DEMON’S

BLOOD
· Author: Casper Gronemann

‘’If we do not battle each other, we will be weak.

If we do not battle them, we will be weak.

If we battle them and us, we will lose in the end.

I think we’ve earned the right to talk about dilemmas’’

- Graz’zt
Disclaimer: This book is not in any way associated with any Wizard of the Coast material, and any similarities are coincidental. No involvement in this compendium has come from any registered firm or publisher. The product is 100% free and available to all who wish it. Anyone who wishes can alter or edit this manual, but is asked kindly not to distribute this product to others if it’s edited, unless the editor uses different logos and acronyms for everything, and clearly states, that the product is an altered version of the original, and was originally written by Casper Gronemann in cooperation with the people under the “thanks to” section. If the product is altered or edited, it should still remain 100% free.     
INTRODUCTION

“Bloodwar. It is indeed an unoriginal name for a war. Maybe it was named that, because it was original at the time? I forgot, and no one, not even the books remember. Chiseled into the walls are nothing of that time, the time where time begun. Have we fought for so long? It only feels like a blink of an eye… Yet also as an eternity. Historic facts like why the bloodwar began are better left unread, because who knows if we wouldn’t find out that the reason for the war has gone, and we are tearing each other apart for no reason? No. Better to keep fighting, and slaughter each other, and blame some old rivalry for it. As long as it serves my purpose of course. But I have gained some new enemies in this centuries old game that I was once so good at. This Solari Ilkhan-Dîz, this new lover of Graz’zt. If the stories are indeed true, then she did what my females have not been able to do for a thousand years. She seduced the seducer. Or was it the other way around? It matters not. The only thing that matters is, that now she comes sweeping over my lands like a swarm of insects, reaping every last bid of corn, and like sharp razorblades, cutting them to diminutive size. My lands are wailing in pain and fear, and my fellow devils are no less dissatisfied. But she underestimates her enemies. I hear that she teaches her people to do it, that it is a smart trick in a war. She will learn. When she is lying at my feat, begging for mercy, drenched in sweat and her eyes are blank with fear, she will know the truth. But so far she has proved resilient, and her self-confidence is striking me as megalomania of the worst kind. She will fall because of it, along with Graz’zt, Demogorgon and all of the others. Then a new time will come, a time where the devils reign, a time where I, reign. But unlike Solari, I am not one to overestimate myself. The bloodwar will end in due time, but it is far from now, but when it does, I will be leaping forth from the shadows, ready to do my part. My nails will cut through the skin of all before me, and the world will bleed and cry blood, until it recognizes who its new ruler is. That I swear, the Demons Blood will flow. Begun, this blood war has.”
- Asmodeus
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FOREWORD

Through time almost all DM’s has changed or turned the rules of the D&D system to better fit their needs. This usually ends up with the players arguing with DM when he suddenly changes a rule in the middle of an important combat. The players get irritated because the rules might have been to their favor, where the DM’s is not, the DM get irritated because he knows that one rule rules above all others: The DM is always right. But I am myself a player who knows the rules and I get pissed every time my DM bends a rule out of the blue. So in my campaign, I have written down almost all changes to the rule system that by my opinion needs to be changed. But of course, there might come times where another rule is discovered that need bending or editing. But if this happens, and the change isn’t recorded in this manual, I promise you that it will be as soon as it is discovered. 

But that’s not all this manual holds. Through the years of my DM career, not all of the sessions I played held real importance to the Forgotten Realms. Neither did all of the sessions I played as player under other DM’s. Not all, but some. The ones that did, brought some radical changes to the realms. And if I play a session as either player or DM, and a radical change happens, I don’t ignore it when I take up a new party and play as DM. This book also holds these radical changes of Faerûnian history. 

The Demons Blood® compendium takes its beginning in 1372DR, the year of wild magic. In this period the blood war, the battle between demons and devils, is heavier than ever, and with the coming of Solari, Crysalis becoming a deity, and the Yuan-Ti sorcerer Iredâl summoning multiple devils to the face of Toril the blood war is undergoing some radical changes. The River of Flame is under attack by Graz’zt and Solari, the devil LeMur has gained a stronghold in the underdark for the devils and more and more disciples, thralls, diabolists and demonologists are springing forth, making shady deals with the evil of the nine hells and the abyss. This heavily affects Faerûns everyday life, and new cults of all the evil gods and entities are springing forth. To top all this, Baphomet's creatures, the minotaurs have found out how to breed, and can now multiply themselves without the help of a wizard, many new sightings of minotaurs have been seen, for they are now leaving their priced labyrinths.

One last thing can be found in the Demons Blood® compendium. It is a compendium, and following the tradition, loads of new spells, prestige classes, feats, weapons, magical items, and much more is in this manual. Enjoy.

“Hospitality is making your friends feel at home when you’d wish they were”

- Casper Gronemann 

OCCURRENCES

The Demons Blood compendium is a compendium for the Forgotten Realms campaign setting and uses 3rd edition rules. Note that it is not made for 3.5. It takes place in 1372 DR, in the midsummer. Up until now many things has occurred on Faerûn. It has only been fourteen years since the Time of Troubles, the year of shadows, and just recently during hammer, the City of Shade appeared in Anauroch. In the midwinter, Bane returned creating much disorder between Xvim's, his own and all the good deities worshippers. In the last period, the mirtul, Tilverton was destroyed. All these changes can be found in the Forgotten Realms campaign setting. But much more has taken place in the last amount of time. Some of these things have an importance to the Demons Blood compendium, and will be described below.

The year of wild magic has been a strange year. Following are the things that bear importance to the Demons Blood compendium.

In the hammer (hammer: Fall, midwinter: Winter, mirtul: Spring, midsummer: Summer) a new being manifested itself in the abyss. This being called itself Solari Ilkhan-Dîz, and had, without any acceptance of Ao as far as Helm knew, attained divinity. Solari had snatched control over the portfolios: Demons, the abyss, and destructive spells. Furthermore, she had attained partly control over the portfolios: Destruction and seduction. Solari brought strength to her new lover, Graz’zt the demon prince and all of the demons in the battle against their eternal foe: The devils. Solari seemed to hate all life, even herself, and the gods best guess is that she is a manifestation from another plane or world. Solari brought with her much chaos, and to sort out this chaos, people of the church council of Athkatla were pointed out to participate in an expedition to find out what this Solari was all about. With the appointed people, traveled a drow elf, a worshipper of Solari. Somewhere on the journey, Solari attained control of the drow without the traveling companions knowledge and used her as an avatar. Two men helped Solari gain control of her servant, a man named Sanktius Paulius, later discovered to be the archangel Crysalis, and a man named Daemon Icus, later discovered to be the archfiend Nova. When Solari attained control of the drow servant she led the party, with help from a mystical raven, Sanktius and Daemon, through a series of quests. The party ended up tightening up all the ends. It turned out that Solari was from another world and that even Ao had no participation in her becoming a divine being. But Ao didn’t rip her of her position at first. Instead he sent his servant Aavoral, in shape of a raven, to guide some worthy people, and Solari in avatar shape, to a coliseum in the underdark, where Aavoral the ultimate fairness, would rule the outcome of a contest of utmost importance, later known as ‘the judgement’. In this contest, the party, consisting of a kobold representative of Talos, a monk representative of Cyric, a wizard representative of Mystra and a halfling representative of Mask participated. But not only them. Also Nova, Solari in avatar form and Crysalis participated. The contest ended up with the worshippers of Talos and Cyric being slain, and Nova being destroyed. As such, the halfling worshipper of Mask, the human worshipper of Mystra, and Crysalis, were asked whether they would continue their life as it was or attain godliness. And so it came to be that Warren the White, wizard and cleric of Mystra betrayed his god and became demigod with the portfolios: Creative magic, toughness, constitution and stamina. The halfling Cade, worshipper of Mask, betrayed his god and became lord of backstabbing, harlots, teleporting and being a former shadow thief, many of these worship him. Crysalis the archangel, who once had worked for gods in Solaris world, saw his chance to become independent and became the lord of celestials, angels and light. Crysalis has already gathered a lot of followers. But what of her, Solari? She, or at least her in avatar form, won the contest to. As a reward she was raised to a higher rank of godliness, and as reward to the servant which body she had used, she gave the drows mind free again, and made the drow her chosen. 

After the contest Ao announced that Aavoral, the ultimate neutrality, should be his new servant among the gods, though Helm should still hold his position as guardian and watcher. Aavoral quickly gathered worshippers, but his divine rank will be maintained no matter how many servants he has. Or how little.

This is the biggest thing on Faerûn that has happened within recent time, and almost everyone knows of it. Smaller things have happened to, they follow here.

Hammer 1372DR: The drow elf Phaern Illistyn is promoted to an outstanding member of the harpers. Rumors swirl within the organization that Phaern should have used her… ‘’Skills of sleeping’’ to attain this position. Two months later she mysteriously disappears, all her of her party: Afterlife, disappears with her. Furthermore, the holy relic Flashback is stolen from githyanki possession in Mulhorand, by a party in one of Sets temples. A group of powerful druids in the Spine of the World attempts to reincarnate one of their members as a god. Following this failed attempt, Ao commands Mystra to make a change in the weave. Following this, reincarnation becomes a much more powerful spell to use, and a lot more dangerous. 

Midwinter 1372DR: The Yuan-Ti Halfblood Iredâl Zaknafein returns from her travels to distant corners of the multiverse, and brings with her many offerings to her master, Szass Tam of the Red Wizards. Tam announces that Iredâl is to be his apprentice and councilor. This brings much disturbance as it is rumored that Iredâl is a diabolist. With her from her travels she brought a former good priest of a god far from Faerûn, who became a disturbed and delusionary man traveling with Iredâl. The priest is shattered and broken, and rumors say that he has begun worshipping Asmodeus. In any case, he does everything Iredâl tells him to.  The githzerai scout Gimla locates Flashback and tries to steal it, but fails.

Mirtul 1372DR: The whole community of the Red Wizards becomes greatly shaken after Iredâl attempts to slay her master, Szass Tam, by summoning many devils and the like. Tam held greater power than Iredâl though and the contest of might ended up with Iredâl being imprisoned. The priest was thrown into the dungeons of Thaymount. But the Red Wizards weren’t able to close the hellgate Iredâl had opened until after awhile, and so numerous devils has taken the chance and has come to the surface, chances are Faerûn has never seen as many devils as now, and numerous Tiefling babies are being born at this time. The paragon mind flayer: Black gets a hold of Flashback and attempts to destroy the illithid bane sword. However, just before succeeding in this, Gimla gets a hold of the sword and steals it. The devil LeMur who has been on the surface for some time and is a servant of Asmodeus, secures a stronghold in the underdark below Calimshan where him and his fellow devils, especially those of Asmodeus, can plot for surface control.   

Midsummer 1372DR: Campaign begins. Devils are walking the face of Toril to get hold of useful things to strike back at Solari and the demons that are constantly attacking them. Flashback is stolen from Gimla. At first, no one knew whom, but a party consisting of two Bane paladins, a drow, a dragonkin, a tanarukk, and a bugbear finds the sword in the hands of a halfling. They steal it, and the group's is divided in two: Those who wish to destroy the weapon, and those who wish to use it. The Bane paladins, Dragan and Liony fights the tanarukk Thokk, the drow Draven, the bugbear Charlie, and the dragonkin Quandor, for Bane wished to use the sword. Finally though, the sword is dropped into the river of flame in Baator, and is believed to be destroyed. Just recently, an order of Crysalis worshippers of Cormyr has announced that they found signs that an order of diabolists and bloodthralls in Zhentil Keep known as the blood of evil is trying to reincarnate Nova. The Zhentarim and the banites however, claim that there is no proof of this.          

“People everywhere confuse what they read in newspapers with news”

- A. J. Liebling

WHAT’S NEW?

Many new things have happened in the Demons Blood compendium. Following is a quick summary of the things that has an affect on the character generating process and on the new rules there is while playing. Par example, the phoenix is in Demons Blood a unique being. Only one exists. NOTE that all these rules and changes are optional to implement in your campaign and that you shouldn’t use them if they don’t fit into yours. None of the rules are absolutely necessary in order to use this manual. 

Experience: No people are entirely inexperienced. All characters start with d6x100+d100 experience on first level. Humans start with 200 extra besides that. They are quick to learn. 

Multi-classing: There is no longer a penalty in experience when multi-classing. 

Favored Class: Humans bring the multiple uses to all other races on Faerûn, as so there is no longer a concept known as favored class. All classes are favored by all races. In return humans learn from the other races. Humans now start with three extra feats instead of one.

Components: Following the 3rd edition rules, each and every spell with a material component needs this component to work. This is a rule that gives far to much disturbance of gaming and boring times buying the same component each and every combat to cast fireball. The rule is a little different in the Demons Blood compendiums rules. No components are needed at all. But if you use the component described in the spell description, your spell is slightly empowered at the DM’s digression. If you don’t use the component, the spell becomes slightly weaker at the DM’s wish.

Races: Humans begin with three extra feats instead of one. Many years ago, many genies went out on a night called the fertility and impregnated many women, as a result many new Half-Genies are spawned. Gnolls becomes accepted in cities, but are still feared, many gnolls are now hunted by devils because they worship Yeenoghu. The high elves of Cormanthor, Silverdeep and Greenshade Wood begins to venture into human lands and take an interest in the world, something they’ve never done before. Kobolds are discovered to be less frightening than people thought, and are now known as monsters instead of demons as they were before. Minotaurs begins to breed and go to the surface, still known as mystical creatures, many begins to see them as giants instead. Ogres are being used as war machines, even some in Cormyr, as people begin to realize that they can be used in combat and partly controlled. Orcs begins to venture into cities, and with the new coming of ogres and gnolls, they are not as feared as before. Dragonkin traders begin to come to the human cities and more and more begin to see them as civilized instead of barbarians and monsters. 

Classes: All classes gain more abilities than before. This is because of the heavy balance issues in the player’s handbook. For example a barbarian was much to weak for anyone to consider playing, but they are so no more. Many a mage and studier of magic begins to take an interest in the wild magic as a power to be controlled; as a result a new class comes to Faerûn, the wild mage. In the Demons Blood compendium, all classes can be of all alignments. A Paladin can therefore be of any alignment to. Paladins of other alignments than Lawful Good gain other benefits than normally though, described under the class section of the manual. Also in the Demons Blood compendium, sorcerers no longer use charisma as their important ability, but wisdom. They use this to gain spell bonuses, to modify DC and so on.  

Raising the dead: A group of powerful druids of the Spine of the World attempts to reincarnate one of their members as a god. Following this failed attempt, Ao commands Mystra to make a change in the weave. Following this, reincarnation becomes a much more powerful spell to use, and a lot more dangerous.

Spells: Elminster is rumored to have a new friend: The sorceress Aleastra, Aleastra is a creator of many new spells. Also, the wizards Ragin, Gaelen, and Margul create new spells of remarkable use and become known as spell creators. Some spells created by a Cleric/Mage called Kieran become popular among spellcasters. The Chosen of Fura, Flarling the Feral Fury and his friend, Whisper creates the spell: Whisper’s and Flarling’s Super Planar Weapon that becomes known as one of the greatest spells ever created. 

Weapons: The Arquebus is invented and the high elves of Cormanthor bring the elven bow and sword to the humans.

Deities: The monster god Fura becomes known as a normal deity and many barbarians worship him. Aavoral the ultimate judge is appointed as the closest to Ao and as a result of the contest: ‘The Judgement’’ Warren the White, Cade and Crysalis becomes deities. Solari comes from another plane, begins a relationship and alliance with Graz’zt and brings new power to the demons.

Ao allows deities of Toril to give their clerics blessings depending on how good they serve their god. The rider of the Phoenix: Pyros Flamestrike is raised to divinity because of his large number of followers. 

Magic Items: The high elves of Cormanthor teach the humans how to make items of ease. The heavy githyanki activity following the disappearance of Flashback, results in many sorcerers and wizards learning to create psionic weapons. Holy Avengers are created by many gods. Solari brings the Cromwell Pen of Realizing to Faerûn. Helm creates the Holy Avenger Spectator. 

Prestige Classes: Many new prestige classes can be played with the coming of Demons Blood. Also, each and every prestige class in the Book of Vile Darkness is no longer only to be played by NPCs. All players may play prestige classes from the Book of Vile Darkness if they meet the requirements. As such, the Book of Vile Darkness is not considered a DM’s guide. 

Rounds: Many opinions differ when it comes to how long a round lasts in game-time. If you follow the D&D rules, a round lasts 6 seconds, a turn 60. Demons Blood® follows these rules. 

Abilities: Abilities are no longer made by distributing points in the character generating process. Rather, abilities are rolled with dice. A player may either choose to roll four rows of 4d6, drawing the lowest dice from the result and then at last choosing the best of the four rows and inserting the results as the player see fit, also being allowed to draw two from a result, and add one to another. Or, a player may have 24d6 dice to distribute among his abilities, roll once for each ability and insert the result he ends up with (not drawing the lowest dice from the result). All results higher than 18 counts as 18, and all abilities must have at least one die attached to them. If a race has a penalty to a stat, and places less than or equal to the penalty dies in stat, there is a chance that the character may end up with an ability of 0 or less. If this happens, the method becomes invalid and the character must use method 1 instead and re-roll.

Resistances: In the D&D 3rd edition rules there are four resistances. Acid, Cold, Electricity, Fire.

In the Demons Blood these are changed to Earth, Water, Air and Fire. As so, every time an ability would give you par example an acid resistance, it really gives you an earth resistance. As so, if you were an Aasimar, you would normally get resistance 5 towards acid, cold and electricity. In Demons Blood it would be resistance 5 towards earth, water and air. One rule is an exception though. Having a prestige class or serving a god or things like that, that gives you a resistance bonus to for example acid, doesn’t become earth if the prestige class or god is directly related with acid. If you take on the prestige class Frostmaiden you become resistant to cold, not to water.

Bane: A weapon with the bane ability in the D&D 3rd edition is not the same as in the Demons Blood. Instead what before was called bane, is now called Destroying. Bane is a new ability and a completely different and much more powerful thing than Destroying. See magic items section.

Title: All characters must add their main profession, rank or position to their sheet. Too many adventures present themselves as: ‘’Hi! I’m Warrick, I’m a fighter, this is Kent, he’s a wizard, here is Rath, he’s a cleric and lastly this is Timor, he’s a bard.’’ This ends up in every goddamn presentation of any group of adventurers being the same. Almost all characters have grown up somewhere, and no person has only been trained to fight. A character might find problems if his one and only skill is to swing a sword. Szass Tam, the overall mightiest red wizard and lich, might have been a farmer back in his days, who knows? Warrick might present himself as a mercenary/craftsman/smith, Kent as a studier of magic/merchant/cook, Rath as a church helper/priest/farmer and Timor as a troubadour/singer/magician. Or one out of a hundred other things.

Background: A Player must write a valid background story that must be finished at least before playing the third session. The background story must hold more quality than quantity, but any number of pages is accepted. The minimum is 1 A4 page. The Half-Genie, Dragonkin, Githyanki, and Githzerai from this manual and some new races from the Races of Faerûn book require excellent background stories to play, of at least 2 A4 pages. The DM must approve of a background story. If it’s disapproved, the characters must write a new one again and again until the story has been approved.

Domains: Instead of two domains, clerics in the Demons Blood campaign gain only 1 domain. This is for balancing reasons, because of the heavier blessings presented in the Demons Blood.

Languages: There is no longer a concept known as bonus languages. Instead each race may choose any language when rising in the speak language skill as explained in the players handbook.

Disciplined Heritage: As in the case with the title section, no one has no home. Depending on their home, characters start with a feat called Disciplined Heritage. Details can be found under the feat section of this manual.

Sleep: Whenever sleeping your natural sleep, you heal an amount equal to you constitution modifier over night, if you have a perfect eight-hour sleep. The minimum to heal over night is one hp, unless you have a negative modifier, in which case it’s 0 hp. 

Unconsciousness: If a player drops below 0 hit points, he or she must make a check to remain conscious, equal to d20 + con bonus – the total of negative hit points the character has reached. I.e. If you’re at –4 hit points, the check would be d20 + con bonus – 4. The DC to stay conscious is always 20. Numerous feats increase your ability to stay awake.

Feats and abilities: Feats and abilities are altered. Look under the Feats and Abilities section.

Wild Magic: The wild magic table from the Forgotten Realms Campaign Setting is the worst ever created. Demons Blood uses a unique table, created specifically for this book. Find it at the end of the spells section.

Death: Your character will die only if reduced to –con hit points. The Hard to Kill feat increase this.

‘’When you point your finger at someone, bear in mind that three of your fingers is pointing back at yourself’’  - Oscar Wilde
NEW

RACES
“Sex is like bridge. If you don’t have a good partner you must have a good hand” 

- Monrad & Rislund
NEW RACES

These are the new races in the Demons Blood® compendium. All require a valid and excellent background history to play.

HALF-GENIE

Half-Genies are not the mixture of a genie having sex with a human, rather, some genies like to use some humans or elves of particular appearance as surrogate mothers. A genie has the power to spawn new life inside a female by magic, and so some mothers are unwillingly pregnant. Some genies are absentminded and sometimes forget that they’ve fathered a baby in which case the mother is left with the responsibility. Sometimes the genies remember and do father it. 

Personality:

Depends on the nature of the genie. Some characteristics are seen often though. Almost all Half-Genies have a good sense of humour, and are almost always charismatic people. Most like wines and food and almost none are afraid of or hate magic. Most Half-Genies think of themselves as powerful. They have a liking for grand settings, and don’t care much for commoner’s lives, even though they’re good, they just don’t see them as important in Ao’s grand schemes. 

Physical Description:

A Half-Genie looks like a human, totally. There are some unusual traits from time to time, star-shaped eyes, odd hair-colour or glowing skin for example. A Half-Genie attains adulthood at the age of 150 and can live to be over five hundred years old. They tend to be balled.

Alignment:

A Half-Genies alignment relies on the nature of his raiser, his genie parent and his own personality.

Religion:

A Half-Genies religion depends on the character.

Half-Genie Racial Traits:

+2 Charisma, +2 Intelligence, +2 Wisdom, Half-Genies are intelligent, humorous and have a quick wit.

Medium-Size 

Half-Genies Base speed is 30 feet. They can fly 1 ft. above the ground at 10 ft. (Perfect)

Telepathy: A Half-Genie can communicate telepathically with any creature within 10 ft.

Genie Heritage: Depending on the parent the Half-Genie gets some abilities. They are as following:

Janni: Nomadic Personality, Any Alignment, One free elemental language, Invisibility and Speak with Animals once per day

Djinni: Usually good or chaotic or both, Airborne creatures suffer –1 to hit and damage against the Half-Genie, Invisibility and Create Wine (as Create Water but Wine instead) once per day

Efreeti: Avenging Personality, Slightly Red Skin, Usually evil or lawful or both, 5/- fire resistance, Pyrotechnics once per day  

Automatic Languages: Common, Home Region.

ECL: +2, Half-Genies are more powerful and gains level more slowly than other races.

Compendium Information: No Specific.

HIGH ELF

A High Elf comes either from the elven courts beside the Myth Drannor, or in the woods of Silverdeep. They also have a few settings in the Greenshade Wood. Their government type is a variation of republic based on wise and powerful men in a court; this court acts like government and court of law at the same time. A High Elf usually level as fighter and in some cases as ranger. A High Elf of good status usually multiclass as High Archer. The High Elves has a specific prestige class. The Royal Court Guard.

Personality:

Unlike other elves, High Elves are not easily amused. They’re arrogant, even against other elves and especially against Half-Elf’s. They live in their own small communities and believe themselves to be the most powerful, intelligent and wise race on the planet Toril. They enjoy fruit and a most holy thing for them is marriage.

Physical Description:

A High Elf is beautiful, very beautiful. They’re even taller than other elves. But also weaker in masculinity. The High Elves has to use special Full Plates and Chainmails of Ease or use no armor because of their lack of strength and their dependence on dexterity.

Alignment:

High Elves are most often Lawful Neutral. Almost always. Very few are Neutral, Lawful Good or Neutral Good.

Religion:

Almost all of the elven pantheon. Corellon Larethian mostly.

High Elf Racial Traits:

A High Elf has all normal racial traits except as following:

+4 Dexterity, +2 Wisdom, -4 Constitution, -2 strength. High Elves are nimble and great philosophers but weak and with no endurance.

Medium-Size

High Elf base speed is 30 feet.

High Archery: A High Elf has +1 attack bonus on attack and damage whenever wielding a bow. Furthermore his critical threat ranged is increased by one. (Ex. From 19-20x2 to 18-20x2)

Proficient with rapier, elven sword and elven longbow

+2 Search, Spot and Listen checks

A High Elf starts with the Precise Shot feat and the Point Blank Shot feat.

Automatic Languages: Elf, Court

Compendium Information: Se the legend: The Noble Ones, and the prestige classes: High Archer and Royal Court Guard.

GNOLL

See description in Monsters Manual for basic description. Gnolls are beginning to be accepted on Toril in cities if they’re alone and has money to spend. However, a Gnoll walking into a city with his weapons is a dead Gnoll.

Personality:

Gnolls are easily irritated and stout. They’re easily angered and everything that’s smaller than them is either staying away from the Gnoll or in trouble. Gnolls have a liking for polearms and are almost always seen with one. They especially like to use the bardiche, but many are seen with halberds or other polearms to. Therefore, the ways of their training with the polearms have resulted in a specific Gnoll prestige class, the Polearm.

Physical Description:

See description in Monsters Manual for basic description.

Alignment:

Chaotic Evil mostly.  Not many Gnolls are good. Some Gnolls have been spotted who are Neutral Evil, Lawful Evil or Neutral. 

Religion:

There's one very big and very successful religion among Gnolls, he’s no god, not even a demigod, but a prince of demons. The Gnollish looking demon: Yeenoghu (See Book of Vile Darkness). Almost all Gnolls worship him or worship no one.

Gnoll Racial Traits:

+2 Strength, -2 Intelligence, -2 Charisma. Gnolls are strong but lack intelligence and are easily irritated and angered.
Medium-Size

Gnolls base speed is 30 feet.

+1 Natural Armor Class. Gnolls have a tough hide.

Darkvision 60 ft.

Power Attack. All Gnolls know how to sacrifice accuracy for power of force.

Automatic Languages: Gnoll

Compendium Information: See the prestige class: Polearm.

KOBOLD

See description in Monsters Manual for basic description. Kobolds are also beginning to be allowed in the cities, because no one cares about the pestering reptiles. They hang out in groups in the alleys or alone in an inn trying to earn a living at whichever way functions. 

Personality:

Kobolds are unlike goblins in one way. Intelligence. Kobolds have a normal intelligence (from 8-11 commonly) and unlike goblins they have one essential thing: Team Spirit. Where goblins kill each other for food and money, Kobolds stay together and are often organized in groups. Kobolds love trickery and they also have many shamans.

Physical Description:

See description in Monsters Manual for basic description. 

Alignment.

Usually Lawful Evil. Some Kobolds vary to Lawful Neutral or Neutral Evil.

Religion:

Kobolds serve the monster deity Kurtulmak. Kurtulmak's portfolios are kobolds and hatred and most kobolds serve him. Because of their delight in trickery some are found worshipping Cyric or working for clerics who worship him.

Kobold Racial Traits:

+2 Dexterity, -2 Strength, kobolds are nimble and good dodgers, but they lack physical strength.

Small. Because of their small size, Kobolds has +1 armor class, +1 attack rolls, and +4 to hide.

Kobold base speed is 30 feet. 

+1 Natural Armor Class. Kobolds are reptiles and their scales are tough. 

Light Sensitivity. Kobolds live in caves or mines and are not used to light.

Darkvision 60 ft.

Great Jumping: Kobolds can jump three times their own height and has +6 to the jumping skill. The kobold can increase their jumping height with two racial feats. Great Altitude and Almost Flight. They can also take Skilled Jumping that makes their Jumping skill rely on Dex instead of Str. 

Free Alertness feat. Kobolds are wary creatures. 

+2 Craft (Trapmaking), +4 Hide, +2 Move Silently, +2 Listen, +2 Search.

Automatic Languages: Kobold. 

Compendium Information: No Specific.

MINOTAUR

See description in Monsters Manual for basic description. In past times Minotaurs were uncommon on the surface, and stayed in the Labyrinths as their creator meant them to. But when Minotaurs found out how to breed, some of them went “upstairs”. First people feared them, they still do, but lands such as Tethyr and Amn have found them as useful mercenaries. Also, the Minotaurs are some of the most skilful navigators to be found with their natural cunning and sense of direction. 

Personality:
Minotaurs rely on honour. Don’t slaughter women and children if they’re defenceless, though if they’re on a battleground all is fair. Don’t let an insult go unchallenged either for yourself or your mates/allies. Stay with your allies unless they insult your honour or backstab you. Minotaurs are angry, violent and eat all meat they can find. Another big part of their personality is vengeance. A Minotaur lusts for revenge whenever he’s wronged. 

Physical Description:

See description in Monsters Manual for basic description.

Alignment:

Chaotic Evil. Few Minotaurs are seen who aren’t. Though the Minotaurs who raise themselves tend to be Neutral, plain Neutral. Some Minotaurs are Lawful or Neutral Evil.

Religion:

Minotaurs who worships a god worships Baphomet the lord of Minotaurs and vengeance. Many Minotaurs worship him, many worship no one. 

Minotaur Racial Traits:

+2 Strength, +2 Constitution, -2 Charisma, -2 Intelligence. Minotaurs are strong and have much fortitude, but they are violent, angry and unintelligent.  

Large. As large creatures the Minotaurs have –1 Armor Class, -1 to attack rolls and –4 to Hide. 

A Minotaurs base speed is 30 feet.

+4 Natural Armor Class. A Minotaur has both a thick pelt and a tough hide.

Proficient with Greataxe.

Scent. A Minotaur has a fantastic nose.

Natural Cunning. Even though they’re unintelligent, Minotaurs has their own cunning.

Charge: Minotaurs are known for their terrible charges. A Minotaur making a charge attacks with its horns deal out 4d6+6 damage. A Minotaur charging with any other weapon deals +2d6+6 damage. 

Outcast: If they don’t have a note from the government, be that the mayor or some other leader, the Minotaurs are outlaws. They are never sure to get into cities, must pay overprice for wares and so on and so on.

Automatic Languages: Giant

Compendium Information: See the prestige class: Horn of Vengeance 

OGRE

See description in monsters manual for basic description. The Ogres are almost never allowed within city borders unless in chains and a big sum of golden coin is paid. Everyone’s afraid of them.

Personality:

An ogre is a malicious creature, with no sense for future plots or planning and strategy. It rushes into every battle with overconfidence and squashes everything it gets its hands onto. Malicious as it is, it’s a great war-machine and ogre warlords do exist. So some tactics can be plotted in their minds.

Physical Description:

See description in Monsters Manual for basic description.

Alignment:

Almost always Chaotic Evil. Few ogres are found who aren’t. 

Religion:

Ogres who worship, worship Vaprak, the lord of violence, destruction, frenzy and greed. Many people think ogres are unreligious but in fact almost every ogre worship Vaprak as their dark deity and roar his name when attacking.

Ogre Racial Traits:

+4 Strength, +2 Constitution, -4 Charisma, -4 Intelligence, -2 Dexterity. Ogres are furious war-machines with great power and endurance, but they’re dumb, very, very easy to anger and they’re not very nimble.

Large. As large creatures ogres suffer –1 Armor Class, -1 to attack rolls and –4 to Hide. 

An ogres base speed is 30 feet.

+5 Natural Armor Class. Ogres are tough creatures with multiple layers of hide and sometimes fur.

An ogre is proficient with and has Weapon Focus on Greatclub. They also gain a free Power Attack feat. All ogres can sacrifice aim with force.

Automatic Languages: Giant and Orc.

Compendium Information: No Specific.
DRAGONKIN

See description in Monsters of Faerûn for basic description. Dragonkin have never been shun in cities, even though they have a rough appearance. And if a Dragonkin wanted to enter a city he wasn’t allowed into he could easily fly unseen in at night over the city walls. The Cult of the Dragon is getting their hands on more and more Dragonkin. 

Personality:

Dragons are very excentric. Chances are that the Dragonkin gets much of their ancestor’s excentricness. They all delight in raging and wrath though, so many dragonkin become barbarians.

Physical Appearance:

See description in Monsters of Faerûn for basic description. Much dependent on dragon ancestor.

Alignment: 

Usually Chaotic Evil though much depends on the dragon ancestor and the character.

Religion:

Dragonkin worship no specific gods, it therefore depends on the Dragonkin which god he/her serves, but Fura is popular among Dragonkin barbarians, which there exists many of.

Dragonkin Racial Traits:  
+2 Strength, +2 Wisdom. Dragonkin are large muscular beings but they also have a broad knowledge. 

Large. As large creatures Dragonkin have –1 Armor Class, -1 to attack rolls and –4 to Hide.

Dragonkin base speed is 20 ft. or 40 ft. Flying (Good)

+7 Natural Armor Class. Because of their ancestors, Dragonkin have scales that are very tough. 

Rake: This attack deals 1d6+2 damage.

Detect Magic: A Dragonkin can Detect Magic as a permanent effect in line of sight.

Automatic Languages: Common, Home Region.

ECL: +2. Dragonkin are more powerful beings than normal races and gain levels more slowly. 

Compendium Information: No Specific.

GITHYANKI

See description in Monsters Manual 3.5 for basic description. Githyanki are crafters of mighty weapons, and has money to spend, therefore, they are allowed into cities.

Personality:

Githyanki cares more about there craft than their mate or loved one. But only their craft of war, meaning weapons and armor and such. They are normally intelligent, but somewhat lack knowledge. They are like humans in many ways, but a lot more cruel, and like machinery of war, they see war as a glorious and important thing. War is a reason; there need not be a reason for it.

Physical Appearance:

See description in Monsters Manual 3.5 for basic description.

Alignment: 

Usually evil. Githyanki are cruel and delight in blood-spilling no matter whose blood is being spilled. Some are found of other alignments.

Religion:

Githyanki have no specific religion, but some worships Flashback directly. Others worship a specific silver sword, and some again worships deities of craft or war.

Githyanki Racial Traits:

+2 Dexterity, +2 Constitution, -2 Wisdom, Githyanki are quick and enduring, but lack knowledge.
Medium-Sized.

Githyanki base speed is 30 ft. 

Darkvision 60 ft.  

Spell Resistance 5+ character level

Psionics: At 1st level, the character can use Daze and Mage Hand three times per day.


At 3rd level, the character can use Blur three times per day


At 6th level, the character can use Dimension Door three times per day


At 9th level, the character can use Telekinesis three times per day and Plane Shift once

Automatic Languages: Gith, Common, Draconic

ECL: +2. Githyanki are more powerful beings than normal races and gain levels more slowly.
Compendium Information: See the legend: Flashback.
GITHZERAI

See description in Monsters Manual 3.5 for basic description. Though these Gith are not usually evil, Flashback bears a remarkable historic relation for them to. These ‘’monks of the Gith’’ worships Flashback, but not to be used as a power of destruction, but a piece of wonder and a relic to be watched an inspired from, not necessarily to be fought with.

Personality:

As Githyanki, Githzerai are from another plane than the material, limbo, and as such their morals isn’t always very humanlike. They’re not exactly sharp or quick to understand, but they know a great deal about the multiverse and their libraries contain hundreds of thousands of literary masterpieces. So whereas the Githyanki creates the weapons, Githzerai creates the tomes. Most Githzerai are monks.

Alignment:

Usually any kind of neutral. The Githzerai care for knowledge, but they do not stand aside for battle if it shows itself. Their morals tend to be strange and odd in human eyes.

Religion:

Githzerai have no specific religion, but some worships Flashback directly. Others worship a specific silver sword, and some again worships deities of craft or war. The creator of their race, Zerthimon, is also worshipped by many.

Githzerai Racial Traits:

+6 Dexterity, +2 Wisdom, -2 Intelligence. Githzerai are incredibly agile and wise, but lack smarts.
Medium-Sized.

Githzerai base speed is 30 ft. 

Darkvision 60 ft.  

Spell Resistance 5+ character level

Psionics: At 1st level, the character can use Daze, Feather Fall and Shatter three times per day 

At 11th level, the character can use Plane Shift once per day

Inertial Barrier. A Githzerai constantly uses a psychic force to stop blows. This grants them +4 AC.

Automatic Languages: Gith

ECL: +2. Githzerai are more powerful beings than normal races and gain levels more slowly.

Compendium Information: See the legend: Flashback.

CLASSES
‘’A soldier is a former civilian who is educated to act uncivilized to preserve civilization’’   

- Halfdan Rasmussen

THE NEW PALADIN

The Paladin class has been altered a little in the Demons Blood® Compendium, because all classes can be all alignments. Each different alignment brings new abilities to the Paladin because of that. For one, the associate part and the code of conduct part of the Paladin class is altered. All Paladins may travel with the opposite alignment, as long as there is mentionable reason to do so. All Paladins has a Code of Conduct that answers to their alignment. 

Lawful Good, Neutral Good, Chaotic Good: A Good Paladin has all the abilities of the Paladin in the Players Handbook.

Lawful Neutral: A Lawful Neutral Paladin has all the abilities of the Paladin in the Players handbook except as following: The Paladins Detect Evil and Smite Evil ability is changed to Detect Chaos and Smite Chaos.
Neutral: A Neutral Paladin has all the abilities of the Paladin in the Players Handbook except as following: The Paladins Detect Evil ability is removed. Instead on the same level the Paladin gains the ability: Force of Balance. This gives the Paladin +2 Diplomacy, Gather Information and Hit Points. Also, the Paladins Smite Evil ability is removed. Instead the Paladin gains the Grace of God ability that gives him/her +1 to all his saves.

Chaotic Neutral: A Chaotic Neutral Paladin has all the abilities of the Paladin in the Players handbook except as following: The Paladins Detect Evil and Smite Evil ability is changed to Detect Law and Smite Law.

Lawful Evil, Neutral Evil, Chaotic Evil: An Evil Paladin has all the abilities of the Paladin in the Players Handbook, except as following: The Paladins Detect Evil and Smite Evil ability is changed to Detect Good and Smite Good. Instead of Lay on Hands, the Paladin gains the Touch of Death ability. This ability channels a surge of negative energy against the target that deals the same amount of damage as Lay on Hands would have healed, and heals undead instead of damaging them. The Paladins Aura of Courage is changed to an Aura of Despair instead. Instead of Turn Undead, the Paladin gains Rebuke and Command Undead. Instead of Remove Disease, the paladin can cast Contagion a number of times per week equal to the times per week a paladin of good alignment could cast Remove Disease.
WILD MAGE (WIL)

Throughout the realms, holes in the weave leave Dead Magic zones: Places where no magic can be used. But some places in the weave are, instead of holes, damages, leaving magic to work uncontrollably. Some mages have specialized in drawing their magic from these places no matter where they are, because the wild magic is an eternal source to power. These are called Wild Mages. The Wild Mage must learn his spells just like the wizard. They use intelligence for casting spells.

Hit Die: d4
THE WILD MAGE

	Level
	Attack
	Fort
	Ref
	Will
	Special
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	1
	+0
	+0
	+0
	+2
	Wild Magic
	3
	2
	-
	-
	-
	-
	-
	-
	-
	-

	2
	+1
	+1
	+0
	+3
	
	4
	2
	-
	-
	-
	-
	-
	-
	-
	-

	3
	+1
	+2
	+1
	+3
	
	4
	2
	2
	-
	-
	-
	-
	-
	-
	-

	4
	+2
	+2
	+1
	+4
	
	4
	3
	2
	-
	-
	-
	-
	-
	-
	-

	5
	+2
	+3
	+1
	+4
	Summon Familiar
	4
	3
	3
	2
	-
	-
	-
	-
	-
	-

	6
	+3
	+3
	+2
	+5
	
	4
	3
	3
	2
	-
	-
	-
	-
	-
	-

	7
	+3
	+4
	+2
	+5
	Ability
	4
	4
	4
	3
	2
	-
	-
	-
	-
	-

	8
	+4
	+4
	+2
	+6
	
	4
	4
	4
	3
	2
	-
	-
	-
	-
	-

	9
	+4
	+5
	+3
	+6
	
	4
	4
	4
	4
	3
	2
	-
	-
	-
	-

	10
	+5
	+5
	+3
	+7
	Alter
	4
	4
	4
	4
	3
	2
	-
	-
	-
	-

	11
	+5
	+6
	+3
	+7
	Ability
	5
	4
	4
	4
	4
	3
	2
	-
	-
	-

	12
	+6/+1
	+6
	+4
	+8
	
	5
	4
	4
	4
	4
	3
	2
	-
	-
	-

	13
	+6/+1
	+7
	+4
	+8
	
	5
	4
	4
	4
	4
	4
	3
	2
	-
	-

	14
	+7/+2
	+7
	+4
	+9
	
	5
	4
	4
	4
	4
	4
	3
	2
	-
	-

	15
	+7/+2
	+8
	+5
	+9
	Ability
	5
	4
	4
	4
	4
	4
	4
	3
	2
	-

	16
	+8/+3
	+8
	+5
	+10
	
	5
	5
	4
	4
	4
	4
	4
	3
	2
	-

	17
	+8/+3
	+9
	+5
	+10
	Major Alter
	5
	5
	4
	4
	4
	4
	4
	4
	3
	2

	18
	+9/+4
	+9
	+6
	+11
	
	5
	5
	5
	4
	4
	4
	4
	4
	3
	2

	19
	+9/+4
	+10
	+6
	+11
	Ability
	5
	5
	5
	4
	4
	4
	4
	4
	4
	3

	20
	+10/+5
	+10
	+6
	+12
	Secrets Revealed
	5
	5
	5
	5
	4
	4
	4
	4
	4
	3


Spells: The wild mage must learn his spells exactly as wizard, thus he uses intelligence as his important modifier. A wild mage can only learn a maximum number of spells for each spell level, equal to his intelligence modifier + a certain number of spells depending on spell level. This is very simple. Simply add his intelligence bonus to 9 for first level spells, 8 for 2nd level spells, 7 for 3rd level spells etc. Until 1 for 9th level spells. With the coming of the wild mages, a new school of magic has come (the old schools were evocation, transmutation etc.) called wild. Whenever the wild mage becomes able to cast a spell of a certain level for the first time (i.e. at fifth level the wild mage becomes able to use 3rd level spells) he automatically receives a spell from the wild magic school. There is only one such spell on each level, described under the spells section. These spells count in terms of determining the maximum number of spells a wild mage can choose. A wild mage can memorize as many spells as he able to cast each level, and must memorize a wild magic spell of each level he can cast, but may memorize them more than once, exactly as an evoker must memorize one evocation spell of each level he or she can cast. A wild mage cannot specialize in other schools of magic in this class, but if he multiclass as a normal wizard he may specialize in the levels of that class.

Wild Magic: Everywhere and at any time, the wild mage has a 5% chance that the magic he uses will be affected by a wild magic surge, even if he is within dead magic. If he is within dead magic, his magic will do as magic normally does within dead magic, except if it is affected by wild magic in which case it is affected by wild magic and acts as though it was in a wild magic zone. In wild magic zones he does not have 5% but 100% chance that the wild magic will affect his spells, just like all others. 

Summon Familiar: As the Wizard ability.

Ability: This represents the strange effect that the wild magic has on the wild mage. It bends and twists his body and spirit as it flows through him. Each time the Wild Mage gains this, he gets one charge of the special power Gamble. When he uses a charge, he has a chance to raise an ability, but a danger of decreasing it. The wild mage must choose to gamble one of his six abilities. When he gambles one of his abilities, he rolls 2d8, one of the d8 is negative, one is positive. Subtract the positive die from the negative die. If the result is negative, that many points is drained from the ability score the wild mage gambled. If the result is positive, that many points is added to the ability. The wild mage may choose to save these gamble charges or he may choose to never use them.

Alter: Once per week, when the wild mages magic catches a wild magic surge, there is a 50% chance that the wild mage may roll two times on the wild magic table and choose the best result. 

Major Alter: Alter is changed to once per day, and the wild mage has 100% chance of being able to roll two times on the table.

Secrets Revealed: A wild mage of 20th level may, once per week, roll four times at the wild magic table when his magic catches a wild magic surge, and select the best result.   

Sidebar: The problems of the wild mage.

The wild mage is an uncontrollable class. A 1st level wild mage can on very unique and indeed rare occasions become as powerful as 20th level mage. Or, a 20th level wild mage could end up being as weak as 1st level. The wild mages ‘Ability’ class feat, enables the wild mage to end up having overpowered or catastrophically low powered ability scores, and when the wild mages magic hits a wild magic surge, he just might become as powerful as a lion, or as weak as a mouse. So, if you have a player that wishes to play a wild mage, it is very important that you decipher what type of player he or she is. Will the player be able to bear being level 10, and suddenly because of a single spell, being reduced to level 3, and be drained to 5 in all abilities? Or will the player then just throw away the character because no good result come from it? And will the player be able not to abuse the fact that he might suddenly be four times as powerful as his friends? Or will he make roleplaying boring and painful for them, and you? These questions you must answer yourself, but not before asking the player(s) in question the exact same things. You must also ask his or her comrades. But how do you balance the wild mage, if a player who wants to play it cannot play it if it’s uncontrollable? The answer is easy: Simply take away the ‘Ability’ class feature, and use the wild magic table from the Forgotten Realms campaign setting instead of the one in this one. This will not result in balancing issues, and the wild mage will be no more or less powerful than the Players Handbook classes. 

FEATS AND 

ABILITIES
‘’The person that sees himself as one that has finished education, is more finished than educated’’ 

- Poul Jørgensen
NEW AND MODIFIED ABILITIES

Modified:

Favored Enemy: As it was before except that instead of +1 damage bonus per 5th level it is +2 bonus at the level where you attain the favored enemy and +1 after that, and it is not only to damage but also to hit. Also it is both for normal and ranged weapons up to any distance i.e. Gracie is a 20th level ranger with 5 favored enemies. Her enemies are humans, orcs, dragons, undead and halflings. Her first one is humans, which she attained at 1st level. This means: +2 to hit and damage from first level an +1 for 5th, 10th, 15th and 20th a total of +6 to hit and damage against humans. Her second favored enemy is orcs, which she attained at 5th level, which means: +2 to hit and damage from 5th level and +1 from 10th, 15th and 20th, a total of +5.

Leap of the clouds: The monk never has to make a jump skill check, she always makes the check. Except if there is –‘ses then if the –‘ses is –4 or less she makes a normal check. At –5 she makes a check with –1 at –6 she makes a check with –2 and so on and so on. The old effect of this ability still counts.

New:

RANGER:

Archery Specialization: A Ranger must choose between this and Duo-Blade Bonus at 1st level. If he chooses Archery Specialization, all bonuses received by favored enemy doubles when firing with a bow and the ranger gains one extra attack versus his favored enemies. The Ranger may also use a sneak attack a number of times equal to his dexterity modifier to a minimum of 1. The sneak attack deals +5d6 damage. Further than this, the ranger gains one extra attack with a bow, and a free Point Blank Shot feat. Lastly the ranger doubles all ranges he may fire at favored enemies, and maybe most potent of all, Point Blank Range is now 60 ft. instead of 30. All bonuses from this ability only counts when using a bow, not a crossbow, sling or similar launching weapon or ranged weapon.

Duo-Blade Bonus A ranger must choose between this and Archery Specialization at level 1. A Ranger with Duo-Blade Bonus receives one extra attack when fighting with two weapons. Furthermore he gains a +4 to hit bonus and a +2 damage bonus. His critical threat range becomes one better 

(ex. from 19-20x2 to 18-20x2) when double-fighting. He may use a special cross-blade attack once per round, a number of times per day equal to his dexterity modifier. When the ranger has made all normal attacks, he can choose to make a cross-blade attack. When doing this he brings the effect of a sneak attack (+3d6) upon a target and deal damage as if both his blades had hit, but with a –8 damage to both (not –8 to the sneak attack damage) and a –6 to hit with this attack. The attack uses normal base attack. If the person struck by this attack fails a fortitude save 

(DC20+Rangers dexterity bonus or DC the rangers reflex bonus, whichever is better) he is paralysed for 1d8 rounds. All the bonuses only accrue for two-weapon fighting.

FIGHTER:

Martial, Exotic or Basic Fighting Style: A Fighter gains this ability on level 1. He chooses to specialize in the use of either Martial, Exotic or Basic weapons. Whichever he chooses, he gains +1 damage and +1 critical threat range to the one he chose (i.e. from 19-20x2 to 18-20x2)

Art of the Warrior: A Fighter gains this on level 14. He receives a +1 inherent bonus to strength, constitution or dexterity, whichever he chooses.

BARBARIAN:

Raging Bull: A Barbarian gains this at level 10. On level 10 he rolls normal d12 hit points, but from that point, from level 11 and so forth, he begins rolling d20-hit points, only in the barbarian class though. He receives +2 extra strength while in a rage, and has his speed increased by 20 ft. in a rage. 

Material Form: Unless in ethereal, invisible, or any incorporeal form, and when on the material plane, a barbarian has +2 constitution. This is gained at level 1.

Unspeakable Force: At level 15, the barbarian chooses this or Awe. If he chooses this he begins rolling, ready yourself, d30 hit points! He rolls these only for level 15, 16 and so on and so forth. Furthermore he has his damage reduction raised by 3 and strength by 2. If he chooses this ability, he will forever loose the ability to speak, and will therefore receive –8 to the skills: 

Bluff, Diplomacy, Gather Information and Intimidate. He may take Speak Language but only to understand them, he can’t speak them. He may never take any feats, spells etc. that require verbal use and looses those he already have. He will loose all skill points he placed in intimidate, but he will keep the skill and begin using strength as the important modifier from here on instead of charisma.

Awe: A barbarian must choose between this and Unspeakable Force at level 15. If he chooses Awe he will gain +4 more strength and constitution in a rage and while raging his foes most roll a successful save vs. Will or drop to their knees in awe for 1d6 rounds. The DC is equal to 10 + strength bonus of the barbarian. He will be able to use the intimidate skill while in a rage, though he must use strength modifier instead of charisma if he chooses to do so. The effects of this kind of intimidation are that the barbarian rolls his intimidation skill versus the closest foes will. If the barbarian is successful the foe becomes affected with a Cause Fear spell as casted by a 10th level wizard.

Mammoth: The barbarian gets this at level 10. He receives +2 to his damage resistance. The visual effects of this ability are longer body hair, beard and hair.

Mastodon: Gained at level 15, this ability gives the barbarian +2 damage resistance, the first eight hour sleep after this ability is gained, the barbarian grow 50 cm. 

Might: At level 5 a barbarian gains +1 strength, +1 Damage Resistance and becomes able to, once per day, lift up to four times his maximum in lbs.    
CLERIC:

Divine Might: At level 8, a cleric gains +1 to all DC’s of his Divine Spells. 

Divine Power: At level 10, a cleric gains +1 strength for 3 rounds whenever he successfully cast a spell.

Divine Speech: At level 12, a cleric gains +1 charisma.

MONK:

Unarmored Protection: A monk gains this ability at level 5. The monk gains +1 insight armor class whenever he wears no armor whatsoever. He can still take the Unarmored Defense feat.
ROGUE:

Manyfingers: A Rogue of level 10 or higher may use Sleight of Hand and Open Lock as a free action unless it normally would take three to five rounds, in which case it is just shortened to two rounds. Any Sleight of Hand check taking more time is just reduced by two rounds.

BARD:

Tricks of the Trade: The Bard can cast Prestidigitation at will at level 5, and gains +1 to Sleight of Hand.
PALADIN:

A Paladin gains different abilities dependent on alignment. 

Good and Neutral Paladin: 

Highsun Healing: A Paladin can use his Lay on Hands once more per day on level 8.

Celestial Powers: At level 15 a paladin gets +100% to his Lay on Hands.

Lawful Evil Paladin:

Lifedraining: At level 8, each time the paladin uses his Touch of Death, he can choose to be healed by 50% the damage he deals, if he chooses this, he gains –2 to charisma for the rest of the day.

Devil Powers: At level 15 the paladin gains +50% bonus to his Touch of Death, and a +5 bonus to Smite Good that now may target all chaotic beings as well as good.

Neutral Evil Paladin:

Lifedraining: As Lawful Evil Paladin.

Undead Powers: As Lawful Evil Paladins Devil Powers, except that the Smite Good stay unchanged. Instead the paladin may now cast Animate Dead a number of times per week equal to the number of times he can cast Contagion.

Chaotic Evil Paladin:

Lifedraining: As Lawful Evil Paladin.

Demonic Powers: As the Lawful Evil Paladins Devil Powers, except that he can now also Smite Law instead of Smite Chaos.
SORCERER:

Uncontrolled Spellpowers: From level 1 and on, the sorcerer gains a 5% spell failure chance when casting sorcerer spells that adds into any other spell failure, this can only be undone by buying the Controlled Forces feat. If from now on the sorcerer fizzles a spell he takes damage equal to 1d30 points. Reduced by 2 per wisdom bonus. On top of this he receives a +1 DC on all spells, +10% damage on all spells that deals damage and a +10% duration on all spells with duration. Also, spells with a range have their range quadrupled. 

Spirit of Flame, Frost, Wind, or Rock: A Sorcerer must at level 5 choose to have a +2 DC, +2% duration and +5% extra damage on fire, water, air or earth spells. The duration bonus only accrues on spells that has duration higher than instantaneous, and the damage bonus only to spells that deals damage.

Spirit of Light or Darkness: A Sorcerer must choose between one of these at level 3, on spells with either the light or darkness descriptor he receives a +1 DC, +1% duration and +10% damage. The duration bonus only accrues on spells that has duration higher than instantaneous.

Spirit of Injury, Resistance, the Spear, or Longevity: A Sorcerer must choose between one of these abilities on level 12. If he chooses Spirit of Injury he receives +10 hit points and +5% damage on all spells that deals damage. If he chooses Resistance he gains +2 to all saves, and a +8 bonus to beat a creatures spell resistance whenever he tries to bypass SR. If he chooses the Spear, he deals out +4 damage whenever dealing damage, whether by spells or by weapons, furthermore he gains +2 DC on all his spells. If he chooses Spirit of Longevity, he lifespan is extended. It is extended like this: If he is human it is extended to that of elf. It he is an elf or a dwarf it is extended by a total of 20 years. If he is a gnome it is extended by a total of 10d100 years. If he is halfling it is extended by a total of 2d6 years. If he is half-orc or orc it is extended by 5-7 years. Roll 1d3. If any other race, it is extended by 5 years. If the Spirit of Longevity is chosen, all spells of the sorcerer that has duration of 1-24 hours, it is extended by 24 hours. If the spell has duration of a day to a tenday (a week, 10 days), it is extended by two days. If the duration is a tenday to a month it is extended by a tenday. If the spell has duration of a month to a year, it is extended to a year. If a spell has duration of a year, it is made permanent, but after a year has passed it is automatically dispelled by dispel magic or greater with no caster level checks. 

DRUID:

Wild Power: At level 12, a druid adds a +1d10 damage when in wild shape.

Fire Fighter: The druid becomes a force of wood-protection, he gains 10/- resistance to fire and may extinguish natural fires at a rate of 10 ft. per second, he may extinguish magic fires at half the rate, and it is gained at level 5.

Master of the Woodlands: At level 15, the druid may use Plant Growth, as per the spell, at will.

Wild Skin: At level 8, while in Wild Shape, a druid has Damage Reduction 10/+1 unless a better Damage Reduction affects the creature he chooses to Wild Shape into. If this is the case, that creature has +10 to the damage soaked.

Flower Power: At level 20, the druid becomes one with nature. His wisdom increase by 2. But furthermore, while in a wild shape all his abilities are raised by 10! Except Strength and Constitution which are raised by 12! While in a wild shape the druid has his critical threat range lowered by 3 and his critical damage by 2 (from 18-20x4 to 15-20x4 par example and the damage caused by the critical hit in its final stage is increased by 2). He may use Enlarge, Entangle and Animal Shapes at will as a free action while in wild shape. Lastly his hit points are raised to a minimum of 200, if above 200 or closer than 100 to 200, they are raised by a 100. These bonuses only accrue when he is in animal and elemental shape however, if he is shaped into any other being his hit points is the only thing raised.

WIZARD:

Controlled Spellpower: A wizard learns this at 3rd level. With this ability all the wizard spells increase with +1 damage, +1 DC and the wizards ranged touch attacks and normal touch attacks gains a +2 bonus to hit. This is only for sorcerer, not wild mage and the damage bonus only applies to spells that deals damage.

Spell-Like Power: A wizard learns this at levels 1, 5, 10, 15 and 20. When he gains it, he may choose spell from his spellbook, erase it, and gain it as a spell-like ability once per day, he may later re-write it so he has it both in his book and as a power. The spells he may choose when he receives it at level 1 may not be grater than 1st level, when he receives them later, the spells he chooses may not be of higher level than half his current level, rounded down. This means that a wizard of maximum potential would have spell-like abilities of level 1, 2, 5, 7 and 9. This is only for sorcerers, not for wild mage.  

NEW AND MODIFIED FEATS

Modified:

Spell Mastery: The spells you choose can be casted without memorizing, which means that if you have prepared magic missile, mage armor and shield, you can actually choose to cast Grease (if you have spell mastery on that spell) instead and ‘’un-prepare’’ one of the others.

Weapon specialization: Instead of +2 dam bonus you can choose +2 dam bonus, + 1 to hit and dam bonus or +2 to hit bonus.

Toughness: Instead of +3 hp bonus, toughness gives +1 hp per level and can only be chosen once. Ex: Sylvia is a 4th level fighter with 16 constitution and this feat. Her hp rolls has been: 10, 5, 7 and 3 that means 25, but she gets the +3 score to hp for each level from constitution so her hp is really 37. But as she also has chosen toughness her hp is 41, when Sylvia rises to level 5 she rolls 1 on her hp roll, that’s 1+3+1 =4 4+41 =45. This is only for the toughness feat, not for the epic version or the like. 

Improved Critical: The new kind doesn’t modify the chance by two, but only by 1. To make up for that, it increases damage by one. I.e.: Kristen is a 13th level fighter with improved critical, she fights with a long sword (19-20x2) with this feat she has 18-20x3.

Endurance: In addition to what it did before, endurance now adds a +5 to the con checks rolled to stay conscious.

New:

Skilled Jumping: This feat allows the character to use his dexterity instead of his strength as modifier for the Jump skill. 

Prerequisites: Jump Ranks 6, Dex 14, Kobold. 

Great Altitude: This feat allows the character to jump one time more their own height. 

Prerequisites: Kobold, Jump ranks 1.

Almost Flight: This feat doubles the characters jumping height. This is a supernatural ability. 

Prerequisites: Kobold, Jump ranks 10, Great Altitude Feat.

Natural Charm: Each person you meet must roll a successful will save (DC16) or be affected by this ability. If affected, the subject treats you as a friend, not a close friend but a friend from the point you meet. Besides that, you act towards the affected as though you had a +4 bonus to charisma. This does not work on persons you have known for more than 6 tendays unless you have used this ability on that person within the last week. A new will save is accepted after a tenday, -1 day per intelligence modifier (9 days if 12 int, 8 days if 14 and so on) to a minimum of two days or the other way around if negative intelligence modifier (11 days if 9 intelligence, 12 days if 7 intelligence and so on). This ability does not work on hostile creatures or on creatures that has a reason to dislike you, though if any of these creatures fails there save you still act towards them as though you had +4 charisma. 

Prerequisites: Bard Only, Cha 16+, lvl 7+

Difficulty Class Focus: All of the spells you can cast that need for example a fortitude save get a +2 bonus to the spells DC. You can also choose to take the feat on will or reflex. You can choose this feat multiple times but only until you got all three checked. You cannot take it multiple times at the same save.  

Special: You can take this feat multiple times, it effects does not stack, each time you take this feat, it applies to a new difficulty class category.

Prerequisites: Ability to cast 3rd level spells.

Greater Difficulty Class Focus: All your DC’s raises by 1.

Prerequisites: Difficulty Class Focus (Will, Reflex, Fortitude), ability to cast 5th level spells.

Single-Handed Style: You receive a +1 bonus to armor class against missiles, a +1 modifier to hit and a +1 modifier to initiative whenever using a single one-handed weapon and no shield.

Prerequisites: Weapon Focus on the singe one-handed weapon in use.
Concentrated Lay on Hands: The Paladin counts as having +1 more bonus to his charisma than he actually has when he uses Lay on Hands.

Prerequisites: Ability to use Lay on Hands, Paladin.

Concentrated Touch of Death: The Paladin counts as having +1 more bonus to his charisma than he actually has when uses Touch of Death.

Prerequisites: Ability to use Touch of Death, Paladin.

Heroic Saving Throws: You get a +1 bonus to all saving throws.

Prerequisites: Great fortitude, Lightning reflexes, Iron will.

Master Creator: You create magic items faster and with less cost. Reduce the cost by 25 gold pieces, reduce time by 1 day, and reduce experience point cost by hundred XP. Creating an item can’t cost less than 100 gold, can’t take less than 1 day and can’t take a toll of less than 1000 XP, unless otherwise noted when creating the item, in which case this feat doesn’t count. 

Prerequisites: Spellcaster lvl 7, ability to cast 4th level spells.

Two-Handed Focus: You may add two times your strength bonus to the damage whenever using a two-handed weapon instead of just one and a half.

Prerequisites: Weapon Focus on the two-handed weapon in use, Base Attack Bonus +9, Str 15.

Unarmored Defense: You gain +1 bonus to AC whenever wearing no armor or shield.

Prerequisites: Dex 18, Dodge, Improved Unarmed Strike, Mobility.

Shield Efficiency: Whenever wearing a shield, you gain a +1 modifier to AC, and may use the deflect arrows feat once per round, even though you’re wearing a shield, by deflecting the arrows with the shield. You also receive a +2 bonus to your blocking skill, and may sacrifice one extra attack per round to block instead. 

Prerequisites: Deflect Arrows, Block.
Block: Whenever wearing a shield, you can “block” attacks aimed at you. You may sacrifice up to one attack for each time you take this feat, to block an attack instead. You block an attack by making an attack roll (only using base attack bonus and dexterity modifier+1) against the opponents attack, and if the result is higher than or equal to the attack from your opponent, you block the attack, and your shield takes the damage instead. Weapons with magical abilities that bypass some objects are not stopped by this ability if they fill the requirements to bypass the shield. A character must declare how many attacks he will sacrifice to block attacks in the beginning of each round.

Special: You can take this feat multiple times. Each time you pick this feat, you can sacrifice an additional attack per round to block a strike, and you receive +1 to your attack rating with a block. You can never block a natural 20. 

Prerequisites: Shield Proficiency.

Advanced Block: This feat grants a +2 to your block skill. You may also sacrifice one attack per round more to block an attack instead. Furthermore, whenever you successfully block an attack, if you score a critical hit on that block (a natural 20), you are granted a free attack on the opponent that you blocked an attack from. This is because you push the enemies weapon away and out to the side, leaving him or her wide open for an attack.

Special: You can take this feat multiple times. Each time you take this feat, its effects stacks, that is, the bonuses stack, and the chance to score a “critical hit” improves by 1 (although you must still roll higher than the opponent on anything but a natural 20). Each time you take this feat, the requirement doubles.

Prerequisites: Block, Base Attack Bonus +7.

Enhanced Casting: All your spells receive a +1 DC. Further than that, all spells that deals damage receives +1 damage. All spells that have a radius receive +5 ft. radius. All spells that have duration receive +10% duration. All spells that have a range get +5 ft. Range. Each time you try to beat a creatures spell resistance you receive a +1 bonus. 

Prerequisites: Spellcaster lvl 14, Ability to cast 7th level spells, Intelligence, Wisdom, and Charisma 16

Disciplined Heritage: Every character starts with this feat. Depending on their home and whereabouts, the character gains a +2 bonus to a skill. For example, Charlie who is a bugbear was a hunter for his tribe; therefore he has +2 to wilderness lore. The skill is chosen by the DM and the character and is always a class skill.

Prerequisites: None. Can only be gained once and at the creation of the character and is gained free.
Common Sense: You are less likely to run of and do stupid things. Whenever you start to do something foolish, your DM will say: Roll a wisdom check (DC16) for me. If you succeed, the DM will yell: THAT would be stupid!!! And let you choose a new course of action. 

Prerequisites: Human only. Can only be gained as a 1st level character.

Hardiness: Your character has developed ways to train his stamina and is able to take more blows.
Whenever you roll your hit points you can roll twice and pick the greater of the two numbers.

Prerequisites: Base Attack +7, Constitution 16+. 

Spell Focus, wild: This gives you +2 DC on any spells from the wild magic school, and on any spell that catches a wild magic surge, but only the spell that initially caught the surge, not any effects that might come from that, though if the specific spell is altered, the bonus is still added. 

Prerequisites: Wild mage.

Multi-Dodge: By training your perception, view and reflexes in combat you have become able to use your ability to dodge against more enemies. By taking this feat, your AC bonus from the dodge feat counts vs. all enemies within visible range, or against one single enemy of your choice (this enemy wouldn’t have to be within sight range).

Prerequisites: Dodge, mobility.

Skilled: Your average proficiencies are more evolved than anything else. Each time you raise a level, you gain one extra skill point. 

Prerequisites: None. 

Rejuvenating Sleep: When you sleep, you sleep tightly. To awake you before eight hours has passed, requires a will save from you (DC20), although the DC gets +1 for every hour away from eight 

(DC21 if you have had 7 hours of sleep, DC22 if 6 and so on), but while you sleep, your body is working hard on getting everything up and running. Your body is so effective, that when you sleep, you regenerate. Instead of just healing your constitution modifier in hit points over night, you heal 1/8 of your total hit points every hour! I.e. Laurel is a fighter with 80 hit points total and this feat, thus, she heals 10 hit points every hour while she sleeps. This only function while the character sleeps fully. 

Prerequisites: Hardiness.  

Sword Angel: Even though this ability might first have come into effect late in your life, it has always been in your veins. From your ancient ancestors, you have been granted the supernatural ability to strike people with mercy, and not to kill even though you swing a sharp blade. By taking this feat, you may choose to activate the merciful ability on any weapon you carry. This (among other things) means a bonus to damage.

Prerequisite: Aasimar, Wisdom 16+.
Controlled Forces: This feat reduces a sorcerer’s spell casting failure by 1%. This feat only reduces spell failure received from the Uncontrolled Spell Power class specific ability. 

Special: You can take this feat multiple times, its effects stack. 

Prerequisite: Sorcerer, Wisdom 14+.

Accelerated Learning:  Your intelligence makes you learn things faster. Each time you gain experience, add 1% to your experience points for each bonus modifier from your intelligence. 

Prerequisites: Intelligence 12+.

Hard to Kill: Enemies have a harder time bringing you down, and an even harder time killing you. Normally, you would die at –con. With this feat you die at –con x2. If you go below 0 hit points and you are required to make a constitution roll to see whether you remain conscious, halve the negative modifier applied to your con bonus on that check (rounded down). I.e. Scarlysle is a 6th level fighter with this feat, and 16 in constitution. She is hit by an ogre, reducing her to –5 hit points. The DM requests a con check (d20+con modifier) at (always) DC20, and because her hit points are at –5, she must draw five from her con modifier (a total of –2). But as Scarlysle has this feat, she halves the negative modifier, making the total 0 instead of –2. Scarlysle has endurance, and makes her check, but the ogre later reduces her to –19, the point where she would normally die. But since she has this feat, She must be brought to –32 before she dies. She still bleeds one point per round if not attended to though.

Prerequisites: Endurance, Athletic Endurance.

Athletic Endurance: This feat further improves your endurance. The bonus to skill checks requiring stamina increase to +5, and the bonus to con checks to remain conscious increase to +10.

Prerequisites: Endurance.
Critical Sneak Attack: Where other assassins and rogues don’t multiply their sneak attack damage on a critical hit, you do. You know, through martial training, that there are certain points of the body where strikes from the shadows are deadly. The spots are hard to hit, but when you do hit them, you hit hard. When you take this feat, you may multiply your sneak attack damage by your weapons critical modifier, every time you hit on a natural 20. You can lower this threat range by taking this feat multiple times. When you take this feat, you may only apply it to one weapon for each time OR to the same weapon you might have applied it to before. The multiplier of the characters criticals doesn’t improve by taking this feat.

Special: You may take this feat multiple times. Every time you take this feat, you may choose to apply it to a new weapon, or to reduce the critical threat range of a weapon you already has this feat on by 1. Your critical threat range with your sneak attack can never go lower than your weapons effective threat range in your hand. I.e. Tessa is a rogue who has chosen this feat four times. One time on her shortsword, thus, her “sneak attack criticals” with that weapon only happens on a natural 20. With her dagger she has the possibility of dealing a “sneak attack critical” from 18-20 because she has taken it three times, but as her dagger only has an effective threat range of 19-20 in her hands, she can only make a “sneak attack critical” at 19-20. 

Prerequisites: Sneak Attack +5d6. 

Skilled Beyond Belief: Anything you can do, you can do well. Very, very well. In fact, you’re so fantastic that there are probably not many others who can do what you can. When you take this feat, you gain a +2 competence bonus to ANY skill you have ranks in, that is, that you’ve put skill points into. You also gain a +2 competence bonus to all your to hit rolls because of your weapon skill, and also, when you take this feat, you immediately gain a number of skill points equal to the ones you would gain if you were first level in your highest-level class. For example, Ginny is an elf and an 8th level rogue and a 7th level fighter. She has taken this feat, and has 16 in intelligence. At fist level, rogues gain eight skill points plus intelligence modifier multiplied by 4. So Ginny would gain 44 skill points, just by taking this feat! If you have equal levels in two or more of your highest classes, you gain skill points from the one that would grant you the most.

Prerequisites: Skilled, Skill Focus fest on at least three skills, character level 14+.

Iron Conscience: You receive a +5 bonus to con checks to stay conscious, and a +1 bonus against all fear effects.

Special: You can take this feat multiple times, its effects stack. 

Prerequisite: Iron Will.  

WEAPONS

‘’Preach the message of the bible. If necessary, use words.’’   

-Frands of Assisi
NEW WEAPONS

	Weapon
	Proficiency
	Size
	Cost
	Damage
	Critical
	Range
	Weight
	Type
	Special

	Broadsword(1)
	Martial
	Medium
	20 gp
	2d4+1
	x3
	-
	6 lb.
	Piercing
	Below

	Voulge(2)
	Simple
	Large
	5 gp
	2d4
	19-20x3
	-
	12 lb.
	Slashing
	None

	Bardiche(2)
	Simple
	Large
	7 gp
	2d6
	19-20x2
	-
	12 lb.
	Slashing
	None

	Glider(2)
	Exotic
	Large
	40 gp
	1d8+1
	x4
	-
	7 lb.
	Piercing
	Below

	Spetum(2)
	Exotic
	Large
	35 gp
	2d6+1
	x2
	-
	7 lb.
	Piercing
	Below

	Partisan(2)
	Exotic
	Large
	45 gp
	2d8
	x2
	-
	8 lb.
	Piercing
	Below

	Mancatcher(2)
	Exotic
	Large
	40 gp
	- 
	-
	-
	8 lb.
	-
	Below

	Arquebus(2)
	Exotic
	Medium
	600 gp
	1d10
	x3
	100 ft.
	10 lb.
	Piercing
	Below

	Elven Sword(1)
	Exotic
	Medium
	45 gp
	1d8-1
	19-20x2
	-
	3 lb.
	Slashing
	Below

	Elven Bow(2)
	Exotic
	Large
	300 gp
	2d4
	19-20x2
	120 ft.
	3 lb.
	Piercing
	Below

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


(1): One-Handed

(2): Two-Handed

Broadsword: The broadsword is slightly shorter than a longsword, though the handle is heavier 


and the blade a lot thicker. It is, therefore, a lot harder to aim with, though the impact


is harder. A broadsword has heavier damage, heavier lethal blows, but the chance of 


a lethal strike is worse than with a longsword and you receive a –2 to hit with it. The 


broadsword is, because of its shortness, used to pierce with, and not to slash. It can


slash, but a broadsword used to slash only deal 1d6 damage and have a critical threat


range of 20x2. 

Voulge: A voulge is a variation of an axe and a cleaver. Also called the Lochaber axe, it is a 7-8 foot


pole with a cleaver on the end. It has a good lethal threat range, and a massive damage on


lethal blows.

Bardiche: One of the simplest polearms, the bardiche is an elongated axe. It is heavily used by


Gnolls.

Glider: A Glider is a very, very long spear. From 10-12 feet in length it has a low damage, but very


lethal blows on a critical. A glider deals double damage when placed to stop a charge.

Spetum: The spetum is a modification of the normal spear. From 8-10 ft. length, a spetum has side


blades where a normal spear does not. It deals double damage when used to stop a 


charge.

Partisan: Shorter than the awl pike and longer than the spear, the partisan has an 8 foot shaft. Two


smaller blades project from the main blade. It deals double damage when used to stop a 


charge.

Mancatcher: A mancatcher is a weapon designed to catch a man, not kill him. When you strike with 




the mancatcher any being you strike after is treated as having AC10. If you hit, the 




victim is caught. It takes a strength check (DC16) to break loose. If the strength check is




made by DC20 or above the mancatcher is destroyed. If caught, a victim takes 1d2 




damage per round and has a 25% chance to be pulled to the ground if the attacker 




whirls him around. This results in 1d2 more damage. If this weapon hits a mounted




person that person falls of his mount. 

Arquebus: An arquebus is an early form of the musket and very dangerous to use. It takes two rounds



to reload. If the attack roll with an arquebus is a 1, a normal fumble is made plus it deals 



1d6 damage to the user. On a 2 it just deals 1d6 damage to the user and misses. If this 



happens it cannot be used again before cleaned, which takes 30 minutes. If it hits it



inflicts a big amount of damage, 1d10. An arquebus is a ranged weapon and uses dexterity



as the to hit modifier, but neither strength nor dexterity as damage. One force of the



arquebus is a terrible one. If it scores a 10 on the d10 damage, a new roll of d10 is made



and added to the damage. Thus, in a lucky coincidence an arquebus could deal 37 



37 damage if three 10’s were made and 7. Imagine if this damage were on a critical hit,



then the damage dealt by the arquebus would be 111!

Elven Sword: The elven sword is a variety of the longsword and though it deals less damage (1d8-1),




it has a better accuracy and if you fight with an elvish longsword, you have +2 to hit.

Elven Bow: The elven longbow is a true masterpiece and it is different than a normal longbow in 




three ways. It has a critical threat range of 19-20x2 and has a +3 to hit modifier. It also 


has better damage, 2d4 instead of 1d8.

PRESTIGE

CLASSES
‘’When you gaze longer and longer into the abyss, the abyss also gazes longer and longer into you’’   

-Friedrich Nietzsche

BEASTLORD 

(BSL)
-Prestige class

A Beastlord is a master of animal handling and care. They are beings said to be inhabited by the spirit of an animal. They can summon creatures to their side and will fight to protect the animals. The Beastlords is most commonly Rangers, and often Druids, some Clerics and less common are Bards, Barbarians and Rouges. A Beastlord is a nickname, for Beastlords don’t see themselves as lords, but equals of the animals. Many cults have been known across Faerûn, Silvanus, though, is the most potent holder of Beastlord worshippers. The Beastlord has one animal attached to him, one animal witch he favors for whatever reason, and which he gain as follower. The Beastlords soul become animalistic as he rises in ranks and the appearance of the Beastlord becomes less and less civilized. 

Hit Die: d10

Requirements:

Druid, Ranger, Barbarian, Bard, Rouge, Clerics 

Animal Handling lvl 10

Animal Empathy lvl 10

Charisma 13

Class skills:

As Druid

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+0
	+2
	+0
	+0
	Animal Charisma, Animal Companion, Spirit of the Animal

	2
	+1
	+3
	+0
	+1
	Summon Swarm

	3
	+2
	+3
	+1
	+1
	Call Animal

	4
	+3
	+4
	+1
	+2
	Wild Shape

	5
	+3
	+4
	+2
	+2
	Reincarnate, Animalistic Survival


Explanations:

Animal Charisma: No animals are afraid of the character, all animals are his friends. This goes both ways, if the character hurts an animal he’s a fallen Beastlord.

Animal Companion: Can be used once, when used the character get the animal he uses it on as companion. The race of that animal is his inner animal. There is a spiritual link between the two and they can communicate by telepathy and knows what the other one feels , even when they’re apart. If the animal should die, the Beastlord will be real sad and he will act as if he was under the effect feeblemind spell for d6 days and lose 1 point Charisma. If you already have an animal companion, you will still get a new one. 

Call animal: Calls an animal of the same race as characters inner animal its once per day.

Spirit of the Animal: You gain +1 to an ability score that is special to characters inner animal.  Character also gets  a special trait of his animal.  So if his animal is a frog he can for example roll his tongue out, or jump really high. It could also be traits like getting sharp teeth.

Summon swarm: Summons a swarm of insects in order of characters alignment to distract the enemy, when targeted by this ability the target must make a will save at DC the beast masters level +10 + his charisma modifier. If the target makes the save he can choose to response to the insects and he can choose not to. There are 100 of the summoned insects and each have a to hit at +20 and a damage of a ¼ point, for each 5 damage they deal to a target, the target must roll a concentration check at DC20 or fail to cast spells. 

Reincarnate: When the character dies, he is automatically turned into his inner animal. Completely. The only things he keeps are his intelligence and wisdom, and Charisma. The character forgets everything he has learned. He can of course be raised. But not normally so this is one heck of disadvantage at the same time as an advantage. He can only be raised by a wish spell a miracle spell or a true resurrection spell or if another Beastlord 1 level higher than him keep a ritual with other Beastlords that are a total of 10 levels together.

Wild shape: Once a day the character can turn himself into his inner animal and back to himself again. When in animal shape he gains the abilities of that animal except charisma, intelligence and wisdom. When he turns back into himself, he’s healed d12 hit points.

Animalistic Survival: The character gains +2 constitution and his animal companion gains +8 HD and +2 to all abilities, except intelligence that rises by 4 instead.   

BLOODTHRALL

(BTH)
-Prestige class

The essence and symbol of life is blood. A Bloodthrall is consumed by the running red and considers it the way to power, money and life. Many vampires who are medieval or noble, takes up this prestige class. The Bloodthrall feast upon the blood of other beings, powerful beings, in order to gain their power. It is very much the same as the races who eats creature’s brain to gain their strengths. But in gaining a creatures strength, it is easy also to get its weaknesses. The classes playing BTHs is almost equally of any class, but some classes are a little bit more reluctant than others. Many wizards and sorcerers play Bloodthralls and feeds upon the blood of creatures such as illithid and rakshasa. The Bloodthralls usually develops a tendency to need blood, instead of just wanting it. At this stage, they become almost vampiric. All Bloodthralls see the Celestials, Demons and Devils as the most prideful prey to feed upon. The one major cult of Bloodthralls is the ‘’Drop of Life’’, who is a neutral cult from Chult with many Yuan-Ti members.   

Hit die: d6

Requirements:

Any non-good 

Knowledge (Blood) Ranks 12

Constitution 13

Base Fort Save +6

Class skills:

As Druid

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special


	Spells

	1
	+0
	+2
	+0
	+2
	Bloodbane, Bloodlust, Blood Absorption
	+1 to exist

	2
	+1
	+3
	+1
	+3
	Bloodcurse
	

	3
	+2
	+3
	+1
	+3
	Bonus Feat, Bloodblock, Enhanced Bloodlust
	+1 to exist

	4
	+3
	+4
	+1
	+4
	Blooddrain
	

	5
	+3
	+4
	+2
	+4
	Burning Blood
	+1 to exist


Explanations:

Bloodbane: In a two-hour process, a Bloodthrall can make a creature’s blood lethal to the creature itself. If drops of the creature’s blood are cursed with Bloodbane, the drops deal out 1d20+ Bloodthrall level to that creature. The blood can be applied to for example an arrow or sword and the sword would deal the bonus damage against that creature. The curse can only deal the damage once but the blood can be spread out in doses. No matter how big a dose is it can only deal the die 20+ Bloodthrall level damage.

Bloodlust: The Bloodthrall lust for blood, and becomes somewhat addicted to it. With no fangs like a vampire has, a Bloodthrall must drink the blood that he so lust for.

Blood Absorption. The Bloodthrall can gain strengths (and weaknesses) of a creature when drinking its blood. 

Bloodcurse: By following the process of the Bloodbane ability, the Bloodthrall can use a three-hour process to both deal the bonus damage, and to bestow curse.

Bonus Feat: Gain any bonus feat. 

Bloodblock: The Bloodthralls blood hardens, giving him a damage resistance at 2/-.

Enhanced Bloodlust: The Bloodthrall has become so addicted to blood that he no longer lust after it. He needs it. Once per tenday, or many times spread out on a tenday, the Bloodthrall must drink at least one gallon of blood. If he does not, He will take a –2 on constitution and strength as each day passes where he gets no blood, until he dies, in which case he will be turned into a mindless vampire. If he manages to get blood before he dies, the ability score penalty heals as slow as it came. +2 per day until restored. This loss of ability cannot be restored in any other way. The Bloodthrall still has no fangs. 

Blooddrain: The Bloodthrall develops small fangs that can suck the blood out of a creature. When doing so he is healed 5 hit points and gains +1 strength per round he sucks blood that lasts a turn. To suck blood, a Bloodthrall must succeed a grapple check.

Burning Blood: The Bloodthralls blood magically becomes fire, and the Bloodtrall has a permanent fireshield spell that functions as cast by an 8th level sorcerer.   

DIVINE BARD 

(DVD)
-Prestige class

The divine bard is a bard who has chosen the road of music and song to serve his god. Through magician tricks and music, this bard serves his patron. A divine bard of Mask is seen disappearing in the shadows to the cheerful joy of the crowd, who are only to find out that the bard isn’t coming back from the shadows and that their money is gone. A divine bard of Eilistraee play music with her two swords that has heavenly sound, all the while she sings and dances strip naked down the street. Cults of Divine bards doesn’t exist, simply because divine bards who gathers in a guild or cult, is known as church rather than a cult because they all worship the same god. 

Hit die: d6

Requirements:

Bard

Base Attack Bonus +5

Patron Deity

Class skills:

As Bard.

Skill points: 4 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special
	Spells

	1
	+0
	+0
	+2
	+2
	Divine Help, Blessing from Above, Divine Intervention
	+1 to exist

	2
	+1
	+0
	+3
	+3
	Patron’s Voice
	+1 to exist

	3
	+2
	+1
	+3
	+3
	Blessing from Above
	+1 to exist

	4
	+3
	+1
	+4
	+4
	Reaching Hand from Above
	+1 to exist

	5
	+3
	+1
	+4
	+4
	Divine Musician, Blessing from Above, Divine Knowledge
	+1 to exist


Explanations:

Spells: Each level the Divine Bard raises in his bard spellcasting class, this is only for spells.

Divine Intervention: As soon as this prestige class is gained, the Bards bard spells counts as Divine Spells. 

Divine Help: All DC’s on the bard’s songs are raised by 1.

Patron’s Voice: The character develops a voice that resembles the portfolios of his deity and the deity’s voice him or herself. This result in an awe-inspiring sound giving the bard +2 Charisma and +4 Singing. 

Blessing from Above: Gain Blessing Special from your patron. You gain a blessing from a domain that your god retains. You may not have the domain from which you gain these blessing for already. At 1st level you receive the 1st level blessing, at 3rd level you receive the 5th level blessing and at 5th level you receive the 10th level blessing. First when level 5 in this class, you may gain this domain later, though your blessings doesn’t double.

Reaching Hand from Above: All DC’s on the bard’s bard spells rise by 1.

Divine Musician: When you stop playing music, the effects last 1d6 rounds longer than usual. 

Divine Knowledge: Your deity introduces you to wonders not yet seen and teaches you things you never thought you would ever learn. As a result you immediately gain 2000 experience points and +4 Bardic Knowledge.

DRAGONHEART 

(DRG)
-Prestige class

Everybody knows the Dragon Slayers. They are becoming more and more common, for dragons has great treasure. Less common are the Dragonhearts; a vow binds them, a vow to protect the ancient race from termination. Even good Dragonhearts protects the evil dragons and the evil Dragonhearts protect the good dragons. For this, they get treasure from dragons, and from Dragon Slayers. Why they get treasure from dragon slayers? Because one of the Dragonhearts main assignments is to slay the slayers. The Dragonhearts are called so because of a bond in the early stages of there creation. The first Dragonheart had half of a dragons heart in his body, and half his own, in exchange the dragon he protected had half of its own heart and half his heart. This made the Dragonheart and the dragon share life, so you’d have to kill them both to kill any of them. Dragonhearts use charisma for casting spells.   

Hit Die: d12

Requirements:

Weapon Proficiency (Any Spear)

Ride (Dragon) Ranks 5

Charisma 12

Strength 12

Constitution 12

Must speak Draconic

Special: Must have sworn a binding oath never to hurt any dragons.

Class skills:

As Bard.

Skill points: 2 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special
	1
	2
	3

	1
	+1
	+2
	+0
	+2
	Spells, Ritual of the Hearts Bond, Oath  
	0
	-
	-

	2
	+2
	+3
	+1
	+2
	Defense of the Great Ones
	1
	0
	-

	3
	+3
	+4
	+1
	+3
	Respect of the Sacred Ones
	1
	1
	0

	4
	+4
	+4
	+1
	+4
	Scales of the Ancient Ones
	2
	1
	1

	5
	+4
	+5
	+2
	+4
	Breath of Wyrms
	2
	2
	1


Explanations:

Spells: The Dragonheart gains a personal selection of spells to cast. The important modifier is charisma. The Dragonheart can select one spell each level from any spell-level he can cast and know these until he hasn’t got any more spells to choose. The Dragonheart must memorize these spells.

Ritual of the Hearts Bond: This gives the Dragonheart a +3 hit point bonus and the ability to exchange hearts with a close ally of the Sacred Ones.

Oath: The Dragonheart may never hurt a dragon. If he does, he loses all abilities from this prestige class and can gain no further levels. 

Defense of the Great Ones: Spell Resistance 14 + Dragonheart level. Paladin, fallen paladin and blackguard levels add as class levels to this spell resistance. 

Respect of the Sacred Ones: Natural Fear with a DC of 16.

Scales of the Ancient Ones: Damage Reduction 10/+1.

Breath of Wyrms: Receive use of whatever breath weapon deals 12d the die the type of dragon that the Dragonheart is related to uses. The breath weapon gets +4d to maximum damage if the Dragonheart shares heart with the dragon type. This is not automatically added to the damage, only to the maximum so it’s a maximum 16d. If the Dragonhearts type is a White Dragon, the Dragonheart couldn’t go above 12d6.
Dragonheart Spell List:
	1st: 
	2nd:

	Change Self. Changes your appearance.
	Alter Self. As Change Self, plus more drastic 

                  Changes.

	Ghost Sound. Figment Sound. 
	Claws of the Sacred Ones. 1d20+2 dam + healing

	Low-Light Vision. See twice as far under current   

                               light.  
	Nightmare Lullaby. Target is confused as long as 

                                  You concentrate +2 rounds.  

	Magic Missile. 1d4+1 damage; +1 missile/two levels

                          above 1st (max+5)
	Cure Moderate Wounds. Cures 2d8 +11/level 

                                           damage (max+10)

	Fearful Presence. +2 Fear DC
	Shatter. Sonic vibration damages objects or 

               crystalline creatures.

	Cure Light Wounds. Cures 1d8 +1/level damage 

                                   (max+5) 
	Haste. Extra partial action and +4 AC

	 
	                                                

	3rd:  
	

	Analyze Portal. Detects and Analyzes portals within

                           60 ft.   
	 

	Breath of the Ancient Ones. 4d30 dam cone.
	

	Fearful Respect. +6 Fear DC, Stacks with Fearful

                               Presence 
	  

	Whisper’s Improved Magic Missile. Same as magic

                                                             missile except   

                                                             the dies are  

                                                             converted into  

                                                             d6 and the 

                                                             bonuses are  

                                                             converted into

                                                             +2 
	 

	Cure Serious Wounds. Cures 3d8 +1/level damage 

                                        (max +15)
	 

	Know Greatest Enemy. Determines relative power

                                        level of creatures within

                                        the area. 
	 


HEART OF THE DRAGON

A heart of the dragon is a Dragonheart who currently shares heart with a dragon. Imbued with the total trust of the ones he defends, a ritual (agreed on by both parts) has transferred the power of the dragon to the Dragonheart. Such a ritual can never be undone. The Dragonheart and the dragon must willingly agree to the process, or it will be wasted, and if the preparations of the ritual have made it as far as halving the hearts, they will both die. If the heart of the dragon at some point becomes a fallen Dragonheart, he will still retain this template.

Creating a heart of the dragon

“Heart of the Dragon” is a template that can be added to any Dragonheart (referred to hereafter as the “character”). A Heart of the Dragon uses the character’s statistics and special abilities except as noted here. A Heart of the Dragon has its power eternally after the exchange; should one of the parts choose that they want to redo the oath, it will be too late. A dragon cannot exchange heart with more than one Dragonheart and vice versa. 

AC: The character has its natural armor increased by 1.
Special Qualities: A Heart of the Dragon retains all special qualities of the character and also gains the following:

Bonus Spells (Sp): Constant – Endure Elements (Energy type according to the dragon type).
Damage Reduction (Ex): 10/+1.
Immunities (Ex): The character becomes immune to the natural fear of dragons.
Heart’s Bond: The one downside of the sharing, is that should the dragon or character die, the other one also dies. If such a thing happens, only the one who died first can be brought back, when done, the other one will also be brought back, but only a Miracle, Wish or True Resurrection spell will do this.
Intensified Breath: The character receives the breath weapon of his sharer. If he has this from the Dragonheart class already, it increases by +4d if possible, as described in the Dragonheart class.   

Saves: Fortitude +10, Will +2.
Abilities: Increase from the character as follows: Charisma +4.
Skills: Same as character.
Feats: Same as character.
Climate/Terrain: Same as character.
Organization: Same as character.
Challenge Rating: Same as character +1. The heart of the dragon is a very powerful creature, but it now has two lives to take care of. Effectively, its chances of dying doubles. If you want a heart of the dragon dead, you can always take down the easy one of the two, be that the dragon or the Dragonheart.
Alignment: Same as character.
Treasure: Same as character.
Advancement: Same as character.   

FLAMEFEATHER

(FTH)
-Prestige class

There are worshippers of Pyros Flamestrike, the rider of the Phoenix. those worshippers are good, despite their lords gray way of seeing life. The Flamefeathers, also called Knights of the Phoenix, are servants of the Bigbird. The Phoenix doesn’t have enough direct followers to become a deity though.

The Flamefeathers are also of good alignment despite the fact that the Phoenix is a neutral being, this can be explained by the fact that the Flamefeather order is an order created in ancient, ancient times, when the Phoenix was still a good being and not neutral as now. The Flamefeathers are practically played by all classes, and no classes more than others. Only barbarians are not very well represented within Flamefeather ranks. The cults of the Flamefeathers are many because of the variety in class. There are three major cults. The largest is the Pilots of Ace. This cult is largely unknown and lies somewhere deep within the volcanic surroundings of an undiscovered valley in Anauroch. The second major cult is the Flamewings. A fanatic cult, they serve both Pyros and Ace, the Phoenix. They truly believe in the goodness of the phoenix and are working along with the order of the most radiant heart, it consists mostly of youths. The last, and the one most respected and well known, serves the Phoenix as it is now, and is the only neutral cult among the Flamefeathers. They are called the Firescribes or the Rebirth of the Page and consist mostly of the middle-aged and the old. It is a cult that protects the lore of the land, and they hold many loremasters.         

Hit Die: d8

Requirements:

Ability to invoke fire as a special ability or spell or servant of Pyros Flamestrike  

Knowledge (The Phoenix) Ranks 10

Knowledge (Fire) Ranks 10

Charisma 14

Good Alignment (Unless member of the Firescribes)

Special: Sponsorship from a high-ranking Flamefeather within an order.

Class skills:

As Fighter

Skill points: 4 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+0
	+2
	+2
	Flamestar, Renewal

	2
	+2
	+1
	+3
	+3
	Purifying Flame

	3
	+3
	+1
	+3
	+3
	Pyros’ Flamestrike

	4
	+4
	+1
	+4
	+4
	Bigbird Shape

	5
	+5
	+2
	+4
	+4
	Purifying Rebirth, Tears of the Phoenix


Explanations:

Renewal: A Flamefeather Cleric gains access to the Renewal domain. Both clerics and other classes gain the ability to cast the spells Make Whole and Cure Critical Wounds once per day. If a Flamefeather cleric has the Renewal domain he gains access to another domain of Pyros Flamestrike. As the Flamefeather class doesn’t add new spells, this domain is the only thing a cleric gains from the class when it comes to spells. He doesn’t rise in the domain while rising in the Flamefeather class.

Flamestar: The Flamefeather may draw upon the sun once per day and use the Daylight spell.

Purifying Flame: The Flamefeather may use a maximized Flame Arrow once per day; though without any arrow damage as the Flamefeather only shoots the fire. This effect leaves no ash or the like.

Pyros’ Flamestrike: By drawing the rider of Ace’s powers, the Flamefeather may create a 

flaming sphere spell which is maximized and empowered, and is made smaller, so small that it counts as a morning star, which the caster can wield, all stats of the flaming sphere is as a morning star, except damage and duration. Also there is no save against the flaming sphere.

Bigbird Shape: Shapechange to a lesser version of the Phoenix once per week. When shapechanged, has all the stats of a Roc except that you are only of large size and is protected by a permanent fireshield spell. While shapechanged you also have use of a flamestrike and a wall of fire once per day.

Purifying Rebirth: The Flamefeather gains the knowledge of one of the deepest secrets of the Phoenix. Its ability to spark anew. Once in the Flamefeathers existence, upon his death, he will be affected by the spell Resurrection whether he wants to or not. 

Tears of the Phoenix: The Flamefeather will gain the ability to once per month, on a creature he feels true sorrow for losing, use his tears as Resurrection.

FROSTMAIDEN 

(FMD)
- Prestige class

The helpers and servants of the cold goddess Auril practices their magic in dark and lost forsaken lands, and not many holds clergy that lies in towns or settlements. The clergies typically lie within a vale or a forest where cold rules, the high priestesses of these clergies are called Frostmaidens. Other Frostmaidens is simply the ones who brings cold to the city and preaches Auril’s ways. The classes that play Frostmaidens are almost always Clerics. Few paladins and rangers go the cold way to.   

Hit die: d6



Requirements:

Servant of Auril

Ability to cast divine spells of level 3

Must have a cold resistance of at least 1

Knowledge (Ice) Rank 4

Knowledge (Cold) Rank 6

Class Skills:

As Cleric

	Level
	Att
	Fort
	Ref
	Will
	Special
	Spells

	1
	+0
	+2
	+0
	+2
	Frost Touch, Frost Uncovering 5  
	+1 to exist

	2
	+1
	+3
	+0
	+3
	Frozen Shooter
	+1 to exist

	3
	+2
	+3
	+1
	+3
	Frost Uncovering 10
	+1 to exist

	4
	+3
	+4
	+1
	+4
	Ice Shards
	+1 to exist

	5
	+3
	+4
	+1
	+4
	Frost Uncovering 15, Icemaiden's Icy Breath
	+1 to exist


Explanations:

Frost Uncovering: Cold and ice ‘’melt’’ at the Frostmaidens touch, but only if offensive against her. Therefore, she gains cold Resistance.

Frost Touch: At 1st level the Frostmaidens touch means death. The Frostmaiden may evoke an effect equal to Ray of Frost at will as a free action, but instead of a Ray, it is a touch attack.

Frozen Shooter: The Frostmaiden may, three times per day, fire frost arrows from her crossbow, bow, sling or other mechanical or artificial mean of launching an object. When doing so, the arrow deals normal damage and an extra cold damage of 4d6 upon a successful hit just as a Flame Arrow. 

Ice Shards: The Frostmaidens contact with Auril grants her the knowledge of great wonders, she becomes able to, once per day, cast both the Ice Storm and Fireball Spell (Though the fireball becomes an iceball instead) as one combined spell which means both the Ice Storm and Fireball spell is casted at one round and comes into effect simultaneously. Besides that, the Frostmaiden becomes unbothered by natural cold. While she might still take damage from cold, both natural and unnatural, she is not bothered by the fact that it is cold. Her veins can freeze if she is out in the cold to long, but she only feels it as a tiggle. She might die of walking in the cold naked, but she does not freeze. 

Icemaiden’s Icy Breath: Enables the Frostmaiden to evoke the effects of an Ancient White Dragons Breath once per day.  

HAND OF BANE 

(HOB)
-Prestige class

In time, many have fled their homes and lands in fear of the black hand of bane. Amidst his ranks stand powerful clerics and paladins who almost never fight out Banes wars on the battlefield. They fight in secret. They are the reasons why 40 warriors of the opposition die just before a battle between Banes church and them. They are not sneak attackers but front attackers who work alone or in a party instead of with an army. The meaning of this is that for example the assassin strikes in totally secret, from beginning of his attack to the end of it. The berserker strikes openly in start of combat and the finish of it. The Hand of Bane strikes in secret , but when the first strike has been done, every survivor knows it. Mostly Paladins and Blackguards and Divine Champions play the Hand of Bane but some clerics, Divine Disciples and the like also venture down that road from time to time.  

Hit Die: 1d8

Requirements:

Worshipper of Bane

Cleric, Paladin, any Deity Prestige Class (such as divine champion or Blackguard)

Wisdom 15

Knowledge (Religion) lvl 8

Class skills:

As Paladin

Skill points: 3 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special
	Spells

	1
	+0
	+1
	+0
	+2
	Hand of Bane Trainee, Hand of Bane  
	+1 to exist

	2
	+1
	+2
	+0
	+3
	Hand of Bane, Hands of Bane
	+1 to exist

	3
	+2
	+2
	+1
	+4
	Dark Hand of Bane, Hand of Bane Upgrade
	+1 to exist

	4
	+3
	+3
	+1
	+5
	Hand of Bane Commander, Hands of Bane Upgrade
	+1 to exist

	5
	+3
	+3
	+1
	+5
	Black Hand of Bane, Black Hand of Bane
	+1 to exist


Explanations:

Rank: Each level a Hand of Bane raises in rank exactly as any worshipper of Bane does. This is an extra rank that is separate from the original rank of the character. The ranks are:

Hand of Bane Trainee, Hand of Bane, Dark Hand of Bane, Hand of Bane Commander, and Black Hand of Bane.

Hand of Bane: At 1st level, the Hand of Bane can use this. A black hand is created, counts as the 6th level spell Bigby’s Forceful Hand this is available once per week

Hands of Bane: Creates two Hands that count as Huge Constructs. They can be directed to do whatever the caster wishes to. Their normal damage is 1d10+Strength Bonus. They have an armor class at 20 unless the caster concentrates a full round to make them avoid attacks. In that case they have armor class 30 as long as the caster concentrates. They have got strength of 30. Available once each 48 hours and has hardness of 5 and 50 hp.

Hand of Bane Upgrade: The Hand of Bane ability is now available twice per week and counts as the 8th level spell Bigby’s Clenched Fist.
Hands of Bane Upgrade: Strength 35 and available once per day

Black hand of Bane: Available once per day and counts as the 9th level wizard spell: Bigby’s Crushing Hand.

HIGH ARCHER 

(HAC)
- Prestige class

A High Archer is a Fighter, Paladin, Ranger or Elf who has been trained in the arts of the finest archery in the realms, if you use a bow as your primary weapon; this is the class for you. The first High Archer was a paladin of Corellon Larethian, and he taught the lessons of archery to his apprentices, which is why most HACs are elves. High Archers are mostly solitudes or in a party, but one major organization of High Archers exist. The organization worships Solonor Thelandira, the god of archery in the Seldarine, the elven pantheon. This cult also has a tendency to worship Sheverash, because their hatred of the drow is very like the Seldarine god of vengeance.   

Hit Die: d6

Requirements:

Ranger, fighter, paladin or elf 

Dexterity 18

Proficient with a type of short bow, a type of longbow a type of composite bow and a type of crossbow

Knowledge (Wind) ranks 8

Profession (Fletcher) ranks 8 

Class Skills:

As Fighter

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+0
	+2
	+0
	High Archery, Enlarged Pupils

	2
	+2
	+0
	+3
	+1
	

	3
	+3
	+0
	+3
	+1
	High Archery, Sniped Eyes

	4
	+4
	+1
	+4
	+1
	

	5
	+5
	+1
	+4
	+2
	High Archery, Inner Scope


Explanations:

Enlarged Pupils: The High Archer learns how to train in keeping eyes fully open. By doing this in a certain amount of time, he trains enough to make his eyes used to light and beams of all kind, at the last part of this training he can stare directly into the sun without taking any notice. Off course, he can still go blind. This gives him an effective +1 to hit and damage with all ranged weapons and +20 feet bonus on sight.

Sniped Eyes: The High Archer learns how to adjust the size and shape of his pupils. Instead of only having them enlarged, he can adjust, himself, exactly which sight he needs. This gives the high archer another +1 bonus to hit and damage but with all weapons and another +100 feet range of sight.

Inner Scope: Instead of using his eyes, a High Archer uses his mind to aim with by visualizing his target, then close his eyes and let the force guide hi… Sorry, and lets his mind guide him. A High Archer can decide himself if he uses the inner scope but if he does, the Enlarged Pupils and Sniped Eyes effects will not work while he is under the effect of inner scope. What is under effect is an effective damage and to hit bonus at +5. Other than that, there’s no range at which the High Archer gets negative attack bonus with inner scope. As long as the bow can hit at that range, so can the High Archer. In the use of Inner Scope, all ranges to target counts as Point Blank. 

High Archery: Choose an ability from this list:

Archer feat: Choose any Archer Feat

Bow Bonus: +1 to attack and damage with bow 

Bow Defending: The high Archer learns to defend himself with a bow, it gives no defense bonus but while a normal archer would be the subject of a free attack when he shoots an arrow in an adjacent square to an attacker a High Archer with this ability could choose one enemy who would normally gain a free attack and disallow this opponent to gain a free attack.

Favored Spot: A normal shot where you aim at, par example, the head, would have a –6 aim to hit modifier. With this ability you can specialize in a part of the body you can shoot at. You have -2 modifier when aiming at a specialized part of the body. These are the parts: Feet and low-legs; Legs; Lower Waste; Solar Plexus, Lower Breast; Breast; Neck, Head. If you have a favored enemy or the like which have body-parts not named here, you can choose this ability on those to.

Decapitating Shot: Requires: Favored Spot not at legs or feet though. If you fire an arrow at the chosen body part all creatures below HD 6 take a fort save of Your Attack bonus on that attack or die. All beneath HD 8 and above HD 6 must make a save vs. Fortitude at the DC of 10+your high archer level or die. All above 10 and below 12 takes 100% more damage if they miss the save from before. All above 12 takes 50% more damage if they miss the save from before. Any who makes their save takes 10% more damage. You may only use one attack per round when using such a shot.

HORN OF VENGEANCE

(HOV)
-Prestige class

In dark labyrinths of castles and underground, and in black mazes of the underdark, waits the creature of Baphomet. Wary creatures, they keep an eye on everything going on below in their territory. Suddenly a group of adventures appear, and an axe is swung, and a couple of horns are rammed into the side of a rib. The adventures are dead. Not even tired, a creature with two horns, claws, sharp teeth and hooves stand in the dark with blood on his axe and horns. The creation of Baphomet. The Minotaur. But Baphomet doesn’t only have Minotaur worshippers, and just recently the creatures of his creation broke through their labyrinths and onto the face of Toril in large numbers. Some few of Baphomet's worshippers are paladins, clerics, druids, or rangers. Many are barbarians. These are the classes that typically become one of Baphomet’s holy warriors, the horns of vengeance.

Hit Die: d10

Requirements:

Weapon Proficiency (Any Club)

Knowledge (Labyrinths and Mazes) ranks 12

Worshipper of Baphomet 

Special: Must have horns, artificially or naturally grown.

Class skills:

As Barbarian.

Skill points: 3 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special
	1
	2
	3

	1
	+0
	+2
	+0
	+2
	Horns of Vengeance, Spells
	1
	-
	-

	2
	+1
	+3
	+0
	+3
	Scent
	1
	1
	-

	3
	+2
	+3
	+2
	+3
	Natural Cunning
	2
	1
	1

	4
	+3
	+4
	+1
	+4
	Baphomet’s Will
	2
	2
	1

	5
	+3
	+4
	+2
	+4
	Charge of Baphomet
	3
	3
	2


Explanations:

Spells: The Horn of Vengeance gains a number of personal spells. The Horn of Vengeance knows these spells as soon as he/she gains the level to cast them. The character uses wisdom to gain bonus spells, modify DC’s and so on, and doesn’t need to memorize. 

Horns of Vengeance: Whenever dealing out damage with his/her horns, a Horn of Vengeance deals out one point of vile damage. 

Scent: The character gains the scent ability. If character has this ability already, his or her scent range is doubled.

Natural Cunning: Character gains the natural cunning ability of a Minotaur. If character has this ability already, his Horns of Vengeance ability is doubled.

Baphomet’s Will: The worshipper of Baphomet begins to develop a strong will to block out every mental attack. He gains the feat Iron Will and may cast Mind Blank once per week.

Charge of Baphomet: The character is taught some of the most powerful things behind the lord of Minotaurs. Once per week when charging with his horns, he may deal no damage what so ever but emit a Storm of Vengeance spell instead.
Horn of Vengeance Spell List:
	1st: 
	2nd:

	Shield of Faith. Aura grants +2 or higher deflection 


Bonus.
	Speak With Dead. Corpses answer a question/two


Levels

	Endurance. Subject gains 1d4+1 con for 1 hr./level. 
	Fire Shield. Creatures attack you takes fire damage;

You’re protected from heat or cold

	Doom. Target is doomed.
	Bestow Curse. –6 to an ability; -4 on attacks, saves, 

 
And checks, or 50% chance of 


Losing each action  

	Scare. Panics creatures of less than 6 HD
	Emotion (Hate). Emotion (Hate) fills subjects.

	
	

	3rd:

Mark of Justice. Designates action that will trigger curse on subject.                                
	

	Righteous Might. Your size increases, and you get 

 
+4 str.
	                                                

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

	Dispel Good. +4 bonus against attacks by good

Creatures.


	 

	.
	

	
	  

	 
	 

	
	 

	 
	 


JUSTICAR 

(JUS)
-Prestige class

A justicar is a servant of Tyr. Usually a justicar has been maimed in combat in the service of the maimed god, and lost his arm, but sometimes the justicars maim themselves in order to be closer to their true divinity. The justicars seek justice in every way, and the word of the even-handed is the word of justice. Justicars are not necessarily good, but they always uphold law and order. They are judges, magistrates and holy warriors combined into one, and seek to end tyranny. Their archenemy is the church of Bane, and they seek to destroy the ultimate tyrant. Usually paladins and clerics become justicars, but some fighters become justicars to. There are not many guilds or orders within the justicars, but one of the ones that do exist is ‘’the maimed ones’’. This order takes its base in Calimshan, and most of its members are from Cormyr. They seek to end the large factions of crime based in the eastern country. 

Hit die: 1d10

Requirements:

Base Attack +5

Base Will Save +2

Worshipper of Tyr

Lawful Good or Lawful Neutral

Wisdom 15

Weapon Proficiency (Longsword or Warhammer)

Knowledge (Religion) ranks 4

Profession (Jurist) ranks 4

Special: Character must be of a race that originally only has two arms and may not have gained new ones. 

Special: Character must have lost an arm in combat or by self-maiming. This means that he cannot fight with a shield, fight two-weapon fighting, has all physical skills halved and many other things.

Class skills:

As Paladin

Skill points: 4 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special
	Spells

	1
	+0
	+1
	+0
	+1
	Maimed Control, Justice Wielder
	+1 to exist

	2
	+1
	+2
	+0
	+2
	Free the Oppressed
	+1 to exist

	3
	+2
	+3
	+1
	+2
	Righteous Smite
	+1 to exist

	4
	+3
	+4
	+1
	+3
	New Domain
	+1 to exist

	5
	+3
	+5
	+1
	+3
	Justified Strike, Powers of the Justicar
	+1 to exist


Explanations:

Maimed Control: Because of the loss of one of his arms, the justicar becomes closer to his god, Tyr, the even-handed. He gains a focus on the arm he does have left, and has a +6 modifier to hit with the arm he has left whenever using a sword or a hammer, and when using one of those items, they always count as though they were +1 holy. If the weapon of the justicar has a better enchantment bonus than +1, use the best modifier. Further than this, he gains +1 wisdom, when he discovers the divinity that lies in his maimed arm. If he ever regains the use of his lost arm, he loses all abilities of this prestige class and can gain no further levels. 

Justice Wielder: A justicar may wield two-handed weapons in one hand. This is a supernatural ability. He deals +5 damage against all chaotic or evil enemies, +10 against chaotic evil enemies.

Free the Oppressed: A Justicar has a +10 to hit and damage circumstance bonus against worshippers of Bane and clerics with the Tyranny domain.

Righteous Smite: The justicar has the ability to Smite Evil as a paladin. A justicar uses twice his levels in all classes when determing how powerful his smite is.

New Domain: Because of his maimed arm, the justicar is very close to his deity, and gain more divine powers than a normal worshipper of Tyr. The Justicar gains access to the Retribution domain. If he already has access to the Retribution domain, he gains access to one of Tyr's other domains. 

Justified Strike: Because of how close the justicar is to his divine lord, he actually begins to draw powers from the maimed gods sword. The clerics weapon always counts as though it was a +3 holy vorpal. If the weapon the justicar already possesses is better than +3 use the weapons enchantment bonus.

Powers of the Justicar: The justicar receives the ultimate powers of the maimed god. He receives +1 wisdom, strength and constitution and gains +4 insight armor class.  

MAULER 

(MLR)
-Prestige class

In Faerûn, the typical weapons are pointed or sharp, daggers, axes, swords, spears and the like. But there exist weapons there are not sharp, Mauls and warhammers for example. The hammers are great and massive blunt weapons and some warriors and clerics or such, have specialized in using the forceful weapons. A Mauler almost always has a simple hammer. He places no gadgets or sharp items upon his hammer because the essential training of the Mauler is dealing blunt damage, mashing the target into mush. A creature of peace or non-violence or even a creature with respect for the dead, or perhaps one who think mighty use of force is distasteful, should not be a Mauler. The Mauler focuses on retribution in the ways of violence. No poetic justice or balance, only smashing the target into as insubstantial a mass as possible. Only one known Mauler group exist besides groups of 1-10 Maulers. The group is called the Art of Violence after the lesson taught in this prestige class with the same name. The Art of Violence is a chaotic good group of dwarves, half-orcs and a few humans. It strives to end evil literally. Each time another evil being is destroyed in their wake, they set an example to other evil creatures by taking what’s left of the creature and putting it in small cages for all to see. Many authorities hunt the group because they put cages up where it’s not allowed. Some cages have even been found in places like orphanages.   

Hit Die: d10

Requirements:

Base Attack Bonus +11

Strength 18

Constitution 16

Craft (Blacksmith) Ranks 4

Weapon Proficiency (Any Hammer)

Weapon Focus (Any Hammer)

Power Attack

Class skills:

As Barbarian.

Skill points: 2 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+2
	+0
	+0
	Hammering

	2
	+2
	+3
	+0
	+0
	Mauling

	3
	+3
	+5
	+0
	+0
	Fury of Anvils

	4
	+4
	+6
	+0
	+0
	Smash

	5
	+5
	+8
	+0
	+1
	Bash, Critical Mauling, Art of Violence


Explanations:

Hammering: Weapon Specialization (Any Hammer)

Mauling: All Hammers have 5% chance to cause 1d2+1 rounds stun

Fury of Anvils: The mauler trains his art with the hammer while at the same time strengthening his body but letting him be mashed between to grand hammers or iron plates. This gives him +1 constitution and ability to cleave with hammers and mauls (if the Mauler has the cleave feat).  

Smash: Once per day, when used, the Hammering ability gets +35% for 4 rounds.

Bash: Mauling is increased by 10%

Critical Mauling: Whenever fighting with a Hammer, it counts as though it had the Impact special ability plus whenever the Mauler scores a critical hit, the Mauling ability works 50% surely on that hit. This cannot go above 50% with the use of any abilities.

Art of Violence: +4 Damage with hammers and whenever the character scores a critical hit, the target takes the damage he would normally take, + he takes damage as though he’d been hit with a Spiritual Hammer cast by a Cleric at the Maulers level. This is because the Mauler literally makes the targets flesh into mush, and the divinity of the Spiritual Hammer manifests in the Maulers weapon.

METAMAGE 

(MTM)
-Prestige class

The mages of Faerûn uses metamagic in all its ways. Some mages tire of the fact that metamagic is so useful, but so unpredictable and limited. The Metamage uses metamagic feats and makes them permanent, more powerful and creates their own ways of Metamagic. They differ from the Incantrix because the Incantrix also focuses on spells that affect other spells, whereas the MTM only focuses on the feats of the metamagic. The Metamage is not a very spread out way of life, because the most mages don’t care to make one spell better, at the costs of spellslots where one could have used other spells. But some have discovered that a maximized, empowered and quickened Fireball, could deal much more damage than a Horrid Wilting for example.

Hit Die: d4

Requirements:

Ability to cast arcane spells level 5 

Intelligence 15

Knowledge (Metamagic) Ranks 6

At least three metamagic feats

Class skills:

As Wizard.

Skill points: 2 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special
	Spells

	1
	+0
	+0
	+0
	+2
	Metamagic Feat
	+1 to exist

	2
	+1
	+1
	+1
	+3
	Metamagic Creation, Metamagic Feat
	+1 to exist

	3
	+1
	+1
	+1
	+3
	Metamagic Feat, Metamagic Permanency
	+1 to exist

	4
	+2
	+1
	+1
	+4
	Metamagic Permanency
	+1 to exist

	5
	+2
	+2
	+2
	+4
	Metamagic Feat, Epic Metamagic
	+1 to exist


Explanations:

Metamagic Feat: Gain one Metamagic feat.

Metamagic Creation: Allowance to create metamagic feats; this is just like creating new spells.

Metamagic Permanency: One of Casters Metamagic feats becomes partially permanent. The caster may select two spells for which one of his metamagic feats always counts. It may not be an epic metamagic feat.

Epic Metamagic:  Gain one Epic Metamagic Feat.

POLEARM 

(POL)
-Prestige class

Many gnolls delight in weapons of massive damage and range. Large bardiches, halberds, voulges, partisans, all polearms that exists. Chances are if you can name a type of polearm, a gnoll has used it. But when a whole race uses one weapon-type, it results in multiple sharing of experience and many a master of polearms becomes trained. Exactly as elves are rumored to be masters of the bow, gnolls are rumored to be masters of the polearm. Thus, the gnolls have developed their own rules and wisdoms within the polearm business, and out of it have come many skilled warriors who use the polearms as part of themselves. ‘’The Fiercely Few’’ is an order of gnoll polearms within the icy terrain of the North, and ‘’The Longest of Arms’’ is a, surprisingly, good order of polearms in the Silver Marches. But the most vicious and terrifying of the polearms are certainly evil. Usually fighters go the way of the polearm, but clerics and paladins of Yeenoghu have been known to do the same. Some gnoll shamans and even a few warlocks have done it to.    

Hit die: d10

Requirements:

Gnoll 

Weapon Proficiency (Halberd, Bardiche and any other polearm)

Strength 19

Base Attack bonus +7

Special: The character must receive training from a 5th level polearm (Polearm Master) and have at least 70 hit points.

Class skills:

As Fighter

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+1
	+1
	+1
	Polearm Trainee, Long Range, Polearm 

	2
	+2
	+1
	+1
	+1
	Polearm Specialization 

	3
	+3
	+2
	+2
	+2
	Polearm Specialization

	4
	+4
	+2
	+2
	+2
	Polearm Specialization

	5
	+5
	+3
	+3
	+3
	Polearm Master, Whirlwind of the Polearms, Sharp Edge


Explanations:

Polearm Trainee: At this stage, the character is in his learning period and must learn obedience. During this stage the character must follow any order given to him by another gnoll unless it is to harm another gnoll or the character himself, and he must follow any order given by another polearm whether the result of that order is hurting another gnoll or hurting the character himself. If he disobeys, he will not be able to gain further levels in this prestige class ever again but retains already gained abilities.

Long Range: The gnoll learns to use polearms to their limit, the range included. A gnoll has +10 ft. reach with any polearm.

Polearm: As long as he is not a polearm master, the character must follow any orders given by a polearm master or he will not be able to gain further levels in this prestige class, though he retains the abilities he already have from it.

Polearm Specialization: The character may choose between this variety of abilities. All abilities only count when the character is using a polearm.

Polearm Damage: +2 damage with polearms.

Polearm Accuracy: +2 to hit with polearms.

Polearm Mastery: +1 to hit and damage with polearms.

Colossal Toss: Character may use polearms as ranged weapons. He may throw them (as long as his str. Doesn’t go below 19) as though they were throwing axes, but they deal the damage the polearm would normally deal.

Lethal Accuracy: Characters critical threat range is bettered by 1 (I.e. From 18-20 to 17-20)

Lethal Damage: Characters critical damage is bettered by 1 (I.e. From x3 to x4)

Polearm Defense: Character gains +1 circumstance AC bonus whenever wielding a polearm. He must have the Fiercely Force ability to choose this ability.

Fiercely Force: +1 damage and to hit with polearms and at will as a full round action the character may evoke a fear spell (DC25) on all enemies who sees him as long as he wields a polearm. He must have Polearm Mastery to choose this ability.

Cleaver: Whenever wielding a polearm, character is treated as having the greater cleave feat.

He doesn’t need the cleave feat for this to work. He must have Polearm Mastery to choose this ability.

Polearm Master: The polearm is free of taking orders from polearm masters and may command all other polearms as long as they’re not polearm masters. 

Whirlwind of the Polearms: The character gains a free whirlwind attack feat even if not wielding polearms.

Sharp Edge: Whenever the character wields a polearm, it counts as though it had the Keen ability.

RED KNIGHT

(RDK)
-Prestige class

Red Knights are worshippers of the Red Knight, the female goddess of tactics and strategy. A Red Knight is most usually a fighter or a paladin, but a few clerics have been known to join the ranks. Mostly the Red Knights are neutral, and see the color as representing their alignment and their view on life: That one good tactician on one of the sides of battle can make an army of two hundred cope against an army of ten thousands. And the fact that it doesn’t mean anything who’s on the good or the evil side, the victor of combat is victor in life. Some Red Knights however are good and evil, and use tactics and strategy as a means of victory for their side. Some few orders of Red Knights exist. The ones broadest known on Faerûn, of the three alignments, are the Ladies Blood, an evil order of Red Knight worshippers who is most commonly seen engaging an enemy alongside orcs on the battlefields. A good order also exists in Forgotten Realms, the White Knights, who wear white armor but worships the Red Knight. They help Torm and Tyr's church mostly. The most known order of Red Knights is called, innovatively, the Red Knights and has their base in Shadowdale. A new, very small, order of Red Knights has recently established themselves in the capital of the Silver Marches, Silverymoon. The order hopes to become increasingly big. The order is called the Red Moon, and counts about 25-30 members. This order is, apart from many worshippers of the Red Knight a very religious order. Their symbol is a crusted, red moon and star. This order doesn’t count only Red Knights though. It is the only known church of the Red Knight in Silverymoon, and even the Silver Marches. They don’t differ from alignments.     

Hit die: d10

Requirements:

Any Lawful 

Leadership Feat

Profession (Tactician and Strategist) 5 ranks.

Knowledge (Tactics and Strategy) 5 ranks.

Profession (Chess Player) 1 rank.

Base Attack Bonus +5

Worshipper of the Red Knight.

Special: Must have attained knighthood if character is not a paladin and/or has it already.

Class skills:

As Paladin.

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+1
	+1
	+0
	Knight of the Chessboard, Enhanced Tactics

	2
	+2
	+2
	+2
	+1
	Master of Horse, Enhanced Strategy

	3
	+3
	+2
	+2
	+1
	Redeye, Enhanced Leadership

	4
	+4
	+3
	+3
	+2
	Master of Sword, Protect the Peasant

	5
	+5
	+4
	+4
	+2
	Checkmate, Protect the King, Master of Tactics


Explanations:

Knight of the Chessboard: At level 1 the Red Knight is trained in the basic principles of the tactics by training to play the Red Lady’s favorite game: Chess, and learning to use it in tactics in real-life combat. Furthermore she is introduced to some of the secrets behind the Red Lady’s way of doing melee combat. The Red Knight gains a +4 permanent bonus to Profession (Chess Player) and a +4 circumstance bonus to Profession (Tactician and Strategist) and Knowledge (Tactics and Strategy) if the force she is making a move against varies within 5% (more, less or equal to) the numbers of her own army. Her melee combat improves by giving the Red Knight a +1 luck bonus to armor class whenever she is wearing a ceremonial armor of the Red Knight.

Enhanced Tactics: The Red Knight improves her skill in Profession (Tactician and Strategist) by giving it a +2 boost.

Master of Horse: The Red Knight trains in horseback riding and may select one feat that is in relation to this art. Ride By Attack or the like. Furthermore she gains a bonus to ride at +2.

Enhanced Strategy: The Red Knight improves her skill in Knowledge (Tactics and Strategy) by giving it a +2 boost.

Redeye: The Red Knight begins to be revealed to the biggest mysteries and secrets behind the Red Knight and her tactical abilities. She can draw upon her power and select one spell from one of the Red Knights domains and know it as a spell-like ability once per day. It must be of fourth level or lower.

Enhanced Leadership: Becoming more used to tactics, is becoming a better leader. The Red Knight gains a +2 to her leadership score.

Master of the Sword: A fine art of being a knight is being able to fight with the sword. But especially for worshippers of the Red Knight, the sword is an essential weapon and even her clerics are at least trained to use them, if not especially good. But her knights have been, and they must do it with excellent art. A Red Knight gains a +2 bonus to attack and a +1 bonus to damage whenever using a sword. Furthermore her critical threat range increases by 1 and the multiplication factor by 1 (Ex. From 19-20x2 to 18-20x3).

Protect the Peasant: At this stage the tactician begins to see every soldier in a battle as a chess piece that she can move with her commands. Any private under the direct (that takes command, verbal or somatic, from the Red Knight directly in combat) gains a +1 circumstance bonus to armor class though not the Red Knight herself.

Checkmate: A fully trained Red Knight begins to draw power from the Red Lady’s masterpiece artifact sword: Checkmate itself. A small part of the sword actually shows in the Red Knights and the Red Knights sword begins to glow slightly red.  From now on she may, once per day, point her sword at an enemy and yell: ‘’Checkmate!’’ to the subject, which must hear it (Subject doesn’t necessarily have to see it). If these requirements are fulfilled, the target must stand paralyzed until the Red Knight moves her sword or the target is attacked. Any attack versus a person in checkmate is a free attack. 

Protect the King: The essential part of the chessboard has always been the king. Learning this through her training the Red Knight begins to understand the importance of the leader, the greatest tactician. Whenever fighting directly under the command of, or directly protecting, the highest ranking person involved in a battle the Red Knight gains a +3 circumstance bonus to attack and damage rolls. Furthermore, if the character believes in the cause of the leader, she may take up to half of all damage done to the leader with each blow he or she takes.

Master of Tactics: For the last part of her training the Red Knights deepest lore on tactics and great strategies is revealed. To receive this ability, the Red Knight must spend at least a hundred hours 

(-20 per intelligence bonus, -10 per wisdom bonus and +20 per intelligence penalty +10 per wisdom penalty) on reading books on the subject. When done, the Red Knight can enjoy a total bonus of +10 to Profession (Tactician and Strategist), Knowledge (Tactics and Strategy) and a +6 bonus to her leadership score.

ROYAL COURT GUARD 

(RCG)

-Prestige class

RCGs are high elves that are in the guard of one of the court members also called judges. The court of Cormanthor has been increasingly falling in numbers since Myth Drannor's fall and since the drow came to the surface, but they still exist and have about 3,000 citizens, 500 soldiers, the original 7 Judges and the Overlords. Besides these numbers each judge have a guard that counts in precisely 30-50 members depending on the status of the judge. The Royal Court Guards later on becomes of high enough status to become the lieutenants and captains of the Cormanthor Court soldiers. Or to actually rise to be one of the two bodyguards that each judge has.    

Hit Die: d8

Requirements:

High Elf

Base Attack Bonus +9 

Weapon Focus (Elven Longbow)

Member of a courtyard.

Class skills:

As Fighter or Ranger, selected at start

Skill points: 2 + Int. modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+0
	+2
	+0
	Elven Specialization, Weapon Feat, Ernoth

	2
	+2
	+0
	+3
	+1
	

	3
	+3
	+0
	+4
	+1
	Weapon Feat, Sargulae

	4
	+4
	+0
	+5
	+1
	Mondu est uth Awa

	5
	+5
	+1
	+6
	+2
	Elven Specialization, Weapon Feat, Adamara


Explanations:

Ernoth: The characters rank is ernoth, or private. The character gains +2 bonus to his initiative.

Sargulae: The character can at this point be promoted to Sargulae; this is a corporal, sergeant or a kind of division leader. Even if not promoted character receives +2 bonus to his reflex saves.

Adamara: The character can now be promoted adamara, or captain, if he has previously been a sargulae. Even if not promoted, the character gains +1 to his dexterity, and +1 to his wisdom.

Elven Specialization: Gain the feat Weapon Specialization on Elven Bow or Elven Sword. At 5th level, if the character previously only has taken weapon specialization on one of them, he must choose the other at 5th. 

Weapon Feat: Gain any feat that only counts when using a specified weapon. The weapon must be an elven sword or bow.

Mondu est uth Awa: Allowance to choose weapon specialization as a feat besides the one gained for this class even if character is not fighter.

SEEKER 

(SEK)
-Prestige class

On a cold and gray morning, the sunlight is just beginning to sear the clouded sky. The creatures and children of the night seek protection from the light, and the creatures of deities like Shar hide in the ground. But as soon as one of the children of night, a vampire, go to its usual cover for light, it is seared by cold steel. Left in the darkness looking on the vampire’s body stands a figure in a white robe and a black belt. A seeker. Also called lightseekers, the seekers are servants of Crysalis who fight to protect the light and destroy the darkness. But as Crysalis’ dogma says: ‘‘to use the darkness as cover is allowed, for it is allowed to use the enemies weapon against himself.’’ Seekers sometimes work undercover, sometimes in the open, and like some sort of private detectives they seek out evil and creatures of darkness and slay them. Seekers usually travel with companions like a party. Seekers are originally called seekers because they ‘’seek’’ the light wherever it is non-existent and because of their deities weapon is actually called ‘’Seeker’’. The commoners respect seekers in many parts of good Faerûn, but the law, nobility and royalty dislike them, for the seekers have no qualms about breaking the rules to seek out and destroy what’s evil. Two greater guilds of seekers exist. One in Cormyr, Seekers of the Divine Light, has recently claimed that an order of bloodthralls and demonologists in Zhentil Keep is trying to reincarnate Nova, Crysalis’ archenemy. The other, the Silver Seekers, has their base in Silverymoon and are the largest order of seekers in Faerûn. Mostly paladins go the seekers way, but also many clerics. Some rogues, divine bards, divine champions and a few wizards go down the seeker road also.   

Hit Die: d8

Requirements:

Worshipper of Crysalis

Neutral or Chaotic Good

Ability to conjure light as a power, spell-like ability or spell.

Base Attack bonus +2

Base Will Save bonus +1

Knowledge (Light) Ranks 5

Knowledge (Darkness) Ranks 3

Weapon Proficiency and Weapon Focus (Shortsword)

Special: Must be accepted as member of a seeker guild

Class skills:

As Paladin.

	Level
	Att
	Fort
	Ref
	Will
	Special
	Spells

	1
	+1
	+0
	+1
	+1
	Seeking, Seeker
	

	2
	+1
	+1
	+2
	+2
	Enemies Weapon
	+1 to exist

	3
	+2
	+1
	+2
	+2
	Smite Dark
	

	4
	+2
	+2
	+3
	+3
	Turn Undead
	+1 to exist

	5
	+3
	+2
	+4
	+3
	Divine Light, Sunglobe
	

	6
	+3
	+3
	+4
	+4
	Undead Slayer
	+1 to exist

	7
	+4
	+3
	+5
	+4
	Crystallize
	

	8
	+4
	+4
	+6
	+5
	Heavenly Light
	+1 to exist

	9
	+5
	+4
	+6
	+5
	Divide Sky
	

	10
	+5
	+5
	+7
	+6
	Angelic Transcendence
	+1 to exist


Explanations:

Seeking: The character can always detect the closest source of light within a hundred feet. He receives +2 circumstance bonus to spot, listen and search checks when within 10 ft. of a source of light or below the sun.

Seeker: As soon as the character becomes a seeker he receives the traditional seeker trademarks. A black belt with a crystal clasp to tie around his waste (counts as belt of Darklight) and a white robe to wear below armor or whatever. (Counts as a robe of Archon Shine). Both of the items are described in the magic items section under basic magic items. 

Enemies Weapon: The caster may use a Darkness spell once per day. All light sensitive creatures within this special Darkness spell take 1d8+1 points of damage per round within it.

Smite Dark: Character may once per day use an ability exactly like a paladins Smite Evil except it only counts against creatures with light sensitivity or light blindness and whenever used counts as it was used by a 15th level paladin with 20 charisma. 

Turn Undead: As cleric. If you already have Turn Undead, add your Seeker levels onto any other classes whom may Turn Undead.

Divine Light: The caster may use an empowered Searing Light spell once per day as cast by a 15th cleric (DC24). Besides that, character cast spells with the light descriptor at +2 caster level.

Sunglobe: At level 5, the character undergoes a new state of the seekers, almost like getting a higher rank or position. To verify this, the character receives a sun globe the next time he speaks with his superiors. A sunglobe can be found under the basic magic items description. 

Undead Slayer: Gain undead as favored enemy, if you already have them, your bonus towards them is doubled. Any spell with the light descriptor deal 1d8 points of damage to undead if they are within radius of, targeted by, or in some other ways affected by the spell. If the spell already did damage, it does an extra 1d8 each time it deals damage.

Crystallize: All possessions character carries that is made of crystal are immune to the Shatter spell and gains +5 hardness. Furthermore, the caster may cast Shatter at will. 

Heavenly Light: Character may use the heaven to draw power from. Whenever there are no clouds on the sky and it is day, he may use a Mass Healing once per day.

Divide Sky: Whenever the clouds and the sun is present, character may divide the clouds once per day and send a huge and colossal beam of sunray down on the ground. This heals all people that the caster wants to heal within a 100 ft. as per the Cure Critical Wounds spell, and damages all light sensitive or undead creatures by 1d8 per two levels. Creatures that are both light sensitive and undead takes 1d8 per level. Vampires take 1d20 per level.

Angelic Transcendence: At 10th level of the Seeker class, the character undergoes a remarkable change of both his physic and mind. The caster is raised to become a celestial being by his divine master Crysalis and becomes a most powerful creature. The characters type is changed to outsider (he cannot be raised or resurrected only by a wish or a miracle spell) and he grows wings of either feathers or light. If he grows wings of feathers he gains +15 hit points and has a flight rate of 50 ft. (Good). If he grows wings of light he has a flight rate of 90 ft. (Perfect) and nothing else. As he becomes a celestial, he gains these celestial traits: 

Magic Circle against Evil: A magic circle against evil spell always surrounds the character as cast by a cleric of his seeker level.

Teleport: The character may Teleport Without Error once per day.

Tongues: The character can speak with all creatures that has a language as though he had a tongues spell cast by a 14th level sorcerer upon him.

Immunities: Character becomes immune to air and petrification.

Resistances: Character has water and earth resistance 20. He has +4 racial bonus against saves vs. poison.

Keen Vision: Character gains low-light vision and 60-foot darkvision.   

WIZARD SLAYER 

(WZS)
- Prestige class

A Wizard Slayer. The name says almost everything does it not? But a wizard slayer does not have to hate mages; he can just be trained in how to hurt them. NOTE: For the sake of the DM, if you’re a player character who chooses this prestige class, please don’t have a background that says: ‘’My home was destroyed by a mage, thus, I hate mages and will now go into a raging fury towards them’’. Haven’t we had enough of that? Wizard Slayers, like dragon slayers, has gained large numbers as of late, because so many wild mages accidentally destroys the innocent’s habitats.

Hit Die: d10

Requirements:

Base Attack Bonus +6

Spellcraft ranks 4 

Knowledge (Arcane) ranks 8

Class Skills:

As Fighter

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+2
	+2
	+2
	Spell Resistance, Wizard Slaying, Magical Competence

	2
	+2
	+3
	+3
	+3
	Low Spell Immunity

	3
	+3
	+3
	+3
	+3
	Slay Mage

	4
	+4
	+4
	+4
	+4
	Spell Hit

	5
	+5
	+4
	+4
	+4
	Mediocre Spell Immunity

	6
	+6/+1
	+5
	+5
	+5
	High Spell Immunity

	7
	+7/+2
	+5
	+5
	+5
	Bonus Feat

	8
	+8/+3
	+6
	+6
	+6
	Craft Wizard Slaying Item

	9
	+9/+4
	+6
	+6
	+6
	Great Spell Immunity

	10
	+10/+5
	+7
	+7
	+7
	Magical Safety


Explanations:

Magical Competence: A Wizard Slayer learns everything about magic items and such and knows what they can do to a person. Out of necessity he uses weapons and armor to protect himself, but after learning the secrecy of items, he would never use any other magical item. In game play this means that the WZS cannot use any other magical items than weapons and armor will not accept any spell casting at him. Not from his weapons or armor, not positive spell casting, not even buffs. This is only buffs and positive spell casting from arcane spellcasters. Any old arcane spell casting Class the character who levels in WZS might have is useless while he has the WZS.

Spell Resistance: 1, +1 each level in the WZS class, this stacks with any other SR.

Wizard Slaying: Arcane Spellcasters all use almost same technique to cast spells and to defend. The Wizard Slayer can, by using his spell resistance, bypass all non-permanent magical protections on a wizard. The wizard rolls a caster level check (1d20 + Caster level) to beat the wizard slayer magic resistance. If he does not make it the protections on the wizard are not dispelled, but in the attack made by the wizard slayer, the spells are ignored. The Wizard Slayer can only use the spell resistance gained from this class (WZS) to do this ability, but has an effective +6 bonus to bypass magical effects. Further than this the wizard slayer gains an extra +2 circumstance bonus on attack rolls against mages when he has an attack of opportunity against them because of them casting spells.

Low, Mediocre, High and Great Spell Immunity: Low: 0 Mediocre: 1st High: 2nd  Great: 3rd. Only counts for arcane spells.

Slay Mage: Once per day a Wizard Slayer can add his WZS level to the damage roll of his attack against an Arcanist.

Spell Hit: Each successful hit on an arcane spellcaster gives the arcane spellcaster 1 + 1 per level of WZS spell failure. With each hit the extra spell failure applies to even bigger levels but with a 50% decrease from last hit. The maximum spell failure currently active with this effect is 50% and it has duration of one hour.

Bonus Feat: Gain a bonus feat

Craft Wizard Slaying Item: A WZS can craft an item using the rules of craft weapon that gives A +2d6 damage to arcane spellcasters and a +2 to hit

Magical Safety: The WZS can wear one magical item category besides weapons and armor (I.e. Rings, Bracers, Boots). 

WRATHBRINGER

(WRB)
-Prestige class

The battle is set. Silence before the storm breaks lose is the only thing heard on the battlefield. But suddenly someone from one of the armies roars and makes the other side tremble. The men from the ranks of the one who roared begin to strengthen with courage. Battle begins. Suddenly another roar is heard. Suddenly every man of the one who roared flies into a rage. The enemy trembles again, and is defeated. The Wrathbringer releases a skull from the burden of his axe. The Wrathbringers are usually barbarians or clerics, though sometimes also bards of Fura who has the ability to rage divine, and to enable allies to fly into holy rages also. They inspire courage in their allies, and strike the enemy with fear. The Wrathbringers have orders in a few places in Faerûn, but mostly they are solitary. The first and most known of the Wrathbringers is Fura's chosen, Flarling the Feral Fury. 

Hit Die: d12

Requirements:

Ability to rage or cast divine spells received from Fura  

Knowledge (War) Ranks 4

Base Attack +5

Base Will Save +2

Wisdom 12

Strength 15

Must be of Chaotic Good or Chaotic Neutral alignment

Servant of Fura

Special: Must show whoever will teach the character that the character can roar, either by natural or magical means.

Class skills:

As Barbarian

Skill points: 2 + Int modifier

	Level
	Att
	Fort
	Ref
	Will
	Special

	1
	+1
	+2
	+0
	+2
	Inspire Courage, Rage 1/day

	2
	+2
	+3
	+0
	+3
	Fearless Rage

	3
	+3
	+3
	+1
	+3
	Inspire Rage, Rage 2/day

	4
	+4
	+4
	+1
	+4
	 Furious Rage, Tremble Before Me

	5
	+5
	+4
	+2
	+4
	Inspire Fearless Rage, Divine Wrath, Rage 3/day


Explanations:

Inspire Courage: The Wrathbringer can enable his allies to forget their fears. He may roar once per day, and when doing so, every ally within hearing distance has +1 morale bonus on attacks, damage and saves and receive +4 (a total of +5) to saves against fear.

Rage: As a barbarian's rage. If the Wrathbringer can rage already, this ability adds onto the characters normal rages per day. 

Fearless Rage: At level 2, the Wrathbringer enables his logical thinking to forget certain things when he rages. At this point he is immune to all fear effects in a rage.

Inspire Rage: The Wrathbringer cannot only make himself fly into a rage. He can now also fill the hearts of his allies with wrath, so that they fly into a rage much like his own. Once per day, the Wrathbringer can make every willing ally within hearing distance fly into a normal barbarian rage, as if a 1st level barbarian was raging. 

Furious Rage: The Wrathbringers raging ability begins to seriously change and he becomes closer to the eternal fury of his deity, Fura. Whenever the Wrathbringer enters a rage, he becomes immune to every harmful mental attack as per a Mind Blank spell.

Tremble Before Me: The Wrathbringer begins to strike his opponents with fear as he becomes more powerful. Whenever entering a rage, the Wrathbringer has Fearful Presence as a dragon (DC16).

Inspire Fearless Rage: When the Wrathbringers allies are affected by his Inspire Rage ability, they become immune to all fear effects.

Divine Wrath: By drawing on the powers of his true divine, Fura, the Wrathbringer can begin a truly awe-inspiring assault. Whenever the Wrathbringer is in a rage, he is always counted as having the Greater Cleave feat, and his Fearful Presence has a difficulty class (DC) of 18.     
DEITIES

’’Kill one and you’re a murderer.

Kill millions and you’re a conqueror.

Kill all and you’re god.’’ 

- Adolf Hitler

NEW DEITY RULES

All rules about deities equal the ones of the D&D 3rd edition.

There are a few additions that will be explained in this chapter.

Blessings: The blessings are new things with the coming of the Demons Blood compendium. Each domain grants even more powerful blessings to the cleric dependant on his level, and on how well he serves his patron. The blessings are gained at level 1, 5, 10, 15 and 20 but only when the cleric level in a class that allows him to go further up in his domain(s).

Deities: Many new deities have sprung forth; all of them will be explained in this chapter.

Domains: Many rules about domains have varied in many of the D&D books and rumours. In the Demons Blood one rule is in action. 1 domain is granted a cleric. In the D&D rules it was actually 2, but with the coming of the blessings another domain is too powerful. Any other domains must therefore be gained from prestige classes or the like. NOTE that in the Book of Vile Darkness and the Forgotten Realms© campaign setting, two different domains appear, but they both share the same name: Darkness. To avoid confusion, the Darkness domain from the Forgotten Realms© campaign is still called Darkness, and the domain from the Book of Vile Darkness is now called Vile Darkness. 

Role-playing: The blessings are an extra bonus, but take its toll. Prayers, sacrifices and the like is needed for a blessing to start or to function, the DM may at anytime draw a blessing back, stop it from function, or not grant it, if a cleric is not worshipping his/hers god enough. 

‘’When god creates a beautiful woman, the devil opens a new account’’
- Ambrose Bierce

Aavoral

The Equal, the Raven, the Judge, the Advocate of Ao, The One Above them All

Greater Faerûnian Deity (Divine Rank 20)

Symbol: A demon with a spider’s body, a scorpion’s tail (active), an undead slaadis body, a red


Human’s head (balled), a pair of celestial wings and a crystalline sword

Home Plane: The Abyss

Alignment: Neutral

Portfolio: Neutrality, fairness, equality, time, balance, truth

Worshipers: Judges, lawyers, druids, rangers, demons, celestials, humans, high elves, moon elves

Cleric Alignments: LN, N, NE, NG

Domains: Fate, Knowledge, Planning, Retribution, Time

Favored Weapon: ‘’Equality’’ (Bastard Sword)

Aavoral (ay-voe-ral) is the mightiest of the gods of Faerûn and as mighty as can be before becoming an overlord. Aavoral is Ao’s new servant, and brings no imbalance to the fights among the gods, as he himself is balance. Aavoral rules for fairness, and has an odd way of judging. ‘’Set one prisoner in jail – set one free’’ is a saying of Aavoral. But his impenetrable logics and reason has already given him many followers. Aavoral was once a demon, totally neutral as he was, he neither joined the blood war, nor did he not join it. He fought against the ones who fought him, but most of the time he spent in caves thinking about time and justice. Whereas lawful creatures believe in upholding the law, Aavoral believes in fairness, not necessarily in order. Like Hoar, he has a certain believe in poetic justice, if there is a reason for it. Aavoral cares more about the philosophy of mankind, than its continued survival. His mighty weapon ‘’Equality’’ is a bastard sword made of crystal.

History/Relationships:

Also read the history of Crysalis. Aavoral’s history is mostly unknown, even by himself. He can no longer divide his real life and the amount of time he has spent wondering about things from each other. Most of the knowledge of Aavoral’s history comes from Crysalis. Apparently, they are half-brothers. Crysalis born clean by his mother, the angel Annah and his father, pure light, Crysalis was the wanted child, and the good child. But when Annah was raped by the demon Tessarus, the father of Nova, she spawned Aavoral. He has only a few allies. He has a neutral relationship with Crysalis. His allies are Hoar, the phoenix, Pyros Flamestrike and on a few occasions he allies with Tyr when their opinions coincide. 

Dogma:

Do not judge. Just be fair. If you judge or condemn someone to something, reassure yourself that your judgment was fair, not necessarily lawfully right. Make sure all witnesses are heard, and make sure no testimony is looked upon without criticism. Do this in any case and any event, not only in a court of law. If you strike at someone, be sure they either struck you first, or that they deserved the strike. Always fear the light, for the light reveals things that are not there, always fear the darkness, for it conceals what needs to be revealed. Stay in the shadow of the light, and in the candlelight of the darkness. The truth is important, and there is only one real truth, find it, and if you find it, never hide it.      

Cade

The Sneaking Terror, Shadowkiller, Harvester of Harlots, Car

Faerûnian Demigod (Divine Rank 3)
Symbol: Dagger sitting in the back of a shadow wearing a mask

Home Plane: Plane of Shadow

Alignment: Chaotic Neutral

Portfolio: Backstabbing, harlots, brothels, pimps, sneaking, teleporting

Worshipers: Pimps, thieves, rogues, assassins, shadow thieves

Cleric Alignments: CN, N, NE, CE

Domains: Darkness, Halfling, Trade, Travel, Trickery

Favored Weapon: ‘’Die’’ (Dagger)
Also known as Car, Cade (Kayd) is a halfling. He is sneaky, lurking and a lover of ladies. Not getting many of those just by his charisma in the real world, he began buying them instead. Cade is for everything that’s bad for you. Unhealthy food, lust, sex, smoking (as many herbs as are existing) and stealing are his way of life. ‘’Every man for themselves, but if that man gets in the way of Cade so help him god’’. Cade is a former worshipper of Mask, and in his time he got to become a shadow thief. Many of these worship him; though many are confused about whom among the gods is the ‘’official’’ shadow thief deity. Cade doesn’t care much for whom serves him. In fact you could plain and simply say that Cade doesn’t care much. Period. He builds up countless enemies but doesn’t really pay any mind to them, lest they’re in his face with a sword. He has no friends, not even associates, rather, he has himself, for he himself is the only person he trusts, if he even does that. Cade lusts for the portfolio of shadows.  

History/Relationships:

Cade became a deity when he participated in ‘’the judgement’’. As he doesn’t care much for retaining worshippers, his divine rank is not that great. He does care for power though, and so he takes a higher and higher interest in his worshippers. When Car won ‘’the judgement’’ his old patron Mask appeared before him and asked if Car would choose to become a demigod, or if Mask should make him even more powerful, which required Car to still serve Mask. Car answered by jumping behind Mask and plant his dagger in the shadowy apparition that Mask was in shape of. Mask was about to answer the offensive when Cade was raised to divinity by the judge of the contest, Aavoral. Cade and Mask are deadly enemies and both struggle over the control of the shadow thieves. Mask has one advantage though. His divine rank and power is considerably larger than Cades. None of them has any allies, Mask because he has betrayed those he had, Cade because he doesn’t want any. Beside Mask, Crysalis and many of the lawful deities oppose him.      

Dogma:

Don’t earn money, take them and spend them. Hard work is not an option. If you can live of others hard work, then why work hard yourself? Women are good, money is better. Power equals funds. Always have a plan b to get out of the trouble you will ultimately find yourself in. Travel through the dimensions is a lot quicker than trying to run away. Cathedrals are ugly, brothels are beautiful. Eat, steal, have sex, sleep. If you can’t handle a situation, either ignore it or flee from it. Live in the time that’s best, be that the past, present or future. Every man for themselves, but if that man gets in the way of Cade so help him god.

Crysalis

The Black Light, Sanktius Paulius, the Seeker, The Faceless One, The First of the Three

Lesser Faerûnian Deity (Divine Rank 7)

Symbol: A celestial dropped to his knees in prayer with wings spread

Home Plane: The Plane of Positive Energy

Alignment: Neutral Good

Portfolio: Light, crystal, celestials, angels

Worshipers: Celestials, angels, humans, good clerics, good paladins 

Cleric Alignments: NG, LG, CG

Domains: Fate, Good, Healing, Nobility, Sun

Favored Weapon: ‘’Seeker’’ (Shortsword)

Crysalis (Kri-sa-lis) is Aavoral’s half-brother. He is the very nature of goodness, but his callsign: The Black Light, indicates that he may well bend the rules of both ethics, morale and law if the result ends up by serving goodness. Crysalis believes in the old saying: ‘‘the end justifies the means’’ entirely. If a perfect world for everyone takes two hundred years of maximized suffering for everyone to accomplish, then get to it. Crysalis has taken up to be the commander of thousands of celestials, and his force isn’t his divine rank, but his army. Crysalis is dressed in a white robe. Tied around his waste, shoulders, wrists and ankles are black belts. He always has his hood up, and this conceals his face so that only shadow remains below his hood. His wings, like Aavoral’s, seem to be made entirely of clear, white, light instead of feathers. Crysalis’ first general and his most trusted servant is the hound archon Adeus.    

History/Relationships:

Also read the history of Aavoral. Aavoral lived in the Abyss, a plane that had connection to both Toril and Crysalis’ old world. But for Crysalis it wasn’t very easy to get to Toril. In Crysalis’ world, Solari’s world, Solari helped Crysalis defeat an entity of evil known as the Duchess of Darkness. As a reward Crysalis raised Solari to godliness. But the other gods of Solaris world wasn’t interested in another entity, so they ‘’threw’’ Solari to another world, Toril. Crysalis wouldn’t accept the fact that he had raised a factor of such evil to divinity, and so he travelled to Toril with her. But one extra passenger was on the ride, Crysalis’ old archenemy, Nova. Crysalis participated in ‘’the judgement’’ and destroyed Nova, rising himself to divinity. He currently allies and has a growing friendship with Lathander and sometimes allies with Torm and Tyr. He hates the gods Shar, Cade, Mask and Solari. Crysalis, Nova and Solari are known as ‘’The Three’’, three enemies of which Crysalis was the first to be born, second was Nova, third was Solari. Ironically, Crysalis mother, and Novas father, spawned Aavoral. Crysalis was born by his mother, an archangel called Annah, but his father is the most extraordinary, pure light.   

Dogma:

All is fair when it comes to preserving goodness. Goodness and ethics is not the same. Neither is goodness and morale. Stab your enemy in the back if you will, but make sure your enemy threatens goodness before you choose him as your enemy. Darkness must fade, light must prevail. Wherever you can, prevent darkness from winning and bring forth the light. The moon is welcome at night because of the light it brings when the sun is tired, but the night is never welcome. To use the darkness as cover is allowed, for it is allowed to use the enemies weapon against himself. Justice can sometimes be good, but remember that both law and justice can at many points be evil. Pay no mind to rules or laws if it doesn’t serve goodness, but break them only if you are certain that it is absolutely needed. Remember the lesson of Crysalis: The end justifies the means. 

Adeus
Hound Archon

Huge Outsider (Good)

Hit Dice: 26d8+182 (292 hp)
Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 40 ft. or 60 ft.

AC: 29 (-2 Size, +1 Dex, +1 Insight, +2 Divine, +8 full plate of the general, +9 Natural)

Attacks: Amexa +28/+23/+18/+13/+8/+3 
Damage: Amexa 2d6+10

Face/Reach: 10 ft. by 10 ft./15 ft.

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 30/+3, SR 26, celestial qualities, scent, alternate form

Saves: Fort +17, Ref +16, Will +18

Abilities: Str 18, Dex 12, Con 25, Int 15, Wis 17, Cha 17(18)

Skills: Concentration +24, Hide +21*, Jump +27, Listen +24, Move Silently +21, Sense Motive +24


Spot +21, Wilderness Lore +3*, Knowledge (Tactics and Strategy) +30, Profession


(Tactician and Strategist) +29

Feats: Improved Initiative, Track, Weapon Focus (Greatsword), Two-handed Focus, Improved


Critical (Greatsword), Power Attack, Cleave, Leadership, Fast Healing 

Alignment: Neutral Good

Adeus is the closest servant to the deity Crysalis, and serves him in every way possible. Commanding vast portions of Crysalis’ army, Adeus is one of the most powerful celestials in the forgotten realms, and certainly the most powerful hound archon. Adeus was, in the beginning, like all other hound archons, lawful. But Crysalis showed Adeus what havoc justice and law could bring upon innocent, and he persuaded Adeus to change his view on life. Adeus is proud, but has few friends. One of these is the good witch, and human, Claire, who created his sword Amexa (translated from celestial means dawn) that is a +2 ghost touch baatezudestroying everbright greatsword.   

Combat

Adeus rarely fights anything, his skill and power lies in the tactics, which he plots for his armies. But if he is challenged face to face, he isn’t the one to back down. Unlike his fellow hound archons, Adeus prefer to use his greatsword and dislikes to use his natural weapons. 

Spell-Like Abilities: At will – aid, continual flame, detect evil, and message. These abilities are as the spells cast by a 26th level sorcerer.

Celestial Qualities: Aura of Menace (Save DC 36), magic circle against evil, electricity and petrification immunity, teleport, tongues, +4 save against poison.

Alternate Form: Adeus can assume any canine form (except that of a werewolf or other lycanthrope) as a standard action. This ability is similar to the polymorph self spell but allows only canines. 


*While in canine form, Adeus gains the higher of the two listed speeds and a +4 circumstance

bonus to hide and wilderness lore checks.

Fura

The Divine Wrath, Fury of the Heavens

Lesser Faerûnian Deity (Divine Rank 6)

Symbol: Longspear surrounded by a snake with a dragon’s claw as head grasping the top of the spear

Home Plane: Fury’s Heart

Alignment: Chaotic Neutral 

Portfolio: Fury, wrath, good and neutral lizards

Worshipers: Good and neutral lizardmen, lizard beings, barbarians  

Cleric Alignments: CG, NG, N, CN

Domains: Scalykind, War, Chaos, Slime, Retribution

Favored Weapon: ‘’Wyrmwrath’’ (Spetum)
An entity of utter fury and wrath, Fura (Fu-ra) makes his home on the plane Fury’s Heart, where he must constantly be battled by the deities of fury, because of his good worshippers. Fura is rarely seen in his real form, or on Toril. His clerics gain many visions though, where he almost always takes the shape of a female or male dragon. Usually a green one. Fura’s divine weapon, Wyrmwrath, is a long green pike, with a dragon’s claw as headpiece. He inspires his servants to use wrath in every concern, also against their friends, because real friendship comes from testing each other.  

History/Relationships:

Fura has no recorded history in his mortal days, if he has had such. In many years he was considered strictly to be a monster deity, but many travellers from Chult has begun worshipping him. He is sometimes battled by the deities of fury, but a “friendship” with Malar restricts the battles with the furious deities. He has no direct alliances but Malar and him has allied sometimes. He is battled by deities of order and peace, even by Eldath. He has a very powerful servant as chosen, Flarling the Feral Fury.  

Dogma:

Show no mercy. Strike all, strike open, strike hard. Do not be kind, do not be friendly. Balance must be upheld, but if your only choice is between good and evil, choose goodness. Reptiles are holy, and the only time it is allowed to flee is if you’re attacked by one. Only if it is absolutely impossible to flee, a reptile may be harmed by you. Dragons are the most powerful creatures on Toril, fear them, respect them and do not hurt them. Dragonhearts are holy warriors, even the ones who stand for peace and law or evil. 

CHOSEN OF FURA

The chosen of Fura is the one person that has proven his mighty skills before the true lord of wrath and fury. Usually, the deity also makes a bond of friendship with his worshipper before he chooses him as his chosen. The chosen of Fura must express a certain level of prowess in battle, and must show that he deserves the favor of the one true deity. The chosen of Fura inspires the world with his anger, and teaches the ways of his lord.

Creating a chosen of Fura

“Chosen of Fura” is a template that can be added to any humanoid or reptile creature (referred to hereafter as the “character”). A Chosen of Fura uses the character’s statistics and special abilities except as noted here. A Chosen of Fura only has its power at the will of Fura; should the Divine Wrath decide to remove Chosen status from the character, he reverts to his original abilities. Normally there is only one Chosen of Fura at a time. 

Special Qualities: A Chosen of Fura retains all special qualities of the character and also gains the following.
Bonus Spells (Sp): Constant – Magic Fang. At will – Magic Fang, Animal Trance, Endurance. 1/day – Shapechange, Creeping Doom (Composed of Tiny Snakes).
Damage Reduction (Ex): 10/+5.

Immunities (Ex): A Chosen of Fura is immune to aging effects and does not age. Bonuses still accrue, and the Chosen still dies of old age when his time is up. A Chosen of Fura is immune to poison and acid.

Rage: A Chosen of Fura always has the Rage ability at least once per day, unless he has it already. A Chosen of Fura entering a rage has, besides normal bonuses, +2 to all other abilities than Con and Str. He is fearless in a rage.

Saves: Fortitude +2.

Abilities: Increase from the character as follows: Wisdom +2, Constitution +6.

Skills: Same as character.

Feats: Same as character.

Climate/Terrain: Same as character.

Organization: Same as character.

Challenge Rating: Same as character +2. The chosen of Fura is a powerful being with many huge bonuses and is not to be trifled with by normal mortals. He approaches the power of immortal beings.

Alignment: Always Chaotic Neutral.

Treasure: Same as character.

Advancement: Same as character.   
FLARLING THE FERAL FURY

Male Lizardfolk (Chosen of Fura) Brb10/Clr10/Wrb5: CR31; Medium-size humanoid (reptile); HD 2d8+22 plus 10d12+110 plus 10d8+110 plus 5d12+55 plus 20; HP 476 (503); Init +1; Spd 40 ft.; AC 27 (Touch 18, flat-footed 23); Atk +30/+20/+15/+10 melee (3d8+1d6+15 subdual/18-20x3+5 thundering, merciful partisan if turned to merciful, else: 3d8+15/18-20x3); SQ Lizardfolk traits, uncanny dodge, spell-like abilities, bonus spells, damage reduction, Chosen immunities, rage, fast movement, Wrathbringer traits, turn undead; SR 0; AL CN; SV Fort +30 (+31), Ref +8, Will +16; Str 23, Dex 13, Con 30 (32), Int 9, Wis 14, Cha 9. Height 211 cm. Skills and feats: Climb +15, Concentration +24, Diplomacy +8, Handle Animal +17, Heal +5, Hide +3, Intimidate +29, Intuit Direction +10, Jump +12, Knowledge (The Planes) +39, Knowledge (Nature) +7, Knowledge (Religion) +7, Listen +6, Search +11, Spot +11, Swim +28, Tumble +2; Armor Proficiency (Light and Medium), Dodge, Spring Attack, Endurance, Exotic Weapon Proficiency (Partisan), Great Fortitude, Improved Critical (Partisan), Martial Weapon Proficiency, Power Attack, Cleave, Run, Simple Weapon Proficiency, Toughness, Craft Magic Arms and Armor, Scribe Scroll, Two-Weapon Focus (Partisan), Weapon Focus (Partisan), Epic Toughness, Epic Weapon Focus (Partisan). Special Qualities: Lizardfolk Traits (Ex): Darkvision 60 ft., hold breath, turn undead as 10th level, raging bull, material form, mammoth, might, divine might, divine power, blessings from the scalykind domain, spell-like abilities, bonus spells. Spells: Flarling the Feral Fury casts spells as a 10th level cleric, Domains: Scalykind. Possessions: +5 thundering merciful partisan, studded leather +6, one scroll of Whispers and Flarling’s Epic Planar Weapon, two scrolls of Whispers and Flarling’s Super Planar Weapon, Ring of the Darkhidden, two blast globes.   

Flarling the Feral Fury is the chosen of Fura. Over 2 meters tall he is a truly fearsome figure in the eyes of men, with bulging muscles and epic endurance. He is the creator of many fine spells, and recently, he and his companion Whisper created what is one of the most potent spells ever: Whispers and Flarling’s Super Planar Weapon. Flarling has a huge interest in the planes along with his friend Whisper, and he uses every opportunity he has to travel in them. Flarling and Whisper are a bit eccentric and they love to help adventurers of lesser power. Or to conjure settings of troubles for the adventurers to fight through for greater reward. Flarling is nevertheless not one of Faerûns most intelligent persons, and Whisper is usually the one who takes diplomatic conclusions for them both. But if Flarling is angered (which he is very often, being a servant of Fura) not even Whisper can stop him. Flarling is truly a feral fury, and his battles roars can be heard miles away. Flarling is known to protect the lizards of the land, and whenever cities begin to take over swamp areas, Flarling stands there as a wall, telling the people of the city not to expand this way. Flarling and Whisper are two very different personas, but they are warm friends and would never turn on each other. Flarling has shown his wrath to more or less extend to every one he has met, and Whisper is not an exception, but he simply ignores the brute when he gets in that mood. Flarling’s great partisan, that he calls The Feral Fury, is greatly feared by Dragon Slayers all over, for Flarling protects every lizard, from small reptile to dragon.
Pyros Flamestrike

Rider of Ace, Flame of the Phoenix

Faerûnian Demigod (Divine Rank 1)

Symbol: Bird made of fire flying out from a pillar of flame coming down from the sky

Home Plane: Material

Alignment: Neutral

Portfolio: Ignitions, renewal, purification through fire, eternal flame, everlasting fire 

Worshipers: Cultists of the Phoenix, good fire creatures

Cleric Alignments: LG, NG, CG

Domains: Fire, Sun, Renewal, Travel

Favored Weapon: ‘’Flamestrike’’ (Morningstar)

Pyros Flamestrike (Pyh-ros) is a small entity with some 3-500 worshippers. He is really neutral, but as the phoenix was once good, he has taken on to be the ‘’public’’ appearance of the bigbird, and to the common man, he is known as a good deity. Pyros is a large figure, dressed in an ashenblack fullplate, and a large helmet. His great morningstar has a handle of adamantine, but is topped with a flaming sphere. Pyros works in secret, thus his few worshippers, and seeks to hide ace from the common man as he pity the large, once intelligent creature, that became struck with sorrow over seeing humanity delight in cruelty and war, and thus became a sad, neutral being leaving mankind to fend for themselves. Pyros has, unlike his mount, a strong personality and radical beliefs. 

History/Relationships:

Pyros was once a mortal being, serving no one. His history is mysterious, even to those serving him, but it is known that he, on his travels, which were many, met the phoenix. As a child he had heard many stories about the glory of the creature of great power made entirely of fire. But what he saw was not a glorious sight. The phoenix was a sad being; living in sorrow over what mankind had done to themselves and others. Thus, the fire of its body had been put out, and only deep pinkish and red feathers were left on its body. Pyros cared for the being, and helped it whenever he could, thus, ace lot him be his rider. Pyros has no enemies, and no friends, except an allegiance with Aavoral. Note that his dogma is what his worshippers must follow, and not necessarily his own beliefs.

Dogma:

Serve goodness and the survival of humankind, but do not fight for it. Heal the wounded, but wound only to defend yourself. War is pitiful and useless, and men should live shoulder to shoulder in peace. Respect the nature and all within it, but if it burns, let it burn. New things will always rise from that which is engulfed in flames, so let fire purify the material world. The longer a fire lasts, the purer that fire is. Do not hate water for being water; hate it only if it puts the fire out. Respect the air that surrounds us, for air is necessary for fire to live.  

Solari

Hater of All Life, The Deadly Seductress, The Demonic Beauty, The Third of the Three

Lesser Faerûnian Deity (Divine Rank 6)

Symbol: Yellow and blue flames engulfing an amulet 

Home Plane: The Abyss

Alignment: Chaotic Evil

Portfolio: Demons, destruction, destructive spells, the abyss, seduction

Worshipers: Demons, evil wizards, evil sorcerers, philosophers, doomsayers, demonologists 

Cleric Alignments: CE, NE, CN

Domains: Chaos, Charm, Destruction, Evil, Hatred, Spell 

Favored Weapon: ‘’Hand of Hiddukel’’ (Quarterstaff)

Solari (So-larh-ri) Ilkhan-Dîz is an entity of utter destruction. Talos was already sharing his portfolio enough as it was, but now another deity uses it. But Talos can’t quite bring himself to see Solari as one that doesn’t deserve the portfolio, because if anyone does, it’s Solari. Solari hates all life, even herself some say, and wishes a world of utter darkness and death, were nothing is alive. She has an overconfidence that is unmatched anywhere, and no realism at all when it comes to her own status. If you ask her, she would say that she is the most powerful being in the entire multiverse. Solari encourages her servants to underestimate their enemies because it gives self-esteem. As Solaris dogma tells you that no one is more powerful than yourself, except Solari and her chosen, the power struggle within her church is not even matched by Banes.     

History/Relationships:

In Crysalis’ world, Solaris world, Solari helped Crysalis defeat an entity of evil known as the Duchess of Darkness. As a reward Crysalis raised Solari to godliness. But the other gods of Solaris world wasn’t interested in another entity, so they ‘’threw’’ Solari to another world, Toril. Solari has just recently arrived in 1372DR. She quickly found her way to the Abyss and most of her time recently has gone with taking control of one of her drow servants, and using her in ‘’the judgement’’. She won the contest, and was therefore raised to a higher rank of divinity; she removed her presence from the drow, and made the drow her chosen. Solari quickly began an alliance with the demon prince Graz’zt, whom she now has a sexual relationship with also. The handsome prince and the seductive queen has become known as a duo of destruction, feared all over Toril. The devils now have a new entity to battle. It is said that Solari fears nothing, and that she has only feared one thing in her life. ‘’Seeker’’, the bright sword of Crysalis. She battles him at every turn, and he is her sworn archenemy. She is allied with Graz’zt, and from one time to another she allies with the deities of fury. She has a neutral relationship with Cade, but Warren the White battles her constantly because of their totally opposite ways of seeing life. Solari is known as the third of the three, Crysalis the first of three (first born), Nova the second and Solari the third. Three archenemies that battles each other always, An Angel, a Devil and a demonic being.  

Dogma:

Hate all that is, you included, and destroy everything. Life is only to be upheld in a creature if it serves destruction. When the whole world is destroyed, Solari will destroy you and then herself. Always underestimate your enemy, for that gives confidence, and self-esteem is needed to win battles. Magic is a force of utter destruction, and chaotic magic such as wild magic is all the better. Law is a force of upholding life, and must therefore be utterly demolished. Kill all who oppose Solari. You are the greatest being, except for Solari and her chosen. An enemy is easier to kill when close and unwary, so woo your enemies with your charm, and destroy them when they fall for you.

Warren the White

The White, the Bearded Knight, the Other Mystra

Faerûnian Demigod (Divine Rank 3)

Symbol: Breastplate with white star and white/silvery hair

Home Plane: Dweomerheart 

Alignment: Lawful Good

Portfolio: Creative magic, toughness, constitution, stamina

Worshipers: Good wizards, monks, paladins, sorcerers, clerics 

Cleric Alignments: LG, NG, LN, N

Domains: Craft, Magic, Spell, Healing, Renewal

Favored Weapon: ‘’To-M-Ton-Ånd’’ (Greatsword)

Warren the White (War-ren) is a former worshipper of Mystra. He was both a wizard and a cleric, but had the looks of a paladin about him, fighting with a sword and wearing a breastplate from time to time. Warren’s goal is to bring creativity to the mankind, and to uphold it. He wished that every good being had stamina, so that they could live longer than any evil counterpart. Warren is a great wizard, but doesn’t care much for knowledge or the sort, but seeks out the practical and creative use of magic. He wants healing as one of his portfolios. Warren is not the kind to be hard or the like, and has a tendency to forgive his worshippers, unlike par example Tyr or Torm; he doesn’t seek out justice wherever and whenever, but let things go.    

History/Relationships:

Warren the White became a deity when he participated in ‘’the judgement’’. When he won, Mystra asked him whether he would continue serving her or become a divine being. Warrens and Mystra's relationship as patron and worshipper had always been a stormy one, with many differences between the deity and the mortal, and so Warren betrayed his patron and became a demigod. Mystra’s first response was to rip away Warrens and his coming worshippers right to use the weave, but Aavoral, at the command of lord Ao, interrupted and forbid Mystra to do this. Mystra was angered and declared Warren her enemy. Warren has many times in his mortal life broken the laws of goodness, if not the laws of the law. Warren opposes and is opposed by Mystra, Cade, Mask, and Talos. Due to their totally opposite portfolios and alignment, he hates Solari for all that she stands for. She wants to use magic to destroy and wishes to end the world; he uses magic to create and wishes that life shall endure. Because of his problems with Mystra, Warren has a hard time finding allies.  

Dogma:

The history of magic is unimportant, only the use of it is crucial. Use magic in ways others wouldn’t think of, and stun them with your power. Law is important, so is the order of magic. If there is no order to be found, no control can exist. And control is crucial. Wild magic is a deadly enemy, and is to be feared and fought. Repair wild magic zones wherever you find them, and consider their users heretics and not to be trusted. Rather a dead magic zone, than a wild magic zone. The Shadow Weave is to be destroyed, so are all that is evil or chaotic.

BLESSINGS

Each and every domain gives even better powers than before Demons Blood® depending on the level of the cleric and how he or her worships his or her god. These extra blessings are granted to a cleric at level 1, 5, 10, 15 and 20. Following are the extra blessings from the FR campaign and Players Handbook. Further below are the new blessings to the domains from the Book of Vile Darkness.

Air Domain: The Air Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains air resistance 5.

10th: The cleric can shapechange to a medium-sized air elemental at will.

15th: The cleric can fly as if he had a permanent levitate spell casted upon him. 

20th: Agility of Air. The cleric gains +2 to dexterity.

Animal Domain: The Animal Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: The cleric may shapechange into an animal of large or less size once per day.

10th: The cleric may command or rebuke animals as an evil cleric commands or rebukes undead.

15th: The cleric has a permanent calm animals spell. This is called Calming Aura.

20th: The cleric may shapechange into all animals at will and gain +1 to str, con or dex.

Cavern Domain: The Cavern Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: The clerics stonecunning is doubled

10th: The cleric may cast Meld Into Stone as an area spell that affects all within 10 ft. once per day.

15th: The cleric gains Darkvision 60. ft. If he already has it his sight range in darkness is doubled

20th: The cleric may turn into a large earth elemental at will and gains +1 constitution.

Chaos Domain: The Chaos Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may Smite Law as a paladin of Chaotic Neutral alignment.

10th: Cleric may Detect Law at will.

15th: Cleric may Dispel Law five times per day. 

20th: Cleric gains +1 to all known skills and +1 to a chosen ability.

Charm Domain: The Charm Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains the Natural Charm feat even though he doesn’t meet the requirements.

10th: Cleric may use Charm Person at will.

15th: Cleric gains +1 Charisma.

20th: Cleric gains +2 Charisma.

Craft Domain: The Craft Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains the dwarven Stonecunning ability. If he already has it, it is +4 instead of +2. 

10th: Bonus feat. Must be an item creation feat. 

15th: Bonus feat. Must be an item creation feat.

20th: Cleric gains +2 to constitution.

Darkness Domain: The Darkness Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may use Blacklight once per day.

10th: Cleric may use Darkbolt once per day

15th: Cleric may use Nightmare once per day.

20th: Cleric may turn himself into a darkness spell for four rounds once per week and get +1 to a stat.

Death Domain: The Death Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gain +1 to hit rolls the rest of the day each time he slay a foe. Stacks by each foe. 

10th: Cleric gain three more uses of turn undead each day. 

15th: Clerics death touch ability gains a +15 modifier.

20th: Cleric gain +2 wisdom.

Destruction Domain: The Destruction Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may destroy one non-magic object of tiny size or less held in his hand once per day. This


takes a turn to perform.  

10th: Cleric may use an empowered lightning bolt once per day except it is not lightning but a bolt of 


utter destruction. This is called Bolt of Obliteration  

15th: Cleric may now use his destroy object on magical objects, this takes ten turns to perform and are


only valid on basic magic items.

20th: Cleric gain +2 to a chosen ability.

Drow Domain: The Drow Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Blackskin. Cleric develops black skin and +1 natural armor class.

10th: Free Iron Will feat.

15th: Quick Reflexes. +2 to reflex saves and initiative.

20th: Cleric gains +2 to dexterity.

Dwarf Domain: The Dwarf Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Free Iron Will feat.

10th: Stonehide. Clerics skin become greyish and he gains +1 natural armor class. 

15th: Cleric gains +1 constitution. 

20th: Cleric gains +1 constitution and +2 fortitude saves.

Earth Domain: The Earth Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains earth resistance 5.

10th: The cleric can shapechange to a medium-sized earth elemental at will.

15th: The cleric may pass through stone as if it were water.

20th: Fortitude of Stone. The cleric gains +2 to constitution.

Elf Domain: The Elf Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: The cleric becomes affected with a cat’s grace spell whenever he heals an elf.

10th: The cleric may heal any elf as per a Cure Serious Wounds spell two times per day.

15th: The cleric may cast Cat’s Grace at will and gain +2 to reflex saves. 

20th: The cleric gains +2 dexterity.

Evil Domain: The Evil Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Character may Smite Good as an Evil paladin.

10th: Character may Detect Good at will. 

15th: Character may Dispel Good five times per day.

20th: Character gains +1 to all known skills and +1 to a chosen ability.

Family Domain: The Family Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Any family member in direct lineage (mother, father, siblings, children) to the cleric gain +10 hit


points. 

10th: Any family member in the family tree (as before plus uncle, aunt, grandparents, grandchildren) of


of the cleric gain +10 hit points.

15th: Any family member of the cleric gains +10 hit points. 

20th: The cleric is counted in as a member of his own family in all abilities. He receives +1 wisdom.

Fate Domain: The Fate Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may cast Foresight once per year.

10th: Cleric may predict certain things of the future once per week.

15th: Divine eyes. Cleric can see into the future.

20th: Foresight. Cleric acts under the influence of a Foresight spell whenever he uses a spell from the


fate domain.

Fire Domain: The Fire Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains fire resistance 5.

10th: Cleric may shapechange into a medium-sized fire elemental at will.

15th: The cleric may pass through fire as if it were water.

20th: Tendril of the Flame. Cleric gains +2 intelligence.

Gnome Domain: The Gnome Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: You cast illusion spells at another +1 caster levels.

10th: You cast illusion spells at another +2 caster levels.

15th: All illusion spells you cast is at +3 DC.

20th: Gnomes Hold Fast. You gain +2 constitution.

Good Domain: The Good Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may Smite Evil as a Good paladin.

10th: Cleric may Detect Evil at will.

15th: Cleric may Dispel Evil five times per day.

20th: Cleric gains +1 to every known skill and +1 to a chosen ability.

Halfling Domain: The Halfling Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Light-footed Luck. Cleric gains +1 to all of his saving throws.

10th: Strongheart Competing. Cleric gains a free feat.

15th: Ghostwise Speaking. The cleric may use the speak without sound ability of a Ghostwise halfling.


if the cleric has this already the range is doubled.

20th: Halflings Agility. Character gets +2 to dexterity.

Hatred Domain: The Hatred Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Favored Enemy.

10th: Favored Enemy.

15th: Favored Enemy.

20th: Mind of Hatred. Cleric may cast Mind Blank at will.

Healing Domain: The Healing Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: +1 die to cure spells.

10th: +5 to cure spells. This can exceed maximum.

15th: +4 dies to cure spells.

20th: The cleric gains +2 to his wisdom score.

Illusion Domain: The Illusion Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Minor Illusion*

10th: Illusion*

15th: Major Illusion*

20th: Cleric gains a +2 to his intelligence score.

*By means of this ability, the cleric can create illusions. These illusions can be of whatever the cleric wishes, but is believable depending on level.

Knowledge Domain: The Knowledge Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains +4 skill points each level from now on.

10th: Cleric gain 20 skill points.

15th: Bonus feat.

20th: Cleric gains +2 wisdom.

Law Domain: The Law Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: The cleric may Smite Chaos as a Lawful Neutral paladin.

10th: The cleric may Detect Chaos at will.

15th: The cleric may Dispel Chaos five times per day.

20th: The cleric gets +1 to all of his known skills and +1 to a chosen ability.

Luck Domain: The Luck Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Halfling Luck. +1 to all of the clerics saving throws.

10th: Once per day you may add +6 to an already rolled die. 

15th: Once per day you may add +12 to an already rolled die, does not stack with the 10th blessing.

20th: Avoidance. Cleric gains +1 dexterity. Test Your Luck* 

*If the cleric wishes, he may choose an ability and roll 1d8. Then roll another d8. The first d8 is a positive die, the second a negative. He may then subtract the positive die from the negative die. If the result is positive that many points is placed in the characters chosen ability. If the result is negative he must subtract that many points from the chosen ability.

Magic Domain: The Magic Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Normal power granted except it is now your cleric level, not half you cleric level.

10th: Magical Affinity. Cast spells from the magic and spell domain at +2 caster level.

15th: Magical Powers. +1 to all DC’s of cleric spells.

20th: The cleric gain +2 to intelligence

Mentalism Domain: The Mentalism Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Mental Ward empowered to +4.

10th: Mental Ward counts as Mind Blank.

15th: Mental Shield. +2 to will saves.

20th: Cleric is affected by a permanent Mind Blank.

Metal Domain: The Metal Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Item Creation feat.

10th: Item Creation feat.

15th: Cleric wields all hammers as though they had the Impact special ability.

20th: Cleric gains +2 to strength.

Moon Domain: The Moon Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric turns undead at +2 cleric level.

10th: Cleric turns lycanthropes at twice cleric level.

15th: Moon Mastery. Under the moonlight the cleric has +4 circumstance attack and damage rolls.

20th: Knowledge of the Moon. Cleric gains +2 to wisdom.

Nobility Domain: The Nobility Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Inspire Allies ability doubled (not number of times per day or how long it lasts).

10th: Inspire Allies ability doubled (not number of times per day or how long it lasts).

15th: Duration and times per day of Inspire Allies doubled.

20th: Respect of Royalty. Cleric gains +2 charisma.

Ocean Domain: The Ocean Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may waterwalk once per day. Causes water to be as firm ice.

10th: Cleric may divide water once per day. Area of effect max. 50 m. line. Last 30 seconds. 

15th: Divide water is 200 m. line. Lasts one minute.

20th: Divide water is 5 km. Lasts one day. Cleric gains +1 to a chosen ability. 

Orc Domain: The Orc Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may Inspire Allies as the Nobility domain ability.

10th: Eye of Gruumsh. +10 to spot checks.

15th: Brutality. Cleric gains +1 strength.

20th: Battle of the Axe. Cleric gains +1 strength and +2 damage with all weapons. 

Planning Domain: The Planning Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Free heighten spell feat.

10th: Free quicken spell feat.

15th: Cleric gains +6 to all known skills and gain a bonus feat.

20th: Tactician. Cleric gains +2 to intelligence.

Plant Domain: The Plant Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Rebuke or command plants at +4 caster level.

10th: Snare. Everyone who hits the cleric has a 10% chance to be affected by Entangle.

15th: Cleric gains a permanent Barkskin (+3).
20th: Shambler. Cleric gains +2 strength.

Portal Domain: The Portal Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric may cast Gate once per year.

10th: Find Portal. Cleric may detect all portals within 100 ft. once per day.  

15th: Teleport Without Error once per day.

20th: Cleric can always detect a portal unless magic protects it from divination. +1 to a chosen ability.

Protection Domain: The Protection Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Chain of Protection. Cleric always has +3 deflection modifier to AC unless other deflection


modifiers are present.

10th: Dangers Bane. Cleric may create a shield around himself to avoid one blow entirely per day. 

15th: Plate of Protection. Clerics Chain of Protection gains a +2 bonus. 

20th: Adamantine of Protection. Cleric gain damage resistance of 3/-. +1 to constitution.

Renewal Domain: The Renewal Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Normal power increased by 2d8.

10th: Normal power multiplied by 2 when it takes effect.

15th: Normal power is +50 after the x2 modifier.

20th: Normal power may take effect no matter how low clerics hit points are. Also below death limit.


When normal power takes effect, cleric is fully healed and his allies are healed by 1d100.

Repose Domain: The Repose Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Undead to Rest. Kills 10 HD of Undead once per day.

10th: Undead to Hell. Undead to Rest ability kills 15 HD instead.

15th: +5 to turn undead.

20th: Wisdom of the Dead. +2 to clerics Wisdom.

Retribution Domain: The Retribution Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Normal power is twice per day.

10th: Retribution’s Fire. Once per day on a person that has harmed you in combat you may strike a 


blow at that person. If it hits, you deal +4d10 fire damage on that hit. 

15th: Retribution’s Fire deals 40 damage instead of 4d10.

20th: Avenge the Dead. +1 to a chosen ability and +4 circumstance bonus against all enemies that has 


killed allies or friends at some point. The cleric must know that they’ve killed them.

Rune Domain: The Rune Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Free inscribe rune feat even though cleric don’t meet the requirements.

10th: Characters Explosive Runes spell is always empowered.

15th: Characters Explosive Runes spell is always maximized.

20th: Knowledge and Learning of the Runes. +1 to Intelligence and Wisdom.

Scalykind Domain: The Scalykind Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Scales. +1 natural armor bonus.

10th: Scales of the Ancient. +1 further natural armor class bonus.

15th: Scales of Divinity. +1 further natural armor class.

20th: Scales of Ultimate Resistance. +1 further natural armor class and DR 3/-.

Slime Domain: The Slime Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Agility of Slime. Gain the lightning reflexes feat.

10th: Resistance of Slime. Gain the great fortitude feat.

15th: Slimy Crawl. Shapechange into any ooze of maximum 16 HD and below once per day.

20th: Slimy Transcendence. The cleric changes shape and form and partly becomes a ooze. 


from now on, his anatomy changes, and his type becomes ooze, though he retains a human 


outline. He gains blindsight and becomes immune to mind-influencing effects, poison, sleep, 


paralysis, stunning, and polymorphing. He is no longer subject to critical hits.

Spell Domain: The Spell Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Normal power triples.

10th: You gain +4 to any SR. If no SR is present you gain temporary SR12.

15th: You gain +6 to make rolls to overcome a creatures spell resistance.

20th: Analyse Spells. You gain +2 intelligence.

Spider Domain: The Spider Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Spider Legs. Free Lightning Reflexes feat.

10th: Wall Striding. Permanent Spider Climb.

15th: Spider Touch. Gain the Touch of Death ability of an evil paladin at ½ your cleric level.

20th: As Nimble as the Spider. +2 to dexterity.

Storm Domain: The Storm Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Meteor Shower once per year as cast by a 20th level wizard (DC24).

10th: Air Resistance +5.

15th: Air Resistance +10. 

20th: Body of the Storm. +1 to strength and dexterity.

Strength Domain: The Strength Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Might of Ox. Carrying capacity doubled. 

10th: Might of Striking. +1 to hit rolls.

15th: Might of Smiting. +1 to damage rolls.

20th: Divine Might. +2 to strength.

Suffering Domain: The Suffering Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Normal power doubled.

10th: Normal powers duration made one day.

15th: Normal powers duration made permanent until restored.

20th: Normal power deals 1d100 damage on top of all other things and can target creatures immune to 


critical hits. Gain +1 to a chosen ability.

Sun Domain: The Sun Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Daylight once per day.

10th: Fire Resistance 5.

15th: Fire Resistance 15.

20th: Immune to fire, double damage from water. +1 to a chosen ability.

Time Domain: The Time Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Understanding and Using Time. +2 to initiative.

10th: Power of Time Speeding. +4 to initiative.

15th: Time Run. As a free action, 5 times per day gain +4 initiative and +8 reflex saves for one round

20th: Time Control. Free Superior Initiative epic feat. +2 to Reflex saves.

Trade Domain: The Trade Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Summon Familiar (As a wizard)

10th: +10 to Profession (Merchant) skill.

15th: Patience of the Deal. +4 to will saves.

20th: Diplomacy of Merchants. Cleric gain +2 charisma.

Travel Domain: The Travel Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Air, Earth, Fire or Water Resistance 5.

10th: One of the before mentioned, except the one before chosen, resistance 5.

15th: One of the before mentioned, except the ones before chosen, resistance 10.

20th: Immunity to the last of the before mentioned and +1 to a chosen ability.

Trickery Domain: The Trickery Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: +2 to bluff, disguise and hide.

10th: Conceal Thoughts. None can tell if you lie or tell the truth with magic. +10 Bluff. 

15th: Improved Invisibility five times per day.

20th: Mind of the Trickster. +2 intelligence.

Tyranny Domain: The Tyranny Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Normal power doubled.

10th: Fist of Tyranny. Once per day you may make a touch attack to Geas/Quest.

15th: Tyrannous Leadership. +2 maximum level of cohorts and +4 to leadership.  

20th: Oppression of Tyranny. +1 to strength and intelligence.

Undeath Domain: The Undeath Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Undead Companion (As animal companion except no abilities besides those following)

10th: Undead Companion +6 HD.

15th: Undead Companion +6 HD, +2 strength, wisdom and intelligence of the companion.

20th: +1 to a chosen ability. +4 Strength and charisma of Undead Companion, +2 dexterity, +6 HD.

War Domain: The War Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Damage. +1 to damage with weapons.

10th: Damage. +1 to damage with weapons.

15th: Damage Increased. +3 to damage with weapons.

20th: War Machine. +1 to strength and constitution. 

Water Domain: The Water Domain grants the following powers besides normally:

1st: Normal power granted. 

5th: Cleric gains water resistance 5.
10th: The cleric can shapechange into a medium-sized water elemental at will.

15th: Cleric gain gills and gain permanent Water Breathing.

20th: Shine of the Water. Cleric gains +2 charisma.

Those were the blessings from the Forgotten Realms® and the players handbook. Following are the blessings from the Book of Vile Darkness.

Bestial Domain: The Bestial Domain grants the following powers besides normally:

1st: Normal power granted.

5th: +1 to hit and damage with all unarmed or natural attacks.
10th: Cleric may cast Abyssal Might once per day

15th: Cleric may wild shape as a 10th level druid, and each creature he changes to has the Rage ability.
20th: Character gains +1 constitution and +7 damage with all unarmed and natural attacks.

Corruption Domain: The Corruption Domain grants the following powers besides normally:

1st: Normal power granted.

5th: Character gains a free corrupt spell feat.
10th: Character may cast Blindness/Deafness at will.

15th: Cleric may use permanency at will and with no XP cost but only at the spell Morality Undone  
20th: Cleric may cast Morality Undone at will and gain +1 intelligence.

Vile Darkness Domain: The Vile Darkness Domain grants the following powers besides normally:

1st: Normal power granted.

5th: Character gains low-light vision.
10th: Character gain darkvision 60 ft.

15th: Character may cast Utterdark once per day as a spell-like ability.

20th: Hide in the Dark. Character has +30 to his hide skill at night and gain +1 intelligence.

Demonic Domain: The Demonic Domain grants the following powers besides normally:

1st: Normal power granted.

5th: Normal ability is +2 bonus to attack and damage (Earlier bonuses doesn’t count).
10th: Normal ability is +4 bonus to attack and damage (Earlier bonuses doesn’t count).

15th: Normal ability is +8 bonus to attack and damage (Earlier bonuses doesn’t count).
20th: Demonic Heritage. Character gains +2 intelligence and +1 wisdom.

Diabolic Domain: The Diabolic Domain grants the following powers besides normally:

1st: Normal power granted.

5th: Normal power is five times per day.
10th: Normal power is made permanent.

15th: Cleric may cast Summon Monster VII to call for a devil once per day.

20th: Diabolic Ancestry. Cleric gains +2 to his intelligence score.

Greed Domain: The Greed Domain grants the following powers besides normally:

1st: Normal power granted.

5th: Cleric may cast Cheat once per day.

10th: Cleric gains a free Silent spell feat.

15th: Cleric may cast Cheat at will. 
20th: When cleric casts Cheat it cannot be detected by anything else than True Seeing. Cleric gains +1


charisma and intelligence.

Pain Domain: The Pain Domain grants the following powers besides normally:

1st: Normal power granted.

5th: Normal ability can cure quadruple the hit points.

10th: Normal ability is twice per day.

15th: Cleric may cast Whirlwind of Teeth once per day

20th: Withstanding the Suffering. Cleric gains +2 to constitution.

SPELLS

‘’Capitalism without bank-rubs is like Christianity without hell” 

- Frank Borman

NEW WIZARD/SORCERER SPELLS:
These are the new spells of the Demons Blood® Compendium. The reincarnation table has changed a little, this table can be found at the last part of this section.
0-Level Spells:

Identify Potion (Divination): Identifies content and origin of a potion created within 1d8 days per caster level.
Shooting Star (Transmutation): When cast on a magic item, the magic item begins to glow with a blue-white light. This effect lasts for 1d8 days.

Mind Bond (Divination): This spell allows the caster to whisper one word as silently as he wishes. When whispered, from 1-4 selected persons within ten feet hear it in their mind. 

Tell Me (Transmutation): This spell grants the caster +2 gather information for ten minutes.

Rationalize (Enchantment): This spell grants the caster a +6 bonus to intelligence and wisdom for a turn. The bonus only counts when determing bonuses for casting arcane spells. 

Wild Mending (Wild): When this spell is cast, the caster may repair 1 ft. Radius of a wild magic zone permanently, if he succeeds a will roll DC20 (-1 per intelligence modifier of the caster).

1st Level Spells:

Blue Cupel (Alteration): This spell enables the caster to create a blue ball that hits the wanted target for d12+1 damage.

Ragin’s Reading Beam (Divination): This spell shoots out a beam of light which will hit the target book or scroll, this spell will translate all non magic text. Furthermore, it will dispel the spells: Fire Trap, Explosive Runes, Leomund's trap, and Gaelen’s Spellbook Protection. The caster must use an onyx of at least 20 GP value for this spell. 

Aleastra’s Heartmelting (Enchantment): By means of this spell the caster is able to force a person to get warm feelings for him/her. The caster must choose a person that is already friendly with him/her. Then the caster must cast the spell on a healing potion and divide the potion into three doses. In the following three days, the recipient must drink a dose each day. Each time the recipient may make a will save DC22. If this will save is successful the recipient is forever immune to that caster casting this spell. If failure all three times, at the last day the recipient must make a will save at the casters DC or fall a little in love with the caster. The recipient must be of the same race as the caster or the spell will fail. Though not necessarily same sub-race. A Moon Elf could use it on a Wild Elf for example. Duration: Permanent, though a new will save at casters DC when he casted this spell is granted every day.

Whispers Initiation (Transmutation): Touched creature is granted +100 ft. to speed in the beginning of the next round, this bonus ends at the end of the round.

Fearful Presence (Enchantment): If the caster has the ability to invoke natural fear, i.e. like a dragon, the DC for his fear is empowered by 2. This spell has a duration of one hour.

Flarling’s Spirit Club (Conjuration): This spell summons a weapon of shimmering oak to appear in the casters hands. Two hands must wield the weapon, but besides that the caster has all proficiency to wield it. The weapon takes the form of the last weapon the caster wielded, whatever that was, but is made of oak thus counting as a club. The weapon deals damage as a normal club would have done, but the damage that a critical hit do now has a multiplication factor x6. Other than that, the weapon counts as having an enchantment bonus of +1. It lasts a full day. 

Chaos Shield (Wild): This spell is only useable by wild mages. When cast, a shield of pure chaotic magic surrounds the wild mage; thus, if any spell targets him (this effect doesn’t apply to area spells) it is affected by wild magic. This effect also counts for spells the wild mage himself casts, that target him. Its effects lasts for a turn.

2nd Level Spells:

Red Cupel (Evocation): This spell enables the caster to create a red ball that hits wanted target for 1d4 damage per level to a maximum of 8d4.

Downfall (Transmutation): Creates a hole under the target witch is 4 meters radius and 2 meters deep witch the target will fall down in, the target is allowed a save vs. Reflex to avoid this effect, others standing next to the target will not be affected by the hole but will still see it, it will be as they where standing in air. The hole lasts until the target gets up from it.

Ragin’s Small Lightning Swarm (Evocation): This spell is kind of a minor fireball though the damage done is lightning damage. This spell shoots a bolt of lightning out to hit the target, which becomes center of this spell. When the spell has hit the target, small bolts of lightning shoots out from the body of the center, the bolts hits everything within a radius of 20 feet and everyone hit by a bolt suffers 1d4 damage per level of caster (Maximum 10d4) and the center target takes an additional 1d4+1 damage per every 4 levels of caster, to a maximum of 2d4+2. There is a save vs. Reflex to half the damage both for the center and the surroundings but the center has a –1 to this save. NOTE that the center of this spell does not need to be a person or creature, it can be a point of the floor in a room or a point of the sky, the max range of this spell is 60 ft.  

Whisper’s Improved Magic Missile (Evocation): This spell is identical to the spell magic missile except all dies are converted into d6 and bonuses into +2. 

Cast Away (Abjuration): This spell allows the caster to reduce or increase the speed of, or to make a try at sinking, a boat. The caster causes the water just circling the boat to float at the boats direction, against the boats direction, or to continue swirling and waving. This effect lasts for ten minutes. 

Kieran’s Necromantic Surge (Necromancy): By means of this spell, the caster must choose to send forth a surge of positive or negative energy. Whichever he chooses, one creature is hit by this spell, and depending on the nature of this creature, the creature is either damaged or healed by 20 points. 

Chaos Magic (Wild): This spell is only useable by wild mages. It transfers a +45% chance to the chance of the wild mages spells being affected by a wild magic source. It lasts for a turn.

3rd Level Spells:

Prestidigitation II (Universal): This spell is identical to the prestidigitation spell except that this goes a little further:

With the Prestidigitation II spell you can for example knock your staff down in the earth and make it blister. Example: A party is captured in a cave and is surrounded by evil priests. To make an impression about the powerfulness of the group Rath who plays a mage casts this spell and gets a stone to fly op in the air and blister.

Black Cupel (Necromancy): The caster shoots out a black ball against the target and it explodes, dealing 1d4 +1 per level damage to the target and every one within 5’radius to a maximum of 12d4+12.

Teleport With Error (Transmutation): This spell is exactly like the 5th level spell Teleport except in this spell there is +20% chance of error in all cases.

Flarling’s Massive Wrath (Conjuration): This spell calls out a huge spirit of anger, which slays people on the battlefield. The spirit is invulnerable and cannot be affected by any spells or effects, except by spells that dispel magical effects such as Dispel Magic. The spirit automatically comes first in every initiative, has a +30 bonus to its touch attacks to hit and has a speed of 30 ft. It lasts for 5 rounds, and has one attack each round that deals 1d6 per caster level +1 per caster level damage (max 10d6+10). The damage done is crushing, and a reflex save halves the damage. 
Claws of the Sacred Ones (Transmutation): By means of this spell, the caster turns his hands into large dragon-like claws that take the place of his own hands. When he uses these hands, he cannot use any weapons, rings and the like, and if he wears any such items when the spell is cast, they fall to the ground. The claws count as natural weapons and the caster has the needed proficiency to use them. He can make two attacks per round at +5 base attack bonus, or use his own base attack bonus and base number of attacks, whichever he designates when casting this spell. The claws deal out 1d20+2 damage when they hit successfully, but don’t count as having any enchantment bonus in terms of bypassing DR. When using this spell, the caster has a 10% chance to go into a rage with each hit he makes. This berserk renders him unable to control himself, and he will strike at anything within his reach. In such a rage he has –2 to armor class, and each enemy within his reach may make a free attack at him each round where he is within their reach. The claws may cast Cure Light Wounds twice per day and Cure Moderate Wounds once per day. They cannot damage dragons but heal them by 1d8 points each hit instead of damaging them. They have a duration of one round per caster level to a maximum of ten rounds.  

Fearful Respect (Enchantment): This spell is exactly like the spell Fearful Presence except the bonus is +6. It stacks with fearful presence. This spell lasts four rounds.

Shield of Law (Wild): This spell is only useable by wild mages. It reduces the chance of the casters magic to be affected by wild magic to 0%. Unless he’s in a wild magic zone. Its effects lasts a turn.

4th Level Spells:

Purple Cupel (Illusion): The caster creates a purple ball that shoots out from his hand and strikes target for 1d4+1 damage. Furthermore the target must roll a save vs. Will at or be stunned in 3d4 rounds. If target rolls a successful save he takes another 1d4+1 damage.

Gaelen's Annoying Pixie (Illusion): This spell acts exactly like the first level spell taunt except this spell creates a green illusionary pixie witch flies forth and irritates the target. For each round were the pixie irritates, the target must roll a save vs. Will -2 or be taunted against the pixie and melee attack the pixie. Thus a mage of 14th level that misses his save would actually begin to attack the pixie without spellcasting. If taunted by this spell the taunted person gets a save vs. Will without any penalty each 6th round. If the pixie takes 30 damage it disappears in a flash of light.

Gaelen’s Spellbook Protection (Abjuration): This spell creates a small blue circle that will wrap itself around the target spellbook or scroll, the circle will then disappear, and turn the pages/page blue for a couple of seconds, now, everyone who tries to read the page/pages will suddenly find themselves with their eyes burning, in blue fire. (All but the caster off course) the burning of the eyes is but an illusion, but the damage done by reading the page/pages is real enough. The spell deals 5d8 damage, save vs. Fortitude for half, and everybody (every target) who has not detected the illusion must roll a save vs. Will or run away in panic for 1d4 rounds per 4th level of the spellcaster that has casted the spell, to a maximum of 3d4 rounds, if panicked, a save vs. Will is allowed to half the # of rounds panicked, despite the blue fire, a person hit by this spell is not blinded entirely, he or she can still see small things and only has –4 to attack unless he or she have blind-fighting . After a total of 3d4 rounds, the illusion of this spell disappears, if the target made his first save vs. Will, the illusion is dispelled for his eyes, everyone who watches the target of this spell, but the caster, is also allowed a save vs. Will to dispel the illusions. Every save in this spell gains bonuses or penalties equal to half ones intelligence bonus rounded up, this bonus/penalty is not useable with the damaging effect of this spell.           

Wild Conjuration (Wild): This spell is only useable by wild mages. When cast, an effect from the wild magic table occurs.

5th Level Spells:

Yellow Cupel (Conjuration): The caster creates a yellow ball that flies against the target that must make a save vs. Fortitude at or be extremely overwhelmed by thirst. While thirsty the character has –3 attack rolls and –2 saving throws. Also if character doesn’t drink at least a ¼ of a l. within each 8 rounds he will fall unconscious for 3d12 minutes, unless he/her makes a successful constitution roll (DC 17). When the character has managed to drink 3 l. or more this spell is dispelled. If the character has been unconscious 3 times or more he or she makes a successful constitution roll (DC17) or, if this roll is not successful the target takes 30 subdual damage and must make a save vs. Fortitude (DC 19), if this save is successful the target takes another 30 subdual damage, if not successful, affected person dies. 

Aleastra’s Heartstring (Enchantment): This spell functions exactly as the 1st level spell Aleastra’s Heartmelting except as following: Caster and recipient doesn’t have to be of same race, only one dose is needed, a success for the caster means that recipient falls very much in love with caster. 

Duration: Permanent, though a new will save at casters DC when he casted this spell is allowed each month.

Ox (Conjuration): By means of this spell, a Ghost Rothé is summoned to aid the caster. It is totally friendly towards the caster at all times, and will let him/her ride it. The Ghost Rothé is slightly enhanced and has +4d10 hit points and can cast invisibility once per day. It doesn’t come with a saddle though. To cast this spell you must have the horn of a bison, musk, or ox. The spell is permanent.

Breath of the Ancient Ones (Conjuration): This spell enables the caster to inhale, and then exhale. When exhaling the caster spews out a massive cone of either air, earth, fire or water. Whichever he chooses, the cone has a range and area effect as a Cone of Cold but deal out 4d30 damage. The caster can empower this spell with a scale from a dragon. Each scale used enables the spell to do one more d30 damage, but the caster may only use one scale in this spell per 7th level, plus he can use one at first level (i.e. at level 14: three scales). The maximum damage for this spell is 8d30.

Magic of Law (Wild): This spell is only useable by wild mages. When cast, it creates a field of special antimagic, of 50 feet radius. Within this area, centered at all times at the caster, no wild magic effects can occur. This also works in wild magic zones. Its effects last for a turn.

6th Level Spells:

Prestidigitation III (Universal): This is exactly like Prestidigitation or Prestidigitation II except this spell is even better.

Brown Cupel (Divination): The caster creates a brown ball that flies forth and crackles in the air. Prior to this spells casting the caster must ask a question. Inside the ball is the answer to this question. The question may maximum be of 5 words and the ball can answer a little cryptically, though not in the extremes. The question must have a logic, rational or ‘’correct’’ answer, or the answer of the question will only be philosophical.

Margul’s Enhanced Fireball (Evocation): This spell creates a ball of fire that flies forth and hit the target spot. As it hits, two effects happens: Fire damage: all creatures within the range of the spell take 1d8+1 damage per level of caster to a maximum of 14d8+14, save vs. Reflex for half. The next effect: Fire healing, heals all fire-subtype creatures (Fire elemental, Red Dragon, etc.). It also heals: Magic Golems, devils, and demons. The damage healed, is the same as damage dealt, witch means 1d8+1 per level of caster to a maximum of 14d8+14. The creatures that will be healed by this spell are immune to the damaging effect.    

Margul’s Power Electric Armor (Abjuration): By means of this spell the wizard summons an armor of purple pulsing energy. In addition to giving an AC at the rate of a full plate (AC +8) it works as an enchanted plate mail, and each person who hits the caster with non-ranged weapons takes 2d8-4 lightning damage. Also it protects wearer against:

Magic missile, Melf’s Acid Arrow, and Fire Arrow, and reduces damage dealt by cupels and the spells: Fireball, Lightning Bolt, Ragin’s Small Lightning Swarm, Margul’s Power Electric Armor, Margul’s Draconian Breath Weapon and Margul’s Enhanced Fireball by 3d8+3 to minimum of 0.

You can still cast spells in this armor but you cannot wear any armor other than magical robe, cloaks, clothes, etc. And you have a 5% chance of spell failure in this armor, and a –5 to all damage and healing effect of spells and weapons.  

Greater Chaos Shield (Wild): This spell is only useable by wild mages. It acts just like a normal chaos shield except that it affects any spell that affects the caster; also area effect spells or spells that target numerous creatures, just as long as the caster is one of them. Its effects lasts a turn.

7th   Level Spells:

Green Cupel (Abjuration): The caster launches out a green ball against the target. The target is then struck and is pushed backwards with 30 km/hour by the green ball. If the victim hits something on the way backwards that has a size or position that would normally stop the target, the ball disappears and the character takes 10d6+10 damage save vs. Fortitude for half. If nothing hits the victim on the way back the character is pushed back for a maximum of five rounds then the spell negates.

Gaelen’s Well-Minded Spirit (Divination): This spell draws forth a spirit, coming down from the heaven and stands in front of the caster, the caster can then ask the spirit for any answer on a question and the spirit will answer, with no cryptic explanation, just fair and plain answers. After the #1 answer the spirit chooses to cast bless or aid on the casters party or answer another question, DM rolls 1d3 to determine what the spirit will do. The third and last effect of this spell is that the spirit cast summon natures ally I, II or III to create some animals to aid the caster for 2d4 hours, again this is rolled by the DM, roll 1d3. There are 20% chance that the spirit does not know the answers to the question(s) asked, and another 20% that it will not answer it although it knows the answer, and another 10% chance it will not cast any spells in effect 2 and another 10% chance it will not cast spells in effect 3 if a roll by the DM determines that it could cast spells. NOTE that if the DM rolls that the spirit casts aid on the casters party and a roll by the DM for percent is less than 10, there is still a chance that it will cast animal summoning. Each effect takes one round: 1 to get down from heaven, 1 to answer the first question, one to answer the second question or cast aid or bless and one to cast summon natures ally, if the DM rolls less than ten on percent chance for the spirit to cast bless, the round for an action from the spell is not lost, then simply roll for natures ally. Any question asked must have a logic, rational or ‘’correct’’ answer or the answer will be philosophical.   

Aleastra’s Magical Surge (Evocation): With this spell the caster sends a blue-white surge of light into a single target. This target takes a fortitude save or becomes invisible to everyone, including himself. If failure, the person is also slowed by 50%. The target takes 50 damage, fortitude save for half, if he makes the first save. When the spell ends and if the target made a failure, the target is healed by 2d4.

Greater Shield of Law (Wild): This spell is only useable by wild mages. It acts exactly like a shield of law except that it also reduces the chance to 0% in wild magic zones also and that it can target other people than the caster. Its effects last a turn.

8th Level Spells:

Color Cupel (Universal): As the wizard casts this spell he raises his hands and a ball of all colors comes forth in his hands. This ball explodes and everybody in a radius of 15’ takes a save vs. Fortitude with +2 bonus or is utterly destroyed. This spell does not affect party members. To cast color cupel, you must have all cupels except Color Cupel II.  

Aleastra’s Cupid (Enchantment): This spell is exactly like the spell Aleastra’s Heartstring except as following: DC for the save vs. the first dose is Will DC26. Duration: Permanent, though a new save is allowed every year.

Sanction (Transmutation): By casting this spell, the caster forces one creature into a state of will where he cannot do certain things. If the recipient misses a will save, he cannot eat more than 10% his body weight in food each day, even though his hungry, and he cannot drink more than 2,5% his body weight in gallons each day. Furthermore the recipient mustn’t accept money in any form, only use them. He cannot pick up money, he cannot steal money and he cannot be given money. If by some means food, drink or money is forced to the recipient, recipient takes 10 damage pr. kg/½ gallon/coin if he doesn’t get rid of the food/drink/coins in ten minutes. The spell lasts a tenday. 

Flarling’s Feral Fury (Conjuration): The most powerful of the spell creators spells that he has created alone, this spell stands for all the fury of the deity Fura and his chosen bound into one. The spell summons a spirit of the ancient dragons. The spell works exactly like the 3rd level spell Flarling’s Massive Wrath except this spirit moves 50 ft. per round, lasts 6 rounds and deals out 1d8 per caster level +2 per caster level (Maximum 25d8+50) per punch and has a melee touch attack of +60 to hit. Against this spell, the damage done is still crushing, and the save needed to half the damage is still reflex.

Greater Wild Conjuration (Wild):  This spell is only useable by wild mages. This spell is exactly like the spell wild conjuration except that two effects occur.
9th Level Spells:

Whisper’s and Flarling’s Super Planar Weapon (Conjuration): This spell is too large to be represented here. Look at the end of the spell section. Very powerful spell.

Margul’s Draconian Breath Weapon (Evocation): With this spell the caster makes himself/herself able to take a giant inhale and change the air he/her inhales to fire, lightning or acid. If the caster changes the air to fire, a giant fireball shoots out of the casters mouth, the damage done by the fireball is 10d12+10+con, save vs. Reflex for half thus a mage of 18th level who casts this spell and rolls maximum damage and has a con at 14 would deal 120+10+14=148 damage. If the caster changes the air to lightning a giant lightning bolt will shoot out from the casters mouth and the caster can send the bolt in a chosen direction, the bolt will fly in the chosen direction for 3 rounds, then disappear, if the bolt hits something on the way in bounces in a random direction. Everyone hit by the spell takes 10d12+10+con damage, save vs. Reflex for half, thus a mage of 18th level with con 14 who rolls maximum damage, would deal 120+10+14 damage=148 damage.

If the caster changes the air to acid he/her will breath a beam of acid out in the chosen direction(s). Each and everyone hit by this spell will take 12d4+12+con damage, save vs. Reflex for half, plus they must take a save vs. Fortitude or be killed by the acid of this version of the spell, thus a mage of 18th level with 14 con who rolls maximum damage would deal 48+12+14 damage =74 damage and kill all who fails their save vs. Fortitude. In each three abilities each person damaged that the wizard does not want to damage rolls 5d20 and reduces the damage dealt by the outcome of the roll, people that the wizard does not want to damage has a +1 bonus to all saves in this spell. The radius and ranges for the fireball ability is that of a Horrid Wilting spell. The radius and ranges for the lightning bolt version is that of a Lightning Bolt spell. The radius and range for the acid cone version is that of a Cone of Cold. To increase this spells effects you need a scale of a dragon, a tooth or claw of a dragon, a dragon’s eye, or, a dead dragon. Only one of these components is may be used per casting. If the dead body of a dragon is used each effect of this spell will do 100 more damage. If one of the other things is used, it deals 20 more damage.             

Environmentalism (Alteration): By means of this spell the caster calls forth an big blue circle from which eight red balls are fired. Via this spell the caster can change the environment and animal life + weather and climate within 1km radius as he sees fit.

Kieran’s Titanic Alteration (Alteration): By means of this spell, the caster calls upon the great tribe of titans. He draws a duplicate of their strength and abilities and transfers it into himself. The caster will be unable to act in 3 rounds after the round he casted this spell. In these rounds the caster acts as though he was under affection of the Hold Person spell. The caster will have his strength set to 37, he gains all the powers of witch a Titan posses, meaning: Alter self, bless, charm person or animal, commune with nature, cure light wounds, eyebite, fire storm, halt undead, hold monster, invisibility, levitate, light, magic circle against evil, summon natures ally II, mirror image, pass without trace persistent image, produce flame, remove curse, remove fear, shield, speak with plants, summon swarm, and whispering wind at will. He also has the following spells 2 times per day: Astral projection and etherealness. He becomes the size of a Titan, so will all his items for the duration. The caster will deal damage with he’s fist equal to a Titan and will gain an armor rating bonus on +11, he will also gain a hp bonus on 100. NOTE that the caster of this spell does not cast spells in the way of a titan, and this spell lasts for 1 hour. To cast the spell the caster must have a finger, an eye, a hair or toe from a titan.

Color Cupel II (Universal): The effect of this spell is exactly the same as Color Cupel except there is no bonus on the save and the range is raised to 30 feet. To cast Color Cupel II you must have all cupels. 

Master Prestidigitation (Super Prestidigitation)(Universal): This spell is a ‘’must own’’ for all powerful wizards, it has an effect like a normal Prestidigitation except this spell can do even greater things, for example, in another example we had Rath who played a mage cast Prestidigitation II and make a stone fly up in the air and blister, he was captured in a cave by some evil priests, and wanted to make and impression of how powerful he was, with this spell, he could make the cave fly up in the air and make it blister! A super or master Prestidigitation can be used to thousands of other things, create perfect dragon gargoyles of stone (not alive) or build a small castle. BUT THIS SPELL IS NOT A WISH SPELL. Its doesn’t cost XP. No magic item can be conjured, no thing turned into another and things like that. At the end, DM chooses what the player may or may not do with the Prestidigitation. To cast this spell you must have a bone from a dragon skeleton.  

Ultimate Wild Power (Wild): This spell is only useable by wild mages. When cast, anytime your magic catches a wild magic surge, you may roll four times on the wild magic table and choose the best result. Its effects last a turn.

Whisper’s and Flarling's Super Planar Weapon

(Conjuration)

ADVANCE \u4Level: 9 wiz/sor
Components:  V, S, M

Duration:  1 hour

Range: Caster

Target: Caster

Saving Throw: Special

Spell Resistance: No

ADVANCE \u4
This spell conjures a large weapon, usually a greatsword or the like, that counts as a +5 weapon in every aspect and deals 5d12 of super planar damage. Roll 1d100 to determine which plane.  

01–50. Elemental plane. Roll 1d4 to determine which:

1. Air. The weapon can release a gust of wind upon command, once every round, and can keep vaporous creatures at bay. It cannot attack air-based creatures. It does double damage to earth or rock based creatures.

2. Earth. The weapon petrifies a creature on a natural 19 or 20. It can carve a path through solid rock at a rate of 10 feet per round. It does double damage to gaseous or aerial creatures, and cannot harm earth-based ones.

3. Fire. The weapon can emit a path of flame, 3 yards long, upon command (does burning hands damage as if cast at twelfth level of experience), and can melt ice at the rate of 3 cubic yards per round. It cannot harm fire-based creatures, but does double damage to liquid creatures, water‑based, or cold‑using creatures.

4. Water. The weapon, if a hit is made on a creature, can attempt to "drown" the creature (assuming it is air‑breathing) by filling its lungs with water. Thereafter, it must make a successful fortitude save at DC 24 upon every hit or take an additional 3d10 drowning damage. It can soak any three adjacent 1‑yard squares with water, extinguishing normal fires, upon command. It cannot attack water-based creatures. It does double damage to fire‑based creatures.

51–60. Para‑elemental plane. Roll 1d4 to determine which:

1. Ice. The weapon causes a creature to freeze stiff for 5d10 rounds, taking 4d10 extra damage if it hits on a natural 20. It can freeze up to 1 cubic yard of liquid per round of touch. It cannot attack ice-based creatures, but does double damage to water-based ones.

2. Magma. The weapon causes items touched to melt or become incinerated when it touches them, with no saving throw. On a natural 20, it does x4 damage to normal creatures (x5 to vulnerable creatures). It cannot attack lava-based creatures, but does double damage to earth-based creatures.

3. Ooze. The weapon coats a creature with mud and slime, and causes their lungs to fill up with ooze (they must then make Fortitude checks at DC 20 for 10 rounds or take 2d6 drowning damage per round). It cannot attack ooze or slime, but does double damage to fire‑based and air‑based creatures.

4. Smoke. The weapon causes 5d6 extra suffocation damage on a natural 19 or 20. It can fill six 1‑yard squares per round with smoke, which functions as normal smoke (the wielder is immune to negative effects of generated smoke). It cannot attack mist or smoke‑based creatures, and does double damage to water based creatures.

61–70. Positive quasi‑elemental plane. Roll 1d4 to determine which:

1. Lightning. The weapon knocks a creature back up to 15 yards on a natural 19 or 20, with a clap of thunder and 4d10 extra electrical damage. It cannot attack electrical beings or metallic beings, and can do double damage to earth‑based, or water‑based creatures. Also, it is +6 to‑hit against opponents with metal armor (because it is transmitted through such protections).

2. Minerals. The weapon, on a natural 18, 19 or 20 has a 50% chance of doing +5d6 cutting damage (as a sword of sharpness) otherwise the creature is petrified. It allows one to attack crystalline or mineral with half damage, but does double to particulate (dust or sand) creatures.

3. Radiance. The weapon turns an undead or shadow‑creature as a 12th level cleric, and on a natural 19 or 20, blinds a normal creature for 5d10 rounds. It emits light out to a 120‑foot radius. It cannot attack light or radiance creatures, but does double damage to shadow‑based creatures or undead.

4. Steam. The weapon causes a normal creature to pass out from heat exhaustion, taking 4d8 extra damage, on a natural 19 or 20. It emits six 1‑yard squares per round full of vapor (which does not hinder the wielder at all). It cannot attack mist or vapor, and does double damage to water creatures or to cold creatures.

71–80. Negative quasi‑elemental plane. Roll 1d4 to determine which:

1. Ash. The weapon causes 5d8 extra cold damage on a natural 19 or 20. It lowers the temperature in a 60‑foot radius by 5 every round (except the caster's body temperature). It cannot attack ash or smoke based creatures, and does double damage to flame or heat‑based creatures.

. Dust. The weapon causes 5d8 extra deterioration damage on a natural 19 or 20. If held in contact with solid material, it breaks down 1 cubic yard per round of such, leaving behind only fine dust. It cannot attack particulate (sand or dust) creatures, and does double damage to crystalline, rock, or earth‑based creatures.

3. Salt. The weapon causes 5d8 extra dehydration damage on a natural 19 or 20. If held in contact with organic materials, it desiccates them completely in 1 round. It cannot attack salt or mineral based creatures, and does double damage to water‑based or liquid creatures.

4. Vacuum. The weapon causes 5d8 decompression damage on a natural 19 or 20. It sucks nine 1‑yard squares per round full of air into oblivion (the caster has no problems breathing), creating gale‑force winds and having worse effects in enclosed spaces. It cannot attack creatures of vacuum, and does double damage to air‑based creatures.

81–90. Border plane. Roll 1d2 to determine which:

1. Astral. The weapon is invisible, but ignores all physical barriers to attack. It sends a creature to the astral plane upon a natural 20 for 6d8 days. It does double damage to creatures from the astral plane. A normal creatures isn't able to heal from its wounds unless magically healed (as the damage is to the being's aura).

2. Ethereal. The weapon is faintly visible as a ghostlike dagger, but ignores all physical barriers to attack. On a natural 19 or 20, the caster is affected by the spell: Etherealness in 2d4 rounds. It attacks ethereal, spirit, or in‑phase creatures for double damage. A normal creatures isn't able to heal from its wounds unless magically healed (as the damage is to the being's spirit).

91–95. Material plane. Roll 1d2 to determine which:

1. Negative material plane. The weapon drains two levels or Hit Dice of life energy on a natural 19 or 20. The weapon has no effect on undead creatures, but does double damage to creatures with a link to the positive material plane.

2. Positive material plane. The weapon causes its special damage as healing to any living being, but if the being is already at full hit points, it does not apply. On a natural 18, 19 or 20, it acts as a mace of disruption versus undead. Undead take double damage in any case from this weapon.

96–98. Outer plane. Roll 1d20 to determine which:

1. Seven Heavens. This weapon is gleaming white, and radiates golden light. It repels evil creatures as a fear spell, 15‑yard radius. It does double damage to chaotic evil creatures, and cannot strike lawful good creatures. It can spray holy water upon command in a cone 1‑yard base by 10 yards long with a 5‑yard maximum spread.

2. Twin Paradises. This weapon is of entwined silver and white marble. It can cure critical wounds three times per summoning upon lawful good and neutral good creatures, and cannot strike such. It does double damage to chaotic evil and neutral evil creatures. Upon a natural 19 or 20 it heals the caster for 6d8 hit points.

3. Elysium. This weapon is of pure, glowing silver. It can turn undead and evil lycanthropes as a 12th level cleric. It does double damage to neutral evil creatures, and can disrupt undead creatures on a successful hit, although it cannot strike neutral good creatures.

4. Beastlands (Happy Hunting Grounds). This weapon is made of stout oaken wood. It radiates a 12‑yard radius field of animal friendship aimed towards the caster. It cannot strike neutral good and chaotic good creatures, but does double damage to lawful evil and neutral evil creatures. It can cure critical wounds to any normal plant or animal it touches, once per round.

5. Olympus. This weapon is made of fine, polished steel. It cannot strike chaotic good creatures, but does double damage to lawful evil creatures. It can create a hero’s feast once per turn. It also does damage as if swung by one with 26 Strength.

6. Gladsheim. This weapon crackles with lightning and fire, and is made of fine steel. It cannot strike chaotic good and chaotic neutral creatures, but does double damage to lawful neutral and lawful evil creatures. It gives a +5 to hit and +5 on AC to any chaotic good and chaotic neutral warrior within 9 yards.

7–9. Limbo. This weapon randomly shifts color, composition, and radiance every round. It ignores damage reduction of level 1-5. Any spell effect directed at the wielder is changed into a wild surge. It randomly polymorphs any substance or object it touches thrice per round, and on a natural 18, 19 or 20 polymorphs a creature randomly. It does double damage to lawful neutral creatures.

10. Pandemonium. This weapon is made of howling wind and darkness. On a natural 18, 19 or 20, it blinds and confuses (as the spells) its target. It cannot strike chaotic neutral and chaotic evil creatures, but does double damage to lawful neutral and lawful good creatures.

11. The Abyss. This weapon drips acid and venom, and is seemingly composed of demon‑parts. On a natural 18, 19 or 20, it causes the target to save versus fortitude DC20 or take 5d20 poisonous acid damage, regardless of magical or natural resistance to poison or acid. It cannot strike chaotic evil creatures, but does double damage to lawful good creatures.

12. Tartarus. This weapon is composed of stagnant black liquid. On a natural 18, 19 or 20, it causes complete amnesia which can only be removed by a heal spell. It cannot strike neutral evil and chaotic evil creatures, but does double damage to lawful good and neutral good creatures.

13. Hades. This weapon is composed of bone and blood. On a natural 18, 19 or 20, the victim must save versus fortitude DC 24 or be transformed into an undead creature. It cannot strike neutral evil creatures, but does double damage to neutral good creatures.

14. Gehenna. This weapon is composed of mingled brimstone and shadow. It cannot strike neutral evil and lawful evil creatures, but does double damage to neutral good and chaotic good creatures. On a natural 18, 19 or 20, it inflicts a rotting disease upon its victim (as per a mummy's touch).

15. Nine Hells. This weapon is composed of fire and brimstone. On a natural 18, 19 or 20, the creature struck takes 5d20 flame damage, regardless of magical or natural resistance to fire. It cannot strike lawful evil creatures, but does double damage to chaotic good creatures.

16. Acheron. This weapon is made of cold iron that glows with a red radiance. On a natural 18, 19 or 20, it paralyses its victim. It cannot strike lawful neutral and lawful evil creatures, but does double damage to chaotic good and chaotic neutral creatures.

17. Nirvana. This weapon is perfectly symmetrical along at least two axes, and appears to be made of gray crystal. On a natural 18, 19 or 20, its victim is held for 5d10 rounds. It cannot strike lawful neutral creatures, but does 2d6 damage to all other alignments.

18. Arcadia. This weapon appears to be made of wood that has been turned into precious metal. When it touches any poison or acid, the latter is instantly nullified. It cannot strike lawful good and lawful neutral creatures, but does double damage to chaotic neutral and chaotic evil creatures. It can cure poison when it is touched to any creature, up to five times per round.

19–20. Concordant Opposition. This weapon is of pure white crystal, fine steel, and polished obsidian intertwined. It cannot strike creatures that protect the balance. It does double damage to lawful good, chaotic good, chaotic evil and lawful evil creatures. Its attack ignores the defenses of a creature whose powers are based on strong alignment, such as demons, paladins, and slaadi.

99–00. Unusual, demi‑planar. Roll 1d4 to determine which:

1. Demi‑plane of electromagnetism. The weapon is +6 to‑hit against opponents clad in metallic armor. It can repel or attract metal objects with 20 Strength within a 10‑yard radius at command. On a natural 20, it knocks an opponent back up to 12 yards for 5d6 extra impact damage. It does double damage to creatures of a ferrous composition or metal and it cannot harm creatures of electricity.

2. Demi‑plane of shadow. The weapon is actually only quasi‑real, but appears to be made of solid blackness. A creature struck must disbelieve (Will save DC 24) or take double actual damage. It does double damage against creatures of light or any illusory "beings". On a natural 18, 19 or 20, blinds a creature for 5d8 turns.

3. Demi‑plane of time. The weapon appears to be simply a wavering violet outline. It ages a creature 4 years for each point of damage accrued (random direction, 50% chance each hit of aging older or younger). On a natural 19, it throws an opponent 1d41d10 days into the future or past, 50/50. On a natural 20 it throws the target 1d4x10 months into the future or past, 50/50. Bearer is immune to timestop and if it hits a creature from another plane or from another time upon a natural 20 it throws the target 1d4x10 years into the future, a 19 is the effect of a 20 on these creatures. In any case, a creatures thrown into a different time stays there in an amount of days equal to the roll of the dice. In the second case however its in weeks and in third, it months. 

4. DM's option.

WHISPER

Male Drow Elf Wiz9/Sha10/Acm4: CR25; Medium-size humanoid (elf); HD 9d4 plus 10d4 plus 4d4; HP 77; Init +11; Spd 30 ft.; AC 26 (Touch 15, flat-footed 20); Atk +23/+23/+18/+18/+13/+13 (1d4+12/20x2 +4 returning dart); SQ Drow traits, spell-like abilities, damage reduction, archmage high arcane, shadow adept traits; SR 34; AL N; SV Fort +5, Ref +14, Will +19; Str 9, Dex 24, Con 11, Int 25, Wis 15, Cha 19. Height 176 cm. Skills and feats: Alchemy +11, Appraise +4, Balance +27, Bluff +20, Climb +11, Concentration +17, Diplomacy +15, Disguise +29, Escape Artist +7, Forgery +13, Gather Information +10, Hide +37, Innuendo +3, Knowledge (Arcana) +26, Listen +24, Move Silently +27, Search +14, Speak Language (Draconic, Ignan, Aquan, Terran, Infernal, Abyssal, Common) +14, Spellcraft +42, Spot +11, Tumble +18; Ambidexterity, Armor Proficiency (Light), Combat Reflexes, Dodge, Improved Initiative, Improved Familiar, Lightning Reflexes, Quick Draw, Quicken Spell, Scribe Scroll, Shadow Weave Magic, Weapon Focus (Dart), Craft Magic Arms and Armor, Automatic, Quicken Spellx3 (0-9). Special Qualities: Drow Traits (Ex): +2 Racial Bonus on Will saves against spells and spell-like abilities, darkvision 120 ft. Light Blindness, summon familiar, controlled spell power, shadow feats, shadow defense +3, spell power +3, shield of shadows, shadow walk, darkvision, greater shield of shadows, shadow double, arcane fire, spell power +1, spell power +2, spell power +3, spell-like abilities: magic missile and whisper’s improved magic missile once per day. Spells: Whisper casts spells as a 23rd level wizard. He has knowledge of the epic spell: Whisper’s and Flarling’s Epic Planar Weapon. Possessions: +4 returning dart, Whisper’s Shadow Brooch (Boosts the spell power from the shadow adept by 2 and doubles wearers attacks when using darts in main hand only, also provides constant non-detection and improved invisibility once per day), Cloak of Shadows, Bracers of Natural Armor +4, Ring of Protection +5.

Whisper is the friend of Flarling the Feral Fury, Chosen of Fura. He is the creator of many fine spells, and recently, he and Flarling created what is one of the most potent spells ever: Whispers and Flarling’s Super Planar Weapon. Whisper has a huge interest in the planes along with his friend Flarling, and he uses every opportunity he has to travel in them. Whisper and Flarling are a bit eccentric and they love to help adventurers of lesser power. Or to conjure settings of troubles for the adventurers to fight through for greater reward. Flarling is nevertheless not one of Faerûns most intelligent persons, and Whisper is usually the one who takes diplomatic conclusions for them both. But if Flarling is angered (which he is very often, being a servant of Fura) not even Whisper can stop him. Whisper has a way of toying with everybody, and his keen intelligence allows him just that. He is quick, bright and has a good sense of humour. He rarely fights anything, unless of course he finds himself on the wrong plane and in the clutches of the wrong planar fiend. Whisper is always cloaked in shadow and you rarely see his face. His pet, Isha, was once a normal cat, but Whisper enchanted it to gain wings, thus it became a Tressym.
Isha: Female Tressym; CR 5; Tiny Animal; HD 23 (HP 38); Init; +14; Spd 30 ft. 50 ft. fly (good); AC 27 (touch 18, flat-footed 21); Atk +23/+23/+23/+18/+13/+8/+3 (1d3-3 1st plus 1d2-3 2nd to 7th); SA alertness, improved evasion, share spells, empathic link, touch, speak with master, speak with animals of its type, spell resistance (28), Scry on familiar, familiar spell (chain lightning); SQ scent, poison immunity; AL N; SV Fort +12, Ref +21, Will +19; Str 3, Dex 20, Con 10, Int 17, Wis 12, Cha 14. Skills and Feats: Balance +39, Climb +29, Hide +34, Listen +35, Move Silently +42, Spot +22; Improved Initiative, Dodge, Mobility, Superior Initiative, Weapon Finesse (claw, bite), Weapon Focus (claw, bite); This includes the racial +8 bonus to balance checks and the +4 to hide and move silently checks.
REINCARNATION TABLE
-Roll 1d100

1: Human

2: Elf  

3: Half-Elf

4: Halfling

5: Gnome 

6: Half-Orc

7: Dwarf

8: Minotaur

9: Orc 

10: Kobold

11: Bear

12: Centaur

13: Frog

14: Nymph

15: Pixie

16: Satyr

17: Ogre Mage

18: Basilisk

19: Beholder

20: Bugbear

21: Dog

22: Mosquito

23: Cloaker

24: Quasit (Tanar’ri)

25: Imp (Baatezu)

26: Erinyes (Baatezu)

27: Triceratops

28: Doppelganger

29: Drider

30: Gargoyle

31: Djinni

32: Hill Giant

33: Gnoll

34: Goblin

35: Gray Render

36: Griffon

37: Harpy

38: Hippogriff

39: Hobgoblin

40: Lamia

41: Lammasu

42: Lillend

43: Lizardfolk

44: Medusa

45: Mind Flayer

46: Nightmare

47: Ogre

48: Owlbear

49: Aasimar 

50: Tiefling

51: Rakshasa

52: Wolverine

53: Deer

54: Grig

55: Nixie

56: Eagle

57: Troglodyte

58: Troll

59: Heavy War-Horse

60: Wyvern

61: Winter Wolf

62: Skum

63: Pureblood

64: Half-Blood

65: Human

66: Baboon

67: Lion

68: Rat

69: Elf

70: Halfling

71: Half-Elf

72: Bear

73: Dog

74: Human

75: Wolf

76: Worg

77: Firbolg

78: Antilope

79: Vulture

80: Tiefling

81: Durzagon (Half-Fiend, no resistances)

82: Aasimar

83: Legendary Tiger

84: Water Genasi

85: Fire Genasi

86: Earth Genasi

87: Ormyrr

88: Air Genasi

89: Wyrmling (Random kind)

90: Sylph

91: Yak Folk

92: Half-Golem (Iron)

93: Alaghi

94: Ghost Rothé

95: Dragonkin

96: Firenewt

97: Phaerlin Giant 

98: Dekanter Goblin

99: Gibberling

100: DM’s Choice 

WILD MAGIC EFFECTS

-Roll 2d100

Remember that spells only fails if the text states it

2-5: DM’s Special

6: Spell works but is still memorized, if sorcerer spell works no other effects.

7: Spell fails and a random 1st – 2nd level spell is casted on caster

8: Trees and other plants begin growing up all around the caster and locks him up entirely, the spell still works but if the spell can be affected by the objects it bypass, it is affected in that way by the trees, the trees can be bound and broken just as normal trees

9: instead of the normal effect, the caster hurls a ball of bright light at the target who takes damage equal to the casters level and gain 1 point of permanent SR, in case of area spell, works as area effect

10: A random priest spell from the domain magic or spell occurs on caster and allies and spell fails

11: A random spell from the school evocation occurs on all enemies of caster

12: A random transmutation spell occurs on caster

13: Roll again but add 10 to the roll, all rolls above 200 counts as 200

14: The spell fails and casters allies’ take1d100 damage

15: The spell fails and all of casters allies are healed 1d100

16: Spell fails and a big leaf rains on the target(s) and works as web DC20

17: Spell fails and caster gains an additional 1hp permanently

18: Everything within 100 yards is turned completely red, 2d30 days, except particles and being of less than diminutive size

19: A random spell is casted at target. Ff the spell is an area effect the spell works and a fireball is added, spell fails unless otherwise noted

20: All creatures in the battlefield is healed as per a heal spell, spell fails

21: Spell fails and a big muuuuuh! Is heard on the field of battle, treat this muh as the spell: shout on all persons within 500 ft. of the caster incl. Himself.

22: Target must save vs. Fortitude or be turned into a gigantic (large size) squirrel, theDC is 25, this can work as area effect, and spell fails

23: Everybody on the battlefield is turned into a giant blue whale for 10 rounds, but can breathe both in air and water

24: All water in 20 yards gathers at one area and for each gallon of water a large water elemental appears, the rest of the water turns into a tiny one.        

25: A large tuna smashes onto target and deals 1d4x1d4:1d4+1d4-1d4 damage, if the results is negative the target is healed.

26: Target/targets is teleported to a random place on the current plane, within 20 miles of the caster.

27: Spell works but with a random color effect added.

28: Spell fails and a stoneskin effect of level 15 occurs on caster

29-33: Spell is reversed (Ask DM)

34: Spell fails and an explosive runes spell is casted at all scrolls within the area, as if casted by the caster

35: Spell works and a random arcane spell is casted at a random target within 100 ft. of the caster.

36: Spell works and a random divine spell is casted at a random target within 100 ft. of the caster.

37: Spell works and a random spell is casted at a random target within 100 ft. of the caster.

38: Caster grows wings  (10 ft. flying (poor))

39: Caster grows horns for (natural attack, damage: 1d2 per size category of caster. 

40: Caster grows claws (Natural attack, damage as horns.

41: Casters teeth grows 0.5 cm for 2d100 days and turns sharp

42: Casters hair grows 1 yard.

43: Caster gets a purse in his head with 10d100 gp. It deals 1 damage per 5 gp.

44: Caster gets a mithril silver piece in his head and takes 1d4 damage

45: Caster is healed 1d100-1d100 points, if negative, it counts as damage.

46: Caster gains one level

47: Caster gains 1000 experience points

48: Caster gains 10000 experience points

49: Caster gains 20000 experience points

50: Caster looses 1000 experience points

51: Caster gains a random feat

52: Caster looses a random feat

53: Caster gains 3d6 skill points

54: Caster looses all ranks in a random skill that he has, if he has any skill points, they’re lost to.

55: Spell fails and caster finds a flower in his hand

56: Caster is affected by the harm spell

57: Caster becomes target of the spell casted

58: Spell attains a new random target

59: If spell has a target, it  attains an extra one. Else, it works.

60: Casters speed is increased by 10 ft. permanently 

61: A random enemy on the battlefield gains +1 AC, if no enemies are present, caster gains 5 acid resistance

62: Caster receives a random feat from the Arcana Unearthed book that he is qualified to own.

63: A gigantic ball of spit hits the battleground with a radius of 1000 yards, functions as web with a DC of 12.

64: A gate to the Abyss appears 

65: A huge sized octopus hits the battlefield 20 yards left of the caster.

66: Caster gains a wish, spell fails.

67: Caster gains a limited wish, spell fails. 

68: Spell fails and caster gets a random spell in his spell book of each level, if caster uses no spell book, spell works.

69: Caster gains magic missile once per day as a spell ability, level 1 effect

70: Caster goes insane and believes he is an archmage of great power for 2d100 days

71: Caster looses one point of strength

72: Caster looses one point of dexterity

73: Caster looses one point of constitution 

74: Caster looses one point of intelligence

75: Caster looses one point of wisdom

76: Caster looses one point of charisma

77: Caster looses one point of natural AC (can turn negative).

78: Caster gains one point of natural AC.

79: Caster gains one point of charisma

80: Caster gains one point of wisdom

82: Caster gains one point of constitution 

83: Caster gains one point of dexterity

84: Caster gains one point of strength 

85: Caster gains two points in a random stat score

86: Caster looses two points in a random stat score

87: Caster gains ten points of constitution for battle duration, or for 1 hour

88: Spell fails and caster uses a random effect of the legendary wizard Gaelens gambling chairs (found under magic items section.

89: Caster gains 2d10 extra hp

90: Caster looses 1 spell of each level, if he is sorcerer or bard he instead looses 10hp permanently.

91: All creatures with ability to think, on the plane the caster is currently on, gets a sudden change in mood, they all become affected by the effect of the spell: Emotion: Happiness 

92: Same as 91 except it is Emotion: Depression

93: Caster is turned into a mouse for 1 round.

94: Spell fails, nothing happens, then suddenly, 4 rounds after this spell is casted, the spell comes in effect.

95: Caster looses ALL hair

96: Casters pupils turn into stars, rabbits or something like that (DM’s Choice) and become a random color

97: Caster has his hair turned into a random color

98: Caster is rendered unconscious

99: Spell fails and three effects happen: Cloudkill centered on caster, fireball centered on caster and Zone of sweet air centered on caster 

100-105: Spell Works

106-110: Spell Fails 

111: The caster gets +1 0 level spell per day

112: Caster gains 1 temporary strength. This point disappears after 2d100 days. 

113: roll 1d10: (Unless text states it, the spell fails in all these events)

1) A small red bunny leaps from a point beside caster and 5 yards forward, where forward is the way the caster currently looks, the rabbit lands and blasts into a big red flame that shoots 150 meters up in the air and lands at the point of ‘’rabbit turn-into-flame’’. It explodes in a big fireball that deals 10d8-2d6+1d30:1d3 damage

2) The caster gets a random 9th level spell wrote into his spellbook, if sorcerer or bard he receives +1 wisdom.

3) Caster is targeted by an Insanity spell (DC25)

4) A gigantic mosquito as big as a Roc is unleashed at the caster, if caster is gone it attacks at random.

5) Spell works and a great blue sphere locks all within 10 miles of the caster up, the sphere is made of marble with a hardness of 1000, and can resist 1000 hit points damage before crushing at one point. It will destroy itself after 1d100 days. At the center of the sphere a creature from monsters manual 3rd edition is created each day at 00:01 and destroyed again at 00:00 if it has not been destroyed already. Such a creature is also created at the creation of the sphere, this creature is permanent, the creature may maximum have a challenge rating equal to casters level +10 and minimum casters level -10

6) Casters arms turns into catch arms as those of a squid that equals casters size

7) Caster is cursed with insanity that can never be removed, only with a wish or a miracle, a heal also helps if a roll of 1 or 2 is made with a 10 sided die, the insanity means that the caster believes that he is Mystra, Azuth or Velsharoon, randomly chosen.

8) A spider of the size of a mountain is created 5 meters away from the caster. The spider disappears in 5d4 days.

9) Spell works and with double effect

10) Spell works but with ¼ effect

114: Spell works with x4 effect

115: Spell works with x10 effect

116: Spell works with x100 effect

117: Spell works with 1/8 of normal effect

118: Spell works with 1/10 of normal effect

119: Spell works with 1/100 of normal effect

120: Spell fails and the error in the weave grows smaller and all effects dies rolled are 2d100+20 instead, if not in wild magic zone, spell simply fails.

121: Spell fails and the error in the weave is eradicated

122: In 4 rounds all of the weave in a radius of 500’ square kilometers is turned into a wild magic zone

123: All spells in casters spellbook is erased, if sorcerer or bard or cleric, caster looses 2 points of his most important ability.

124: Spell fails and 10 points of strength is drained from caster in 10 rounds, to a minimum of 1 point.

125: 225 gold pieces rains from 10 yards above caster.

126: Spell fails and caster cannot cast spells within the next 1d12 days.

127: Spell has a 50/50 chance: 1-50: Fizzle 51-100: works.

128: Every target of the spell gains one permanent point of hp. If area spell, it works as area effect.

129: Spell fails and deals 10 damage to Caster

130: Spell fails and deals 20 damage to caster

131: Spell fails and deals 40 damage to caster

132: Spell fails and deals 100 damage to caster 

133: Caster is healed 10 points

134: -ll- 20 points 

135: -ll- 40 points

136: -ll- 100 points

137: All humanoids of opposite sex n the area falls deeply in love with caster for 2d3 weeks

138: Caster falls deeply in love with nearest enemy if no battle is going on then caster falls in love with nearest person for 2d3 weeks

139: Caster becomes completely convinced that he is invulnerable

140: Caster grows one size category. Reverse effect is caster is of maximum size category.

141: Caster is lessened one size category. Reverse effect is caster is of minimum size category.

142: Caster dies.

143: Caster gains 5 points of fire, water, earth and air resistance.

144: Nothing happens, spell fails, two hours after, cure critical wounds is casted upon the caster.

145-150: Spell Works.

151-155: Spell Fails.

156: Three blue birds attack the caster, each hit heals caster 1 hp.

157: Spell fails, four fireballs of level 5 is casted centered on caster, though he is immune.

158: Caster gains one point of insight AC.

159: Caster gains a +10 bonus to initiative the next round.

160: Caster gets a –10 hp for rest of the day.

161-170: Spell Fails.

171-180: Spell Works.

181:185: Caster’s money is halved.

186-190: Caster’s money is doubled.

191: Caster gains +2 initiative permanently.

192: Caster gains +4 initiative permanently.

193: Caster receives –2 initiative permanently.

194: Caster receives –4 initiative permanently.

195: Roll again but with a +100 bonus, if above 200 treat as 200.

196: Roll again but with a –100 penalty, if below 2, treat as 2.

197: Casters hit points is doubled permanently, spell fails.

198: Casters hit points is halved permanently, spell works.

199: Roll 1d2. 1: Caster receives +10 in a random ability. 2: Caster receives –10 in a random ability.

200: Cowkill!!!      

Sidebar: How to use this table as a DM.

Using the wild magic table from the Demons Blood compendium is optional, but recommended. The wild magic table in the Forgotten Realms campaign is indeed a very boring table, and states that the wild magic actually doesn’t alter the spell casted, but only if the caster’s components is used or not, or if the caster uses his memorization or not, or if the spell works or fails. This table treats wild magic as what it is, magic working uncontrollably. This table is also the thing in the book that most DM’s should alter to fit their needs. In theory, you could just make a table saying;

1-50: Spell works.

51-100: Spell fails.

101-200: DM’s Choice. 

The essence of this table is to add fun and things that are unexpected to the campaign. But as it can be silly, watch how often you send your party into a wild magic zone if you use this table. You might want to consider not showing this table to the players, and perhaps enable only wild mages to see it, and only when they get the ‘Secrets Revealed’ class feat.

MAGIC

ITEMS
’’You think that magic is a tool, like a hammer,

something that you pick up when you need it,

swing it around for a while,

and put down again when you’re done with it.

Not so.’’
- Khelben ‘’Blackstaff’’ Arunsun

MAGIC ITEMS

NEW ABILITIES

Armor:

of Ease

A set of armor with the of Ease property, weighs only a ¼ of its normal weight, furthermore, it has no maximum dexterity bonus, no armor check penalty, no maximum speed, and no spell failure, but has its AC bonus reduced by 2. So if you were to wear a +2 Full Plate of Ease it would give an armor bonus of +8, just like a normal full plate, though it has no penalties.   

Luminous

A Luminous set of armor has a sundial placed somewhere on the armor, this sundial has four settings: ‘’Everbright’’, ‘’Illumination’’, ‘’Sunwatch’’ and ‘’Moon’’. The Everbright setting, makes the armor work as though it had the Everbright ability, this only works if the armor is made of steel and if the armor does not have the Everbright ability already. The Illumination setting allows the armor to work under effect of a constant Light spell. The sunwatch setting allows the armor to use a constant Daylight spell. Lastly, the moon setting, lets the armor do nothing, if par example darkness where needed. 

Weapons:

Aegis of Elemental (Stone, Flame, Rime, Hurricane) 

This ability enables the weapon to either slow the enemy by halving it’s move and attack unless a fortitude save DC18 is made, has a 5% chance to emit a flamestrike (level 15) on the target, allows its owner to breathe under water, or, allows its wielder to Wind Walk as the spell as a permanent effect.

Bane

Bane has changed. All weapons that used to have the Bane ability now have Destroying instead. Only new items have the Bane ability. This ability instantly kills the creatures with its name on it. Par example an Elfbane sword would instantly kill all elves it struck with its blade.

Destroying

What bane was before. All weapons that used to have the Bane ability now have the Destroying instead. Only new items have the Bane ability.

Elemental Mortis (Aqua, Inferno, Mountain, Storm)

This ability gives the wielder of the weapon a 5/- resistance to the chosen element; furthermore the weapon dispels any magic with duration higher than instantaneous and destroys natural sources of the element at a rate of 10t. Per round. Lastly, it kills elementals of that type unless the make a save vs. Fortitude DC17, if successful, they take 2d6+1 extra damage. For example, if the weapon was Aqua Mortis it would give water resistance 5, dispel spells such as Ice Wall or Elemental Swarm (Water only, only the touched elemental), make natural water disappear at a rate of 10 ft. per round, and destroy water elementals upon touch unless a fort. Save was made, in which case the creature would take 2d6+1 extra damage.

Psionic

A weapon with the Psionic ability gives its wielder a +2 to resist psionics, and has different potent abilities depending on the weapon. A Psionic weapon has a mind of its own at many occasions.

Morning

An item with the Morning ability has a +2 extra enchantment score during hours 5-9.

Highsun

An item with the Highsun ability has a +2 extra enchantment score during hours 10-16.

Dusk

An item with the Dusk ability has a +2 extra enchantment score during hours 17-23.

Midnight

An item with the Midnight ability has a +2 extra enchantment score during hours 24(00)-4.  

Holy Avenger

Rather a weapon class than ability, a Holy Avenger has numerous abilities, depending on the weapon.

The things that is similar for all Holy Avengers, is these abilities:

Can only be used of Paladins of Lawful or Chaotic Good Alignment.

Places a permanent Protection from Evil spell upon its user.

Doubles the paladins Aura of Courage.

Adds new uses for the Aura of Courage.

Grants the Paladin numerous special powers, besides what the sword has on its own.

A Holy Avenger weapon counts as though it always has the Holy ability.

Doubles all the paladins spells each day, as the sword functions as a channel to the god who created it.

Can cast Commune once per week because of the same reason as the spell bonus.

MAGIC ITEMS
BASIC MAGIC ITEMS

Armor:

Webbane

The ettercap hunters forge these sets of +1 Shields of Ease, in the Spiderhaunt woods. Their bearer treat spider webs as a non-sticky substance and is ignores all effects of the web spell.

Weathershield

These +2 Everbright Proof against Transmutation Banded Mails is created on the far side of the Stormhorn Mountains. They enable the wearer to, once per week, cast Control Weather. Sadly, this comes with a penalty to will saving throws by 4. 

Dawnbright Armour 

These +1 Luminous Half-Plates has the ability to, once per day, dispel any darkness spell of third level or lower. During sunrise this armor functions as a +5 Luminous Negative Energy Protection Half-Plate but retains the ability from above. 

Blocker

These +2 Bucklers has the ability to avoid damage from one blow entirely once per day.

Robe of Archon Shine

These robes are especially made for seekers. Wearing one means that you’re either a member or very good friend of the seekers or have killed one of them. The robe grants its wearer +1 luck bonus to saving throws and has the luminous ability. 

Robe of the Infernal

This robe transfers infernal powers to the wielder. It allows the user to cast Summon Monster I, II and IV once per day each, to call for any Lawful Evil creature. It also grants a fire resistance of 5, and enables the wearer to cast Burning Hands twice per day (5d4 damage). 

Full Plate of the General

These sets of armor are normal full plates in terms of protection, but they bestow governing and tactical abilities to their user. The warlords of many lands use these armors to better control their minions. The armor bestows a +1 to charisma, and +4 to the wearers leadership score. Further than that, they allow the wearer to use fire shield once per day and gives a +2 bonus to profession (tactician and strategist).

Weapons:

Warhammer

These +1Disarming Doomwarding Knockback Warhammers was used in the orcgate wars and bestows a +1 strength bonus in their bearer, but with that, comes a chance of going berserk with each hit, unless a will save DC10 is made.

Headcutter

These +3 Sweeping Sure Strike Scythes are sharp and made of polished steel, the handle also. They were used by the clerics of Myrkul when he was still alive, but are now scattered throughout the realms. 
Miscellaneous:

Ring of Eagle Eyes

Created for the human hunters of the Silver Marches, these ring were created to bestow the sight of an elf to the hunters. The rings bestow a +2 bonus to Spot, and a +1 bonus to Search.

Wand of Illumination 

The Duergar created these wands, for in the underdark, darkvision as though you might have, there are many places were the darkness blinds even those who lives in it. The wands have 40 charges. 1 charge can be spent for a simple light spell. Two charges can be spent for a Daylight spell, and three charges can be used for a Moonbeam spell. Lastly, the spell can use three charges to emit a Flashburst spell. Due to the nature of these wands, a creature that has the Light Sensitivity penalty receives no penalties from the wands abilities. Creatures with the Light Blindness penalties suffer half penalty. Light Sensitive and Light Blindness creatures suffer full penalties from the Flashburst effect. 

Sheaf of Undead Protection

This sheaf offers a constant Negative Plane Protection on the character, but while wearing this item, the player has a hard time receiving positive energy, thus, is under effect of Grimwald’s Graymantle as long as he is wearing the sheaf, and for 2d6 rounds after. The sheaf has 10 charges of Searing Light (level 14). 

Helmet of Clear Thoughts

The wizards of Halruaa heavily use these helmets, though there origin is a mystery. They bestow a +3 intelligence bonus to their user.

Belt of Darklight

These belts are common among the few people in the Underdark who can’t see in the dark. They grant darkvision 60 ft. If the person wearing the belt already has darkvision, his range doubles.  

Sunglobe

A sunglobe looks like a ball of pure sunlight or gold, hanging from a golden chain. They are trademarks of high positioned seekers, powerful detectives and paladins of Crysalis. The Sunglobe bestows multiple powers to its wielder. It grants +1 to charisma, has a permanent light spell on it, and can dispel all darkness spells of half the wielders level or lower as a free action.

Harp of Bardic Knowledge

This masterwork harp can be carried on its owner for an effective +4 bardic knowledge checks.

Cloak of Shadows 

This cloak covers the wearer in shadows and conceals the bearer in darkness. The wearer gains an efficient concealment of 50% (not stacking with other concealment except that of a shadow shield). It also provides a +10 bonus to hide in darkness, a +4 bonus to hide during dusk or evening and a –2 to hide during bright sunlight. The cloak is only usable by shadow adepts. 

Brooch of Fascinating Shimmering

This brooch is made of golden dust, glued together by unknown substances. The brooch enables the wearer to cast glitterdust at will. Sadly, a person wearing the shimmering brooch is constantly affected by a personal faerie fire spell.

MAGIC ITEMS

MINOR ARTIFACTS

Armor:

Armor of the Cornugon

The Baatezu Cornugon, Marxis, created this +6 Banded Mail of Ease. Allowing its wearer to resist spells at rate of SR17, it gives the bearer regeneration 3, Damage Reduction 10/+1, and gives the wearer a fear aura, that forces al creatures within 5 ft. to save vs. Will DC17 or has effects as if a fear spell where casted upon them. The armor is made entirely of Cornugon flesh and skin.

Weapons:

Dawnrime

This +4 Morning, Disruption, Frost, Aegis of Rime, Rapier is an heirloom item of when the clerics of Auril destroyed the city Pearth. The High Frostmaiden wielded it against the city. The weapon emits a cold steam at will, as if the though it ‘’breathes’’ on a cold winter dawn. In its creation it had 20 charges that could be used to cast Icewall and Cone of Cold. Once per day it can emit a bridge of ice in front of the wielders steps, which gets bigger and curves as the user walks. The effect lasts an hour, but the ice crackles after 2 minutes of existence.

Miscellaneous:

Ring of Initiative

This ring, sown together of tiny strains of silver, then made whole by the casting of Lightning Bolt, and enforced with a Freedom of Movement spell, allows its wearer to continuously have a +8 bonus to initiative. 

Wand of Negative Sight

This wand is able to, once per day, emit a stream of negative energy, dealing 50 damage to living targets, or healing undead for the same amount, no save is received, nor does SR count, furthermore, by touching a target with this item, one can bestow 1 negative level, unless a fortitude save DC24 is made.

Goggles of Identification

Anyone that wears the Goggles of Identification sees through them as if he had a permanent Identify and True Seeing. As powerful as this effect is, the wearer must save vs. will DC17 or become insane each time he puts on these glasses, or for each one-hour period they are worn.

Boots of Timewarping

These boots are powerful indeed, created by the Archdevil of the Nine Hells, the Hag Countess, these boots allows the user to go back or forth in time, 2d10 seconds, by using one charge. The boots has 7 charges left. 

But, if a person uses these boots, he receives a –1 permanent wisdom score, which cannot be undone by any restoration. 
Cromwell Pen of Realizing

The artist Nalis Cromwell created this pen, though by accident. Crowell was not a very good painter, in fact, he was horrible. But studying paintings for the last 20 years gave him no time to educate himself in any other way, so to take the easy way around, Nalis studied illusions, and the art of making them permanent. But he studied them by stealing the local mages spellbooks, and to study magic at his age, and with no authority to look out for no accidents, they are bound to happen. But Nalis came to be unluckier than he was bound for. While trying out his first permanent Advanced Illusion, He fell, instead casting the spells on a pen, making it magical. Nalis lived in a world called Krynn and the three moons of magic was on a straight line the night he casted his spell. The pen became enchanted by the black magic of Nuitari, the dark moon. The pen soon after drew a black knight, making it become real.  The black knight slew the unfortunate painter. Since then the pen has changed ownership, from a powerful mage called Melicamp, whose notes are below, and who stole the pen from the knight, to another powerful wizard who had a saying in the fate of Krynn once. How the pen came to Forgotten Realms is a mystery, but the coming of Solari might have something to do with it. It is said that Solari was in company with the mage who last wielded the pen. The pen makes several drawn things real. 

Following is a list of Melicamp’s notes that describes what Melicamp found out.

This can be drawn with 100% chance of success:

Pen

Longsword (Not above three per day, or the pen will start on its own)

A circle with three dots in the middle creates a random item.

All kitchenware 

All painting equipment

All long distance weapons (Same rule as the longsword)

A mouse

A fire

An exact copy of this pen has horrible followings.

Fabric

Number 13 brings luck (Numbers 3, 7 and 9 brings bad luck)

MAGIC ITEMS

MAJOR ARTIFACTS

Armor:

Elminster’s Evasion 

This set of +5 Chain Mail wasn’t even created by the old wizard himself, but by his one-time apprentice, Vangerdahast. The chainmail offers no special protection besides the bonus, except letting the wearer cast Elminster’s Evasion at will.

Weapons:

Flashback

This +5 Psionic Everbright Unholy Illithidbane Drowbane Dispelling Domineering Silvered Keen Mercurial Greatsword is a terrible force and an artefact. Dealing out 1d12 points of damage, each hit deals an extra point of vile damage. With each hit, the target must succeed a Will Save (DC23) or have a flashback to horrible times, thus either flee or be stunned in fear (70/30) until another person fails his save vs. Flashback, with a minimum of 1d4+1 rounds. The blade is made entirely of mithril, its handle made of adamantine. A diamond rune is placed on both sides of the handle. While sheathed, wearer has a +2 to AC and saves. If one fails his save vs. Flashback, he is fatigued afterwards and must save vs. Fortitude (DC23) or lose 1 level, which can be regained by Greater Restoration or by four clerics casting a simultaneous Restoration. Flashback cannot be detected or located by any divination or detection spells whatsoever. Not even Discern Location. Flashback has the following Psionics as a full round action at will, at a caster level of 15th:

Insanity – Works as the spell (Heightened to 18th caster level).

Mindsword – Deals 10d8 damage to one target, save vs. will for half, useable only thrice per day.

Dreamtiggle – Target has Nightmare next sleep.

Mooncrust – As Moonbeam, no save.

Darkness – Works as Utterdark (Empowered).

Loss – Target loses one full day of memory unless save vs. Will (DC18).

Enervation – Works as the spell (DC empowered to +1).

Illusionary Death – Works as Phasmantal Killer (DC25).

Detect and Discover – Works as a combined Detect Magic, Read Magic and Identify Potion.

Decapitation – This ability has a 2% chance to cut of a targets head if he has a humanoid anatomy. 

Protect – Takes two rounds to perform, wielder has +10 Will Save, and +6 Fortitude and Reflex save plus a +1 bonus to intelligence for 10 rounds. 

Flashback is an heirloom weapon within the Githyanki, but the githzerai feel that they are the rightful owners of the sword, since Treveer was the first honest person to own the sword (see the legend of Flashback). But now, it is believed, that Flashback has been destroyed, thrown into the bottomless pits of the river of flame in baator. Illithid and drow rejoice, but githyanki and githzerai, who believes that the sword is a living being, seeks to resurrect the sword, if such a thing is possible. 
Spectator

This +6 Ghost Touch Highsun Defending Holy Avenger Heavy Mace is a creation of Helm’s. It has all the conventional abilities of a Holy Avenger. The headpiece is the symbol of helm. The powers granted the Paladin is a profane bonus to intelligence and wisdom of 2, it allows the wearer to use Scrying at will and allows him to, as an innate ability, cast Foresight three times per day. The mace heals Lawful Neutral beings instead of damaging them, and cannot damage good beings, it intensifies its wielder’s senses, giving the paladin wielding it a +6 initiative, a +8 bonus to the skills: Appraise, Balance, Concentration, Intuit Direction, Listen, Scry, Search, and Spot. It increases the effect of the paladins Aura of Courage by making the paladin able to, once per day, heal all friendly beings within the aura as per a Cure Critical Wounds spell. Lastly, it enables the wielder to, once per day for a 5 round period, become immune to all magical weapons.
Miscellaneous:

Ring of Superior Initiative

Created much in the same way as the Ring of Initiative, this ring is even more powerful, made whole by a Foresight and a Freedom spell. It enables the wearer to react very quickly, when wearing the ring, the wearer gain +12 to initiative and use of the Combat Reflexes feat.

Circlet of Cormyr

Created for the settler king in Cormyr, this crown was made with the reason: 

‘’A great king is superior in every way, intelligence as well as physical strength’’

This secured that a master of ruling and a fearsome warrior sat on the throne at the same time. It gives its wearer +2 to all his abilities (Str, Dex, Con, Int, Wis, Cha, App). Besides that it bestows a great bonus to ones abilities of leading, giving any wearer with the leadership feat him or her +10 to his or her leadership score.

Gaelen’s Gambling Chair

Though it is a major artefact, there actually exists numerous of these chairs. This is because Gaelen was one of the first to successfully “copy” an artefact. Sadly, the copies were not quite as powerful as the original, and even Gaelen has forgotten how the original functioned. The function of the copies however, is known. As a person sits in the chair, he is able to enhance many things about his being. His hit points, his level, his abilities and natural armor bonus. The function of the chair is very simple. The player selects what he wishes to gamble, what he wishes to enhance, and rolls two dice of different colour. One die is pointed out to be a negative one, one to be a positive. The player rolls the dice, and subtracts the positive from the negative. If the result is positive, it is added to the thing that the character gambled; if negative the result is subtracted. Hit points is rolled by d20, level by d4, abilities by d8 and natural armor by d6. When using a gambling chair, you’re natural armor bonus can go below 0, with an armor bonus below 0, simply subtract the number from your total armor. Your total armor class can’t go below 0. I.e. the player character Tensan sits in a gambling chair. He chooses to gamble his strength ability. He chooses a blue die as his positive and a red as his negative. The blue ends up as 6, the red as 4. A total of +2. This is added to his strength that was 14, and is now 16. After that he gambles natural armor class. Again the positive die is blue, the negative red. This time he rolls 1 and 6, a total of –5, which he takes from his natural armor. As he had no such from the beginning he now has a natural armor class of –5. 

Amulet of Ilkhan-Dîz

Forged by the joined powers of Solari Ilkhan-Dîz and her mother, Isabella Ilkhan-Dîz, along with the help of Solaris powerful apprentice, now dead, this amulet is terror incarnated. In it lies the abilities of Solari and her apprentice’s raw magic, and Isabella’s strange ability, known as Godswall.

The amulet is a big, round stone (the size of an open palm) of unknown origins, found in the abyss, and has no decoration whatsoever. Alongside of the stone, bursts and glows blue and yellow flames, that engulfs the amulet now and then. The abilities of the amulet are many, listed below. It is believed that Solari still maintains the amulet around her neck. The amulet has 19 charges left.

Spells costing slots (As cast by a 20th level wizard, DC22):

Light once per day  

Margul’s Draconian Breath Weapon once per day

Power Word, Kill once per day

Time Stop once per day
Wail of the Banshee once per week
Colour Cupel once per day
Mind Blank once per week
Clone once per week
Haste once per day
Tasha’s Hideous Laughter once per day
Suggestion once per day
Dominate Person once per day

Spells costing charges (As cast by a 10th level wizard, DC 16, for each extra charge used, +3 levels):

Wish One charge (10000XP cost)

Colour Cupel II Three charges

Meteor Swarm Two charges

Prismatic Sphere Three charges

Imprisonment Two charges

Contact Other Plane One charge

Abilities:

Damage Reduction: The amulet provides a damage reduction of 10/+1

Fly: The user can fly continuously as per the fly spell and with perfect manoeuvrability.

Spell Resistance: The amulet provides a spell resistance of 22. This stacks with all SR of 16 or less.

Gate: As per the gate spell, the user can gate in three demons of 16HD or less per day.

Eyebane: Any member of the Ilkhan-Dîz family can see through the user of this amulets eyes, unless the user is from the Ilkhan-Dîz family or a worshipper of Hiddukel. Solari and Isabella Ilkhan-Dîz can at any time choose to destroy the users eyes, unless the bearer is from the Ilkhan-Dîz family or a worshipper of Hiddukel.

Godswall: Any user of this amulet who is from the Ilkhan-Dîz family, a worshipper of Hiddukel or an apprentice of the Ilkhan-Dîz family, has a damage reduction of 50/- against deities or demigods. Also, against deities, a users SR raises to 35, unless higher. People affected by this ability also have a 10% chance to resist any salient divine abilities.

LEGENDS

‘’The past holds an importance to the future, cause if we didn’t have a past, we couldn’t have a future now could we?’’ 

- Volo

THE

THREE
“To understand why they fight, you must understand why the hate. And how they hate. I don’t blame them for fighting. I’m just here to stop them.” 

- Aavoral

THE THREE

AND THE ONE WHO STOOD ABOVE THEM

THE BIRTH

Three entities of great power, all from other worlds, have on Toril become known as the three. The first: Crysalis, archangel, deity and general of angels, the second: Nova, archdevil, currently vanquished and the third: Solari, deity and half-demon. But what of their history? And what of the one who is called the one above them all? The one above them all, the entity known as Aavoral, certainly has a relevance in the history of the three. What came to be before they met each other and their fates were crashed into one-another? What follows is the history of them all, and the story about how they met, and how they parted.

CRYSALIS, first of the three. Thousands of years ago, the archangel Annah was mysteriously impregnated. On a normal wandering of the seven heavens, she had been surrounded by pure light and suddenly; she felt her body swirling uncomfortably. She went home to her father, Marginal, who could smash firm the diagnosis: Annah was pregnant. For years and years to come she waited, until finally gave birth to her baby. Many theories existed of Annahs impregnation, but the most firm was that simply pure light should have made Annah pregnant. After all, strange things sometimes happen in the world of angels. She named the child Crysalis: A mixture of the angel word for crystal and light. Crysalis grew fast and became strong, but was mocked because of his face. No pictures exists of it, but after what history tells, it wasn’t ugly, maybe he was mocked because it was beautiful, it is not known. What is known is that one day, Crysalis had enough. He began to wear a robe that covered his face so that no one could see it. Later, he magically enchanted the robe so that only shadow could be seen under the hood. Crysalis had no love for anyone, nor did he have any friends. Except for his mother. The only love he had, he cherished the woman more than anything in his life, and he knew that he would do anything for her. So far Crysalis’ life had been quiet, and he had lived it as though he was human. But angels are vessels for the gods, and so one day, Crysalis’ patron at that time, Paladine, requested Crysalis’ help one day. Crysalis was rolled into the ranks of Paladine's celestial armies. That was the last time Crysalis would ever see his mother.

NOVA, second of the three. Deep down in the nine hells, as deep down as you can come, where even the hellfire is turned into magma, lived Tessarus. Tessarus had a huge range of females among his flock whom he used sexually, but he had to find the strongest, the most worthy, to give birth to his child. He called in five of the most powerful she-devils in his flock. Arivenne, a gelugon, Bastwa, a cornugon, Shila, an Erinyes, Nee, a gelugon and the one Tessarus favored: Y, a great pit fiend. Tessarus needed them all to do favors for him. The ones who didn’t complete the favors would surely end up dead, the ones who did, were on to the next round. Arivenne was sent to fetch Flashback, already then a sought sword, Shila was sent to woo Fierna, Belials daughter. Bastwa was sent to kill a devil that had crossed Tessarus, a devil known as LeMur, an easy task, as LeMur wasn’t exactly powerful. Nee was sent to survive a forbidden entrance in Asmodeus’ keep, and of course get of there after the entry. Y, was given the task to kill all of the other four. Arivenne and Nee was slain by Y. Amazingly, LeMur managed to trick Bastwa, who was slain when LeMur lured Bastwa into the abyss. Shila was, if you don’t count Y, the only one succeeded her assignment, and wound up having intercourse with Fierna. The only ones alive were now Shila and Y. Shila was on her way to report to Tessarus that her mission was successful, when she was intercepted by Y. The two started to fight, but a rather unintelligent Y had forgotten one thing. Fierna protects her lovers. Y was left a cloud of ash by the father of Fierna, Belial. As so, Shila ended up giving birth to Nova (explosion in infernal) who had his mother’s cunning, and his father’s power and political mind.     
AAVORAL, the one above them all. Tessarus was satisfied with his child, who grew up to be cunning, intelligent and strong, though he was rather small. He dressed himself in a black robe, and carried a wooded staff. But it became clear to Tessarus that this was just an illusion. An illusion that Nova had used the very day he was born. How Nova really looked, they had to wait to find out. Tessarus was one of the few Baatezu (devils) who had no real interest in the blood war, even though he had an alliance with Mammon. Tessarus needed something else. He needed to end an opponent’s life. His opponent was Marginal. Father of Annah. Tessarus had tried a countless number of times to end the old archangels life, but nothing helped. But one day it became clear to Tessarus, that there were worse fates than death. He planned his attack on Marginal for many, many years, with help from his son. As soon as Annahs child, Crysalis, had been sent to service for Paladine, and she had no real protection, Tessarus struck. He raped Annah and impregnated her and sought safety in the nine hells again. The angels were thunderstruck. Years after, Annah gave birth to a horrific creature. A creature with a spider’s body, a scorpion’s tail, an undead slaadis body, and a balled, red, human’s head. She died in child-labour. They called the being “Aavoral”, meaning “imbalance”. Aavoral became the shame of the angels, and they cast him into the abyss, he was something that had to be forgotten. Crysalis was angered. So much that he even scared his patron, Paladine.

SOLARI, the third of the three. The demon prince Graz’zt had many lovers. Isabella Ilkhan-Dîz was one of them. Isabella was from a time where demons sought to travel from the abyss into the material plane, where they would be “free”, but Isabella had realized that this was something that happened to very few devils. But she had come up with a plan, a plan that could make, if not her, then her offspring come to the surface. She made the preparations through a decade, and then one day, she snatched a noble elf from the surface through magical means, and dragged him into the abyss. The beautiful man was terrified. Isabella raped the elf until he died, and threw his corpse to the dogs. When she gave birth to her daughter, Solari Ilkhan-Dîz, she sent her, through the same magical channel that had brought the elf to her, to the material plane. Solari had to make her own way, from newly born to grownup. Isabella had thought that Solari would be a mindless vessel to her power when she was grown but she had forgotten to take one thing into account. Growing up looking like half a demon, half an elf isn’t easy. The side effect was that Solari ended up hating life, all life. 

And so they were born, none of them with the knowledge that they would make a huge difference in the fate of two worlds, when they were all grown up. Following on the next page is their coincide history. The history of their meeting and their parting.

THE THREE

AND THE ONE WHO STOOD ABOVE THEM

THE MEETING

Crysalis had never been as angry as he was now. He could not strike Tessarus, for he was too powerful, and eluded Crysalis at every turn, and so he declared war against Nova. For almost a hundred years after Aavoral was thrown into the abyss, Crysalis and Nova had physical battles almost once every month, with no winner or loser in any of them. Crysalis ignored Paladine when he was summoned to battle, because of his own battles with Nova. But suddenly one day, Nova crossed a party in Palanthas, and the party swore Nova as archenemy. Crysalis had to meet them. He waited outside Palanthas, until the adventures came out. They were an odd mixture indeed. But one of the persons struck him with awe. A woman dressed in a blue and yellow robe, with blue hair. He was angered when he saw that she worshipped Hiddukel, the prince of lies. He had no wish for an alliance with people who worshipped his own patron’s archenemies. It should be less than a month before that very patron forced Crysalis to ally with the woman and her party. It had been a long time, a very long time, since anything had threatened the gods, other than the gods themselves. But now something did. An entity known as the Duchess of Darkness had faced the gods with an ultimatum: Become demigods under my will, and you will be saved. The duchess had allied with a powerful demon known as Isabella, Isabella was known as Godswall because a strange legacy from her ancestor made her unable to harm gods, and gods unable to harm her. The duchess had a perfect ally. The gods waged that only one being could get close enough to harm Isabella. Her child. Solari. It became Crysalis’ job to hire her. The relationship between Crysalis and Solari was an unfriendly one, but it was there. Helping the duchess wasn’t only Isabella. Also Nova had taken an interest, and now struggled to fight Crysalis and Solari, while Isabella and the duchess struggled with the gods. Solari and her party ended up destroying Isabella, and Crysalis could vanquish the duchess. During the battle against the duchess, Solaris party died, but Solari herself made it. Crysalis gave Solari her reward. She was raised to divinity. But it was at that time the gods of Solaris world changed their minds, another entity to share power with wasn’t welcome. With all their power they forced Solari to another world, the forgotten realms. Crysalis was issued by Paladine to keep an eye on her, and was also sent to Toril. But another person was on the ride. Nova. 

This was the story of how they all met. The next chapter of their story can be found on the next page. The parting.

THE THREE

AND THE ONE WHO STOOD ABOVE THEM

THE PARTING

All the gods were in a riot. What had happened? New gods come if they have enough worshippers or if Ao appoints them. They don’t turn up out of the blue. But she had. She had wrested partly control of the portfolio of destruction and had begun an affair with Graz’zt, the very demon prince her mother had once slept with. What none of the gods knew was that even Ao was surprised. And Ao wasn’t easy to surprise. He knew that not only Solari had come, but also an archangel and a Baatezu. Strange. Ao searched throughout the multiverse for some not that distant connection to the angel and the devil, and strangely enough, he found it in the abyss. He wrested this abyssal being from its plane and to his home. He asked for its name. Aavoral. Ao conversed with the being for many weeks, until it became clear to him. This being was perfect to judge the contest he had in mind, to give the gods a reason for the new peoples coming. He sent Aavoral to speak with Nova and Crysalis. In the meantime, the church council of Athkatla was the first to take action among the mortals. A group of individuals from different faiths was appointed to find out who Solari was, and all other details about her. This special group became one of the most destroying forces of mortals in Faerûnian history. By accident, the party ended up destroying the monument known as Ao’s Hand, part of the spine of the world, Mystra’s holy castle of magic along with the most important point of the weave, and a whole island. While all this happened Aavoral had met with Crysalis and Nova. The three of them agreed on a cease-fire for some time. Aavoral would arrange a final combat for the archenemies; Crysalis, Nova and Solari, if they would help him lead the special group from the church, to the truth. So they did. As known, the church council ended up discovering the truth. The contest Aavoral had prepared, “The Judgement”, was won by Crysalis, Solari in avatar shape, Warren the White and the halfling Cade. One of the losers was Nova. Crysalis finally destroyed him. After the riot was all through, and the gods had accepted the coming

of Solari, Ao decided he needed a councilor and justicar among the gods. Aavoral was perfect for the position and was inserted as what is now called Justicar: A deity with as high divine rank as possible before becoming an overlord who acts as Ao’s voice among the gods.

Only two of the three remains, the first and the third, and they’re still battling. A verse in their history says: “Only one of the three can exist, before the three turns to one”, meaning that no agreements can be made within the trio, the archenemies must battle until two has demised.

Above them stands Aavoral, watching his two half-brothers and Solari fight their battles, knowing that he has had his revenge for atrocities long since past, but he will have more, even though it is not a desire of his.

FLASHBACK
“It’s beauty, unmatched. It’s value, priceless. It’s use, unimaginable. It’s terror, unmatched, priceless and unimaginable” 

- Gimla

FLASHBACK

BEFORE THE LOSS

The sword that is searched throughout the realms by githyanki, githzerai, drow, illithid, creatures of power, artifact collectors and so on. Flashback. The weapon has a remarkable importance to the life on Faerûn, for it was lost for some time. But when it wasn’t, what importance did it have then? This is the history of one of the greatest weapons ever created. 

No one knows when it was created. Or where. Or how or by whom for that matter. The only fact known of the sword is that, long ago, it was an ordinary silver sword before it was made into Flashback. The first known history of the sword dates to when it came into the hands of the githyanki general Ashlak, thousands of years ago. His diary states firmly how he got the sword. Traveling with his hunting party, the githyanki man hunters, he got into a disagreement with some other powerful githyanki. The two astral plane ships battled, but it became apparent to Ashlak that he would lose, the other party was to powerful. He abandoned his party, and beamed himself to the other ship, where he hid himself. Suddenly something called him. Not a voice or the like, something sent images to his mind, images of great power and terror. They seemed lurking. He removed a piece of cloth in the corner of the cabin. There it was. Shining like a thousands stars, the beautiful blade send him its invitation: “Grab me”. He was just about to do it, when he saw the handle. The black adamantine wasn’t the problem. A diamond rune was placed at the handle. The githyanki word for: “Danger”. But the swords lure was too much for Ashlak. He grabbed the sword. Instantly he felt the enormous flow of power given from the sword. His enemies stormed into the room. In three quick cuts, they were all at the ground. Later he was hailed as: “The captain that dared jump into the ship of the enemy, and fight them, only to save his own crew”. The crew that he was about to abandon hailed him, but only he knew that. In the following years, Ashlak’s opponents fell one after the other, until he finally cut the head of Freloin the 3rd, reigning king of his nation, and took the throne. In his time possessing Flashback, he carved a huge path of blood in the githyanki history, killing even the slightest opponent to his beliefs. But one thing he hadn’t seen coming. Ashlak was drawn more and more into the power of his sword, and finally it got the better of him. The sword craved for blood, and now it had broken Ashlak’s will. He ended up killing the whole court of his castle one night to stop the images he was sure that Flashback sent to his mind. So many innocent people do not go unpunished, not even in a gith society. One night, a rouge assassin snuck into his bedchambers, took the sword and drove it through Ashlak’s blackened heart. The rouge was supposed to return Flashback to his masters, but suddenly he heard a silent whisper: “Take me”. The rouge thought of it for seconds but shook his head. His masters would have his head for such an act. “Your masters are nothing before my power”, the sword whispered. “Take me”, it repeated. The rouge, almost obeying the whispers, stole the sword. The rouge was Treveer Asiar, githzerai in the service of githyanki masters. Treveer saw his chance to become independent and powerful and kept the sword. For a hundred years he held the sword. 

Somewhere else, the githyanki king Dante, at that time the most powerful king in the astral plane, heard whispers of the “sword of horror”. He sent more and more search parties after it. One day the githyanki knight Holocaust found, along with his search party, Treveer. “Kill them, quick!” was the only whisper of the sword in Treveers mind. But not this time. Treveer had killed innocents and hadn’t been able to recognize himself while he held the sword. He ignored the sword. He reached to the farthest corner of his will to block the voice out. The result was that he forgot Holocaust and his men. Holocaust took the sword and in a split second Treveer was without a head. Holocaust returned with the sword, but to his kings regret he had a change of heart. Holocaust killed Dante and took the throne. In following years Flashback began to be worshipped as a god. When Holocaust died of old age, he turned the sword on to his son, and so the sword passed on from king to king in generations.

The sword became “the King Sword” in githyanki tongue, and theories of its creations were many. “Created by the most powerful archmage that has ever existed”, said some. “Created by darkness and light in cooperation”, said others. But one thought differently. The githzerai Massuk was certain that the sword was the divine incarnation of the ruler of the gith. After planning for many years, Massuk snatched the sword and brought it to Limbo, to the githzerai. Massuk gave it to the leader of the monk order he was a member of. The sword was worshipped as a god, and the monk order grew and grew in the following years. For almost a hundred years, the monk order held Flashback, until it was stolen again. This time by the githyanki. A holy war between them and the Illithid had begun, and it was winnable if the king carried the King Sword: Flashback, was back in the hands of the githyanki kings. The mind flayers were wiped out by the onslaught of Flashback, which killed mind flayers just upon touch. In the Illithid wars, two things won the war for the gith. Flashback certainly, but the githyanki knight Teriyarkz was surely winning it to. He was a knight for the king, and his tactic skills were unmatched anywhere. His armies won fight and fight again. Teriyarkz was a psi-fighter, with knowledge of psionics. His never-failing servant Gimla, was his right hand, though Gimla was a githzerai. Gimla was a rogue psionisist, and the only thing he and his master had in common, was the interest in Flashback. When the war was won, Teriyarkz was granted Flashback as reward from the crown. The gruesome psi-fighter grinned at his fate. The sword shone brightly upon his future. Teriyarkz held the sword for many, many years. One day, the king asked him to go to Mulhorand, to the city of Isun-Ra, and investigate the temple Anû-Set, Set’s Doom. Teriyarkz and Gimla traveled to the temple and investigated, but were intercepted by a group they met earlier in Isun-Ra. Teriyarkz was killed, Gimla fled, and Flashback, were lost.

Flashback was lost when the githyanki ventured out from their planes with it, and it became hunted by every drow, illithid, githzerai and githyanki. But what happened after its loss? Surely, four powerful races searching Faerûn thin for a single sword must have had some kind of luck? Following on the next page is what happened after the loss.

FLASHBACK

AFTER THE LOSS

Gimla was upset. Gimla was more than upset. To lose his master he didn’t care much about, he was even slightly happy, but losing the thing he worshipped most, was upsetting. He began an endless and energy-costing search for the sword. And it wasn’t in vane. After two months, in the midwinter, he located the sword, in the hands of the party. He snuck up on them in the night, but was discovered. He had to use all his psionic powers to flee unharmed. But other forces looked for the sword. In particular the tall and renown: Black. Black was a disguised paragon illithid, and he suffered the memory of the loss of the war to the gith, because of Flashback. Black was a powerful person, and it didn’t take his minions long before they could return the sword to him. Black took preparations to a ritual that would crush the illithidbane sword, these preparations took almost two months. But the day before the ritual, a cunning soul stole Flashback. Gimla. Joyous over his success, Gimla ventured Faerûn and found all scouts searching for the sword, and told them they needn’t search longer. One night when Gimla was about to return to the plane he hadn’t been on for such a long time, Limbo, he heard a branch crack. He raised himself to his feet and went over to where the sound was. A cracked branch..? Cold struck his heart and he ran back to his camp. Flashback, was gone.

Who stole it? No one knew. It wasn’t a githyanki, githzerai, illithid or drow however. Had it been a gith, they had known, had it been an illithid or a drow it would have been destroyed and the gith would have known. The search for Flashback ever continues. Following on the next page is how it was found again.

FLASHBACK

THE RETURN

Everyone felt it. Flashback had been found. The disturbing thing for everyone who wished to keep the sword intact was that only Black knew who it was. But the githzerai are stealthy spies and it soon came to their knowledge that it was a party of adventurers, led by a paladin of Bane: Dragan Dragonnas and his apprentice Liony. The demons of the abyss stirred. The baatezu of baator wished to keep the weapon, therefore, Demogorgon had announced that it was the tanar’ri's wish to destroy it. A big battle by the river of flame was begun, for this was seen as part of the blood war. The adventure party was viewed as a big part of this battle, for they were powerful beings. Dragan Dragonnas, the mighty paladin of Bane, known for his keep by the sword coast, and for his touch that brought any man to his knees. Liony, his feared apprentice, some said that to woo her would be like wooing a succubus. Thokk, well, Thokk was known to lack intelligence and force of will, but that just made him more threatening, when he charged the battlefield with his tanarukk powers. The dragonkin druid, Quandor, possible the most powerful of the group, was viewed with interest, for he was the only one in the group, who didn’t see with eyes of evil. Draven the drow thief, called Draven the betrayer, was known for his ability to get himself out of any situation, and into any pocket. And last of all, Charlie. The bugbear that worshipped the mysterious Solari. He carried the sword they called Remorse, a sword that was said to be an incarnation of his gods destructive powers. The battle was terrifying, but the tanar’ri and baatezu killing each other wasn’t going to be important for the outcome of the battle, the group, however, was. In the midst of the battle, the drow ended up throwing the sword in the river of flame, just when Dragan used his powers of touch on Charlie, and killed him. The sword was destroyed. So it is believed. The forces of the abyss, which withdrew the battleside, won a great battle. As a reward for the drow, powers of divine glory made him a demigod, and thus he became the god: Draven the Betrayer, serving under the powers of Shar.

Flashback was found, only to be thrown into the miserableness of the river of flame in baator. And so, githzerai and githyanki cry out their sorrow. The weapon of divinity has been lost. But by the river of flame is a lone figure, tears brimming in his eye-sockets, as he watches the sword sink. Gimla. The true heir to Treveer.

THE

NOBLE ONES
“I can’t count the number of attributes in which they are superior to us, but neither can I count the attributes in which they are inferior” 

- Elminster of Shadowdale
THE NOBLE ONES

THE SOLITUDE

The high elves, by some called the royal elves, had a grand history, but most of it exists within them, for they do not tend to travel the world. The only travelers from the high elven society of Cormanthor ended up living as small colonies in Silverdeep and Greenshade Wood. What is the story of these forgotten creatures of unseen beauty?

In times long forgotten, no one knows exactly how long but evidence leads back to as far as 

–20000DR, the elves were the only prominent humanoid race on Faerûn. Many realms were established, and the honorable elves held their power-grasp on Toril. In the times around –12000 to –11000DR the elven realms began to scatter, and the crown wars took its toll on the elven heritage. The royalty struggled to withstand the human and draconian onslaught, but some didn’t like the way the elves mingled with “inferior races”. Many of the strongest noble families made it clear to the kings of the elven realms, that in their opinion it would be best to hide and let the humans fight their own wars. The royalty didn’t agree. It came to be that the noble families, let by a noble with royal blood; Polius, tore themselves away from the elven realms, and settled in the eastern woods, now called Cormanthor. Two thousands years later, the elven court of Cormanthor was formed by the “normal elves” in these eastern woods and the noble families was forced to seek deeper into the woods, forming their own court. The settlement of noble elves had in the many years developed their own subrace of elves with nobility in the blood. They were all beautiful in contrast to the other elves, and they were all less war-taught and more agile. Their current leader at this time, Sharran Max, had problems with his government. So far, the noble families had all shared equal power, with Sharran Max the descender of Polius with a little more power. But Sharran realized that each of the families now after a period of two thousand years was beginning to grow, and was becoming greater and greater still. There were to many people to share the power. Therefore, Sharran Max chose some councilors, six more exactly, and empowered them, drawing all powers away from the people of the elven courts. But it should take another six thousand years before the current governing system was smashed firm. The people was unhappy with Sharran’s solution, and when he died a thousand years later, the new ruler, Sharran’s son, made it possible for the people to choose the six men that should be his councilors. This system was in effect for five thousand years; the only change was that the number of councilors rose to twelve. But at this time the ruler of the elves that now called themselves “high elves”, Tyr, saw an error in the system. Tyr was of a very noble and good heart and he believed that the people of his town should have even more power. He made the changes in the governing system that became the rule of the high elves. The councilors of Tyr was not more than councilors, they had no real power. Tyr renamed them to senators, and called himself supreme chancellor. Whenever decisions was to be made in the government, now called the court, each senator had one vote for each two percentage of the people that had voted for him, with a maximum of 8, and a minimum of 2. The supreme chancellor had thirteen, one for each member of the court, including himself. This was to be the governing type that the high elves would use forevermore. The senators that wanted to be elected had to be the head of one of the high elven families. The supreme chancellor was the largest boy in the lineage of Polius. The high elves lived in solitude, with Myth Drannor and the elven courts to take most of the drow attacks; the high elves had only been involved in one war. Surprisingly, not with the drow. In the year 1358DR, a total of more than ten thousand years after the first high elves, it was the time of troubles and gods walked Toril. No one was left alone in this madness. No one except the high elves. Their solitude had given them shelter against the raging avatars, and the elves were safe. At least, they thought so. Other entities had taken interest in the places on Toril, and a place that goes by unnoticed in a time where everything is noticed, is very noticeable. The devil; Cataphract and his osyluth servant, LeMur, led and army against the high elves, to steal the treasures behind the trees. But Cataphract hadn’t expected to find what found. He thought that the tribe behind the oaks of Cormanthor would be weak and untaught in combat, but he was wrong. The tradition of firing a bow and fighting with a sword had never been lost to the high elves, and they had even invented armor tough like metal, but with the freedom of leaves. Cataphract and his forces suffered a bitter defeat and were kicked out of the woods as fast as they came. But one devil stayed. LeMur hid when he saw the destruction the high elves were able to wreak upon his fellow devils, and he watched them being slaughtered without taking down as much as one single elf. LeMur went into the elven lands, hiding in every corner and used his magic to open a portal through which Cataphract's forces could emerge directly in the middle of elven lands. And so it came to be that a great battle was fought, and the elves struggled to kill the devils. Amidst this chaos, LeMur was doing what he did best: Looting and stealing. But suddenly he was surrounded by four elves with swords. LeMur acted quickly. One of the elves was struck with fear by LeMurs powers; LeMur used his magic to make another elf attack its friend. But the last elf jumped LeMur. A struggle between sword and claw began. Claw won, but not without losses. LeMur had his scorpion tail cut of. He grasped it, and that was the last thing he did. As he looked up, an elven cleric finished a spell cast upon LeMur. LeMur was banished to hell. The high elves won, but not without losses. The elven population was cut to half. At this time, the current supreme chancellor, Paulon, appointed two groups of a thousand elves to travel to Greenshade Wood and Silverdeep and create settings there in the deepest darkness of the wood. Then, they would create portals to allow travel between the settings, so that they could avoid another ambush. The only war of the high elves was over.  

THE NOBLE ONES

THE JOINING

Up until now, the high elves had lived in solitude, hiding their intensions and existence from the rest of good Faerûn. But after the war, and the explorers venturing to Greenshade Woods and Silverdeep, some high elves got the idea to mingle, something they’d never done before.

Some young high elves wished to ‘visit’ the world, but Paulon would rather this didn’t happen. A law was voted through, saying that no high elf could venture out of their setting, and return. But the law only lasted for seven years. Then, new senators were elected, and the ones who promised to get rid of the law, was the ones elected. The law was voted away, and the high elves began to travel. The first high elves that set their mark on Faerûn were first in 1372DR though, in the hammer, as they were in the party that originally stole Flashback from githyanki possession. The high elves have taught the humans how to make the armors now called: “armors of leafs” and has shown them their special bows and swords, now called elven bows and elven swords. The high elves have truly begun to set their mark on human history.  

Sidebar: The traditions of the high elves.

The high elves are very conservative beings, relying on the traditions of ancient times. Following is a list of some of the most important code of conducts that most adhere to. It is considered very unfitting for a high elf to break these rules. 

Superior: At all times, the needs of a high elf come before the needs of other beings. Next on the list are most of the normal elves, except wild elves. Then comes other beings, then wild elves, and lastly half-elves, whom the high elves are disgusted by. The “untold” rule of this code is the fact that most high elves are very, very arrogant, seeing themselves as supreme beings.

Marriages: A marriage is a most holy thing for a high elf. It is not advised to marry too soon. High elves normally marry from 140+ years. Unmarried high elves of above 250 are rarely found. High elves have an odd mixture of genes, and they are strangely enough immune to any bad effects of inbreeding. Marriages between brothers and sisters are therefore not uncommon. 

Nobility: The powers of nobility and royalty stands above all else. The life of the supreme chancellor is worth that of 12 senators, the life of a senator is worth that of a 50 normal nobles, and the life of a normal noble is worth that of a 1000 citizens in high elven society. Rank or social status means much in the life of a high elf, but nothing next to title.

Male Chauvinism: Women are worth half that of men. High elves especially have a problem with female authority figures, and they will never understand why men sometimes let queens rule the country and the like. As they hate the drow just as much as any race, this fact that drow is controlled by women doesn’t make the hatred lesser. 

Savoir-faire: High elves must conduct themselves with respect around nobility and royalty even if they are not elven, unless of course if they are female. Most high elves speak in an arrogant tongue and will never help people who have insulted them, but they wont draw weapons against them, unless they are threatened, even if the insult came from the lowliest of lowly beings and is not even noble. High elves consider the use of violence primitive, and the use of words evolved. 

SOIL
“Of the earth I am born, of filth and disease I am bound. Treat me nothing short of what I am, and you will find me civilized. I am the soil of corruption.” 

- Tessarus 
SOIL

THE CREATION

Father of one of the most central pawns of the blood war, and father of Ao’s justicar, he has played a significant part in history. But what is his own story?

The year is unknown. Likewise is time and place. Everything that is known is that the storm rages and destroys everything in its path. On this terrible night, Juiblex, the demons who demons are disgusted by, is the center of evil. He is creating his triumph. His beta. From the slime and filth he surrounds himself with a creature raises, a creature with wings of hatred, and a disfigured face. But Juiblex sees his mistake. The repulsing creature hates its creator, and disappears in the dark of night.  

The creature makes it from the chaos of the Abyss, to the fire of hell, where he knocks on the mighty Mammon’s, lord of the third layer of hell, gates. Not even Mammon denies the creature entrance. The damned creature treads soundlessly into the halls of Mammon. An enemy of Juiblex, a friend of Mammon. Juiblex’s triumph, Mammon’s ally, is named Tessarus, the soil of corruption.  

SOIL

THE LIFE

And so, he is born, but how did he go from there to become a devil of renowned fear?

Tearing apart every opposser, Tessarus slowly began treading up the stairs of Mammon’s society, step by step, until he finally one day, after a thousand years of scheming and plotting, took over at the right side of Mammon, and became his councilor. As Mammon’s councilor, Tessarus took on the most hideous and terrifying role he ever had, and ever would hold. He was responsible for a massive wave of death that spread across Faerûn like a plague that snuffs out the life force of everything it encounters. All of this was Tessarus’ geniously planned technique to take the final step, and overthrow Mammon to end up being the lord of the third himself. The killing that Tessarus was responsible for was all blamed on Mammon, and, Tessarus thought, with Mammon’s acceptance. Tessarus was certain that the council of Asmodeus would see Mammon hanged for continuously drawing attention to the nine hells. It was then that Tessarus learned his first and most important lesson. Never play with fire, if you don’t want to risk getting burned. In the two years that Tessarus dug a grave under Mammon, Mammon had filled the council and Asmodeus in on everything, and the nine lords watched Tessarus with amusement, as he dug the grave he thought was for Mammon, but really was for himself. 

While all this occurred, Tessarus had other businesses running as well. After being nearly vanquished about two centuries ago, by a powerful angel called Marginal, he had taken up the quest of erasing this angel from the face of the earth. Other than this, Tessarus needed an heir, as he felt he couldn’t entirely trust his men. He sent all of his women out on missions, but the only one who succeeded was the beautiful Shila, whom he married and had a child with, a child named Nova. After battling Marginal for almost two centuries, Tessarus realized that some things were worse than death. In a moment of geniously well made planning, Tessarus attacked Marginal’s daughter, Annah, and impregnated her. When Annah later gave birth to the child, she died. Marginal was too weak and old to react, but Annah had had a son, Crysalis, and he reacted. But Tessarus’ might was too much for Crysalis to handle, and he realized he couldn’t cope killing him. Crysalis’ feeling of justice told him he had lost a mother, now it was time for Tessarus to lose a son. And so, he declared Nova his archenemy. 

As spoke of before, Tessarus dug his own grave while all this happened, and in the years around 1320, Mammon decided it was time for Tessarus to learn not to backstab those who stand far over you. Tessarus was imprisoned deep down in Baator, and Nova was forced not to react what so ever. 

SOIL

THE FREEDOM, RE-IMPRISONMENT AND FREEDOM ONCE AGAIN 

In thirty years, Tessarus was captured, until a stray party of adventurers freed him from his chains. Until captured again, he had a short period of unstoppable terror to wreak upon the world. 

Tessarus knew that he would be released. It was a matter of time, he could feel it. In front of him, weighting his every word were the one who called himself Chilius, a member of the party standing in his prison, arguing whether or not to free him. He couldn’t undo the smile upon his lips, neither the joyfully playing sound of his voice. He just hoped the sarcasm and irony he spoke with was enough to conceal it from these wretches who had stumbled into his lair. After arguing for what seemed an eternity, the dark elf, Zilvafein, and Chilius agreed upon releasing him. Tessarus smiled as his chains, one by one, were broken. He gave the information to the group as they had wanted it, and took of. Tessarus started with the joyous tasks. He ate. Filling himself with the terror and fear of young ones and old ones, he swept across the continent drowning the lands in an unstoppable and savage overkill. He even visited the city where the party ventured out from, and killed their friends, just to teach them the consequences of their actions. Finally he went to see Mammon. He had to die. Tessarus traveled to the third layer and confronted him. They spoke in the infernal tongue for hours, as cryptically as devils do, but they could not agree upon anything. Each devil was ready for a fight, but suddenly, Tessarus disappeared. Using ancient knowledge, the party who originally freed him, had undone the killings of Tessarus and re-imprisoned him in the depths of Baator. 

Tessarus’ freedom came sooner that he ever would have expected. By means of unwilling plane-shifting, the monk from the party who had freed him earlier stood before him. Tessarus tricked Quarion by twisting and turning the monks code of conduct, until the codex of Quarion's order seemed a tool for Tessarus’ freedom. After Tessarus had twisted every fiber of the monk’s confused mind, he spoke the monk into freeing him. Before Quarion knew it, they were on Toril once again, and Tessarus flew away.   

WHISPERS 

OF FURY
“If I was you, I’d do exactly like me. Stay quiet. Else you’re going to see him mad. And you DON’T want to see him mad. I don’t even want to see him mad, and I’m his most beloved friend.” 


- Whisper
WHISPERS OF FURY

THE BEGINNING

Whisper, the shadow adept of immense power, and Flarling the Feral Fury, chosen of Fura, are today some of the power figures of the Faerûnian every-day life. But how did the two come to be what they are today?

Whisper, the voice in the shadows: In the year of 1215DR, the drow woman Harvest, who was an Eilistraee worshipper, is fleeing the drow hunting party that has been following her tracks for the last tenday, with her ten-year-old son, Adam. Harvest is not her real name of course, but after she joined the worshippers of Eilistraee, she turned her back on her drow name. Harvest comes to a forest, and runs in there. She hides in the bushes, concealing herself from others, and turns to her son Adam. “Shh! Adam. If you must say something out of absolute necessity, you must only whisper”. Adam nods, and they hear their followers treading lightly into the forest. There are five of them. Adam is shaking of fear, as he notices their leader, the woman has multiple spiders crawling up and down her body, he feels like vomiting, but remembers his mothers orders. Suddenly a drow steps up to the bushes in which they are hiding, and sniffs the dark breeze sweeping the ground. The surroundings are as silent as nothingness, and Adam feels like hearing comfortable words from the mouth of his mother. He leans closely into her, and whispers: “Mommy, I’m scared”. But drow ears hear well. A sharp cut from above removes the shelter from the woman and the child; she doesn’t even get to scream, before the scimitar is planted in her chest. Adam is shocked in fear. He can only get out a faint whisper: “Someone, someone help me. Someone…” The drow hunter looks at him in satisfaction, but he can’t quite determine whether he should take the pleasure in disposing of the boy, or if he should tell the matron mother, who he knows are just a few yards in the woods. While he thinks, suddenly Adam is answered. “It’s going to cost you, little one. I will help you, but then you will be forced to live in the shadows, using the shadows, and living with the whispers that killed your mother for all eternity. But, I will help you”. The boy can almost feel his mother, as her spirit or whatever is trying to convince him not to accept. He doesn’t care. He nods. Suddenly, it feels as if his lungs begin filling with all the voice he could ever muster, every yell, every scream he has in him is pumped through the veins of his body and makes it to his chest. Then it is unleashed. In a terrible moment of thunderous noise, the small boy lets out a booming shout, which can be heard to the far corners of Faerûn. All the voice he would ever have been able to muster shoots through his body and shoots from him as though he were a cannon. When the shout ends, the forest around him is gone. The trees are lying on the ground, broken, and there is no sign of the drow. The boy’s throat hurts like never before, and he tries to scream, but only lets out a soft moan. His voice is gone, and forever will be. A black woman steps form the forest. “I am Shar, mother of the dark moon. Now, I will have my price”. Stealing every fiber of his material mass, she pulls his materialism to her. When she takes her leave, she leaves back the cold boy, crying, standing in the forest by his dead mother. All of him now, like shadow. 

Flarling, the Feral Fury: One day, at one particular moment, no one really knows, a small lizard is lying on the back, feeling overly satisfied with itself. Everything it needs is this, a warm stone, a warming sun and the dinner it has just eaten. A lizard’s life is simple, and so is the life of this lizard. After a couple of moments, it feels as though it is being watched. It looks up, and its eyes record the two men standing above it. One of them a young boy, seems eager. The one closest to the lizard, an old man with a gray beard and brown cloak, simply watches the lizard with great interest. The old man pokes the lizard with a stick. “What is this?” The lizard thinks. Here it is, having a perfectly good day in the sun, and someone has the nerve to poke it with a stick? It rolls over, gets up and stands at two feet. Now, it is almost as big as two thumbs. It hisses at its disturbers, and bites the old man in this finger. It sticks to his finger as though its life depended on it. The old man opens his eyes wide in disbelief. “Such feistiness for such a small thing? Maybe we have looked in the wrong places so far Wilfred?” The young man simply nods, as he gazes upon the small lizard, which without care for the size of its disturbers are still hanging on to the old mans finger. The old man pulls now, but he actually has to muster a little bit of strength to free his finger from the bite, and when he does, a little blood begins dripping from his finger. The two men takes the lizard back to there home, a cave in the mountains, and they put the lizard in a little cage. The next thing the lizard sees is that it is being put in to some steamy, purple, fluid. It falls into unconsciousness. 

When it wakes up again, it is lying on a stone slab, in a large room. It looks around. Chains bind its hands from the floor, and also its feet. Hands? Feet? The lizard looks around, and in wonder it records what has happened. Its body has become a thousand, no ten thousand times bigger. It has arms, legs, and a different head. Crushing them like twitches, it snaps its chains, and pulls itself of the stone slab. It walks into the next room. Around it is a lab. Hundreds of cages with lizards from tiny to huge size lie. Dead. All dead. The lizard roars, a great roar that makes the halls of the place tremble. The old man and his apprentice stumbles into the room, only to find their only successful subject has taken a partisan from the corner and is coming towards them. The end of their life was a violent one. Roaming the countryside, not knowing what to do or where to go, the lizard was in great agony. Until one day, it was approached by another lizard in the swamps, another lizard telling it that it had proven itself worthy, and was to learn how to unleash its rage in all new manners. The lizard was named Flarling the Feral Fury, and its master, Fura, made it his chosen. 

WHISPERS OF FURY

THE MEETING

The creation of the two creatures of wonder was no small feat for either Shar or Fura, but how did they come to stumble upon each other’s ways?

“RRRRRRRRRRAAAAAAAAAAARRRRRGH! GIVE ME BACK THAT!” A great, thunderous voice shouted to the hidden figure atop the tree. The figure answered in a whisper: “Easy, big fella! I once had a voice like that, and believe me; it isn’t nice to have to speak like this for the rest of your life. Save it for your enemies.” The other one was unappeasable. “YOU ARE MY ENEMY IF I DON’T GET BACK THAT!” The fight quickly ended when the big lizardeous person thought it adequate to bring the irritating figure atop the tree down, by pulling the tree from its roots and turning it upside down.

Whisper, as Adam had called himself ever since that day, lay on the ground, watching the humongous creature with great fear and interest. Although his eternal concealment did offer him some protection, and his magics could be used as a last resort, this creature looked very, very big. And not any better, very, very angry. “Look, fella, I only wanted to borrow your spear, because it looked so interesting”. It didn’t appease the great monster that towered above the poor drow lying in the grass. Whisper decided it might be best if the creature had its spear back, if not for anything else then because it would make for a lot less painful death than being punched to death by the creature. So, still shivering, Whisper handed the mighty weapon to the creature before him, and stood up. The great lizard looked direly enraged still, but Whispers calm voice seemed to have a relaxing effect to the creature. Whisper tried to calm down the insanely large monster, and praised the weapon he had held in his hands: “I’m a wizard, and I know magic. Whatever spells put into that pike, they sure are powerful”. His voice were meant to make the lizard calm down, but they had the reverse effect: “PIKE?!? THIS IS NOT A PIKE! IT IS A HOLY THING OF THE MIGHTIEST LORD!!!”. Whisper didn’t doubt the lizard. Though he was condemned to use the shadow weave by Shar, he was still quite good in the practice of magic, and he had felt the power within the partisan. “Okay okay” he replied “what’s your name big fella?”. The lizard calmed down a little. “Flarling. The feral fury.”

The two got into a conversation, and though Flarling’s main hobby wasn’t exactly conversing, Whisper touched the subject of “the Planes” briefly, suddenly the two discovered their one common thing. They were both eagerly interested in what lay beyond, atop, below, within and around the Realms. They walked with each other, discussing great philosophical paradoxes within space and time, and Whisper was astonished at how the raging creature suddenly calmed down and began expressing seemingly endless wits on the subject. They exchanged knowledge, but as they both had an endless supply of that on that very topic, their conversation went on forever, and suddenly it was nighttime, but that didn’t stop them. For nine days straight the discussed, bending every philosophical rule and aspect of the planes, until suddenly they both feel into a sudden sleepless trance. For six days they sat like that, and when they awoke, they both knew it had been a sign. From the day forth, they were impossible to separate, and a wondrous tale begin, of the mighty warrior, and the silent wizard. 

WHISPERS OF FURY

THE TALE

Now the two had joined up, from one common interest, and you never saw the one, without the other. But from where is there fame, from where is there recognition?

It wasn’t long before Whisper unearthed the secrets of planeswalking, and became one himself. Whisper and Flarling walked across the planes, learning from every bit of experience they got, both philosophical, and mysterious. The mysteries the two unearthed was immense, and their power grew as they visited creatures and places of unseen and unknown beauties and horrors. Some of their favorite travels were to Sigil, the city of doors. Whisper enjoyed their travels to Dweomerheart, and to the Plane of Shadow, while Flarling enjoyed their travels to his god’s home, Fury’s Heart, and to the Dragon Eyrie. They had to stay away from the ethereal plane, because it had a disturbing effect on Whispers shadowy presence. After learning everything about the planes, Whisper decided that he had to master the shadows, and although the evils of the Shadow Adepts didn’t interest him, the knowledge of it did. He became one, and, solo, he sought out the knowledge of Mask’s portfolio. He learned so much, that at the peak of his lessons, he was granted one conversation with the master of shadows himself. He spoke for a full week with the deity, and although they didn’t agree on one single subject, they both went away from the conversation with a lot to think about, and Whisper one pouch lesser. 

After several years, the power of Whisper and Flarling was unmatched in most places. They began to take an interest in beings of lesser power, as they had once been themselves, and as most of the Faerûnian population was. They seemed interested in the fact that they could grow so powerful and change so much, yet there were so many others that could benefit from their teachings. They begin “creating” adventures, sending begins of lesser powers, usually adventurers, into life-threatening situations, and for those who prevailed, there was endless knowledge, glory and magic. This became their work, and planewalking a hobby. 

When all the planes of Faerûnian cosmology were searched, they turned their eye towards the lesser-visited planes. They even visited the demi-plane of electromagnetism, so far were they out in they hunger for knowledge of the planes. At one point, they felt that their knowledge had to be written down, but the philosophy and the paradoxes of the realms cannot be written in the common tongue, and so Whisper had an idea. They would weave together the paradoxes, sowing a yet unseen masterpiece of the planes, binding the planes into one single concept. A spell. They worked for days. The days became tendays, the tendays became months, and the month became years. And then it was finished. They called the epic: “Whispers and Flarling's Super Planar Weapon” and rejoiced over its beauty. That became the peak of their success in the realms, only topped, when they at last created the epic version of the spell, so complex and immense that only one with endless knowledge of the planes could grasp the meaning of it.

Sidebar: A synonym for the pair  

Many do not know whisper and Flarling’s names, and those who have seen them call them by their callsigns:

The Mighty Voice and The Silent Whisper, The Fury and the Tranquility, The Planewalkers,       The Odd Pair, The Sun and the Moon and The Colossal Knight and the Ace of Spades are some of the things they are called in different place of Faerûn. 
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