat as soon as he meets
the prerequisites.
If your patron deity ever changes to a god other than
Solinari, Lunitari, or Nuitari, you lose all benefits of this
feat, as well as other feats for which Lunar Attunement is a
prerequisite.

Lunar Devotion
Your devotion to a specific moon-god both focuses and
limits your arcane power.
Prerequisites: Wizard level 5th, Knowledge (arcana)
6 ranks, Knowledge (religion) 1 rank, Spellcraft 6 ranks,
Lunar Attunement.
Benefit: When you take this feat, your patron deity
becomes a specific moon-god—Solinari (if you are good),
Lunitari (if you are neither good nor evil), or Nuitari (if you
are evil). You gain the benefits of Moon Magic as described
on page 74 of the Dragonlance Campaign Setting.
Special: A wizard may select Lunar Devotion as one
of his wizard bonus feats. A wizard who replaced the
summon familiar class feature with the Lunar Attunement
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feat gains Lunar Devotion as a bonus feat, as soon as he
meets the prerequisites.
If your patron deity changes to another moon-god, the
new moon-god’s cycles are used to determine your Moon
Magic benefits. If your patron deity changes to a god other
than Solinari, Lunitari, or Nuitari, you lose all benefits of
this feat.

Lunar Rebuke
You can affect creatures that have been created or
summoned by magic, much as a cleric affects the undead.
Prerequisites: Wizard level 1st, Spellcraft 4 ranks,
Lunar Attunement.
Benefit: You can turn or dismiss summoned creatures
much as a good cleric turns undead. This ability affects
creatures brought into existence by a spell or spell-like
ability with the summoning subschool, such as summon
monster spells or a demon’s spell-like ability to summon
others of its kind. Summoned creatures that would be
destroyed simply disappear, as if their hit points had been
reduced to 0 or lower. You may use this ability a number of
times per day equal to 3 + your Charisma modifier.
This ability does not affect creatures that have been
called instead of summoned.
Special: A wizard may select Lunar Rebuke as one of
his wizard bonus feats. If your patron deity changes to a
god other than Solinari, Lunitari, or Nuitari, you lose all
benefits of this feat.

Listen, Sense Motive, Spot, and Survival checks against the
creatures, as well as a +2 bonus on weapon damage rolls
against the creatures. However, you suffer a –2 penalty to
all Charisma-based skill checks when you are communicating with your sworn enemy.
Special: A ranger may give up his first favored enemy
(see the Player’s Handbook) in order to gain Sworn Foe
as a bonus feat. If this option is chosen, the bonus on skill
checks and weapon damage rolls increases to +4, and the
ranger may improve his sworn foe bonus at later levels as
though it were a favored enemy.
You can gain this feat multiple times. Each time you
take the feat, it applies to a different, specific creature
entry.

Tougher than Quick
Through sheer hardiness, you can withstand spells that you
should otherwise avoid.
Prerequisites: Coin dwarf.
Benefit: You add your Constitution modifier (instead
of your Dexterity modifier) to Reflex saving throws.

Smarter than Wise
You can reason your way out of mental effects that would
overwhelm your willpower.
Prerequisites: Talker gnome (Mentoi).
Benefit: You add your Intelligence modifier (instead of
your Wisdom modifier) to Will saving throws.

Sonar Senses
You can sense underwater activity at a greater distance
than your cousins.
Prerequisites: Coral elf, Wis 15+.
Benefit: Your blindsense is effective up to 60 feet. This
ability only works when you are underwater. You also gain
a +2 bonus on Listen checks.
Normal: A Corinesti’s blindsense is normally effective
underwater to 30 feet.

Sworn Foe
You swear to defeat all members of a particular species.
Prerequisites: Non-good.
Benefit: Choose a non-unique creature (kunda, red
dragon, umber hulk, etc.—you cannot choose individuals
such as Montegron or Traxus). You gain a +2 bonus on
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