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INTRODUCTION

JR.R. Tolkien is my favorite writer and D&D is my favorite role-playing
game. I can justify all the following pages with this simple, concise
introducing statement. As I ved The Hobbit, The Lord of the Rings, the
Silmarillion and all the other books, a land of wonder and excitement
unraveled before my eyes. I was fascinated by the races of Middle Earth,
their history, their language, and the places described in those beautiful
maps, which hinted to a world so real you could just close your eyes to
reach.

For years I dreamed to wake up in Imladris, to speak with Master Elrond
and Bilbo Baggins, or walk up to the trails of the Misty Mountains and
admire the long stretch of Mivkwood below, or follow the course of great
Anduin to the sea. Alas, it was not my destiny to switch dimension and
enter the world Tolkien described, but as I grew up I fully appreciated the
“rest of the weary” a fantasy world could offer to all dreamers stuck into a
reality of daily work and career progression.

Later on in my life I come upon D&D, and for long hours spanning into
three decades I spent my evenings battling ovcs and dragons and demons
and giants with a bunch of similar minded friends, until I reached the age
when I turned Dungeon Master for my little sons and their friends,
continuing the glorious tradition of spreading nerds into this world. For
years I planned a way to reconcile my two great passions, until I finally
decided to start the work you're now reading and (I hope) enjoying.

My primal source is the core Tolkien production: The Hobbit, The
Sitmarillion and the Lovd of the Rings. Other secondary sources used are the
unfinished tales and the other books made by different authors inspired by
Tolkien's opera (from “A Tolkien bestiary” to the MERP manuals, from
various internet sites to lampoon's “Bored of vings”). The primary source
superceeds the secondary sources anytime the two appears to be in contrast.
Movies where not used as a source (books are books, movies are movies)

In the translation of Tolkien’s world and characters, I used the 3.5 D&D
version, the one I'm most familiar with, having the OGL system as
foundation. This work is totally the product of my imagination and it’s
totally free. You can print it and do what you want with it. From the
moose-infested forests of Canada to the shark-ridden coral reef of Indonesia,
you can use it to fix the leg of the table in your (iving room, for paper planes
mass production, or burn it in the long winter nights.

You might even read it and enjoy it, and use it for your role-playing sessions
in a Middle Earth campaign.




CHAPTER 1-TOLKIEN D20 RPG GAMING

The present work is organized in four chapters and five appendices. Chapter one acts as an
introduction to the main elements of the game. Chapter two outlines rules (races, classes, feats,
equipment, both mundane and magic) and magic system. Chapter three is dedicated to the creatures
of Middle Earth. Chapter four describes the main characters of Tolkien’s books, from valars down to
the hobbits.

Appendices are dedicated to comparative stats of unique beings, feats, complete spells description,
mundane animals data and acknowledgement of all the images you’ll find inside.

When transposing Tolkien’s opera in a 3.5 D&D setting, it must be taken into account how a Tolkien-
based campaign differs from a standard D&D campaign. Spells are the first issue: the magic of
Middle Earth is subtle, mainly aimed at protecting the land, influence others or create magic items.
You won’t have a caster flying and throwing lightning bolts to his opponents, on summoning beings
from other dimensions.

There is no difference between arcane and divine magic, no spellbooks from where wizard memorize
their spells (the so-called vancian magic system) or divinities to pray; instead, magic is innate or tied
to the land. Fixing magic is the first step | made in designing a Tolkien d20 campaign (from now on,
Td20).

Healing is another issue. There’s no “immediate healing” spells in Tolkien, but rituals which help
(and accelerate) the natural recovery of someone ill or injured. Characters will be more exposed to
wounds: that’s why armor class has been redrawn introducing defense bonus and armor damage
reduction.

Monsters will be more difficult to defeat. In a standard D&D setting a group of average-level
characters would be able to overcome challenges and monsters which are far more deadly in Td20.
We now get an overview on those issues, so to better understand game mechanics and changes made
to core basic D&D 3.5 game.

1.1- Themes

MAGIC

In Td20 system, wisdom and charisma are the abilities linked with the capacity to harness magical
forces. The two are independent, meaning that a being can use one of the two to master magic and
increase the power of his or her spells. Wisdom is the ability of beings who “gets in tune” with arcane
energies filling the world, while charisma is the main ability if magic is a natural part of the being.
The great powers of Arda (Valar and Maiars) use one of the two abilities (usually charisma). Elves,
whose nature is filled with magic, use charisma as their main ability to power their spells. Other races
usually use wisdom.

Spells do not, as general rule, require any material or somatic components to cast. Verbal component
is still necessary (and the associated metamagic feat “silent spell” still very useful).

Spells in Td20 are organized in a list of base, “common” spells, and seven additional “spheres”.
Those spheres are:

Air and water: spells which manipulate weather.

Nature: spells which command nature (beasts and plants), and enable the caster to change shape.
Fire: spells commanding fire and light.

Healing: spells which heal and cure.

Ilusion: spells tricking the senses and mind of the target

Inner fire: spells which power up the spirit and soul of the target.

Sorcery: spells which harm with fear and desperation the spirit and soul of the victim.
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In Td20 there are two spellcaster classes who can manipulate magic, the artificer and the mage, but
the first has a very limited spell selection, taken from the base list and “fire” and “inner fire” spheres.
Mages are the main users of magic and have access to all base spells; as they progress in level, they
access to spheres and augment their spell selection.

Singing magic: a number of spells may be sung; instead of vocalizing the spell, the caster includes
the spell in a song. Only a caster using charisma as ability to cast magic can sing spells. A spell cast
in this way has a casting time which is doubled, but the DC against it has a +2 penalty. You can’t
apply “silent spell” or “quicken spell” feats to a spell cast in this way. You can power singing magic
with some appropriate feats (see chapter 2.3 “feats and skills” for more information).

Magic duels: sometimes powerful spellcasters lock in magic duels. This confrontation takes not the
single spell against single spell routine, but it’s a battle combining inner power, force of will and the
sum af all arcane knowledge a character can muster, pitted against his opponent.

A magic duel is similar to a grapple contest: you use a spell slot and make a spell check (DC 10+spell
level + relevant ability modifier + d20) applying any other modifier (es spell penetration, or singing
feats modifier); the opponent must succeed in a will ST, the difficulty of which is the spell check
made; at the same time he makes his attack spell check, to whom you must resist with a will ST. The
two can go on until one fails the will saving throw: at that moment, the loser is magically pinned (i. e
he can't use any spells, and all other spells he cast are dispelled). This effect continue for as many
days as the loser lost the save.

An opponent must possess magic abilities (artificer or mage class) to be involved in a magic duel, and
if he refuses the fight, he's banished from the presence of the spellcaster who initiated the duel,
acknoledging the superiority of his opponent. Banishing means that the spellcaster who refuses the
fight will move away from the one proposing the duel, fleeing by the best and fastest means
available, and won't approach the challanger for at least one hour.

Famous magic duels are the Sauron vs Finrod Felagund confrontation, or the one between Gandalf
the White and Saruman the Multi-colored.

Epic spellcasting: epic spellcasting is available in Td20 to many Valar and Maiar. If they have mage
class above 20", and the relevant Epic spellcasting feat, they have epic spell slots available thanks to
their knowledge skill (arcane or nature). The number of epic spells they can cast every day is
however based on only one of the two knowledge skills (usually the best). So if a being has 33 skills
in knowledge (arcane) and 45 skills in knowledge (nature), he will know (3+4) seven epic spells, but
will be able to cast only four epic spells every day.

HEALING AND RESTORE LIFE

Healing from wounds in Td20 can be a long affair. There's no immediate healing spells, and spells
which are accessible through the “healing” sphere of magic simply grant a bonus to a healing check
of someone who's treating the wounds or poison or disease of the unfortunate. It takes time to recover
from wounds, and adventurers and Dungeon Master should take into account that the attrition ratio of
characters is far higher than the one they accustomed to in a standard D&D setting. If they want to
come out alive from an adventure, characters must rest and recover. As standard healing rules, a
character recovers 1 hp per character level with a full night's rest (8 hours of sleep), or 2 hp per
character level for a complete bed rest for an entire day and night. The use of the “heal” skill enable
to double the speed of recovering (so respectively 2 and 4 hp per character level).

There's no way in Td20 to restore life to a character short of a direct intervention from lluvatar
(something players should not expect).




ARMOR CLASS BONUS AND DAMAGE REDUCTION

In Td20 you will make full use of the optional rules detailed in Unearthed Arcana tome. A specific
characteristic of Td20 classes is the Defense Bonus (DB). Every class has a defense bonus, which
applies to armor class and does not stack with the character's armor bonus. A character wearing armor
gains its armor bonus or his defense bonus, but not both. The only exception is the fighter, who may
add half his DB rounded down to his armor class even when wearing armor. A DB does improve a
character's AC vs touch attacks and when flat-footed.

To somehow offset the unavailability of immediate healing spells, Td20 mechanics foresee armor
providing damage reduction, which helps characters to shrug off minor damage. Details of the
amount of damage reduction (the amount of damage that can be ignored) are provided for in
equipment description.

Finally, mages can use armor, if they acquire the necessary feats, and they can cast spells while in
armor without any chance of spell failure. As said, magic in Td20 is (with some very limited
exceptions) purely verbal, not somatic or needing material components.

1.2— Ages

An important issue of a T20 campaign is that as the ages roll by, individual power of characters born
in later ages diminishes. A character of the third age, unless already living in a previous age, may be
assumed to be capped at 20 levels, and a character born into the second age won’t exceed 30 levels.
Individual power of elves diminishes from one generation to another, while humans won’t be able to
reach the epic levels of their forefathers on the first age.

Another thing to consider is the immortality of elves: as centuries passes on, those beings accumulate
an incredible (from a mortal perspective) amount of knowledge and skills. It could be assumed that
the average noldor of the first age is a 7™ level character, who becomes a 9™ level in the second age
and a 11" level character by the time of the third age. This is the average, then you can obviously
have more powerful individuals, but the undelying idea is clear: one of the few “common” noldor still
living in Middle Earth by the third age is at the same level of the very best the human race can
produce by that time, and Sindar are nearly as powerful (assume 5/7/9 levels by first, second and
third ages). Other elves fall two or three levels below a Sindar average.




CHAPTER 2 - THE GAME

Basic rules for players follow the basic rules as detailed in D&D 3.5 rules compendium. Modifiers
for high or low ability scores (strenght, dexterity, constitution, intelligence, wisdom, charisma,
abbreviated in str, dex, con, int, wis and cha) are as usual, and are reported here for quick reference:

Bonus Spells (by Spell Level)

Score  Modifier 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
1 -5 Can’t cast spells tied to this ability

2-3 —4 Can’t cast spells tied to this ability

4-5 -3 Can’t cast spells tied to this ability

6-7 -2 Can’t cast spells tied to this ability

8-9 -1 Can’t cast spells tied to this ability
10-11 0 — — — — — — — — —
12-13 +1 — 1 — — — — — — — —
14-15 +2 — 1 1 — — — — — — —
16-17 +3 — 1 1 1 — — — — — —
18-19 +4 — 1 1 1 1 — — — — —
20-21 +5 — 2 1 1 1 1 — — — —
22-23 +6 — 2 2 1 1 1 1 — — —
24-25 +7 — 2 2 2 1 1 1 1 — —
26-27 +8 — 2 2 2 2 1 1 1 1 —
28-29 +9 — 3 2 2 2 2 1 1 1 1
30-31 +10 — 3 3 2 2 2 2 1 1 1
32-33 +11 — 3 3 3 2 2 2 2 1 1
34-35 +12 — 3 3 3 3 2 2 2 2 1
36-37 +13 — 4 3 3 3 3 2 2 2 2
38-39 +14 — 4 4 3 3 3 3 2 2 2
40-41 +15 — 4 4 4 3 3 3 3 2 2
42-43 +16 — 4 4 4 4 3 3 3 3 2
44-45 17 — 5 4 4 4 4 3 3 3 3
etc. ..

2.1 — Races

Races available to players are four: elves, dwarves, hobbits and humans. Other races may be used by
players, such as half-elves or orcs, but a party of adventurers will usually be composed by the four
main races.

Elves

The first children of Iluvatar to awake in Middle Earth, the elves are immortal, and as centuries
they grow in power and wisdom. During the unfolding of the ages, different subraces
originated. All elves share the following traits:

elves do not age and are immune to disease;

passes,

+1 on dex

+2 on listen, search and spot checks;
survival skill as automatic race skill

low-light vision
cold endurance feat
+2 bonus vs spells

The elves who managed to reach Aman (Noldor, Vanyar, Teleri of Aman), having lived in the blessed
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lands, have the additional following traits:

— immune to ability drain, energy drain, poison;

— damage reduction 5/- vs beings of Middle Earth
those traits disappear after 30-100 days they abandon Aman.

In addition, the different elves subraces have the following traits:

- Noldors have a +2 bonus on any craft skill, +1 on str, con, wis and cha; +2 on int.

- Vanyar have a +2 bonus on sense motive checks, +1 on str, con, int, cha; +2 on wis.

- Teleri have a +2 bonus on profession (sailor), +1 on wis and cha;

- Sindar have a +2 on move silently and hide checks, +1 on wis and cha;

- other elven subraces (Avari, Nandor, and Laiquendi) have a +2 on move silently and hide checks,

and knowledge (nature) as race skKill.

Dwarves
Short, stout and hardy, dwarves are a proud and stern race. The dwarves have the following traits:

— +2con, -1 cha;

— +2ontrsvs poison; +2 on ST vs spells and spell-like effects;

— +2 on search checks to notice unusual stoneworks;

— +2 on crafts and appraise checks related to stone or metal items;
— +4 bonus on checks to resist bull-rushing when on ground
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Hobbits
good-natured and peaceful, hobbits may reveal far more courageous than appears at first sight.
Hobbits have the following traits:

— Small (+1 to AC, on attack rolls, +4 on hide checks, but use smaller weapons);

— -2str, +2 dex

— +2on climb, jump, listen and move silently;

— +1 on all saving throws;




Humans

the second children of Eru, humans are the predominant race by the second age.
Humans have the following traits:

— 1 extra feat at first level; 4 sk pts at first level

races and relative traits table:

race subrace traits str dex con int wis cha
human 1 extra feat at first level; 4 sk pts at first level
elf Middle  immortal, immune to | +2 on craft skills +1 +1 +1 +2 +1 +1
Earth disease; +2 on trs
noldor vs spells; low-light
sindar V%1% +2ar(1)3 "sz§2& +2 on move silently and hide +1 +1 +1
Other checks; survival skill +2 on move silently and hide; +1
(avari,  as automatic race knowledge (nature) as race skill
laiquendi) ' skill; cold
endurance feat
Noldor of immune  to +2oncraftskills [+1 +1 +1 +2 +1 |+1
Aman ability drain,
Vanyar Energy drain, 1> on  sense +1 +1 +1 +1 +2 [+1
poison, motive checks
damage
: reduction 50 )
Teleri of vs beings from +2 on profession +]1 +1 +1
aman (sailor)

middle earth
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dwarf | +2 on search checks to notice unusual stoneworks; +2 on trs vs +2 -2
poison; +2 on ST vs spells and spell-like effects; +2 on crafts
and appraise checks related to stone or metal items; +4 bonus
on checks to resist bull-rushing when on ground

hobbit 'Small (+1 to AC, on attack rolls, +4 on hide checks, but use -2 '+2
smaller weapons); +2 on climb, jump, listen and move silently;
+1 on all saving throws;

2.2 - Classes

The main Classes available to players in Td20 are the following:

- Artificier: a class combining limited spellcasting, combat abilities and the capacity to create magic
items and powerful magical weapons

- Fighter: a class specialized in combat abilities

- Mage: a class specialized in casting spells

- Ranger: a class whose main ability is fighting in the wilderness

- Rogue: a class with a huge skill selection

The Expert, Noble and Warrior npc classes are also common in Middle Earth and may be used by
players if so wished. The noble class has been somehow modified by the standard 3.5 D&D class,
adding a few additional features.

The classes mentioned and their combination should, in the opinion of the author, complete any
possible character playing in Middle Earth. There's no particular need of any of the hundred prestige
classes typical of a D&D third edition setting. If, however, you feel the lacking of a prestige class,
you can discuss it with your DM to include it in the available selection of classes at the disposal of a
player.

There's only one prestige class who is provided for in this book, which is the Skin-changer,
described at the end of this section.

There are no favored classes linked to a particular race in Td20, so every race can freely multiclass
without xp penalties.

Optional rule: restricted use of some classes

A stricty literal book-oriented approach to the game restricts class availability to the different races.
This variant in more adherent to the atmosphere of the books, were magic was rarely used by mortals,
but will take off variety and fun. You can refer to the table below, which restricts class use and adds
some prerequisites. “Pre” means a prerequisite; “X” means the class is fully available to that race.

race Artifc figh | mage ranger | rogue | expert | noble | warrior | Sk-ch
Human | Pre: wis 15 | X Pre:wis 15 | X X X X X X

Elf X X X X X X X X X
dwarf | Pre:wis 15 | X NO X X X X X X
hobbit | NO X NO X X X NO | X NO
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The table below summarize the common elements for each class.

Level feats Ability score Xp
increase
st st 0
2nd 1000
3rd 2nd 3000
4th st 6000
5th 10000
6th 3rd 15000
7th 21000
8th 2nd 28000
9th 4th 36000
10th 45000
11th 55000
12th 5th 3rd 66000
13th 78000
14th 91000
15th 6th 105000
16th 4th 120000
17th 136000
18th 7th 153000
19th 171000
20th 5th 190000
21st 8™, may be epic 210000
22nd 231000
23rd 253000
24th 9™ may be epic 6th 276000
25th 300000
26th 325000
27th 10", may be epic 351000
28th 7th 378000
..and so on

Epic progressions are shown below.
Table: Epic Save and Epic Attack Bonuses

Character Epic Save Epic Attack  Def Bonus

Level Bonus Bonus

21st +0 +1 +1
22nd +1 +1 +1
23rd +1 +2 +1
24th +2 +2 +2
25th +2 +3 +2
26th +3 +3 +2
27th +3 +4 +3
28th +4 +4 +3
29th +4 +5 +3
30th +5 +5 +4
31th +5 +6 +4
32th +6 +6 +4
33th +6 +7 +5
34th +7 +7 +5
35th +7 +8 +5
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.. and so on, with the exception of the Defense Bonus,
wich is capped at 20 maximum.

ARTIFICER

Artificiers are master crafters who use their skill and personal energy to create items of great power.
An artificer has good combat skills and learn a number of spells, drawn from the common list and
from “fire” and “inner fire” spheres. Intelligence is very important for artificers, as it helps them with
their craft skills. The artificer's spell list is very limited and used mainly to craft magic items, and
rarely used for defense or attack, given also the rule that the main abilities to power spells are wisdom
or charisma.

Alignment: Any.

Hit Die: d6.

Class Skills

The artificer’s class skills (and the key ability for each skill) are Appraise (Int), Concentration (Con),
Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disable Device (Int), Knowledge (Arcana,
Geography, History, Local, Nature) (Int), Open Lock (Dex), Profession (Wis), Spellcraft (Wis or
Cha))

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

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

Table: The Artificer

Level Base Fort Ref Will  Def. Special Spells
Attack Save Save Save Bonus 1st 2nd  3rd 4th  5th  6th  7th
Bonus
1st 0 +0 +0 +2 - Favorite craft (+5) 1 - - - - - -
2nd +1 +0 +0 +3 - 2 - - - - - -
3rd +2 +1 +1 +3 1 Reduce xp cost 2 1 - - - - -
4th +3 +1 +1 +4 1 Bonus feat 2 2 - - - - -
5th +3 +1 +1 +4 2 3 2 - - - - -
6th +4 +2 +2 +5 2 2" favorite craft 3 2 1 - - - -
(+10/+5)
7th +5 +2 +2 +5 3 Reduce xp cost 3 2 2 - - - -
8th +6/+1 +2 +2 +6 3 Bonus feat 3 3 2 - - - -
9th +6/+1 +3 +3 +6 4 3 3 3 1 - - -
10th  +7/+2 +3 +3 +7 4 3 3 3 2 - - -
11th  +8/+3 +3 +3 +7 5 Reduce xp cost 4 3 3 2 - - -
12th  +9/+4 +4 +4 +8 5 3 favorite craft 4 3 3 2 1 - -
(+15/+10/+5),
Bonus feat
13th +9/+4 +4 +4 +8 6 4 4 3 2 1 - -
14th +10/+5 +4 +4 +9 6 4 4 4 2 2 - -
15th  +11/+6/+1 +5 +5 +9 7 Reduce xp cost 5 4 4 3 2 - -
16th  +12/+7/+2 +5 +5 +10 7 Bonus feat 5 5 4 3 2 1 -
17th +12/+7/+2 +5 +5 +10 8 5 5 4 3 2 2 -
18th  +13/+8/+3  +6 +6 +11 8 4™ favorite craft 5 5 4 4 2 2 -
(+20/+15/+10/+5)
19th  +14/+9/+4 +6 +6 +11 9 Reduce xp cost 5 5 4 4 2 2 1
20th  +15/+10/+5 +6 +6 +12 9 Bonus feat 5 5 4 4 3 2 1

Class Features

All of the following are class features of the artificer.

Weapon and Armor Proficiency: An artificer is proficient with all simple and martial weapons and
with all armor (heavy, medium, and light) and shields (excluding tower shields).

Favorite Craft: at first level and at sixth, twelfth and eighteenth level, an artificer can choose a craft
he knows and gain a +5 bonus on that craft skill roll. Those bonus are cumulative, so at sixth level the
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artificer can choose a second craft in which he'll gain a +5 bonus, while the first craft picked will
have an additional +5 bonus (total +10).

Reduce xp cost: at third level and every four levels thereafter, an artificer can choose an item
creation feat he knows and reduce by half the xp cost of items created with that feat. He can choose
the same feat a maximum of three times (thus reducing the total xp cost by 1/8). So if for example an
artificer has the “craft magic arms and armor” feat, by choosing that feat to apply the “reduce
cost/xp” feature he can craft a +4 weapon with only 1600 px instead of 3200. He can choose again the
same feat and reduce the xp cost at 800, and again to bring the xp expanditure at 400. An epic (21%
level or more) artificer can “switch” the reduce xp cost ability from a non-epic item creation feat to
the equivalent epic version.

Bonus Feats: At 4th level, and every four levels thereafter, an artificer gains a bonus feat.

Spells: an artificer can cast any spell he knows without any previous preparation. To learn or cast a
spell, an artificer must have a Charisma or a Wisdom score equal to at least 10 + the spell level. The
Difficulty Class for a saving throw against an artificer spell is 10 + the spell level + the artificer’s
charisma or wisdom modifier. An artificer can cast only a certain number of spells of each spell
level per day. His base daily spell allotment is given on Table: The Artificer. In addition, he receives
bonus spells per day if he has a high Charisma or wisdom score.

An artificer's selection of spells coincide with the number of spells given on the table: The Artificer.
He can cast any spell he knows at any time, assuming he has not yet used up his spells per day for
that spell level. He does not have to decide ahead of time which spells he’ll cast. He can always
decide to use an higher level “slot” to cast a spell of a lower level

FIGHTER

Alignment: Any.

Hit Die: d10.

Class Skills

The fighter’s class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Handle
Animal (Cha), Heal (Wis) Intimidate (Cha), Jump (Str), Ride (Dex), and Swim (Str).

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

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

Table: The Fighter

Level Base Attack Fort Ref Will Def. Special
Bonus Save Save Save Bonus

1st +1 +2 +0 +0 1 Bonus feat

2nd +2 +3 +0 +0 1 Bonus feat

3rd +3 +3 +1 +1 2

4th +4 +4 +1 +1 2 Bonus feat

5th +5 +4 +1 +1 3

6th +6/+1 +5 +2 +2 3 Bonus feat

7th +7/+2 +5 +2 +2 4

8th +8/+3 +6 +2 +2 4 Bonus feat

9th +9/+4 +6 +3 +3 5

10th +10/+5 +7 +3 +3 5 Bonus feat

11th +11/+6/+1 +7 +3 +3 6

12th +12/+7/+2 +8 +4 +4 6 Bonus feat

13th +13/+8/+3 +8 +4 +4 7

14th +14/+9/+4 +9 +4 +4 7 Bonus feat

15th +15/+10/+5 +9 +5 +5 8

16th +16/+11/+6/+1 +10 +5 +5 8 Bonus feat

17th +17/+12/+7/+2 +10 +5 +5 9

18th +18/+13/+8/+3 +11 +6 +6 9 Bonus feat

19th +19/+14/+9/+4 +11 +6 +6 10

20th +20/+15/+10/+5  +12 +6 +6 10 Bonus feat
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Class Features

All of the following are class features of the fighter.

As said, a fighter is the only class that can add half his DB rounded down to his armor class even
when wearing armor.

Weapon and Armor Proficiency: A fighter is proficient with all simple and martial weapons and
with all armor (heavy, medium, and light) and shields (including tower shields).

Bonus Feats: At 1st level, a fighter gets a bonus combat-oriented feat in addition to the feat that any
1st-level character gets and the bonus feat granted to a human character. The fighter gains an
additional bonus feat at 2nd level and every two fighter levels thereafter (4th, 6th, 8th, 10th, 12th,
14th, 16th, 18th, and 20th). These bonus feats must be drawn from the feats noted as combat feats. A
fighter must still meet all prerequisites for a bonus feat, including ability score and base attack bonus
minimums.

These bonus feats are in addition to the feats that a character of any class gets from advancing levels.
A fighter is not limited to the list of fighter bonus feats when choosing these feats.

MAGE

Alignment: Any.

Hit Die: d4.

Class Skills

The mage’s class skills (and the key ability for each skill) are Bluff (Cha), Concentration (Con), Craft
(Int), Decipher Script (Int), Heal (Wis), Intimidate (Cha), Knowledge (arcana, geograohy, history,
local, nature, nobility and royalty)) (Int), Listen (Wis), Profession (Wis) and Spellcraft (Wis or Cha).
Skill Points at 1st Level: (2 + Int modifier) x 4.

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

Table: The Mage

Spells per Day

Base
Leve Attack Fort Ref Will Def.

I Bonus Save Save Save Bonus special Ist  2nd 3rd 4th 5th 6th 7th 8th  9th
1st +0 +0 +0 +2 - 1t sphere 2 _ - - - - = = —
2nd +1 +0 +0 +3 - 3 _ = = = = = = —
3rd +1 +1 +1 +3 1 3 1 - - = - — —
4th +2 +1 +1 +4 1 3 2 - — — — — — —
5th +2 +1 +1 +4 2 2" sphere,

bonus feat 3 2 1 - - - - - —
6th +3 +2 +2 +5 2 3 2 2 @ — — — — — —
Tth +3 +2 +2 +5 3 3 2 2 1 - — - - —
8th +4 +2 +2 +6 3 3 3 2 2 - — — — —
9th +4 +3 +3 +6 4 3 3 3 2 1 - - - —
10th  +5 +3 +3 +7 4 3 sphere,

bonus feat 3 3 3 2 2 - — — —
11th  +5 +3 +3 +7 5 4 3 3 3 3 - — — —
12th  +6/+1 +4 +4 +8 5 4 3 3 3 3 1 — — —
13th  +6/+1  +4 +4 +8 6 4™ sphere 4 3 3 3 3 2 — — —
14th  +7/+2 +4 +4 +9 6 5 4 4 3 3 3 - - —
15th  +7/+2 +5 +5 +9 7 Bonus feat 5 4 4 4 3 3 1 — —
16th  +8/+3 +5 +5 +10 7 5 5 4 4 4 3 2 - —
17th  +8/+3 +5 +5 +10 8 5t sphere 5 5 4 4 4 3 3 - —
18th  +9/+4 +6 +6 +11 8 5 5 5 4 4 3 3 1 -
19th  +9/+4 +6 +6 +11 9 5 5 5 4 4 3 3 2 -
20th  +10/+5 +6 +6 +12 9 Bonus feat 5 5 5 4 4 3 3 2 1

Class Features

All of the following are class features of the mage.

Weapon and Armor Proficiency: Mages are proficient with all simple weapons. They are not
proficient with any type of armor or shield. Armor does not impede spellcasting.
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Bonus Feats: At 5th, 10th, 15th, and 20th level, a mage gains a bonus feat.

Magic Spheres: at first, fifth, tenth, thirtheenth and seventeen level, a Mage gain access to a magic
sphere which expand the possible selection of spells he may know.

Spells: A Mage can cast any spell he knows without any previous preparation. To learn or cast a spell,
a mage must have a Charisma or a Wisdom score equal to at least 10 + the spell level. The Difficulty
Class for a saving throw against a mage’s spell is 10 + the spell level + the mage’s charisma or
wisdom modifier.

A mage can cast only a certain number of spells of each spell level per day. His base daily spell
allotment is given on Table: The Mage. In addition, he receives bonus spells per day if he has a high
Charisma or wisdom score.

A Mage’s selection of spells coincide with the number of spells given on the table: The Mage.

He can cast any spell he knows at any time, assuming he has not yet used up his spells per day for
that spell level. He does not have to decide ahead of time which spells he’ll cast. He can always
decide to use an higher level “slot” to cast a spell of a lower level

Upon reaching 4th level, and at every even-numbered level after that (6th, 8th, and so on), a mage can
choose to learn a new spell in place of one he already knows. In effect, the mage*“loses” the old spell
in exchange for the new one. The new spell’s level must be the same as that of the spell being
exchanged, and it must be at least two levels lower than the highest-level spell the mage can cast. A
mage may swap only a single spell at any given level, and must choose whether or not to swap the
spell at the same time that he gains new spells known for the level.

RANGER

Alignment: Any.

Hit Die: d10

Class Skills

The ranger’s class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Handle
Animal (Cha), Heal (Wis), Hide (Dex), Jump (Str), Knowledge (dungeoneering, geography, nature)
(Int), Listen (Wis), Move Silently (Dex), Profession (Wis), Ride (Dex), Search (Int), Spot (Wis),
Survival (Wis), Swim (Str), and Use Rope (Dex).

Skill Points at 1st Level: (6 + Int modifier) x 4.

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

Table: The Ranger

Base Attack Fort Ref Will  Def.
Level Bonus Save Save Save Bonus Special
1st +1 +2 +2 +0 1 1st favored enemy or terrain, Track
2nd +2 +3 +3 +0 2 Combat style
3rd +3 +3 +3 +1 2 Endurance
4th +4 +4 +4 +1 3 Bonus feat
5th +5 +4 +4 +1 3 2nd favored enemy or terrain
6th +6/+1 +5 +5 +2 4 Improved combat style
7th +7/+2 +5 +5 +2 4 Woodland stride
8th +8/+3 +6 +6 +2 5 Swift tracker
9th +9/+4 +6 +6 +3 5 Evasion
10th +10/+5 +7 +7 +3 6 3rd favored enemy or terrain
11th +11/+6/+1 +7 +7 +3 6 Combat style mastery
12th +12/+7/+2 +8 +8 +4 7
13th +13/+8/+3 +8 +8 +4 7 Camouflage
14th +14/+9/+4 +9 +9 +4 8
15th +15/+10/+5 +9 +9 +5 8 4th favored enemy or terrain
16th +16/+11/+6/+#1  +10 +10 +5 9
17th +17/+12/+7/+2  +10 +10 +5 9 Bonus feat
18th +18/+13/+8/+3  +11  +11 +6 10
19th +19/+14/+9/+4  +11  +11 +6 10 Bonus feat
20th +20/+15/+10/+5 +12  +12 +6 11 5th favored enemy or terrain
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Class Features

All of the following are class features of the ranger.

Weapon and Armor Proficiency: A ranger is proficient with all simple and martial weapons, and
with light armor and shields (except tower shields).

Favored Enemy or terrain (Ex): At 1st level, a ranger may select a type of creature or a terrain from
among those given on Table: Ranger Favored Enemies and terrains. If he chooses a favored enemy,
the ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using
these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls
against such creatures. If he selected a terrain, he gains a +2 bonus on Hide, Listen, Move silently,
Spot and Survival checks when using these skills in that environment.

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an
additional favored enemy or terrain from those given on the table. In addition, at each such interval,
the bonus against any one favored enemy or in any one favored terrain (including the one just
selected, if so desired) increases by 2.

Bonus coming from enemies and terrains do stack together, so a ranger who selected orcs as favored
enemies and Low Hills and Plains as favored terrain would have a +4 bonus on his spot checks vs
orcs in low hills and plains environments.

Table: Ranger Favored Enemies and Terrains

Enemies Terrains

Dragon Aquatic (sea, ocean)
Human Desert, cold (es tundra)
Monstruous spider Desert, temperate or warm
Orc (and Uruk) Forest, cold or temperate
Troll (and Olog) Forest, warm (jungle)
Undead Low hills and plains
Warg Marsh and swamps
Werewolves and Mountains

Vampires

Elf underground

dwarf

Track: A ranger gains Track as a bonus feat.

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

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

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

If the ranger selects single weapon combat, he must choose a type of weapon, usually a two-handed
weapon or a weapon that can be used two-handed. He is then treated as having the Combat expertise
Fighting feat, even if he does not have the normal prerequisites for that feat.

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

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

Bonus feat: A Ranger gains a bonus feat at 4", 17" and 19" level.

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

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

If the ranger selected single weapon combat at 2nd level, he is treated as having the Power attack feat,
even if he does not have the normal prerequisites for that feat.

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

Woodland Stride (Ex): Starting at 7th level, a ranger may move through any sort of undergrowth
(such as natural thorns, briars, overgrown areas, and similar terrain) at his normal speed and without
taking damage or suffering any other impairment.

However, thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede
motion still affect him.

Swift Tracker (Ex): Beginning at 8th level, a ranger can move at his normal speed while following
tracks without taking the normal -5 penalty. He takes only a —10 penalty (instead of the normal —20)
when moving at up to twice normal speed while tracking.

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

Combat Style Mastery (Ex): At 11th level, a ranger’s aptitude in his chosen combat style (archery,
two-weapon combat or single weapon combat) improves again.

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

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

Camouflage (Ex): A ranger of 13th level or higher can use the Hide skill in any sort of natural
terrain, even if the terrain doesn’t grant cover or concealment.

ROGUE

Alignment: Any.

Hit Die: d6.

Class Skills

The rogue’s class skills (and the key ability for each skill) are Appraise (Int), Balance (Dex), Bluff
(Cha), Climb (Str), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disable Device (Int),
Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather Information (Cha), Hide (Dex), Intimidate
(Cha), Jump (Str), Knowledge (local) (Int), Listen (Wis), Move Silently (Dex), Open Lock (Dex),
Perform (Cha), Profession (Wis), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot
(Wis), Swim (Str), Tumble (Dex), Use Magic Device (Cha), and Use Rope (Dex).

Skill Points at 1st Level: (8 + Int modifier) x 4.

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

Table: The Rogue

Level Base Fort Ref Will  Def. Special
Attack Save Save Save Bonus
Bonus
1st +0 +0 +2 +0 1 Sneak attack +1d6, trapfinding or bonus feat
2nd +1 +0 +3 +0 2 Evasion
3rd +2 +1 +3 +1 2 Sneak attack +2d6, bonus feat
4th +3 +1 +4 +1 3 Uncanny dodge
5th +3 +1 +4 +1 3 Sneak attack +3d6
6th +4 +2 +5 +2 4 Trap sense +1
7th +5 +2 +5 +2 4 Sneak attack +4d6
8th +6/+1 +2 +6 +2 5 Improved uncanny dodge
9th +6/+1 +3 +6 +3 5 Sneak attack +5d6, bonus feat
10th +7/+2 +3 +7 +3 6 Special ability
11th +8/+3 +3 +7 +3 6 Sneak attack +6d6
12th +9/+4 +4 +8 +4 7 Trap sense +2
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13th +9/+4 +4 +8 +4 7 Sneak attack +7d6, special ability
14th +10/+5 +4 +9 +4 8 Bonus feat

15th +11/+6/+1  +5 +9 +5 8 Sneak attack +8d6, special ability
16th +12/+7/+2  +5 +10 +5 9 Special ability

17th +12/+7/+2  +5 +10 +5 9 Sneak attack +9d6

18th +13/+8/+3  +6 +11 +6 10 Trap sense +3

19th +14/+9/+4  +6 +11 +6 10 Sneak attack +10d6, special ability
20th +15/+10/+5 +6 +12 +6 11 Bonus feat

Class Features

All of the following are class features of the rogue.

Weapon and Armor Proficiency: Rogues are proficient with all simple weapons, plus the light
crossbow, rapier, sap, shortbow, and short sword. Rogues are proficient with light armor, but not with
shields.

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from
her attack, she can strike a vital spot for extra damage.

The rogue’s attack deals extra damage any time her target would be denied a Dexterity bonus to AC
(whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This
extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the
rogue score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal
damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal
damage in a sneak attack, not even with the usual —4 penalty.

A rogue can sneak attack only living creatures with discernible anatomies—undead, constructs,
plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits
is not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a
vital spot and must be able to reach such a spot. A rogue cannot sneak attack while striking a creature
with concealment or striking the limbs of a creature whose vitals are beyond reach.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a
Difficulty Class higher than 20.

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap
has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap
generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out
how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with
great agility. If she makes a successful Reflex saving throw against an attack that normally deals half
damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is
wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps,
giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against
attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she
reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would
normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-
footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if
immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved
uncanny dodge (see below) instead.

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked.

This defense denies another rogue the ability to sneak attack the character by flanking her, unless the
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attacker has at least four more rogue levels than the target does.

Special Abilities: On attaining 10th level, and at 13", 15" 16" and 19", a rogue gains a special
ability of his choice from among the following options.

Crippling Strike (Ex): A rogue with this ability can sneak attack opponents with such precision that
her blows weaken and hamper them. An opponent damaged by one of her sneak attacks also takes 2
points of Strength damage. Ability points lost to damage return on their own at the rate of 1 point per
day for each damaged ability.

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

Improved Evasion (Ex): This ability works like evasion, except that while the rogue still takes no
damage on a successful Reflex saving throw against attacks henceforth she henceforth takes only half
damage on a failed save. A helpless rogue does not gain the benefit of improved evasion.

Opportunist (Ex): Once per round, the rogue can make an attack of opportunity against an opponent
who has just been struck for damage in melee by another character. This attack counts as the rogue’s
attack of opportunity for that round. Even a rogue with the Combat Reflexes feat can’t use the
opportunist ability more than once per round.

Skill Mastery: The rogue becomes so certain in the use of certain skills that she can use them reliably
even under adverse conditions.

Upon gaining this ability, she selects a number of skills equal to 3 + her Intelligence modifier. When
making a skill check with one of these skills, she may take 10 even if stress and distractions would
normally prevent her from doing so. A rogue may gain this special ability multiple times, selecting
additional skills for it to apply to each time.

Slippery Mind (Ex): This ability represents the rogue’s ability to wriggle free from magical effects
that would otherwise control or compel her. If a rogue with slippery mind is affected by an
enchantment spell or effect and fails her saving throw, she can attempt it again 1 round later at the
same DC. She gets only this one extra chance to succeed on her saving throw.

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

For reference and possible use, the Expert, Noble (modified) and Warrior classes are reported below.

EXPERT

Hit Die: d6.

Class Skills

The expert can choose any ten skills to be class skills.
Skill Points at 1st Level: (6 + Int modifier) x4.

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

Table: The Expert

Base Attack Fort Ref Will Def
Level Bonus Save Save Save Bonus

Ist +0 +0 +0 +2

2nd +1 +0 +0 +3 -
3rd +2 +1 +1 +3 1
4th +3 +1 +1 +4 1
5th +3 +1 +1 +4 2
6th +4 +2 +2 +5 2
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7th +5 +2 +2 +5 3
8th +6/+1 +2 +2 +6 3
9th +6/+1 +3 +3 +6 4
10th +7/+2 +3 +3 +7 4
11th +8/+3 +3 +3 +7 5
12th +9/+4 +4 +4 +8 5
13th +9/+4 +4 +4 +8 6
14th +10/+5 +4 +4 +9 6
15th +11/+6/+1 +5 +5 +9 7
16th +12/+7/+2 +5 +5 +10 7
17th +12/+7/+2 +5 +5 +10 8
18th +13/+8/+3 +6 +6 +11 8
19th +14/+9/+4 +6 +6 +11 9
20th +15/+10/+5 +6 +6 +12 9

Class Features

The following is a class feature of the expert class.

Weapon and Armor Proficiency: The expert is proficient in the use of all simple weapons and with
light armor but not shields.

NOBLE

Nobles are born into their high position and have usually access to high education and etiquette,
resou