Attributes

Roll 4d6 and drop lowest.  Assign to D&D stats as normal, then convert to Tal4 using the following guidelines:
TAL
D&D
STR
STR

DEX
DEX

CON
CON

INT
INT

WIL
WIS

CHA 
CHA

PER
(WIS+INT)/2

SPD
(STR+DEX)/2, extra -1 for small races

HP
12 + 2(hit die type), + CON bonus
CR and MR are assigned based on the class.
Warriors: CR +5, MR -2
Barbarian: CR +4, MR -3
Paladin/Ranger: CR +4, MR +1
Mages: CR -2, MR +5
Monks: CR +3, MR +2

Clerics: CR +3, MR +3
Rogues: CR +3, MR 0

Bard: CR +3, MR +3

Base Hit Points by class:

Barbarian: 36

Paladin, Warrior: 32
Cleric, Druid, Monk, Ranger: 28
Bard, Rogue: 24

Mage: 20

	Score
	Modifier

	
	

	1
	–5

	2–3
	–4

	4–5
	–3

	6–7
	–2

	8–9
	–1

	10–11
	0

	12–13
	1

	14–15
	2

	16–17
	3

	18–19
	4

	20–21
	5

	22–23
	6

	24–25
	7

	26–27
	8

	28–29
	9

	30–31
	10

	32–33
	11

	34–35
	12

	36–37
	13

	38–39
	14

	40–41
	15

	42–43
	16

	44–45
	17

	etc. . .
	 


Skills (all skills listed at the end of this document)
All players get 10 skills selected from the individual class and race lists.

One at +5

One at +4

One at +3*

Two at +2

Five at +1*

Starting weapon skills may not exceed these levels:

Warrior: +5

Barbarian, Paladin, Ranger: +4

Cleric, Monk, Rogue: +3

Bard, Druid, Mage: +2

All classes may begin with one weapon skill, even if this is not specifically allowed in the individual class lists.

*Clerics, Druids, Mages and Bards receive only 8 skills (none at +3 and four +1), but receive free modes of magic:

Bards – Bardic Song, 4 modes <choice> +2

Druids - Natural Magic, 4 modes <choice> +2.

Clerics – Invocation, 3 modes <choice> +2, Heal mode +4

Mages – Order <choice>, 6 modes <choice> +3

The following classes receive these restricted skills:

Barbarian – access to Rage (no attrib)

Bard – Bardic Knowledge (INT) +1

Cleric – Turn Undead (CHA) +4

Monk – access to Heal mode

Paladin – Turn Undead (CHA) +1


- Invocation, Heal mode +2

Rogue – Traps (PER) +3  

Armor

Eyeball the type of armor and assign a rating, using the Talislantan armor equivalent. Thus leather should give 2 armor, studded leather 3, partial chain 4, chain mail 5, with the very best armor (perhaps finely crafted dwarven plate) being 7 or 8 tops.
Monsters

Tal

D&D
Ability Level
CR + atk bonus or HD + 4 or CR + 4 (whichever is more reasonable).  
HP

10 per CR, plus or minus a little bit.
PR

Estimated from Armor guidelines above.

DR

Small (4), Medium (8), Large (12-16), Giant (~20)

To accurately work out damage ratings of very powerful monsters and traps (those rolling more than one die for damage) apply the following formula:  

[(#Dice x Av. Roll on die) / (CR x Av. Roll on hit dice)] x [12 + (2 x Hit die type)]

OR SIMPLER:     [(#Dice) / CR ] x [12 + (2 x Hit die type)] + any adders to damage roll.

Where the hit die type is the same die type as the damage roll dice.

Other conversion notes:

D&D 

Tal



DC – 10

DC


Reflex save
Evasion roll or DEX roll at -5

Fort save
CON check

Will save

WIL check

Stat increase
Add one to D&D raw score of one attribute every 4 advancements (max +5 in Tal)
Falling

4 damage per 10 feet fallen.  Armor does not protect against this damage.
Energy/Level Drain

Each successful energy drain bestows one or more negative levels (depending on the creature).  A critical hit on a level drain drains twice the given amount.  A creature gains 4 temporary hit points for each negative level it bestows.  These temporary hit points last for a maximum of 1 hour.

A creature takes the following penalties for each negative level it has gained:

· -1 on all skill and ability checks.

· -1 on all attack rolls and saving throws.

· -4 hit points.

· -1 effective level 

· -1 to all modes of magic.

Negative levels remain until 24 hours have passed, or until they are removed with a Restoration spell (Heal mode, spell level 11, -1 per level being restored).  If a negative level is not removed before 24 hours have passed, the affected creature must attempt a Fort save (DC 10 + ½ draining creature’s racial HD + draining creature’s Cha modifier; the exact DC is given in the creature’s descriptive text).  On a success, the negative level goes away with no harm to the creature.  On a failure, the negative level goes away, but the creature’s level is also reduced by one.  A separate saving throw is required for each negative level.

A character with negative levels at least equal to her current level, or drained below 1st level, is instantly slain. Depending on the creature that killed her, she may rise the next night as a monster of that kind. If not, she rises as a wight. 
Magic Items and Spells
Scrolls:  As a general rule, add five to the level at which a particular class can acquire the spell in D&D.  This becomes the new Tal spell level.  When rolling, apply this number as a negative modifier.  NPCs add 5 + caster level to the roll (plus any other bonuses for spell specialization as seems fit).  PCs add their MR to the roll, plus any bonus points the scroll itself grants (the level at which a caster may obtain that spell is the standard default bonus).  If written down this bonus becomes the spell specialization rating.

Wands:  Roll 2x MR and subtract wand difficulty.  Range modifiers apply.

When NPCs cast spells add six points to their D&D mage level.  All their modes are set at this rating.  All of their spells cast have a specialization bonus equal to half this rating.

Detect Magic: difficulty is six plus 1 for each additional item the spell is cast on.

Spell Specialisation:  Mages may specialize in spells.  They may set one variable of a spell and increase it as a skill as per the skill advancement rules.

Invocation bonus:  Invocation magic users (clerics and paladins) receive a +/- 20 bonus to each magic roll.  This bonus depends on how closely the caster is or has been following the precepts of the deity.  Use this bonus liberally both ways for every magic spell they cast.

Mages in combat:  Mages get an additional negative to all spell casting rolls in combat.  This penalty is equal to the ability rating of the enemy engaging them in combat.

Combat Rules

An opponent who disengages from a melee may automatically be struck by any adversaries he is fighting as a free action (this does not constitute an action).

If two or more people are fighting a single opponent, all but the last combatant may disengage from the fight without provoking an attack of opportunity by the opponent.  The last combatant holds off the enemy and covers the retreat of his friends.

WLD TO TAL4 CONVERSION – RACES AND CLASSES

RACES
Race And Languages

All characters know how to speak Common. A dwarf, elf, gnome, half-elf, half-orc, or halfling also speaks a racial language, as appropriate. A character who has an Intelligence bonus speaks other languages as well, one extra language per point of Intelligence bonus as a starting character. 

Literacy

Any character except a barbarian can read and write all the languages he or she speaks. 

Class-Related Languages

Clerics, druids, and wizards can choose certain languages as bonus languages even if they’re not on the lists found in the race descriptions. These class-related languages are as follows: 

Cleric - Abyssal, Celestial, Infernal. 

Druid - Sylvan. 

Wizard - Draconic. 

Humans

· Medium: As Medium creatures, humans have no special bonuses or penalties due to their size. 

· 4 extra skill points during character creation, but no skill may be improved with these points to beyond +3. 

· Automatic Language: Common. Bonus Languages: Any (other than secret languages, such as Druidic). See the Speak Language skill. 

· Favored Class: Any. 

Dwarves

· +2 Constitution, –2 Charisma (before conversion)
· Medium: As Medium creatures, dwarves have no special bonuses or penalties due to their size. 

· -1 SPD.

· Darkvision: Dwarves can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and dwarves can function just fine with no light at all. 

· Stonecunning: This ability grants a dwarf a +2 racial bonus on Search checks to notice unusual stonework, such as sliding walls, stonework traps, new construction (even when built to match the old), unsafe stone surfaces, shaky stone ceilings, and the like. Something that isn’t stone but that is disguised as stone also counts as unusual stonework. A dwarf who merely comes within 10 feet of unusual stonework can make a Search check as if he were actively searching, and a dwarf can use the Search skill to find stonework traps as a rogue can. A dwarf can also intuit depth, sensing his approximate depth underground as naturally as a human can sense which way is up. 

· +2 racial bonus on saving throws against poison. 

· +4 dodge bonus against monsters of the giant type. 

· +2 racial bonus on Appraise checks that are related to stone or metal items. 

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

· Automatic Languages: Common and Dwarven. Bonus Languages: Giant, Gnome, Goblin, Orc, Terran, and Undercommon. 

· Favored Class: Fighter. 
Elves

· +2 Dexterity, –2 Constitution (before conversion). 

· Medium: As Medium creatures, elves have no special bonuses or penalties due to their size. 

· Low-Light Vision: An elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions. 

· Weapon Proficiency: Elves receive a free weapon proficiency in short or long bow at +2.
· +2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it. 

· Automatic Languages: Common and Elven. Bonus Languages: Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan. 

· Favored Class: Wizard. 

Gnomes

· -1 SPD

· +2 Constitution, –2 Strength (before conversion). 

· Small: +4 size bonus on Stealth checks, but he uses smaller weapons than humans use, and his lifting and carrying limits are three-quarters of those of a Medium character. 

· Low-Light Vision: A gnome can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. He retains the ability to distinguish color and detail under these conditions. 

· +4 dodge bonus to Armor Class against monsters of the giant type. 

· +2 racial bonus on Listen checks. 

· +2 racial bonus on Alchemy checks. 

· Automatic Languages: Common and Gnome. Bonus Languages: Draconic, Dwarven, Elven, Giant, Goblin, and Orc. In addition, a gnome can speak with a burrowing mammal (a badger, fox, rabbit, or the like, see below). This ability is innate to gnomes. 

· Spell-Like Abilities: 1/day—speak with animals (burrowing mammal only, duration 1 minute). 

· Favored Class: Bard. 

Half-Elves

· Medium: As Medium creatures, half-elves have no special bonuses or penalties due to their size. 

· Low-Light Vision: A half-elf can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions. 

· +1 racial bonus on Listen, Search, and Spot checks. 

· +2 racial bonus on Diplomacy and Oratory rolls. 

· Elven Blood: For all effects related to race, a half-elf is considered an elf. 

· Automatic Languages: Common and Elven. Bonus Languages: Any (other than secret languages, such as Druidic). 

· Favored Class: Any. 

Half-Orcs

· +2 Strength, –2 Intelligence, –2 Charisma (before conversion). 

A half-orc’s starting Intelligence score is always at least 3. If this adjustment would lower the character’s score to 1 or 2, his score is nevertheless 3. 

· Medium: As Medium creatures, half-orcs have no special bonuses or penalties due to their size. 

· Darkvision: Half-orcs (and orcs) can see in the dark up to 60 feet. Darkvision is black and white only, but it is otherwise like normal sight, and half-orcs can function just fine with no light at all. 

· Orc Blood: For all effects related to race, a half-orc is considered an orc. 

· Automatic Languages: Common and Orc. Bonus Languages: Draconic, Giant, Gnoll, Goblin, and Abyssal. 

· Favored Class: Barbarian. 

Halflings

· +2 Dexterity, –2 Strength (before conversion). 

· -1 SPD

· Small: As a Small creature, a halfling gains a +4 size bonus on Stealth checks, but she uses smaller weapons than humans use, and her lifting and carrying limits are three-quarters of those of a Medium character. 

· +2 racial bonus on Climbing and Stealth checks. 

· +2 morale bonus on saving throws against fear
· +2 racial bonus on Listen checks. 

· Automatic Languages: Common and Halfling. Bonus Languages: Dwarven, Elven, Gnome, Goblin, and Orc. 

· Favored Class: Rogue. 

Vital Statistics

	Table: Random Starting Ages

	Race
	Adulthood
	Barbarian
Rogue
Sorcerer
	Bard
Fighter
Paladin
Ranger
	Cleric
Druid
Monk
Wizard

	Human
	15 years
	+1d4
	+1d6
	+2d6

	Dwarf
	40 years
	+3d6
	+5d6
	+7d6

	Elf
	110 years
	+4d6
	+6d6
	+10d6

	Gnome
	40 years
	+4d6
	+6d6
	+9d6

	Half-elf
	20 years
	+1d6
	+2d6
	+3d6

	Half-orc
	14 years
	+1d4
	+1d6
	+2d6

	Halfling
	20 years
	+2d4
	+3d6
	+4d6


	Table: Aging Effects

	Race
	Middle Age1
	Old2
	Venerable3
	Maximum Age

	1. At middle age, -1 to Str, Dex, and Con; +1 to Int, Wis, and Cha. 

2. At old age, -2 to Str, Dex, and Con; +1 to Int, Wis, and Cha. 

3. At venerable age, -3 to Str, Dex, and Con; +1 to Int, Wis, and Cha. 

	Human
	35 years
	53 years
	70 years
	+2d20 years

	Dwarf
	125 years
	188 years
	250 years
	+2d% years

	Elf
	175 years
	263 years
	350 years
	+4d% years

	Gnome
	100 years
	150 years
	200 years
	+3d% years

	Half-elf
	62 years
	93 years
	125 years
	+3d20 years

	Half-orc
	30 years
	45 years
	60 years
	+2d10 years

	Halfling
	50 years
	75 years
	100 years
	+5d20 years


	Table: Random Height and Weight

	Race
	Base Height
	Height Modifier
	Base Weight
	Weight Modifier

	Human, male
	4' 10"
	+2d10
	120 lb.
	x(2d4) lb.

	Human, female
	4' 5"
	+2d10
	85 lb.
	x(2d4) lb.

	Dwarf, male
	3' 9"
	+2d4
	130 lb.
	x(2d6) lb.

	Dwarf, female
	3' 7"
	+2d4
	100 lb.
	x(2d6) lb.

	Elf, male
	4' 5"
	+2d6
	85 lb.
	x(1d6) lb.

	Elf, female
	4' 5"
	+2d6
	80 lb.
	x(1d6) lb.

	Gnome, male
	3' 0"
	+2d4
	40 lb.
	×1 lb.

	Gnome, female
	2' 10"
	+2d4
	35 lb.
	×1 lb.

	Half-elf, male
	4' 7"
	+2d8
	100 lb.
	x(2d4) lb.

	Half-elf, female
	4' 5"
	+2d8
	80 lb.
	x(2d4) lb.

	Half-orc, male
	4' 10"
	+2d12
	150 lb.
	x(2d6) lb.

	Half-orc, female
	4' 5"
	+2d12
	110 lb.
	x(2d6) lb.

	Halfling, male
	2' 8"
	+2d4
	30 lb.
	×1 lb.

	Halfling, female
	2' 6"
	+2d4
	25 lb.
	×1 lb.


Height And Weight

The dice roll given in the Height Modifier column determines the character’s extra height beyond the base height. That same number multiplied by the dice roll or quantity given in the Weight Modifier column determines the character’s extra weight beyond the base weight. 
CLASSES
Barbarian

Alignment - Any nonlawful. 

Hit Die - d12.   Maximum Starting Weapon Skill: +4
Fast Movement 
A barbarian’s land speed is faster than the norm for his race.  He may obtain a +1 SPD bonus which applies only when he is wearing no armor, light armor, or medium armor and not carrying a heavy load. Apply this bonus before modifying the barbarian’s speed because of any load carried or armor worn. 

Illiteracy

Barbarians are the only characters who do not automatically know how to read and write. 

Rage
A barbarian has access to the Rage skill (no attribute modifier).  A barbarian may not start with this skill.
Each time a barbarian takes damage during combat he may make a rage skill roll with a difficulty equal to his current hit points.  Mishaps or failures indicate no effect.  A full success gives a +2 bonus to STR, a +2 bonus to CON, and 6 extra hit points for the duration of the combat.  A partial success gives a +1 bonus to STR, a +1 bonus to CON, and 3 extra hit points for the duration of the combat.  A critical success gives a +4 bonus to STR, a +4 bonus to CON, and 12 extra hit points for the duration of the combat.  Once a success has been obtained on the rage roll the barbarian may make no further rolls this combat.  Note though that he does not have to roll for rage unless he wants to.
The STR bonuses apply only for damage dealt in combat.  The increase in hit points act as normal during combat, but these hit points go away at the end of the rage. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills, the Meditation skill, or any abilities that require patience or concentration, nor can he cast spells or activate magic items that require a command word, a spell trigger (such as a wand), or spell completion (such as a scroll) to function. A fit of rage lasts for a number of rounds equal to his newly improved CON score. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (-2 penalty to Strength, -2 penalty to Dexterity, can’t charge or run) until he obtains at least 10 minutes of rest, ideally with wine and the company of fine women.
A partial, full or critical success on the rage rolls also allows the barbarian to ignore all wound penalties for the duration of the rage.
A barbarian can fly into a rage only once per encounter. Entering a rage takes no time itself, but a barbarian can do it only during his action, not in response to someone else’s action. 

Trap Sense
A barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus against attacks made by traps. 
Bard

Alignment - Any nonlawful. 
Hit Die - d6. Maximum Starting Weapon Skill: +2
Spells

Order (Bardic song), no access to attack, influence, transform, conjure, or summon.  All other effects require song throughout.  A deaf bard has a 20% chance to fail when attempting to use bardic music. If he fails, the attempt still counts against his daily limit (-1 on subsequent attempts).
4 modes <choice> +2

Bardic Knowledge

Bards have access to a special skill called Bardic knowledge (INT skill).  A bard may make a special bardic knowledge check to see whether he knows some relevant information about local notable people, legendary items, or noteworthy places. (If the bard has 5 or more ranks in History, he gains a +2 bonus on this check.) 

A successful bardic knowledge check will not reveal the powers of a magic item but may give a hint as to its general function. 
Bardic knowledge skill starts at +1.

	DC
	Type of Knowledge

	-0
	Common, known by at least a substantial minority drinking; common legends of the local population.

	-10
	Uncommon but available, known by only a few people legends.

	-15
	Obscure, known by few, hard to come by.

	-20
	Extremely obscure, known by very few, possibly forgotten by most who once knew it, possibly known only by those who don’t understand the significance of the knowledge.


Countersong
A bard with 3 or more ranks in a Music skill can use his music or poetics to counter magical effects that depend on sound (but not spells that simply have verbal components). Each round of the countersong, he makes a Music check.  This serves as countermagic against any sonic or language dependent spells within 30 feet of the bard.  Countersong only works against modes which the bard himself possesses.
Fascinate
A bard with 3 or more ranks in a Song skill can use his music or poetics to cause one or more creatures to become fascinated with him. All creatures to be fascinated must be within 90 feet, able to see and hear the bard, and able to pay attention to him. The bard must also be able to see the creature. The distraction of a nearby combat or other dangers prevents the ability from working. 
To use the ability, a bard makes a Song check, with a difficulty of the total hit dice of the creatures.  Note that all creatures within 90 feet who have not previously heard the bard perform are automatically targeted.

If the bard fails, the bard cannot attempt to fascinate those creatures again for 24 hours. If it succeeds, the creature sits quietly and listens to the song, taking no other actions, for as long as the bard continues to play and concentrate (up to a maximum of 1 minute per point in the Perform skill). While fascinated, a target takes a -4 penalty on skill checks made as reactions, such as Listen and Spot checks.  A partial success results in half the potential targets being affected.  A critical success results in all targets being fascinated, and results in all targets being struck in awe at the bards skill.  They will not dare to hurt the bard unless under direct threat from him/her.
Any obvious threat, such as someone drawing a weapon, casting a spell, or aiming a ranged weapon at the target, automatically breaks the effect. Fascinate is an enchantment (compulsion), mind-affecting ability. 
Armor
Bards incur a -10 penalty to all spell casting rolls when wearing anything heavier than light armor, or when using a shield.
Cleric

Alignment - A cleric’s alignment must be within one step of his deity’s (that is, it may be one step away on either the lawful-chaotic axis or the good-evil axis, but not both). A cleric may not be neutral unless his deity’s alignment is also neutral. 

Hit Die - d8. Maximum Starting Weapon Skill: +3
Aura
A cleric of a chaotic, evil, good, or lawful deity has a particularly powerful aura corresponding to the deity’s alignment.  Clerics who don’t worship a specific deity but choose the Chaotic, Evil, Good, or Lawful domain have a similarly powerful aura of the corresponding alignment. 

Spells

Invocation order.

Three modes <choice> +2.
Heal mode at +4.

Turn or Rebuke Undead
Any cleric, regardless of alignment, has the power to affect undead creatures by channeling the power of his faith through his holy (or unholy) symbol.  

A good cleric (or a neutral cleric who worships a good deity) can turn or destroy undead creatures. An evil cleric (or a neutral cleric who worships an evil deity) instead rebukes or commands such creatures. A neutral cleric of a neutral deity must choose whether his turning ability functions as that of a good cleric or an evil cleric. Once this choice is made, it cannot be reversed. This decision also determines whether the cleric can cast spontaneous cure or inflict spells (see above). 

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

Turn undead is a skill based on CHA.  Clerics start with this skill at +4.  

To make a Turn Undead roll, roll a d20 and add the Turn Undead rating.  Subtract the total number of hit dice of creatures being turned from the roll, and apply an additional -2 penalty for every undead after the first.  A critical means that all affected undead are destroyed.  A full success means they are all cowed.  A partial success means they cannot approach for one round, but will keep moving forward next round.

Bonus Languages

A cleric’s bonus language options include Celestial, Abyssal, and Infernal (the languages of good, chaotic evil, and lawful evil outsiders, respectively). These choices are in addition to the bonus languages available to the character because of his race. 

Ex-Clerics

A cleric who grossly violates the code of conduct required by his god loses all spells and the ability to turn undead.  This remains until he attones. 

Druid

Alignment - Neutral good, lawful neutral, neutral, chaotic neutral, or neutral evil. 

Hit Die - d8.   Maximum Starting Weapon Skill: +2
Spells

Natural Magic

4 modes <choice> +2.
Weapon and Armor Proficiency

The following weapons are considered to be part of the Druid class skill list:  club, dagger, dart, quarterstaff, scimitar, sickle, shortspear, sling, and spear. They are also proficient with all natural attacks (claw, bite, and so forth) of any form they assume with wild shape (see below).  Use the Druids brawling rating for these wild shape attacks.
Druids are prohibited from wearing metal armor; thus, they may wear only padded, leather, or hide armor.  Druids are proficient with shields but must use only wooden ones. 

A druid who wears prohibited armor or carries a prohibited shield is unable to cast druid spells or use any of her supernatural or spell-like class abilities while doing so and for 24 hours thereafter. 

Bonus Languages

A druid’s bonus language options include Sylvan, the language of woodland creatures. This choice is in addition to the bonus languages available to the character because of her race. 

A druid also knows Druidic, a secret language known only to druids, which she learns upon becoming a druid. Druidic is a free language for a druid; that is, she knows it in addition to her regular allotment of languages.  Druids are forbidden to teach this language to nondruids. 

Druidic has its own alphabet. 

Animal Companion 
A druid may begin play with an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures are also available: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the druid on her adventures as appropriate for its kind. 

A druid’s companion is completely typical for its kind except as noted below. As a druid advances in level, the animal’s power increases as shown on the table. If a druid releases her companion from service, she may gain a new one by performing a ceremony requiring 24 uninterrupted hours of prayer. This ceremony can also replace an animal companion that has perished. 

A druid with Animal Handling at a level of +8 or greater may select a companion from the expanded listing (depending on availability).
Nature Sense 
A druid gains a +2 bonus on Nature Lore and Survival checks. 

Wild Empathy 
A druid can improve the attitude of an animal. This ability functions just like a Diplomacy check made to improve the attitude of a person, but uses the Animal Handling skill instead. 

The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly. 

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

A druid can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but she takes a -4 penalty on the check. 

Woodland Stride
A druid may move through any sort of undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at her normal speed and without taking damage or suffering any other impairment. However, thorns, briars, and overgrown areas that have been magically manipulated to impede motion still affect her. 

Trackless Step

A druid leaves no trail in natural surroundings and cannot be tracked. She may choose to leave a trail if so desired. 

Resist Nature’s Lure
Starting at 4th level, a druid gains a +4 bonus on saving throws against the spell-like abilities of fey. 

Wild Shape
Once a druid reaches a Nature Lore skill of +8, the druid gains the ability to turn herself into any Small or Medium animal and back again once per day. Her options for new forms include all creatures with the animal type.  The effect lasts for 1 hour per druid level, or until she changes back. Changing form (to animal or back) is a standard action.
The form chosen must be that of an animal the druid is familiar with. 

A druid loses her ability to speak while in animal form because she is limited to the sounds that a normal, untrained animal can make, but she can communicate normally with other animals of the same general grouping as her new form. (The normal sound a wild parrot makes is a squawk, so changing to this form does not permit speech).
At Nature Lore skill level of +10, +11, +14 +17 and +20, the druid gains the ability to change to and from Wild Shape one more additional time per day.

In addition, she gains the ability to take the shape of a Large animal +11 skill level, a Tiny animal at +14 skill level, and a Huge animal at +17 level. 

At +14 level, a druid becomes able to use wild shape to change into a plant creature with the same size restrictions as for animal forms. (A druid can’t use this ability to take the form of a plant that isn’t a creature).
At +17 skill level, a druid becomes able to use wild shape to change into a Small, Medium, or Large elemental (air, earth, fire, or water) once per day. These elemental forms are in addition to her normal wild shape usage. In addition to the normal effects of wild shape, the druid gains all the elemental’s extraordinary, supernatural, and spell-like abilities. 

At +20 level, a druid becomes able to assume elemental form three times per day, and may use this wild shape ability to change into a Huge elemental. 
At +14 Nature Lore the druid gains the ability to change her appearance at will, but only while in her normal form.
Venom Immunity
At Herb Lore skill rating +10, a druid gains immunity to all poisons. 

A Thousand Faces
At +14 Nature Lore the druid gains the ability to change her appearance at will, but only while in her normal form.
Ex-Druids

A druid who ceases to revere nature, changes to a prohibited alignment, or teaches the Druidic language to a nondruid loses all spells and druid abilities (including her animal companion, but not including weapon and shield proficiencies). She cannot thereafter gain levels as a druid until she atones. 

The Druid’s Animal Companion

Guidelines exactly the same as for the Mage familiar.
Alternative Animal Companions

· Ape (animal) 

· Bear, black (animal) 

· Bison (animal) 

· Boar (animal) 

· Cheetah (animal) 

· Crocodile (animal)1 

· Dire badger
· Dire bat 

· Dire weasel 

· Leopard (animal) 

· Lizard, monitor (animal) 

· Shark, Large1 (animal) 

· Snake, constrictor (animal) 

· Snake, Large viper (animal) 

· Wolverine (animal) 

· Bear, brown (animal) 

· Dire wolverine 

· Crocodile, giant (animal) 

· Deinonychus (dinosaur) 

· Dire ape 

· Dire boar 

· Dire wolf 

· Elasmosaurus1 (dinosaur) 

· Lion (animal) 

· Rhinoceros (animal) 

· Snake, Huge viper (animal) 

· Tiger (animal) 

· Bear, polar (animal) 

· Dire lion 

· Megaraptor (dinosaur) 

· Shark, Huge1 (animal) 

· Snake, giant constrictor (animal) 

· Whale, orca1 (animal) 

· Dire bear 

· Elephant (animal) 

· Octopus, giant1 (animal) 
· Dire shark1 
· Dire tiger 

· Squid, giant1 (animal) 

· Triceratops (dinosaur) 

· Tyrannosaurus (dinosaur) 

1 Available only in an aquatic environment. 

Mage
Alignment - Any. 

Hit Die - d4.  Maximum Starting Weapon Skill: +2
Spells

Order of choice.

6 modes at +3.
A wizard may substitute Draconic for one of the bonus languages available to the character because of her race. 
Familiar

A sorcerer can obtain a familiar. Doing so takes 24 hours and uses up magical materials that cost 100 gp. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant. 

The sorcerer chooses the kind of familiar he gets. As the sorcerer advances in level, his familiar also increases in power. 

A slain or dismissed familiar cannot be replaced for a year. A slain familiar can be raised from the dead just as a character can be, and it does not lose a level or a Constitution point when this happy event occurs. 

Scribe Scroll

A wizard may choose to add spells from scrolls directly to her spell book instead of using the scroll.  This takes a number of days equal to the spell level.

Spell Specialisation

Mages can choose to specialize in individual spells.  To do so the player must set one of the parameters of the spell (ie. Range, damage, area) and increase it as he would any other skill.  To further research a spell the mage must have access to his spell book.  Loss of the spell book means no further research may be undertaken in that particular spell until the book is recovered or rewritten (x days where x is the bonus of each individual spell).

Arcane Spells And Armor

Sorcerers and Wizards suffer a -10 penalty to all spell casting rolls when wearing armor of any type.
By contrast, bards know how to wear light armor effectively and ignore the -10 modifier for wearing such armor. A bard wearing armor heavier than light or using any type of shield incurs the normal penalty.

Familiars

A familiar is a normal animal that gains new powers and becomes a magical beast when summoned to service by a sorcerer or wizard. It retains the appearance, Hit Dice, base attack bonus, base save bonuses, skills, and feats of the normal animal it once was, but it is treated as a magical beast instead of an animal for the purpose of any effect that depends on its type. Only a normal, unmodified animal may become a familiar. An animal companion cannot also function as a familiar. 

A familiar also grants special abilities to its master (a sorcerer or wizard), as given on the table below. These special abilities apply only when the master and familiar are within 1 mile of each other. 
	Familiar
	Special

	1. A raven familiar can speak one language of its master’s choice as a supernatural ability. 

2. Tiny viper. 

	Bat
	Master gains a +3 bonus on Listen checks

	Cat
	Master gains a +3 bonus on Stealth checks

	Hawk
	Master gains a +3 bonus on Spot checks in bright light

	Lizard
	Master gains a +3 bonus on Climbing checks

	Owl
	Master gains a +3 bonus on Spot checks in shadows

	Rat
	Master gains a +2 bonus on Fortitude saves

	Raven
	Master gains a +3 bonus on Appraise checks

	Snake
	Master gains a +3 bonus on Deception checks

	Toad
	Master gains +3 hit points

	Weasel
	Master gains a +2 bonus on Reflex saves


Skills

For each skill in which either the master or the familiar has ranks, use either the normal skill ranks for an animal of that type or the master’s skill ranks, whichever are better. In either case, the familiar uses its own ability modifiers. Regardless of a familiar’s total skill modifiers, some skills may remain beyond the familiar’s ability to use. 

Empathic Link
The master has an empathic link with his familiar out to a distance of up to 1 mile. The master cannot see through the familiar’s eyes, but they can communicate empathically. Because of the limited nature of the link, only general emotional content can be communicated.  Because of this empathic link, the master has the same connection to an item or place that his familiar does. 
Speak with Master

A familiar and the master can communicate verbally as if they were using a common language. Other creatures do not understand the communication without magical help. 

Speak with Animals of Its Kind

A familiar can communicate with animals of approximately the same kind as itself (including dire varieties): bats with bats, rats with rodents, cats with felines, hawks and owls and ravens with birds, lizards and snakes with reptiles, toads with amphibians, weasels with similar creatures (weasels, minks, polecats, ermines, skunks, wolverines, and badgers). Such communication is limited by the intelligence of the conversing creatures. 

Monk

Alignment - Any lawful. 

Hit Die - d8.  Maximum Starting Weapon Skill/Mandaquan Skill: +3
SPD and PR Bonus
When unarmored and unencumbered, the monk has a PR equal to his/her WIL score.   These bonuses apply even against touch attacks or when the monk is flat-footed. She loses these bonuses when she is immobilized or helpless, when she wears any armor, when she carries a shield, or when she carries a medium or heavy load. 
Monks receive a +1 SPD bonus when wearing light armor or no armor.

Mandaquan

The martial arts skill of Mandaquan confers several advantages.  Firstly, the monk may replace his own STR with his Mandaquan skill rating when engaged in a grapple against an opponent who is no more than one size rating bigger than he is.  Secondly, the monk may add the Mandaquan skill rating to all damage inflicted against opponents in combat, but not during a grapple.  Mandaquan may be used to parry melee weapon attacks with a -5 penalty to the roll.  A mishap on a parry roll with Mandaquan results in the opponent obtaining an automatic critical hit on the parrying character.
Unarmed Strike

Usually a monk’s unarmed strikes deal lethal damage, but she can choose to deal nonlethal damage instead with no penalty on her attack roll. She has the same choice to deal lethal or nonlethal damage while grappling. 

Evasion 
If a monk 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 a monk is wearing light armor or no armor. A helpless monk does not gain the benefit of evasion. 

Still Mind 
Influence spells have an additional -2 penalty to target monks.
Ki Strike 
Any monk attack which has a base rating of +7 or more counts as a magical weapon attack for purposes of bypassing defences.

Slow Fall 
Monks can fall 10 feet per skill level in Climbing without taking any damage, as long as the fall is performed in contact with a wall or other surface.

Wholeness of Body 
Once Monks attain a Meditation rank of +8 or greater they have access to the Heal mode of magic.  However they may only use heal powers on themselves.  Monk Healing powers require no verbal or physical components, and require a minimum of 10 minutes successful Meditation to implement.

Diamond Soul 
Once the Mandaquan skill reaches level +10, the monk has access to the Diamond Soul skill.  This skill acts as a direct negative against any spells which would target the monk (though it will only protect the monk, not others caught within an area of effect for example).
Perfect Self

At +23 in Mandaquan, a monk becomes a magical creature. She is forevermore treated as an outsider rather than as a humanoid (or whatever the monk’s creature type was) for the purpose of spells and magical effects. Additionally, the monk gains damage reduction 10/magic, which allows her to ignore the first 10 points of damage from any attack made by a nonmagical weapon or by any natural attack made by a creature that doesn’t have similar damage reduction. 
Paladin

Alignment - Lawful good. 

Hit Die - d10.  Maximum Starting Weapon Skill: +4
Aura of Good
A paladin emanates an aura of good around him/her.
Smite Evil 
Once per day, a paladin may call upon her deity and attempt to smite evil with one normal melee attack. She may add her CHA score to her strike roll.  Additionally, she inflicts double damage with her weapon of choice (before addition of STR bonus).   If the paladin accidentally smites a creature that is not evil the smite has no effect, but the ability is still used up for that day. 

Lay on Hands 
Invocation order.
Heal mode at +2.

Aura of Courage 
A paladin is immune to fear (magical or otherwise). Each ally within 10 feet of her gains a +4 morale bonus on saving throws against fear effects. 

This ability functions while the paladin is conscious, but not if she is unconscious or dead. 

Turn Undead
Any paladin, has the power to affect undead creatures by channeling the power of his faith through his holy symbol.  

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

Turn undead is a skill based on CHA.  Paladins start with the skill at +1.

To make a Turn Undead roll, roll a d20 and add the Turn Undead rating.  Subtract the total number of hit dice of creatures being turned from the roll, and apply an additional -2 penalty for every undead after the first.  A critical means that all affected undead are destroyed.  A full success means they are all cowed.  A partial success means they cannot approach for one round, but will keep moving forward next round.

Code of Conduct

A paladin must be of lawful good alignment and loses all class abilities if she ever willingly commits an evil act.  Additionally, a paladin’s code requires that she respect legitimate authority, act with honor (not lying, not cheating, not using poison, and so forth), help those in need (provided they do not use the help for evil or chaotic ends), and punish those who harm or threaten innocents. 
Read the section on the Order of Myruun at the end of this document for additional guidelines.
Associates

While she may adventure with characters of any good or neutral alignment, a paladin will never knowingly associate with evil characters, nor will she continue an association with someone who consistently offends her moral code. A paladin may accept only henchmen, followers, or cohorts who are lawful good. 

Ex-Paladins

A paladin who ceases to be lawful good, who willfully commits an evil act, or who grossly violates the code of conduct loses all paladin spells and abilities. She regains her abilities and advancement potential if she atones for her violations, as appropriate. 
Ranger

Alignment - Any. 

Hit Die - d8.  Maximum Starting Weapon Skill: +4
Favored Enemy
A ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Deception, PER 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 the ranger chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table. 
	Table: Ranger Favored Enemies

	Type (Subtype)
	Type (Subtype)

	Aberration
	Humanoid (reptilian)

	Animal
	Magical beast

	Construct
	Monstrous Humanoid

	Dragon
	Ooze

	Elemental
	Outsider (air)

	Fey
	Outsider (chaotic)

	Giant
	Outsider (earth)

	Humanoid (aquatic)
	Outsider (evil)

	Humanoid (dwarf)
	Outsider (fire)

	Humanoid (elf)
	Outsider (good)

	Humanoid (goblinoid)
	Outsider (lawful)

	Humanoid (gnoll)
	Outsider (native)

	Humanoid (gnome)
	Outsider (water)

	Humanoid (halfling)
	Plant

	Humanoid (human)
	Undead

	Humanoid (orc)
	Vermin


Wild Empathy
A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger makes an Animal Handling check, modified by the current attitude of the animal. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly. 

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

The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a -4 penalty on the check. 
Combat Style
Upon reaching level +10 proficiency in either bow or a hand held weapon skill, the ranger may choose a special combat style: archery or two-weapon combat.  He may only choose one of these two styles – ever. 

If the ranger selects archery, he gains a +5 bonus only useable to offset the range penalty for strikes.
If the ranger selects two-weapon combat, he may strike and parry in the same round without penalty when using two weapons.
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. 
Animal Companion
At animal handling level of +10, a ranger gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures may be added to the ranger’s list of options: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the ranger on his adventures as appropriate for its kind.  Should it die the companion can be replaced with another of the same species.
Woodland Stride
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
Once tracking skill reaches +10, 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 running while tracking. 

Evasion 
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. 

Camouflage
A ranger of with Stealth skill at +10 level can hide in any sort of natural terrain, even if the terrain doesn’t grant cover or concealment. 

Rogue

Alignment - Any. 

Hit Die - d6.  Maximum Starting Weapon Skill: +3
Trapfinding

Rogues (and only rogues) have access to the Traps skill.  Traps may be used to locate and disarm traps, including magical traps.  Players without the Traps skill must use their PER score with a -5 substitution penalty.
A rogue who scores a critical with a Trap skill check can study a trap, figure out how it works, and bypass it (with her party) without disarming it. 
Rogues begin the game with the skill Traps +3.
Evasion 
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 
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 bonus to Evasion rolls against attacks made by traps. 
Warrior
Alignment - Any. 

Hit Die - d10.  Maximum Starting Weapon Skill: +5
Fighters receive an extra 6 XP each advancement.

Background skills (+7)

Nomadic

Rural

Urban

Wandering

Language Skills (INT)

(basic 0 to +3, fluent +4 to +9, native +10 or greater)

Abyssal
Celestial

Common
Draconic

Druidic

Dwarven

Elven

Giant
Gnoll

Gnome

Goblin

Halfling

Infernal
Orc

Sylvan

Terran

Undercommon

Common Skills

Barter (CHA)

Climbing (DEX)

Conveyance (DEX)

Cook (PER)

Etiquette (CHA)

Fashion (CHA)

Haggle (CHA)

Ride (DEX)

Swim (DEX)

Combat Skills

Aerial Combat (CR)

Artillerist (DEX)

Assassinate (INT)

Brawling (CR)

Command (CHA)

Evade (DEX)

Guard (PER)

Mandaquan (DEX)

Mounted Combat (CR)

Shield (CR)

Swordsmanship (CR)

Tactics (INT)

Weapon (CR)
Magical Skills (INT)

Alchemy 

Performing Skills

Acrobatics (DEX)

Acting (CHA)

Art (PER)

Dance (DEX)

Legerdemain (DEX)

Music (DEX)

Oratory (CHA)

Song (CHA)

Scholar Skills (INT)

Analysis

Antiquarian

Arcane Lore

Astrology

Astromancy

Cartography

Cultures

Cryptography

Doctrines

Diplomacy

Engineer

Geography

History

Linguistics

Litigator

Meditation

Naturalism

Thieving Skills

Bribe (CHA)

Coerce (STR)

Deception (CHA)

Espionage (PER)

Forgery (DEX)

Gambling (INT)

Interrogate (INT)

Legerdemain (DEX)

Lip-Reading (PER)

Locks (DEX)

Sabotage (INT)

Seduce (CHA)

Stealth (DEX)

Streetwise (INT)

Torture (DEX)

Traps (PER)

Underworld (INT)

Trade Skills

Administrator (CHA)

Agriculture (INT)

Animal Handler (WIL)

Appraiser (PER)

Armorer (DEX)

Artificer (DEX)

Artisan (DEX)

Brewer/Vintner (INT)

Caravan Master (CHA)
Collector (INT)
Dredging (DEX)
Healer (INT)

Laborer (DEX)
Merchant (CHA)
Mining (INT)

Money Lender (INT)
Pilot (PER)

Salvager (PER)
Weaponer (DEX)

Wilderness Skills

Guide (INT)
Herb Lore (INT)

Scout (PER)

Stealth (DEX)

Tracking (PER)

Traps (PER)

Survival (CON)

Restricted Skills


Turn Undead (CHA)

Traps (PER)

Mandaquan (DEX)

Rage (no attribute)

Bardic Knowledge (INT)

Total Skill List
Acrobatics (DEX)

Acting (CHA)

Administrator (CHA)

Aerial Combat (CR)

Agriculture (INT)

Alchemy (INT)
Analysis (INT)

Animal Handler (WIL)

Antiquarian (INT)

Appraiser (PER)

Arcane Lore (INT)

Armorer (DEX)

Artificer (DEX)

Artillerist (DEX)

Artisan (DEX)

Assassinate (INT)

Astrology (INT)

Astromancy (INT)

Art (PER)
Barter (CHA)

Brawling (CR)

Brewer/Vintner (INT)

Bribe (CHA)

Caravan Master (CHA)
Cartography (INT)
Climbing (DEX)

Coerce (STR)

Collector (INT)
Command (CHA)
Conveyance (DEX)

Cook (PER)

Cryptography (INT)

Cultures (INT)

Dance (DEX)

Deception (CHA)

Diplomacy (INT)

Doctrines (INT)

Dredging (DEX)
Engineer (INT)

Espionage (PER)
Etiquette (CHA)

Evade (DEX)
Fashion (CHA)

Forgery (DEX)

Gambling (INT)

Geography (INT)

Guard (PER)

Guide (INT)
Haggle (CHA)

Healer (INT)

Herb Lore (INT)

History (INT)

Interrogate (INT)

Laborer (DEX)
Legerdemain (DEX)

Linguistics (INT)

Lip-Reading (PER)

Litigator (INT)

Locks (DEX)

Mandaquan (DEX)

Meditation (INT)

Merchant (CHA)
Mining (INT)

Money Lender (INT)
Mounted Combat (CR)

Music (DEX)

Naturalism (INT)

Oratory (CHA)

Pilot (PER)
Ride (DEX)

Sabotage (INT)

Salvager (PER)
Scout (PER)

Seduce (CHA)

Shield (CR)

Song (CHA)

Stealth (DEX)

Streetwise (INT)

Survival (CON)
Swim (DEX)

Swordsmanship (CR)

Tactics (INT)

Torture (DEX)

Tracking (PER)

Traps (PER)

Underworld (INT)

Weapon (CR)

Weaponer (DEX)

Restricted Skills


Turn Undead (CHA)

Traps (PER)

Mandaquan (DEX)

Rage (no attribute)

Bardic Knowledge (INT)

These class and race skills may be learned by any member of that class/race.  No training time XP need be spent to learn them.  Simply assume each member of the class or race has these skills at the level of +0 (though unless they actually have the skill at level +1 or better they will still incur a negative for not possessing the right skill).  All non-restricted skills not on the individual class lists, the common skill list, or the racial list may be learned by spending a number of XP equal to the number of training weeks at the next level advancement.  No actual training time is required for any skill.
Common Skills

Barter (CHA)

Climbing (DEX)

Conveyance (DEX)

Cook (PER)

Etiquette (CHA)

Fashion (CHA)

Haggle (CHA)

Ride (DEX)

Swim (DEX)

Barbarian

Acrobatics (DEX)

Analysis (INT)

Animal Handler (WIL)

Appraiser (PER)

Artificer (DEX)

Brawling (CR)

Brewer/Vintner (INT)

Coerce (STR)

Cultures (INT)

Evade (DEX)

Herb Lore (INT)

Laborer (DEX)

Mounted Combat (CR)
Sabotage (INT)

Shield (CR)

Stealth (DEX)

Survival (CON)

Tracking (PER)

Weapon (CR)

Weaponer (DEX)

Bard
Acrobatics (DEX)

Acting (CHA)

Appraiser (PER)

Arcane Lore (INT)

Artificer (DEX)

Art (PER)

Bribe (CHA)

Cultures (INT)

Dance (DEX)

Deception (CHA)

Diplomacy (INT)

Evade (DEX)

Legerdemain (DEX)

Linguistics (INT)

Lip-Reading (PER)

Locks (DEX)

Music (DEX)

Oratory (CHA)

Seduce (CHA)

Song (CHA)

Streetwise (INT)

Cleric

Administrator (CHA)

Agriculture (INT)

Antiquarian (INT)

Arcane Lore (INT)

Armorer (DEX)

Artificer (DEX)

Artisan (DEX)

Astrology (INT)

Brewer/Vintner (INT)

Command (CHA)

Cryptography (INT)

Cultures (INT)

Diplomacy (INT)

Doctrines (INT)

Healer (INT)

Herb Lore (INT)

History (INT)

Interrogate (INT)

Linguistics (INT)

Litigator (INT)

Meditation (INT)

Mounted Combat (CR)

Naturalism (INT)

Oratory (CHA)

Shield (CR)

Torture (DEX)

Weapon (CR)
Druid

Agriculture (INT)

Alchemy (INT)
Analysis (INT)

Animal Handler (WIL)

Arcane Lore (INT)

Artificer (DEX)

Astromancy (INT)

Art (PER)
Brewer/Vintner (INT)

Cook (PER)
Diplomacy (INT)

Evade (DEX)
Geography (INT)

Healer (INT)

Herb Lore (INT)

Lip-Reading (PER)

Meditation (INT)

Mounted Combat (CR)

Naturalism (INT)

Scout (PER)

Survival (CON)
Tracking (PER)
Weapon (CR) *

* see druid class description.

Mage

Alchemy (INT)

Analysis (INT)

Antiquarian (INT)

Arcane Lore (INT)

Astrology (INT)

Astromancy (INT)

Bribe (CHA)

Cartography (INT)

Cryptography (INT)

Deception (CHA)

Diplomacy (INT)

Geography (INT)

Herb Lore (INT)

History (INT)

Linguistics (INT)

Naturalism (INT)

Monk

Acrobatics (DEX)

Agriculture (INT)

Animal Handler (WIL)

Arcane Lore (INT)

Artificer (DEX)

Astromancy (INT)

Art (PER)

Brewer/Vintner (INT)

Cryptography (INT)

Diplomacy (INT)

Doctrines (INT)

Evade (DEX)

Healer (INT)

Herb Lore (INT)

History (INT)

Mandaquan (DEX)

Meditation (INT)

Naturalism (INT)

Paladin

Administrator (CHA)

Animal Handler (WIL)

Arcane Lore (INT)

Armorer (DEX)

Art (PER)

Brawling (CR)

Command (CHA)

Cultures (INT)

Dance (DEX)

Diplomacy (INT)

Doctrines (INT)

Evade (DEX)

Geography (INT)

Healer (INT)

Herb Lore (INT)

History (INT)

Interrogate (INT)

Linguistics (INT)

Litigator (INT)

Meditation (INT)

Mounted Combat (CR)

Oratory (CHA)

Seduce (CHA)

Shield (CR)

Tactics (INT)

Weapon (CR)

Ranger

Acrobatics (DEX)

Agriculture (INT)

Animal Handler (WIL)

Artificer (DEX)

Artisan (DEX)

Astromancy (INT)

Brawling (CR)

Cartography (INT)

Coerce (STR)

Cultures (INT)

Evade (DEX)

Geography (INT)

Guard (PER)

Healer (INT)

Herb Lore (INT)

Mounted Combat (CR)

Naturalism (INT)

Scout (PER)

Stealth (DEX)

Survival (CON)

Tracking (PER)

Weapon (CR)

Rogue

Acrobatics (DEX)

Appraiser (PER)

Artificer (DEX)

Assassinate (INT)

Bribe (CHA)

Cryptography (INT)

Deception (CHA)

Espionage (PER)

Evade (DEX)

Forgery (DEX)

Gambling (INT)

Interrogate (INT)

Lip-Reading (PER)

Locks (DEX)

Sabotage (INT)

Scout (PER)

Stealth (DEX)

Streetwise (INT)

Traps (PER)

Underworld (INT)

Weapon (CR)

Warriors

Administrator (CHA)

Aerial Combat (CR)

Animal Handler (WIL)

Armorer (DEX)

Artillerist (DEX)

Brawling (CR)

Brewer/Vintner (INT)

Coerce (STR)

Command (CHA)

Cultures (INT)

Evade (DEX)

Guard (PER)

Interrogate (INT)

Mounted Combat (CR)

Shield (CR)

Tactics (INT)

Weapon (CR)

Weaponer (DEX)

Dwarf

Engineer (INT)

Mining (INT)

Elf

Herb Lore (INT)

Naturalism (INT)

Gnome

Alchemy (INT)

Animal Handler (WIL)

Half-Elf

Diplomacy (INT)

Oratory (CHA)

Half-Orc

Coerce (STR)

Underworld (INT)

Halfling

Herb Lore (INT)

Stealth (DEX)

Human

Pick any one non-restricted skill
The Order Of Myruun

The precepts for the Order of Myruun.  The invocation bonus for all Myruun spell users is determined by how much the action conforms to these codes.  So for example, a member of the Order healing another member of the Order may receive a +10 to +15 as his Invocation bonus (stated after all spell conditions are set).  A member of the Order healing a good man who is not of the Order may receive a +5 to +10 bonus.  A member of the Order healing a man who has performed selfish actions may receive a -5 to -10 penalty.  A member of the Order attempting to heal a member of an opposing evil Order may get about -10 to -15 to his roll.  
Minor Laws 

· You shall not suffer an Unliving creature to maintain its semblance of life. 

· You shall not tell an untruth, for truth is life. 

· You shall never ignore a request for help. 

· You must never use your abilities for personal gain. 

Major Laws 

· You shall not kill the innocent or helpless. 

· You must respect life in all its forms. 

Unbreakable Law 

· You shall never put your own safety before the will of Myruun. 

Additionally, a paladin may lose his abilities altogether if he does not abide by this code of conduct.

Break a minor law and the paladin will get a -5 on all magic and turn undead rolls, and lose their Smite Evil ability.  Atonement for breaking a minor law requires a minimum of 3 days prayer.

Break a major law and the paladin will lose all special abilities related to the deity.  Atonement for breaking a major law requires full and strict adherence to the code of Myruun for at least one month, a minimum of 4 hours daily prayer, and at the end of the month the paladin must give his life at an altar of Myruun.  If he is worthy, Myruun will save him from his own hands.  If not he will perish before Myruun.

Break the unbreakable law and the paladin will be forever cursed.  He will lose all his powers, and become a cursed being.

