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Campaign World Summary
Gaianar (pronounced “guy-nar”) is a fallen world that has been reduced to a pre-industrial state by warfare that swept through the realms many years ago, slaying millions. After the wars, Gaianar was catapulted back to an era in which gunpowder and firearms are considered the height of practical technology, steam engines are a wondrous marvel, and magical and spiritual forces that were previously discarded in light of science have returned with a vengeance.

Gaianar itself is a world a bit larger than our own, though with similar climate and seasons. Gaianar has 5 main landmasses that lie somewhat closer to each other, while the opposing hemisphere is mostly ocean with a few islands. The four most populous continents are named after the Compass Points with regards to their position around the central median of the world, a reference to the days where trade between these continents was more common. 

North Point was once the center of civilization in Gaianar, but it also suffered the most loss of life during the long wars - in this era, it has no centralized power structure and the only “culture” common to the whole continent is a grim fight for survival amid dark woodlands, swamps, and ruins full of Undead. North Point is about as large as Australia, and it has many islands around it that stretch all the way up to the frozen polar regions. Its climate is cool year-round, and North Point winters are famous for their brutal nature. However, North Point is common destination for adventurers, for amid its ruins like much unclaimed treasure and lost items of power.

East Point is about the size of Antarctica and lies in a temperate climate south of the equator. It has a cultural roughly similar to early Asian cultures - law and honor are both key elements in daily life. It’s ordered and lawful society rebuilt the quickest after the wars, though this came at a cost of xenophobia towards outsiders. East Point has many fabulous cities that reflect great wealth, and it is considered a center of learning and science in Gaianar. Its climate is generally temperate throughout the year, with warm summers and cool, wet winters. 

West Point is about as large as North America and lies at similar latitudes, but is broken into several large, nearby islands each a bit smaller than Greenland. It has reverted to a primitive culture reminiscent of the Dark Ages in our own history - barbarians, druids, and rangers hold sway here. Feudalism still exists throughout most of this land, although there are large cities, mostly near the sea or rivers, which have more advanced cultures. West Point is full of vast forests, rolling hills, and towering, snow-capped mountains. Its winters are almost as bad as those on North Point, but they are shorter and the growing season is much better.

South Point is about as large as South America, and it lies on the equator. The result is a hot environment with a mix of deserts and rain forests. South Point, like North Point, has no universal culture, and, like West Point, it has plenty of untouched areas of wilderness. South Point has many tribes with some cultural similarities to African to Egyptian culture.

Finally, there is Far Point or Lost Point, a small landmass about the size of Greenland far off in the Endless Sea (Gaianar’s largest ocean) that holds mysteries unknown. Before the wars, Far Point had only a few cities of any size, and few know what has happened there since the wars. Unfortunately, reaching Far Point requires a perilous track through the storm-tossed Endless Sea, but the trip to this forgotten land may be worthwhile for hardy adventurers.

Races

The two new standard races in the world of Gaianar are Changelings and Fey, though werecreatures and sentient constructs can also be found on this world without much trouble. Changelings represent empathy and devotion, and thus make excellent clerics, leaders, and friends. Fey, on the other hand, are mysterious, energy-based outsiders whose ancestors came from another realm and were forced to take on physical form. They are a powerful race and one that is often misunderstood.

Changelings

Changelings are known for their empathic abilities and their skill in diplomacy and matters of the mind and spirit. They are wise, skillful, and artistic, and are welcomed in almost any community. Though Changelings lead simple and peaceful lives in tight-knit communities, they are a powerful force when evil stirs them to battle. 

This race’s name is derived from their origin - they are believed to have once been humans that were changed and granted special powers by one of the good-aligned gods in Gaianar (most likely the True One). In their new form, they are skillful leaders and diplomats and are well suited to lead the forces of Light against evil.

Personality: Changelings have a higher sense of spiritual and emotional awareness than most any other race thanks to their empathic powers. They are skillful at reading the emotions of others and thus make natural-born diplomats and leaders. Most Changelings have a deep sense of family and community and will not give up such things even when offered the temptation of wealth and power - to a Changeling, once family and friends are everything. But woe to the enemy who underestimates this peaceful race - they can be fierce and utterly merciless on the battlefield. The same empathic abilities that lend to their love of family and peace grant them the power to discern their enemy’s secrets and function as a unified army against all foes. 

Physical Description: An adult Changeling stands somewhat taller than a Dwarf, but shorter than a full-grown human. They have the same build and general physical characteristics as lightweight humans, although their most striking features are their silver hair and eyes of sky-blue, indigo, or violet flecked with silver. Changeling males and females differ and size and weight with the same ratios as human males and females. Changelings are considered adults at around 30 years of age and can easily live to be over 250 years old.

Relations: Changelings get along well with Dwarves since both races share a sense of community and family, and they have similar respect for Gnomes and Halflings, although the later two races sometimes behave foolishly in the eyes of the Changelings. Elves and Half-Elves both have some resistance to the Changelings enchantments, and are thus viewed with some suspicion. Changelings respect humans since they represent the origin of this species, but some Changelings have come to view Humans are their inferior cousins, thinking that they have evolved beyond them. Half-Orcs are looked upon with disgust for their savage behavior, and Fey are considered untrustworthy because of their chaotic nature.

Alignment: Most Changelings are of good alignment and devote themselves to clerical duties in service of the various good-aligned gods. Those who tend towards law make the most steadfast clerics, healers, and sages, while the more chaotic tend to leave behind their lands (at least for awhile) and become adventurers. Evil Changelings are rare, but are terrifying opponents. Because of their innate empathic powers, it is very difficult to discover an evil Changeling and live to tell the story. 

Changeling Lands: Some changelings make their homes in deep hills and forests that are secluded to keep away outsiders. There, they hunt game and grow crops and orchards in the valleys and live in peaceful towns together. However, many Changelings live among other races to trade and do business, and only the trustworthiest outsiders are taken back home to dwell with the Changelings for any length of time, and it is not easy to earn a Changelings trust since they can easily read emotions. Changelings encountered away from their homes are often merchants, diplomats, adventurers, clerics, or people of political influence.

Religion: Changelings generally worship the True One, though some have turned to the worship of other good-aligned gods, Dommalon being a favorite. Changelings take their religion seriously, for they know that they were created by the power of a god.

Language: Changelings are skilled with languages, though they mostly their own only when recording their history, legends, and religious texts. The Changeling language is perhaps one of the most difficult to learn since their empathic nature creates a thousand shades of every emotion and feeling: there are over 50 words for anger alone in the Changeling language. Changelings often say that a word has to be thought rather than written to be properly understood. Those outside of the Changeling communities who can read their scripts are highly prized for this reason.

Names: Changeling names are often created based upon their emotions, thoughts, and other mental attributes that are difficult for the non-empathic to understand. For that reason, Changelings adopt more simple names when dealing with those who cannot perceive emotions at their level, though their names still tend to be elaborate and hard to spell and pronounce.

Changeling Male Names: Trevilon, Deltoro, Hrasitus, Quinn, Xanithor 

Changeling Female Names: Sephilia, Alestria, Cessilius, Lucina, Nardali

Adventurers: Many Changeling adventurers chose that path in life to experience new thoughts, emotions, and cultures - they thrive upon the different mindsets that they can find in foreign lands. Some of the more noble Changelings hark back to their roots and seek out positions of leadership so that their abilities will be put to good use in the battle against evil. Changelings who become adventurers are respected by their communities since they often return with new experiences and ideas. However, a Changeling who turns his back on his family and friends to seek out mere wealth is scorned and pitied.

Changeling Racial Traits

· Strength -2, Charisma +2. Changelings are not very strong physically, but their empathic nature makes them excellent leaders.

· Changeling base ground speed is 20 feet

· Medium-size: As a Medium-size creature, Changelings gain no special penalties or bonuses due to their size

· Magical Flight: As a supernatural ability, Changeling may fly at their normal speed and perfect maneuverability class for 10 rounds + a number of rounds equal to his or her Constitution bonus per day. Encumbrance penalties still apply to their movement rate.

· Spell-like abilities: All Changelings may cast detect thoughts up to 5 times a day as a sorcerer equal to the Changeling’s character level. Changelings may cast charm person once per day, and this power is as if cast by first-level sorcerer. Save DC is equal to 10 + the Changeling’s Cha modifier + spell level.

· Changelings gain a +1 racial bonus to their Will Saves because of their strong wills.

· Changelings gain a +2 racial bonus to all Bluff, Diplomacy, Sense Motive, and Handle Animal skill checks because of their understanding nature.

· Automatic languages: Common and Changeling. Changelings will learn the languages of both friends and foes since this skill is needed in diplomacy.

· Changelings have a natural dislike of enclosed areas. This functions as a -2 morale penalty to their Attack rolls, Saving Throws, and Skill Checks if they are in an enclosed area that is narrow enough (5-feet wide) to prevent significant movement in at least one direction, such a narrow tunnel, or when grappled or otherwise imprisoned.

· Favored Class: Cleric. A multi-class Changeling’s cleric class does not count when determining whether he suffers an XP penalty. Faith and understanding of higher powers are natural to the Changelings. 

· ECL +0

Fey

The Fey are the descendents of Outsiders who were brought to the world of Gaianar from another dimension, one based purely on energy and thought, and used as slaves by evil wizards and clerics. Once transported to this world, they were forced to take upon a mortal form to survive. As the years wore on, the original Fey cast off the yoke of their oppressors, but they eventually all died off before finding a way back to their nature realm, leaving their descendents stranded in this world. The Fey have a racial memory of their home, and thus they all feel some pain in being forced to leave it behind.

Personality: In the eyes of the other sentient races on Gaianar, the Fey are considered strong-willed and unpredictable creatures, as is fitting for a race that descends from pure energy. Some say they combine the stubbornness of a Dwarf with the chaotic natures of an Elf, and this description is reasonably accurate. Perhaps most frustrating to one unaccustomed to this race is that the Fey tend to take the path of least resistance, much like a lightening bolt. Subtle cultural nuisances are lost on them, and they often interpret everything literally - sarcasm is lost on them. 

Those who have taken the time to understand them and earn their trust respect the Fey, despite all their problems in dealing with other cultures. They are a loyal race, though leery of outsiders, and their chaotic nature grants them respectable creativity in almost any field. The most successful Fey are often stubborn soldiers, eccentric sages and inventors, or brilliant rogues.

One trait that all Fey have is a desire to leave this world and return to their native plane of existence. Deep down, they can never fully adapt to the world of Gaianar and life as a flesh and blood creature. They still are drawn to fire and other forms of energy, considering it a symbol of their lost home, and the simple act of eating food is a reminder of their frail mortal forms. Many Fey spend the nights looking up at the sky at each point of light, wondering what other realms exist and if any of them lead back to their home.

Physical Description: Fey appear as slight humanoids, standing taller than a Dwarf, but shorter than a human. They are pale-skinned and do not tan, and their blood is clear, not red. Their wings are like those of a bird, although they are not feathered and the texture of the wing membrane is more akin to that of a butterfly than a bat or bird, glittering with color. The coloring of the wing membranes depends upon the subspecies of Fey, but it can be: Indigo, Blue, Amber, or Green. Their hair color matches the coloring of their wing membranes. Note that Fey lack body hair except for that which is upon their scalp. A Fey is considered an adult at 20 years of age and lives on average 165 years.

Relations: Fey have acceptable relations with Dwarves, Halflings, and Elves, though they do not appreciate or grasp the prankish nature of Gnomes. The Fey tend to look down upon humans and Half-Orcs, because humans dragged them into this world, and Orcs soon after made war against them many years ago. The Fey have the best relations with Half-Elves, for there is some similarity in personality and above all, the Fey understand what it means to be an outsider and not accepted by most of society.

Alignment: Fey can be good as well as evil, and the ratio of good to evil in their society is about the same as in a human society, although the Fey would like to think that they are better than the humans in this regard. Evil Fey are usually born of resentment towards their fate on this world; they are cruel foes who seek revenge against those who they feel are responsible for the doom of their race. There are far more chaotic Fey than lawful ones because of their origins as energy beings. 

Fey Lands: The more reclusive Fey live in isolated communities that are only accessible to those who can fly - this is their way of keeping out those who summoned them into this world and sought to use them as slaves. Fey who are less xenophobic and who have better adapted to life on Gaianar can be found in any city or town, living with the other inhabitants much as any citizen would do.

Religion: Religion holds little meaning to most Fey, for whatever gods they believed in failed to protect them when they were dragged across the void and cast into this world. Some Fey still keep the legends of their gods alive through stories and oral tradition, but for the most part, the Fey are a race without religion, and some have come to see faith as a weakness, a foolish way of depending upon a non-existent higher power to guide your destiny. Fey generally believe that life is what you make of it and that each person is responsible for his or her own fate, regardless of whatever terrible events may transpire.

Language: The Fey have a language of their own, although they keep it secret from all outsiders - they look upon it as one of the last parts of their heritage not to be corrupted by their banishment to this world. When dealing with other races, the Fey use Common or other racial languages.

Names: Fey all have names in their own native tongue, though they adopt other names when dealing with other races. Many times, they simply take names from cultures that they respect, perhaps slightly altering them, while other times they will attempt to string together names of their own creation. Fey are particularly fond of epithets, such as “the great, “the wise” and so on, and their names often are unusual or a bit pompous.

Fey Male Names: Kyle Eyes of Dusk, Vincent Valentine, Utho Gravebringer, Palius of Kromorian

Fey Female Names: Sofia the Patient, Alexia Goldenmane, Yolanda Foulsmiter, Selunne of the Dark Hills

Adventurers: Many Fey become adventurers to try to find some meaning to their existence in this world - if they are stuck here, they may as well do something useful. Particularly powerful Fey seek to find a way to return to their home plane through use of magic and artifacts. None can say if a Fey has ever been successful in this quest, but some Fey of power and respect seemed to have disappeared mysteriously over the years. Fey adventurers in all can be difficult to work with, but very loyal and persistent allies.

Fey Racial Traits

· Dexterity +2, Wisdom –2, Charisma -2. Fey are nimble creatures, but they tend to be impulsive and difficult to relate to for most races. 

· Fey base ground speed is 30 feet

· Medium-size: As a Medium-size creature, Fey gain no special penalties or bonuses due to their size

· Low-Light Vision: A Fey 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 those conditions.

· +2 bonus to Spot Checks. Fey have keen eyes and almost a sixth-sense about their environment.

· Innate Flight: Thanks to their wings, Fey may fly at their normal speed and with maneuverability class of average indefinitely, although taking off and safely landing cuts the character’s movement in half for that round. 

· Energy Form: Once per day, a Fey can take upon an aspect of his or her true form. This spell-like ability is as the spell gaseous form cast by a sorcerer of the Fey’s character level, though the Fey appears as a shimmering image of energy. 

· Energy Missile: As a spell-like ability, a Fey may fire a bolt of elemental energy that counts as a ranged touch attack and deals 1d6 points of electrical or fire damage (chosen when cast) with a range increment of 20 feet. This power may be used a number of times a day equal to the Fey’s Constitution score.

· Metabolic differences: Because the Fey do not truly originate from this world, there is a 5% chance that any healing potion, mundane disease, medicine, poison, or antitoxin will not affect them. In the case of a healing potion that has failed, the Fey instead suffers 1d6 points of damage.

· Double damage from cold iron weapons. Fey, much like the creatures of the woodlands, are beings of nature and cannot stand the touch of cold iron. Fey also cannot wield such weapons or wear armor or other items forged from cold iron.

· Automatic languages: Common and Fey. Fey will learn whatever languages they need to understand to function in this world, though they will rarely share their own language with outsiders.

· Favored Class: Rogue. A multi-class Fey’s rogue class does not count when determining whether he suffers an XP penalty. Fey do not fit into other societies with ease, and the chaotic life of a rogue appeals to their nature. 

· ECL: +1

Fey Subspecies

Unless otherwise stated, each of these subspecies follows the same rules listed in the section detailing the Fey race. A Player must choose to be one of these four subspecies when playing a Fey character.

Indigo Fey

This scholarly race of Fey has indigo wings and are the most noble of their kind. They still maintain the belief that they will eventually return to their native plane and that the gods have not abandoned them, though they do pray to the gods of Gaianar, not their former gods. Indigo Fey also are responsible for recording most of the history of their race. Sadly, Indigo Fey are the most rare of all Fey and some believe that they may be gradually dying off.

Indigo Fey Racial Traits

· Attribute changes are instead Dexterity +2, Strength –2.

· Favored Class: Cleric. A multi-class Indigo Fey’s cleric class does not count when determining whether he suffers an XP penalty. The only members of the Fey race to maintain their interest in the divine, Indigo Fey are well suited to the role of clerics. Note that this ability replaces the Rogue favored class of most Fey.

· Alignment: More likely than most Fey to be Neutral or even Lawful than Chaotic

Blue Fey

The Blue Fey are the most common of their species, and as such, the basic Fey racial description is based upon these beings. Their wings are any shade of blue, ranging from sky blue to deep azure. As the basic Fey, there are no special game rules associated with them.

Amber Fey

Some say the Amber Fey went mad when they were brought into this world, and there is some truth to that statement. Amber Fey are the most unpredictable of their kind, and long the most to return to their homes. In appearance, Amber Fey have orange to amber wing membranes and an eternal hint of madness in their eyes.

Amber Fey Racial Traits

· Must be of Chaotic Alignment. Amber Fey border on mad, and thus are chaotic in nature.

· +2 Save bonus vs. Enchantments. The unpredictable nature of the Amber Fey makes it harder to successfully enchant them with spells.

Green Fey

Green Fey are cruel and malicious, and they lack any good within their souls. They despise fate for dragging them to this world, and they curse the gods for failing them. This race of Fey hates many of the other races of Gaianar, and they are mostly found as assassins, thieves, and magic users. They have little respect for “groundlings” and they seek to enslave other intelligent species in retribution for their own suffering. Green Fey have wings that range from yellow-green to dark pine green.

Green Fey Racial Traits

· Cannot be of good alignment. With few exceptions, all members of this race are at best Neutral, and most are Evil.

· Cannot cast Divine magic. Green Fey have sworn off all religion and turned their backs on the gods, and as such, they cannot use divine magic, including wands and scrolls of divine spells. However, they can still benefit from divine magic when cast by others, but they cannot lower their spell resistance in such circumstances. Note that divine magic in this case is defined as a spell coming specifically from a divine caster; spells that are available to divine casters may also be available to other casters, so Green Fey could still gain access to them through other means.

· Saving Throw Bonus: +2 on all saves. Green Fey have become resistance to magical effects, and as such, they have an easier time shrugging off spells than most races.

· Spell Resistance: 11 + Class Level. Again, the Fey have become so resistant to magical effects, that they can ignore many magical attacks.

· Resist Fire and Electricity: 5. Green Fey can ignore the first 5 points of fire and electrical damage that they take each attack, regardless of source. Green Fey gain this ability by tapping into their primal, elemental nature. 

Constructs, Sentient and Non-Sentient

Note that while in the original version of Gaianar (pre-3rd Edition D&D), one could play a sentient Construct with the Dungeon Master’s permission, no special rules have been written to allow this possibility in the d20 campaign setting. While rules may exist in other D&D supplements that would allow a player to play as a construct, those rules are not given here since constructs are, in most cases, too powerful to allow as player characters.

However, sentient Constructs do exist throughout Gaianar’s lands, and these beings combine the near-immortality of their machine-like nature with an intelligent and reasoning mind, thus potentially creating great allies and terrible opponents. So adventurers had best beware - not every Construct is a shambling, stupid lump of metal or stone.

Note to Dungeon Masters: Even the most intelligent of Constructs are not too bright (Intelligence, Wisdom, and Charisma are rarely above 10), and none are terribly creative. However, they can still outwit sentient races in certain areas. An example would be a golem that was programmed to lead armies into battle - this being would probably be one of the most skilled and dangerous generals possible, although he would completely lack knowledge in other areas, such as art, diplomacy, magic and religion (outside of general combat magic) and so on. Such are the strengths and weaknesses of sentient Constructs. Of course, some Constructs can learn new skills, but it is never easy for them to learn anything that does not mesh with their original programmed tasks. Also, do not forget to increase the Challenge Rating of any encounter with a sentient version of a normally dim-witted Construct! 

Lycanthropes

These shapeshifters are one of the most common of the “monster races” to be played in the world of Gaianar. All standard D&D 3rd Edition rules apply, except that the alignments of each Lycanthrope can vary just as much as the alignments of any other sentient race. Lycanthropes in Gaianar are often the descendents of failed magical or genetic experiments, and while their unique and frightening powers often leave them distrusted and shunned by society, they are intelligent beings with their own culture and thus do not have any alignment thrust upon them - they should be considered more than just another random type of monster.

Halflings and Gnomes

 These two races are believed to not be native to Gaianar’s plane of existence, but over the ages, enough inter-dimensional portals have been opened and gating spells have been cast to transport a reasonable number of Halflings and Gnomes to this world. These races generally live in small towns and colonies or scattered among the masses in large cities. 

All D&D 3rd Edition rules apply to these two races, although their culture has changed to some extent. Since their numbers are fewer in this world than in most, they are less inclined to take needless risks (such as adventuring) and they tend to view the natives of this world with some suspicion. Finally, the fact that Gaianar is a crueler world than most has dampened the normally enthusiastic and light-hearted nature of both Gnomes and Halflings.

Most members of both races have adapted to live in Gaianar, and have thus brought the better aspects of their native cultures with them. Some, however, resent their existence on a plane far from their true home and continually seek a way to return to their native realm. Note that many members of both races have embraced the deities that rule Gaianar’s dimension, but others cling to their native gods or have renounced religion entirely, believing that their lost gods cannot hear across the empty void.

Character Classes

Most of the character classes receive few changes, although character classes may be know by multiple names in different regions of the world - use the D&D base name when referring to class when discussing game rules.

Bard

Flavor changes: Bards are also know as Song Mages in various parts of the Gaianar World, and not all of them are wandering minstrels; some are diplomats, church leaders, historians, etc.

Alignment: Alignment restrictions are lifted. Though most Bards are of Chaotic alignment, there are those who are also Lawful since long-term study of music and knowledge benefits an ordered and focused mind - most Lawful Bards are thus older than their more rebellious and younger counterparts.

Instrumental Magic (Ex): Starting at first level, as long as a Bard has a musical instrument and can play it, he can cast spells as if he has the Eschew Materials feat. Bards channel their power through music, not strange arcane materials.

Cleric

Flavor changes: Clerics are also known as Priests of various gods. Usually, the title Priest is reserved for a more traditional member of the clergy of a specific god, such as those who stay in one community, perform services there, and so on. 

Deities: Gaianar uses a different pantheon of gods than those used in the basic D&D rules, and Clerics must chose a god to follow. There are no godless Clerics in Gaianar. 

Druid

Flavor changes: Druid is the title usually given to a member of this class who is either relatively reclusive or who works mostly with other Druids. The title Shaman refers to a member of this character class who acts as a tribal leader and witch doctor for a tribe of Barbarians. While Shamans have all the class abilities of a Druid, they tend to be more aggressive and war-like than other Druids. However, they are also more likely to found in positions of leadership. 

Additions to acceptable weapons: Add javelins, shortbows, greatclubs, and scythes to the list of weapons that Druids are proficient in and can use without violating their oath to nature. These weapons are very simple and have historical use in hunting or farming. 

Monk

Flavor changes: The traditional Monk as represented in the D&D 3rd Edition Player’s Handbook is rather rare in Gaianar. Most Monks are native to East Point and tend not to travel since there is not need to leave their monasteries to find Enlightenment. To the Monk, the world itself is often a corrupting influence that distracts one from The Path that they have chosen. 

Playing as a Monk: Inform your Dungeon Master if you intend to play a Monk character since such a character may not fit in with his campaign plans. Monks often seek enlightenment away from the cares of the world, and as such, they may not find any compelling reason to travel with an adventuring party.

Ranger (3rd Edition rule changes only)

Flavor changes: The basic D&D 3rd Edition Ranger class is somewhat narrow and limited - it does not fully represent the Ranger in the Gaianar world. 

Two Weapon Fighting: The restriction on using a double weapon with the Ranger’s virtual feats has been lifted. There is no reason to believe that a Ranger would have trouble using a double sword while having no trouble using a short sword and a dagger.

Archer Rangers: Rangers may chose to exchange their two starting virtual feats (Ambidexterity and Two-Weapon Fighting) with Point Blank Shot and Precise Shot. If the path of an archer is chosen in this fashion, the Ranger gains Rapid Shot instead of Improved Two-Weapon Fighting when the Ranger has a Base Attack Bonus of +9.

This change reflects the diverse types of Rangers that one would expect to find in a wild environment where heavy armor and shields are impractical - some Rangers would chose to maximize their damage-dealing abilities by wielding two weapons. Others, would chose to slain their foes from afar with bows. Both tactics adapt well to the metal-poor and harsh environment of the wilderness where wearing heavy armor is often suicidal.

Favored Enemies: There are also minor changes to the Favored Enemy ability. First, the damage bonus DOES apply against foes who are immune to Critical Hits - this greatly improves the usefulness of this ability and makes sense since many foes that Rangers would particularly detest, such as Undead, are immune to Critical Hits.

Secondly, ALL Rangers can choose their own race as a Favored Enemy. This change has been made for several reasons. First, it is only logical that if one is an Elf, it is not too hard to understand other Elves and thus perform better than average in battle against them, regardless of your alignment. Second, there are places in the world where the biggest threat is other sentient races, not shambling monsters. In such a case, it is only logical that a Ranger has had to deal with such threats and become skilled in defeating these common adversaries.

3.5 Edition Notes: Most of the above changes were integrated in some form into D&D 3.5 Edition, so no changes to the Ranger are needed when playing a 3.5 Edition game.

Sorcerer

Flavor changes: Sorcerers, much like in D&D, are often met with distrust and fear. The common man cannot generally distinguish between the Sorcerer and Wizard character class and tend not to think highly of anyone who practices arcane magic. However, Sorcerers tend to win friends eventually, thanks to their high Charisma. On the other hand, the greater Intelligence of Wizards tends to make them better allies in the long run. 

Eschew Material Components (Ex): All Sorcerers get the Eschew Materials feat free at first level. Since a Sorcerer’s magic is innate and often discovered by accident, it makes no sense for them to need most material components for their spells

Class skill changes (3rd Edition only): Sorcerers lose Alchemy and gain one of the following skills as class skills: Intimidate, Bluff, and Diplomacy. These changes give the Sorcerer some Class Skills based upon their primary attribute (Charisma) and eliminate the out-of-place Alchemy skill since Sorcerers do not spend time in labs. Note that this change was effectively incorporated in 3.5 Edition.

Campaign Specific Character Classes

Gunslinger 

The lands of Gaianar are plagued with monsters, criminals, and all forms of savage beings that would seek to destroy civilization. Against these hordes stand the Gunslinger, a grim and unyielding shield of Law and a deadly warrior with frightfully accurate aim and potent firearms.

Adventures: Gunslingers are the most common force of Law in the lands - they abide by strict codes of honor and self-discipline in much the same way as a Monk. However, while the Monk concerns himself with achieving inner peace and enlightenment, the Gunslinger focuses upon restoring Law and order throughout the world, usually at the cost of eliminating monsters, bandits, and other consistent threats to civilization. A Gunslinger’s task is never finished, and their own personal war against chaos knows no boundaries or limits. For this reason, they travel the lands, extinguishing chaos one city and dungeon at a time.

Characteristics: A Gunslinger depends upon his martial might, particularly his skill with firearms, to defeat his enemies. He is skilled with all simple and martial weapons, and uses light and medium armor to maintain his ability to strike quickly and decisively in battle. Because of his strong ties to Law, a Gunslinger has various powers that allow him to better defeat the forces of Chaos, though their spells rarely permanently harm an opponent, for they prefer to have criminals’ fates decided by the Law. All Gunslingers can detect Chaos, and as their power grows, so does their ability to defeat it.

Alignment: While Gunslingers abhor chaos, the letter of the law does not strictly bind their actions - they need not mindless follow the decrees of a local tyrant or government just because “it’s the law.” However, they would not seek to create anarchy to cast down the corrupt government if there is a most ordered and lawful way to bring about the desired regime change. Gunslingers are less subtle when dealing with monsters whose very nature is chaotic.

Gunslingers need not be Good aligned, and some of the most dangerous enemies in the world are Lawful Evil Gunslingers. These beings seek to create a perfect world of tyranny, where the strong rule with absolute Law. Lawful Neutral Gunslingers can be an asset or a menace, for their lack of concern with Good or Evil can lead them to commit horrid acts in the name of the Law. Lawful Good Gunslingers are a boon to any city, town, or adventuring party, for they are noble, if not gruff, companions. All Gunslingers are honorable and keep their word and maintain their oaths, though not all are good of heart.

Religion: Good or Neutral Gunslingers generally worship The True One or Vornar, while evil Gunslingers usually worship Illuthial.

Background: It is hard to say what calls a person to be a Gunslinger and to dedicate his life to Order and Law. Often times, potential Gunslingers emerge from lands ruled by corruption, where the law is merely a tool for greed and treachery. Other Gunslingers hail from small towns that lack the strength to maintain Order and keep the horrors of the wilds at bay. Regardless of background, every Gunslinger is a member of a rather reclusive and secretive order that concerns itself with the protection of the innocent, the quest for Order in the universe, and the elimination of random and destructive forces. The descendents of Gunslingers often follow in the footsteps of their ancestors, and it is not at all uncommon for a many generations of the same family to take up the Oath to Law and dedicate their lives to the Order. In such cases, the firearms of the first Gunslinger in the family are passed down through the generations and often end up being worth more than gold or power to the one who currently is privileged enough to wield them.

Races: Humans, as the most adaptable race, as well suited to being a Gunslinger as to not being one - learning the way of Order does not come easily to Humans, but they can adapt and understand the principles of this class. Elves, Gnomes, Halfings, and Half-Orcs do not take well to this mindset of the Gunslinger, for these races tend towards Chaotic alignment. Dwarves make excellent Gunslingers - they tend to be of Lawful alignment and they hold great appreciation for the fine craftsmanship and history of each set of Gunslinger guns

Of the campaign specific races, Changlings are ill suited for this role. Fey are often Chaotic in nature, but the minority of Lawful Fey usually have good success as Gunslingers.

Other Classes: Gunslingers will work well with most character classes, and they share a common mindset with Monks and Paladins. They detest Barbarians, considering them the source of most of the world’s problems, and look unkindly upon thieving, thieving Rogues who try to make trouble and break the law.

Game Rule Information

Abilities: Dexterity and Constitution are both important to a Gunslinger because he generally tries to chase down lawbreakers and deal with them as quickly as possible with a minimum amount of needless bloodshed or collateral damage. 

Alignment: Any Lawful

Hit Die: d10

Class Skills

Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Gather Information (Cha), Jump (Str), Knowledge: Local (Int), Listen (Wis), Profession (Wis), Ride (Dex), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Use Rope (Dex)

Starting Skills: (4 + Int modifier) x 4

Higher Level Skill Points: 4 + Int modifier

Class Features

Weapon and Armor Proficiency: A Gunslinger is proficient with all Simple and Martial Weapons, and Light and Medium Armor. All standard Armor Check penalties still apply.

Mastery of Firearms (Ex): On achieving 6th level, Gunslingers gain Weapon Specialization in the firearm of their choice, though the Gunslinger must first have Weapon Focus in that weapon before being able to take Weapon Specialization. This feat adds a +2 damage bonus with the chosen firearm.

Spells: Beginning at 4th level, a Gunslinger gains the ability to cast a small number of divine spells, which are drawn from the Gunslinger spell list, which is at the end of this character class entry. To prepare or cast a spell, a Gunslinger must have a Wisdom score equal to at least 10 + the spell level (Wisdom 11 for 1st level spells, and so forth). His base daily allotment of spells is given in the table at the end of this entry, and in addition, he receives bonus spells per day if he has a high Wisdom score (as detailed in the Player’s Handbook). When the table indicates that the Gunslinger gains 0 spells per day, he only gains whatever bonus spells he may be entitled to, based upon his Wisdom score. He does not gain access to any domain spells or abilities, nor can he lose a prepared to spell to cast a cure or inflict spell in its place.

A Gunslinger has an effective caster level equal to half his current character level, rounding down. For all spell-like abilities that a Gunslinger has, the saving throw DC equals: 10 + Gunslinger’s effective casting level + Wisdom modifier. 

Discern the Truth (Ex): A Gunslinger gains a +4 bonus competence bonus on Spot checks against the Disguise, Forgery, and Sleight of Hand skills, as well as a +4 bonus to Sense Motive.

Impossible Shot (Sp): The Gunslinger can clear his mind of all forms of chaos and gain insight to the weaknesses of his enemies. This ability let the Gunslinger use true strike as a spell-like ability a certain number of times a day, depending upon level. The ability duplicates the effects of the spell true strike, but only functions if the Gunslinger is wielding a projectile weapon.

Mettle (Su): If a Gunslinger makes a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, he suffers no effect from the spell at all. This ability only applies to spells with a Saving Throw entry of “Will partial” or “Fortitude partial”. 

Enforce the Law (Su): At 14th level, a Gunslinger armed and unarmed attacks are treated as lawful weapons for the purpose of overcoming damage reduction.

Remove Chaos (Su): At 18th Level, a Gunslinger’s mastery over law and order is so great that he may once per day “take 10” on any attack roll, saving throw, skill check, ability check, or initiative roll. This ability sets the base roll of the d20 equal to 10 before all modifiers are applied. This ability must be declared before the roll is made and it replaces the d20 roll.

Ex-Gunslingers

A Gunslinger who ceases to be of Lawful alignment and who willfully commits Chaotic acts or who behaves in a grossly dishonorable fashion loses all special abilities and spells and may not progress in levels as a Gunslinger. He regains his abilities and may continue to gain levels if he atones for his violations of his code of conduct (see the Atonement spell description).

Like a member of any other class, a Gunslinger may be a multi-class character, though there are special restrictions. A Gunslinger who gains a new class or (if already multi-class) raises another class by a level may never again raise his Gunslinger level, though he retains all Gunslinger abilities. The path of the Gunslinger requires a constant devotion to Law - once you start down that path, you must be devoted to it, and once you turn away from it, you cannot return.

	The Gunslinger
	Spells per Day

	Level


	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities
	1
	2
	3
	4

	1
	+1
	+2
	+0
	+2
	Detect Chaos, Impossible Shot 1/day
	-
	-
	-
	-

	2
	+2
	+3
	+0
	+3
	
	-
	-
	-
	-

	3
	+3
	+3
	+1
	+3
	Discern the Truth
	-
	-
	-
	-

	4
	+4
	+4
	+1
	+4
	Impossible Shot 2/day
	0
	-
	-
	-

	5
	+5
	+4
	+1
	+4
	
	0
	-
	-
	-

	6
	+6/+1
	+5
	+2
	+5
	Mastery of Firearms
	1
	-
	-
	-

	7
	+7/+2
	+5
	+2
	+5
	
	1
	-
	-
	-

	8
	+8/+3
	+6
	+2
	+6
	Impossible Shot 3/day
	1
	0
	-
	-

	9
	+9/+4
	+6
	+3
	+6
	
	1
	0
	-
	-

	10
	+10/+5
	+7
	+3
	+7
	Mettle
	1
	1
	-
	-

	11
	+11/+6/+1
	+7
	+3
	+7
	
	1
	1
	0
	-

	12
	+12/+7/+2
	+8
	+4
	+8
	Impossible Shot 4/day
	1
	1
	1
	-

	13
	+13/+8/+3
	+8
	+4
	+8
	
	1
	1
	1
	-

	14
	+14/+9/+4
	+9
	+4
	+9
	Enforce the Law
	2
	1
	1
	0

	15
	+15/+10/+5
	+9
	+5
	+9
	
	2
	1
	1
	1

	16
	+16/+11/+6/+1
	+10
	+5
	+10
	Impossible Shot 5/day
	2
	2
	1
	1

	17
	+17/+12/+7/+2
	+10
	+5
	+10
	
	2
	2
	2
	1

	18
	+18/+13/+8/+3
	+11
	+6
	+11
	Remove Chaos
	3
	2
	2
	1

	19
	+19/+14/+9/+4
	+11
	+6
	+11
	
	3
	3
	3
	2

	20
	+20/+15/+10/+5
	+12
	+6
	+12
	Impossible Shot 6/day
	3
	3
	3
	3


Gunslinger Spells:

Level 1: Alarm, Command, Comprehend Languages, Delay Poison, Detect Poison, Detect Secret Doors, Detect Snares and Pits, Grease, Light, Message, Protection from Chaos, Protection from Evil, Open/Close, Read Magic, Resistance, Virtue
Level 2: Calm Emotions, Cure Light Wounds, Detect Thoughts, Find Traps, Glitterdust, Hold Person, Hold Portal, Knock, Locate Object, Neutralize Poison, Rope Trick, Snare, Suggestion, Zone of Truth
Level 3: Cure Moderate Wounds, Discern Lies, Dispel Magic, Invisibility Purge, Locate Creature, Magic Circle against Chaos, Otiluke’s Resilient Sphere, Protection from Arrows, Ray of Exhaustion, Slow, Clairaudience/Clairvoyance
Level 4: Break Enchantment, Cure Serious Wounds, Dimensional Anchor, Dimensional Door, Dispel Chaos, Hold Monster, Mark of Justice, Order’s Wrath, Passwall 
Protector

Protectors are essentially ordained bodyguards, often for clergy. A Protector can also be given charge of a small town or village (in this case, a Protector also fulfils the job of law enforcer or possibly judge.) Protectors prefer defensive combat, and will usually not strike first. 

Adventures: Protectors will typically accompany a Cleric on a mission to fight evil and serve as a bodyguard to the Cleric. While Paladins are all of Lawful Good alignment and tend to work alone or in small groups, Protectors can be of any good alignment and are trained to work as an effective fighting force with other adventurers. Protectors also function well as a sort of religious “jack of all trades” - this means that they are not too dependent upon items for their powers and they usually have a solution to most problems. If a Paladin is considered a “sword of the church”, then the Protector is the “shield of the church”.

Characteristics: A Protector depends mostly upon his defensive abilities to aid others so that victory can be ensured. However, they have a reasonable array of offensive powers that they will use as needed, including fists, weapons, and magic.

Alignment: Protectors can be of any Good alignment. These alignments espouse honor, duty, and loyalty. Those who are Neutral with regard to Good and Evil would not have the devotion to serve as a Protector, and Evil characters are out of the question since they are self-serving.
Religion: Protectors worship any good-aligned god, though the True One is perhaps the most favored deity since he best represents the philosophy of the Protector.

Background: Protectors are born from those men and women who possess a mix of martial skills and religious belief. Protectors are not as divinely inspired as Clerics, nor are they are as single-minded as Paladins, though they are just as dedicated to their cause as either of those other two character classes. Protectors are all very loyal and will carry out their duties regardless of the cost, even if it means their own death. Finally, all Protectors have a sense of obligation to defend those who cannot defend themselves. Thus, they can often be found protecting small towns as well as defending Clerics of their religion.

Races: Humans make good Protectors because of their passion to their cause, while Dwarves serve well because of their strong sense of duty and their ability to withstand withering punishment. Changelings make decent Protectors, although they can’t withstand as much physical punishment; what they lack in stamina they make up for in courage. Blue Fey are fairly reliable Protectors when they serve as such, but most Fey don’t have much of a religious calling. Elves, Half-Elves, and Half-Orcs are usually ill suited for the job of Protector, as they are very independent beings or are outcasts. Gnomes and Halflings can serve as effective Protectors since friends and family mean much to them, though their size sometimes works against them.

Other Classes: Protectors get along well with Clerics, Paladins, and Gunslingers. They have some suspicion of Barbarians and Fighters, whom they feel are too ready to fight and not always ready to think. They tend to not trust Wizards or Sorcerers and are suspicious of their magic. They have only infrequent interactions with Rangers, Druids, and Monks characters. Finally, they are tolerant of Rogues and Bards, save for the self-serving ones. 

Game Rule Information

Abilities: Dexterity and Constitution are both important to a Protector because he generally must have a high Armor Class and be able to withstand a lot of damage. 

Alignment: Any Good alignment

Hit Die: d10

Class Skills

Climb (Str), Concentration (Con), Healing (Wis), Escape Artist (Dex), Jump (Str), Knowledge: Local (Int), Knowledge: Religion (Int), Spellcraft (Int), Listen (Wis), Profession (Wis), Search (Int), Sense Motive (Wis), Spot (Wis), Survival (Wis), Swim (Str)

Starting Skills: (4 + Int modifier) x 4

Higher Level Skill Points: 4 + Int modifier

Class Features

Weapon and Armor Proficiency: A Protector is proficient with all simple and martial weapons, light and medium armor, and shields. Note that all standard Armor Check penalties still apply. 

Improved Unarmed Strike (Ex): At first level, the Protector gains the Improved Unarmed Strike feat for free. A Protector is trained to do lethal damage without weapons, for they must be ready to defend their charge under any condition – even when unarmed. 

Fast Movement (Ex): Starting at first level, a Protector’s land speed is faster than the norm for his race by 10 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor and is not carrying a heavy load. Apply this bonus before modifying the Protector’s speed because of any load carried or armor worn.

Protective Aura (Su): As a supernatural ability, a first-level Protector can designate a single person as a “protectorate”. From that point on, half of all damage (magic and psionics included) done to the protectorate (rounded down) will instead by done to the Protector - this means that the Protector will also suffer any secondary damage effects. The protectorate must remain within 120’ of the Protector for this power to function. Use of this power is a standard action. The duration of this power is 1 minute per level of the Protector or until the Protector willingly deactivates it, which is a free action. Each Protector can have only one Protectorate at any time.

This ability may be used in a secondary fashion. When the Protectorate is targeted with any spell or ability that targets an individual (such as Disintegrate as opposed to area effects like Fireball), the Protector may designate himself the new target of the spell or ability. Using this ability overloads the Protective Aura, ending it after the spell or ability is resolved.

Lend Health (Su): As a supernatural ability, a 2nd level Protector can lend health to a designated Protectorate. By touch, the Protector can transfer hit points from his body to the body of another. A Protector may use this power any number of times per day, but only a maximum of 10 hitpoints per Protector level may be transferred to the Protectorate per use of this ability, and the Protector must still have at least 1 hitpoint remaining after using this power. Hit points lost to the Protector can be regained via Fast Healing. Using this power is a standard action.

Supernatural Healing (Su): At 5th level, as a supernatural ability, Protectors can begin to recover hit points at the rate of one per hour. A Protector can regenerate severed limbs or other lost organs in 2d4 months. A Protector recovers from broken bones in 1d4 weeks. Note that ability is not the same as the Regeneration special ability, and a Protector still dies the same way as any other character class - damage dealt to a Protector is not reduced to Subdual damage, as it would be in the case of Regeneration. This ability is lost if the Protector multi-classes.

Inner Health (Ex): At 11th level, the Protector gains immunity to all natural diseases (excluding supernatural ones) and poisons, effectively becoming an eternal guardian until he dies defending his charge or old age claims him.  

Resist Magic (Ex): At 16th level, a Protector gains Spell Resistance equal to his current Protector level + 10. In order to effect the Protector with a spell, a spellcaster must get a result on a caster level check (1d20 + caster level) that equals or exceeds the Protector’s spell resistance.

Timeless Health (Ex): At 20th level, the Protector’s aging effectively ceases, though the Protector’s life expectancy is not actually extended. Aging penalties will not be gained, while aging bonuses will be gained.

Spells: A Protector gains access to a limited number of spells. To cast a spell, the Protector must have a Wisdom score of at least 10 + the spell’s level, so a Protector with a Wisdom of 10 or lower cannot cast these spells. Protector bonus spells are based on Wisdom, and saving throws against these spells have a Difficulty Class of 10 + the spell’s level + Wisdom modifier. When the Protector gets 0 spells of a given level, the Protector only gets bonus spells as defined in the Player’s Handbook. A Protector without bonus spells for that level cannot yet cast a spell of that level. The Protector’s spell list appears at the end of this section. A Protector has access to any spell on the list and can freely choose which to prepare. A Protector prepares and casts spells just as a Cleric does, though he does not gain domain spells.
Spontaneous Casting: A Protector can sacrifice a memorized spell of any level to cast the spell sanctuary or cure light wounds. 

Ex-Protectors

A Protector who ceases to be of Good alignment and who willfully commits Evil acts or who willfully and blatantly disregards the safety of his protectorate loses all special abilities and spells and may not progress in levels as a Protector. He regains his abilities and may continue to gain levels if he atones for his violations of his code of conduct (see the Atonement spell description).

Like a member of any other class, a Protector may be a multi-class character, though there are special restrictions. If a Protector multi-classes, he loses the Supernatural Healing ability - this power is a special reward from the Protector’s god and is thus not granted to those who would deviate from the way of the Protector.

	The Protector
	Spells per day

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Powers
	1
	2
	3
	4

	1
	+0
	+2
	+2
	+2
	Protective Aura 1/day, Improved Unarmed Strike, Fast Movement
	-
	-
	-
	-

	2
	+1
	+3
	+3
	+3
	Lend Health
	-
	-
	-
	-

	3
	+2
	+3
	+3
	+3
	Protective Aura 2x
	-
	-
	-
	-

	4
	+3
	+4
	+4
	+4
	
	0
	-
	-
	-

	5
	+3
	+4
	+4
	+4
	Supernatural Healing
	0
	-
	-
	-

	6
	+4
	+5
	+5
	+5
	Protective Aura 3x
	1
	-
	-
	-

	7
	+5
	+5
	+5
	+5
	
	1
	-
	-
	-

	8
	+6 / +1
	+6
	+6
	+6
	
	1
	0
	-
	-

	9
	+6 / +1
	+6
	+6
	+6
	Protective Aura 4x
	1
	0
	-
	-

	10
	+7 / +2
	+7
	+7
	+7
	
	1
	1
	-
	-

	11
	+8 / +3
	+7
	+7
	+7
	Inner Health
	1
	1
	0
	-

	12
	+9 / +4
	+8
	+8
	+8
	Protective Aura 5x
	1
	1
	1
	-

	13
	+9 / +4
	+8
	+8
	+8
	
	1
	1
	1
	-

	14
	+10 / +5
	+9
	+9
	+9
	
	2
	1
	1
	0

	15
	+11 / +6 / +1
	+9
	+9
	+9
	Protective Aura 6x
	2
	1
	1
	1

	16
	+12 / +7 / +2
	+10
	+10
	+10
	Resist Magic
	2
	2
	1
	1

	17
	+12 / +7 / +2
	+10
	+10
	+10
	
	2
	2
	2
	1

	18
	+13 / +8 / +3
	+11
	+11
	+11
	Protective Aura 7x
	3
	2
	2
	1

	19
	+14 / +9 / +4
	+11
	+11
	+11
	
	3
	3
	3
	2

	20
	+15 / +10 / +5
	+12
	+12
	+12
	Timeless Health
	3
	3
	3
	3


Protector Spells

Level 1: Alarm, Bless, Cure Minor Wounds, Detect Poison, Entropic Shield, Expeditious Retreat, Helping Hand, Invisibility to Undead, Light, Protection from Evil, Read Magic, Resistance, Sanctuary, Shield of Faith, Shield Other, Status
Level 2: Aid, Bear’s Endurance, Cure Light Wounds, Darkvision, Delay Poison, Find Traps, Fog Cloud, Invisibility, Leomund’s Tiny Hut, Magic Weapon, Magic Vestment, Pass Without Trace, Remove Paralysis, Resist Energy, Spike Growth 

Level 3:  Cure Moderate Wounds, Freedom of Movement, Gaseous Form, Invisibility Sphere, Lesser Restoration, Magic Circle against Evil, Mordenkainen’s Faithful Hound, Neutralize Poison, Protection from Energy, Remove Blindness/Deafness, Remove Disease, Remove Curse, Slow
Level 4: Cure Serious Wounds, Death Ward, Divine Power, Fireshield, Mass Cure Light Wounds, Otiluke’s Resilient Sphere, Restoration, Solid Fog, Spell Immunity, Stoneskin, Wall of Stone
Campaign Specific Prestige Classes

Mathematician

Mathematicians are arcane magic users who have committed themselves to both truly understanding the universe and to using their powers to create instead of destroy. From the Mathematician’s standpoint, those who use magic to do little more than toss fireballs and fingers of death are little better than illiterate barbarians throwing spears. Note that while Mathematicians need not be good aligned, they do consider themselves above petty violence.

Mathematicians believe that with the power of the arcane comes great responsibility, and they look down upon those who use magic for selfish goals. Members of this prestige class are rare and tend not to announce their presence since most mages and sorcerers do not trust them for fear that their own rise to power will be hindered. Fortunately, Mathematicians are powerful spellcasters in their own right and tend to have far more allies than most magic users because of their wisdom and desire to aid others with their spells. 

Hitdice: d4

Requirements

To qualify as a Mathematician, a character must fulfill all of the following criteria

Knowledge (Arcane): 8 ranks

Ability Scores: Wisdom of at least 12

Spells: Ability to cast at least one Conjuration spell and at least one Transmutation spell both of 3rd level or higher.

Special: The candidate must give up access to either the Evocation or the Necromancy school of magic when entering this prestige class because of his beliefs that magic should be used as more than a weapon. The Mathematician can no longer cast spells from the chosen school, including those on scrolls or in wands, staves, or other items.

Class Skills

Concentration (Con), Craft (Int), Decipher Script (Int), Knowledge: (all skills, taken individually) (Int), Profession (Wis), Spellcraft (Int)

Skill points per level: 2 + Int modifier

Class Features

Weapon and Armor Proficiency: Mathematicians gain no additional proficiency in any weapon or armor.

Spells per Day: When a new Mathematician level is gained, the character gains new spells per day as if had also gained a level in a spellcasting class he belonged to before adding the prestige class. He does not, however, gain any other benefit a character of that class would have gained (improved change of controlling or rebuking undead, metamagic or item creation feats, hit points beyond those he receives from the prestige class, and so on), except for an increased effective level of spellcasting. If a character had more than one spellcasting class before becoming a Mathematician, he must decide to which class he adds each level of Mathematician for purposes of determining spells per day.

	The Mathematician

	Class Level
	BAB
	Fort Save
	Ref Save
	Will Save
	Special
	Spells per day

	1
	+0
	+0
	+0
	+2
	Glass casting
	+1 level of existing class

	2
	+1
	+0
	+0
	+3
	
	+1 level of existing class

	3
	+1
	+1
	+1
	+3
	First Enlightenment
	+1 level of existing class

	4
	+2
	+1
	+1
	+4
	
	+1 level of existing class

	5
	+2
	+1
	+1
	+4
	Innate Understanding
	+1 level of existing class

	6
	+3
	+2
	+2
	+5
	Bonus Feat
	+1 level of existing class

	7
	+3
	+2
	+2
	+5
	
	+1 level of existing class

	8
	+4
	+2
	+2
	+6
	Second Enlightenment
	+1 level of existing class

	9
	+4
	+3
	+3
	+6
	
	+1 level of existing class

	10
	+5
	+3
	+3
	+7
	Arcane Mastery
	+1 level of existing class


Glass Casting (Ex): All Mathematicians quickly learn the art of focusing magical energy through a single arcane focal point - a tablet of fine glass or crystal. The perfect lines of the glass or crystal represent the mathematical perfection behind the Mathematician’s powers and his ability to rise above unscientific arcane components that often find their roots in superstitions and legends. Such a glass or crystal tablet weighs about 1 pound and costs a minimum of 50 Gp. As long as the Mathematician has this glass and can use it, he can cast spells as if he has the Eschew Materials feat.

First Enlightenment (Ex): At this point in his career, the Mathematician makes a breakthrough regarding the use of magic to create objects, summon beings, and change the world around him. The Mathematician chooses either the Transmutation or the Conjuration school of magic, and then chooses to either double the duration or increase the DC by 2 of all the spells he casts from the chosen school of magic.

Innate Understanding (Ex): A Mathematician realizes that all spells have unique aspects to their nature; by knowing what aspects to look for first, a Mathematician can identify spells quicker than other mages. Mathematicians thus gain a +5 bonus on all Spellcraft checks. 

Bonus Feat (Ex): With increased skills comes an increased understanding of the world. At 5th level, the Mathematician gains a bonus metamagic feat.

Second Enlightenment (Ex): Much like the First Enlightenment, the Mathematician gains a greater understanding of his craft. He has the same options available to him as he did at the First Enlightenment, except that he may not chose to increase his power in the same way that he did before. So, if he chose to double the duration of his Conjuring spells at the First Enlightenment, that option would not be available to him at the Second Enlightenment.

Arcane Mastery (Ex): With much practice and study, the Mathematician has become a master of the arcane arts: the nature of all spells is apparent to him, and he thus gains a greater ability to resist magical attacks. The Mathematician gains a +2 bonus to saving throws made against spells that he has successfully identified using Spellcraft.

Wishsinger

The Wishsinger is an arcane caster with a great understanding of the power of music, particularly complex musical pieces that require multiple instruments and singers, such as those found in concert halls and religious settings. The first Wishsingers are believed to have originated from the Church as powerful leaders of choirs who held out against enemy forces using the raw might of their divinely inspired music. However, while the first Wishsingers were almost certainly of good alignment, the same cannot be said for all of them today. Power corrupts, and that is true even when applied to song-based magic. 

Hitdice: d6

Requirements

To qualify as a Wishsinger, a character must fulfill all of the following criteria

Diplomacy: 5 ranks

Knowledge (Arcane): 10 ranks

Listen: 13 ranks

Perform (any): 13 ranks

Spellcraft: 5 ranks

Spells: Able to cast 3rd level arcane spells.

Special: Bardic Music ability

Class Skills

Concentration (Con), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Hide (Dex), Knowledge: (all skills, taken individually) (Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Search (Wis), Speak Language (n/a), Spellcraft (Int), Spot, Use Magic Device (Cha)

Skill points per level: 6 + Int modifier

Class Features

Weapon and Armor Proficiency: Wishsingers gain no additional proficiency in any weapon or armor.

Spells per Day: When a new Wishsinger level is gained, the character gains new spells per day as if had also gained a level in a spellcasting class he belonged to before adding the prestige class. He does not, however, gain any other benefit a character of that class would have gained (improved change of controlling or rebuking undead, metamagic or item creation feats, hit points beyond those he receives from the prestige class, and so on), except for an increased effective level of spellcasting. If a character had more than one spellcasting class before becoming a Wishsinger, he must decide to which class he adds each level of Wishsinger for purposes of determining spells per day.

	The Wishsinger

	Class Level
	BAB
	Fort Save
	Ref Save
	Will Save
	Special
	Spells per day

	1
	+0
	+0
	+2
	+2
	Bardic Education, Choir Casting
	+1 level of existing class

	2
	+1
	+0
	+3
	+3
	
	+1 level of existing class

	3
	+2
	+1
	+3
	+3
	Power of Song
	+1 level of existing class

	4
	+3
	+1
	+4
	+4
	Sonic Defenses
	+1 level of existing class

	5
	+3
	+1
	+4
	+4
	Song Mastery
	+1 level of existing class


Bardic Education (Ex): Levels gained in Wishsinger are applied to Bardic Knowledge rolls and the number of uses of Bardic Music per day as if they are Bard levels. However, Wishsinger levels do not count when determining what Bardic music options are available to the character.

Choir Casting (Su): All Wishsingers can draw upon the music of the heavens itself – a Choir of the cosmos, composed of the music of creation itself and that of “song mages” who have passed on in the previous ages, including the very Choir that led to the first Wishsingers. This ability allows the Wishsinger to once per day reroll a Perform check, keeping the result of the new roll in place of the original roll.

Power of Song (Su): By calling upon the Choir, the Wishsinger can make his spells more devastating to his enemies. When casting a Bard spell with a verbal component, the Wishsinger may as a free action chose to expend one use of Bardic Music for the day to increase the power of the spell being cast. Upon doing so, he must make a Perform check equal to 25 + the level of the spell being cast. If he succeeds on the check, the save DC of the spell is increased by 2. This ability can only be used once per spell.

Sonic Defenses (Ex): Extensive exposure to music and the power of song has granted the Wishsinger the ability to resist some of the negative effects of sound based attacks. This ability grants the Wishsinger sonic resistance: 5. This allows the Wishsinger to ignore the first 5 points of sonic damage that he takes from each attack, regardless of source

Song Mastery (Su): By calling upon the Choir, the Wishsinger can effectively increase his mastery over music. When casting a Bard spell with a verbal component, the Wishsinger may as a free action chose to expend one use of Bardic Music for the day to increase the power of the spell being cast. Upon doing so, he must make a Perform check equal to 25 + the level of the spell being cast. If he succeeds on the check, the effective caster level of the spell is increased by 2. This ability can only be used once per spell.

Skills

The basic D&D 3rd Edition skills list and section is not altered in the World of Gaianar rules. However, it is recommended that characters each consider taking a Profession or Craft of some useful sort. In the more believable campaigns that are not just “dungeon crawls,” one can make money between adventurers by knowing some useful non-combat skills. Dungeon Masters are encouraged to reward those player’s whose characters have believable skills. Not every adventurer started out as an orphan wielding swords or spells before they were even teenagers, and most of them had at least some Profession or Craft before they took up the sword.

In a properly run game of Gaianar, there are plenty of times when having the appropriate Profession or Craft can be helpful. Perhaps it will let you earn some money while the party heals up after an adventure, offer a way to make valuable contacts (and thus get involved in more plot hooks), or let you save money by doing something yourself.

Feats

All of the standard D&D feats apply in the World of Gaianar, though the following additional feat(s) are considered part of the standard rules for this world. Note that the Dungeon Master may chose to allow or disallow feats from other supplements as well.

Eschew Materials [General]

(First published in Tome and Blood supplement by Wizards of the Coast and reprinted in 3.5 Edition – use the version printed below)
You can cast spells without material components

Prerequisites: None.

Benefit: You can cast any spell that has a material component costing 1 Gp or less without needing that component. (The casting of the spell still provokes attacks of opportunity as normal.) If the spell requires a material component that costs more than 1 Gp, you must have the material component at hand to cast the spell, just as normal.

Deities
The Deities of Gaianar span the gauntlet from the True One - the god considered by humans the creator and greatest of all gods, to Scaxathrom, the god of slaughter, chaos, and Undeath. Unlike D&D 3rd Edition, the individual races do not have specific racial gods, though most races show preference to certain gods because they embody the most core beliefs of that race. Many Elves worship Dommalon, the god of the peaceful aspects of nature, while many Dwarves worship Deltannon, the god of honor, courage, and war. Humans, the most populous race on Gaianar, often worship the True One and consider him the source of all that is good in the world. 

The only exception to this rule is the Fey, for since they come from another dimension, they have brought their beliefs with them. Oddly enough, the rare Fey clerics can still cast spells in their god’s name: the Fey treat this as proof that their gods can hear them across the void between worlds, though some suspect that other gods of Gaianar’s pantheon may be granting the Fey spells out of pity or in an effort to manipulate them.

All standard rules regarding cleric domains and gods apply, and in nearly all cases, clerics must worship a specific god in this game world. 

True One 

Lawful Good

Domains: Good, Healing, Protection, and Sun

The True One’s title is the Holy One, the God of Light, and the God of Truth. He is the creator of many good things in the world, and the most terrible foe of all that is evil. The True One is most commonly worshiped god among good races in Gaianar, and his clerics are well received in any lands. The True One encourages his followers to stand firm against evil and be willing to make sacrifices to make the world a better place. 

The True One is often depicted as a powerfully built older man with long gold-white hair and a beard of the same color. His symbol is a blazing golden sun, often set against a Celtic cross, and his favored weapon is the morning star.

Dommalon 

Neutral Good

Domains: Animal, Plant, Sun, and Good

Dommalon is the god of the better aspects of nature, and he is known as the Hunter, the Lord of the Woods, and the Master of the Hunt. Dommalon watches over the wilds, those who dwell there, and any who respect nature. He is particularly known for granting good fortune to hunters and others who must work the lands to survive. Many adventurers also worship him, for they spend much of their time in his domain.

Dommalon is portrayed as a sturdy man with a brown cloak of fur and a silver longbow and long sword. He often has several wolves as animal companions. His symbol is field of silver stars against a dark blue background, and his favored weapon is the long sword.

Deltannon 

Chaotic Good

Domains: Strength, War, Chaos, and Good

Deltannon is known as the God of War or the Warlord. He is honorable, courageous, and an unstoppable force in battle. Those warriors who worship him - of which there are many - are just and true to their word. Deltannon is also a god of rowdy fun and games of strength - pastimes fitting for any warrior.

In appearance, Deltannon is portrayed as a fiery, red-haired man of incredible strength who is always gripping at least one weapon. His symbol is a fist clenching a large sword, and his favored weapon is the greatsword.

Saint Eldra

Lawful Good

Domains: Law, Good, and Luck

The divine sister to Vornar, Saint Eldra is the goddess of salvation and second-chances. She is also known as the Lady of Mercy. While the followers of Vornar are swift in judgment and faster still to punish, the followers of Saint Eldra offer the guilty a chance for redemption. The tireless Clerics of this goddess are often found working in prisons, sorting out those criminals who can be redeemed from those who are too evil to turn back towards the Light.

While the Clerics of Saint Eldra are more compassionate than those of Vornar, they will destroy true evil whenever encountered; however, vengeance is not a part of their belief system. Note that while Saint Eldra herself places Law above Good, her clerics must be of good alignment.

Saint Eldra is often portrayed as a kind, wise, older woman freeing a repentant prisoner or preaching in a prison. Her symbol is a broken chain, representing redemption from evil, and her favored weapon is a long sword. 

Abben Mort 

Chaotic Neutral

Domains: Chaos, Trickery, and Luck

Abben Mort is the god of rogues, tricksters, and others who live by their wits from moment to moment. He loves wine, women, song, and dance. He is unpredictable - laughing one moment, and deathly serious the next, but he does have a sense of humor, though practical jokes are his favorite. Though few people officially worship Abben Mort, but many are willing to offer a toast in his honor or pray to him when they realize that only luck and a god with a sense of humor can save them. For his reason, he is also often considered the god of last resorts and hopeless causes.

The followers of Abben Mort rarely portray him as a specific person, though he does have a symbol - a gold coin, a mug of ale, and a dagger. His favored weapon is the dagger. 

Raast 

Lawful Neutral 

Domains: Law, Death, and Knowledge

Raast is the god of timely death, closure, and the end of all things. He is known as The Heartless One and Death’s Champion. He is a demanding, cold-hearted god who acts with ruthless efficiency - though not evil, his actions often earn him the scorn of kind-hearted gods and beings. If Raast cares about the opinions of others, he has never shown it. With life must come death, and Raast’s followers know this fact and worship him as they carry out his decrees. They ensure the dead are given a proper burial and that the survivors have whatever they need to go in life. They offer little emotional support, for that is not their role. If there is one thing that can trigger even a flicker of emotion in Raast, it is the Undead, for they go against the laws of Life and Death. For this reason, followers of Raast seek out and destroy Undead wherever they can find them, returning the dead to their proper state.

Raast is portrayed as a skeletal man clad in a black robe - the Grim Reaper from so many legends and cultures. He often wears a crown of steel and a carries a book in his arm - it is said that his book has recorded in it the proper fate of all things, even those that have not yet come into being. His symbol is a weeping skull, and his favored weapon is the scythe.

Vornar

Lawful Neutral 

Domains: Law, Destruction, and Strength

Vornar is the god of justice, retribution, and revenge. He is known as the Judge or the Avenger. He is swift to strike down those who violate the law and sentence them to severe punishment. Though technically neutral, good creatures violate the law far less often than evil ones, thus Vornar favors good over evil, though he is not good himself. However, his clerics cannot be evil. 

Vornar is always portrayed as a powerful, robed man. When representing a fair trial and Justice, he is shown masked or blindfolded, while when representing Revenge or the execution of a sentence, he is shown with burning eyes of golden light. His symbol is a watchful eye, and his favored weapon is the mace.

Nillias 

True Neutral 

Domains: Knowledge, Magic, and Trickery

Nillias is the goddess of knowledge and secrets, and as such, she is generally a neutral factor in the world, since knowledge is neither good nor evil. However, she is known to aid particularly deserving mortals in their quest for knowledge, or to punish the undeserving by foiling them with secrets or denying them the answers that they seek. Wizards worship her more than any other class, for their very existence is one of a quest for knowledge, and many believe that particularly fortunate wizards have somehow found favor in Nillias’s eyes. 

Nillias’s followers rarely portray her as a specific individual, and her symbol is a large, open book. Her favored weapon is the quarterstaff.

Lucina 

Chaotic Neutral 

Domains: Travel, Luck, and Protection

Lucina is the goddess of travelers and many adventurers. She is known as the Wandering Maiden and the Lady of Fortune. She watches over any who walk long roads in life or who must depend upon fortune to find their way. Though she often represents fate and is technically chaotic neutral, she does have a kind heart, even though so many mortals curse her when their luck turns sour. For her kindness, her clerics cannot be evil. 

Lucina is portrayed as a young, dark-haired woman who, though beautiful, appears weary from a long travel or perhaps from watching over the fates of so many people. She often has a few leaves in her hair and dirt on her shoes. She is always shown holding either a coin of fate or a set of dice. Her symbol is a wandering road stretching away to the horizon and her favored weapon is the quarterstaff.

Wyesha 

True Neutral

Domains: Air, Fire, Water, Earth, Plant, and Animal

Wyesha is the goddess of nature in its most powerful and raw form. She represents the flash of lightening, the thundering of the waves, and the blasts of fire from the earth’s molten heart. She is the wolf hunting its prey, the storm tossing ships like twigs, and the crash of rock and snow in an avalanche. She represents unrestrained power, passion, and strength, and she has worshipers who range from love-struck couples to power-hungry elementalists.

Wyesha is portrayed as a beautiful, but powerfully built, woman of dark skin and fiery eyes. She is always illustrated as clad in little but a swirl of elemental energy. Her symbol is a silver lightning bolt, and her favored weapon is the short spear.

Scaxathrom 

Chaotic Evil 

Domains: Evil, Death, Chaos, and War

Scaxathrom is the Viper Lord and the Lord of Darkness. He is a curse upon the world - a foul god who exists to inflict chaos and suffering upon all who live. Bloodshed and murder are sacraments to his followers, and in their footsteps, the slaughtered rise as Undead and then feast upon those whom they once loved. All manners of insane and murderous creatures worship him in their quest for personal power through the destruction of their enemies, and there are many foul traitors in good kingdoms that have secretly given their hearts and souls over to Scaxathrom.

In appearance, Scaxathrom is always depicted as a black-clad, skeletal man with burning eyes, blood on his teeth, and a large viper entwined around his body. His symbol is a skull that is pouring blood from its open mouth, and his favored weapon is the battle-axe.

Illuthial 

Lawful Evil

Domains: Evil, Destruction, Law, and War

Illuthial is the Steel Fist and the Dark Praetor. He is the ultimate champion of tyranny and empires, conquest and destruction. His followers are devout, well trained, and merciless in their quest to force the entire world into a lawful, hellish existence under Illuthial’s iron heel. They maintain strict discipline and will punish dissenters in their ranks with the same cruelty and ruthlessness that they normally save for their enemies. Kingdoms that exist under the rule of Illuthial’s followers are horrid places where evil is efficient, every-watchful, and inescapable - such is the fate Illuthial intends for all people. 

Illuthial is always depicted as a huge, looming dark knight, clad in black steel full plate armor and wielding weapons of war. A crown of hellfire sits atop his helm. His symbol is that of the burning crown, and his favored weapon is the war hammer. 

Crystal Mother 

Neutral Evil 

Domains: Evil, Trickery, and Magic

The Crystal Mother is the dark goddess of lies, treachery, and deceit. She is known as the Mistress of Lies. She represents the rotten, selfish nature that exists in the hearts of many people - the primal willingness to betray others for personal gain. Her followers are countless and varied: they include the merchant who prays to her to find him another way to cheat his customers, the politician who thanks her after successfully increasing the taxes upon his subjects without any protests from the downtrodden, and the traitorous adventurer who slays his comrades in their sleep so that the rewards are all his. The greatest glory in the eyes of the Crystal Mother is when a man or woman is able to betray their own family and friends for wealth, power, or fame. 

The Crystal Mother is portrayed as a beautiful, though cold, woman in a regal dress that sparkles with countless gems. Similarly, she has gem-studded earrings and rings, all representing the wealth that can found once one is willing to destroy others to achieve it. Her symbol is a blood-hued ruby crystal, and her favored weapon is the dagger.

Items

The world of Gaianar takes advantage of many of the items listed in the Expanded Items list in the 3rd Edition D&D Dungeon Master’s Guidebook. Of particular note are the naval vessels and siege engines. Unlike other fantasy worlds, Gaianar has a ratio of water to dry land similar to that of modern-day Earth, although many large landmasses have yet to be discovered or well explored. For that reason, naval vessels are a common sight in port cities. Unfortunately, Gaianar also has a violent history and is full of factions that go to war against each other when given the chance. There are few, if any, nation-states that can lay unchallenged claim to large areas of land, and thus siege engines see frequent use in the border skirmishes and wars throughout Gaianar.

The other significant addition to the list of items is that of firearms. Gaianar fell from a technological peak ages ago, but many of the more simple weapons from that period survived in one form or another to the present day. Thus, people of wealth or power may often own a few functional and dangerous firearms. Similarly, those who have proven their martial skills may be rewarded a firearm, as is the case with Gunslingers and other powerful warriors.

Firearms are considered treasured prizes in Gaianar and are looked upon as the pinnacle of the craftsman’s skill and the ultimate non-magical weapon. Many blacksmiths dream of being able to make useful guns, but it is not an easy task - in general, gunsmiths of any skill can only be found in large towns and cities for the quality materials are not easy to find and the knowledge of firearm production is generally a guarded secret. Those skilled or fortunate individuals who can produce quality guns often amass a fortune selling their wares to merchants and smaller towns across the lands.

Fortunately, for the traveling Gunslinger and others who prefer a firearm to a sword, guns are not terribly hard to find since those who make them seek to sell more of their wares. However, they never come cheap, and even the cost of a large supply of bullets can make one wish for the simplicity and affordability of a crossbow. At least most Gunslingers are given a discount on firearm purchases - one can consider this a form of a frequent customer discount.

In the end, guns are a part of Gaianar’s culture, for better or for worse. While they can certainly make quicker work of a horde of raiders than a simple bow, they have been the cause of much grief and warfare. And while most adventurers would relish the chance to wield a firearm, there are those who reject all guns, considering them a symbol of the technological age that brought ruin to Gaianar in the first place.

Firearms Game Rule Information 

Citizen’s Handgun: The most common firearm to be found, this basic, six-shot revolver is simple to use and maintain, and relatively inexpensive to operate. Reloading takes a full-round action. It uses Standard Pistol Bullets. This weapon requires only one hand to use.

Gunslinger’s Gun: The ultimate revolver, these unique and finely crafted weapons are treated in a similar fashion as the katana in the era of the samurai in Japan. Gunsmiths consider being asked to make a set of these weapons for a Gunslinger the highest possible credit to their skills. Each Gunslinger’s Gun is unique and considered priceless, although this does not stop these weapons from ending up on the black market if taken from a fallen Gunslinger. Note that owning such a weapon if you are not a Gunslinger will draw attention - many will wonder what black market sold the weapon to you, or which Gunslinger you killed to gain the weapons. 

A standard Gunslinger’s Gun can fire six rounds before reloading, although it is not unheard of for particularly wealthy or powerful individuals to make weapons that can hold seven rounds. Additionally, these weapons are treated as Masterwork Weapons, which means that they add a +1 bonus to the attack roll. A Gunslinger’s takes a full-round action to reload. This gun uses High Caliber Pistol Bullets. This weapon requires only one hand to use.

Pistol, Automatic: This rare weapon can fire a stream of bullets to tear through any opponents. It can be used to Burst Fire. This pistol can be fired from 10 times with the standard magazine before needing to be reloaded. Reloading by swapping magazines is a standard action, but filling a magazine takes a full round. This weapon uses Standard Pistol Bullets and requires only one hand to operate.

Pistol, Standard: This pistol can be fired from 10 times with the standard magazine before needing to be reloaded. Reloading by swapping magazines is a standard action, though filling a magazine takes a full-round action. This weapon uses Standard Pistol Bullets and requires only one hand to operate.

Revolver, Magnum: This grim weapon packs a much nastier punch than the Citizen’s Handgun at the cost of having one less shot per chamber. However, it’s greater range and stopping power makes it a favored weapon of anyone who can afford one. These revolvers are often found in the hands of law enforcement officers or particularly dangerous criminals. These weapons can be fired 5 times before reloading. Reloading takes a full-round action. This gun uses High Caliber Pistol Bullets and requires only one hand to use.

Revolver, Snub Nosed: A small, easily concealed revolver that is useful when carrying a larger weapon is risky or impossible. It’s small size grants it’s user a +4 bonus to any attempts to conceal it and its opponents a -4 penalty on attempts to spot it. Obviously, these bonuses and penalties won’t apply if concealing the weapon is not realistically possible. This weapon holds 5 shots before needing to be reloaded, which is a full-round action. This weapon uses Standard Pistol Bullets.

Rifle, Automatic: These weapons are hard to find and highly prized in Gaianar - they are rarely found for sale (except on the black market). However, they are also extremely dangerous. An automatic rifle can fire 15 times before needing reloading with the standard starting magazine and can be used to Burst Fire. Reloading is fast - it only takes a standard action to swap in a new magazine, but filling a magazine takes a full-round action. This gun uses Rifle Bullets and requires two hands to use.

Rifle, Repeater: This costly and dangerous weapon can fire 10 times before reloading with the standard starting magazine; swapping in a new magazine is a standard action, but filling a magazine takes a full round. This gun uses Rifle Bullets and requires two hands to use.

Rifle, Sniper: This rare rifle is a modified version of the Repeater Rifle, except that it has an added targeting and range finder scope. Assuming that the user is given a full round to concentrate upon his target without any noticeable distractions, his first attack against that target is made at +4 to hit and deals an extra +2 damage. Sniper rifles can be fired 10 times before needing to be reloaded; swapping in a new magazine is a standard action, while filling a magazine takes a full round. These weapons are hard to find and often get their owners into trouble with the law since owning a sniper rifle tends to draw attention to oneself. This gun uses Rifle Bullets and requires two hands to operate.

Shotgun: The shotgun is often considered the most simple and brutal of all firearms, though it can harm friend as well as foe if one is not careful. A shotgun does 2d6 damage to its intended target, and all characters in adjacent squares (within 5-feet of the target) must make a Reflex Save (DC 15) for half damage. Small shotguns deal 1d10 damage in the same fashion.

The standard Gaianar shotgun can be fired twice before needing to be reloaded, and reloading the barrels of this weapon is a standard action. However, a full reload of this weapon (up to the common maximum of 5 or 6, depending upon the gun) is a full-round action. Note that single barrel shotguns are growing less common and are considered inferior and obsolete weapons. While they are obviously slower in battle, the reduced cost of such a weapon (150 gold pieces) makes it tempting for poor adventurers. All shotguns use Shotgun Shells.

Expanded magazines: Larger magazines are available for pistols and rifles, but they are more costly. All guns with magazines are assumed to come with a basic magazine (10 rounds in most cases), which is already factored into the weight and cost of the weapon.

Revolver Clips: These simple devices hold an entire reload worth of ammunition for a given revolver, allowing a new clip full of ammo to be swapped in as a standard action. Reloading a revolver clip is a full round action. Revolver clips must match the revolver in question, though they are relatively simple to make so getting the right clip is usually easy. A revolver capable of using clips costs 10 Gp extra to make or 20 Gp to modify.

Other advanced weapons: Some other weapons may have survived Gaianar’s technological age and thus still exist in the current time. Consult the Dungeon Master’s Guide in the chapter regarding modern and future weapons for more ideas.

Burst Fire: This is the ability of automatic firearms to unleash a hail of bullets across an area. Using Burst Fire must be declared before the user of the weapon attacks - he then gets to make two attacks with that weapon for every one attack he normally has. However, these attacks are at -4 to hit since there is little aiming involved.

Bullet recovery: A used bullet cannot be recovered regardless of if it hit or missed its target.

Firearms Classification 

Martial Weapons: Snub-Nose Revolver, Citizen’s Handgun, Gunslinger Gun, Magnum Revolver, Repeating Rifle, Shotgun, and Standard Revolver

Exotic Weapons: Automatic Pistol, Sniper Rifle, and Automatic Rifle

Thoughts on Firearms 

Using a firearm has numerous advantages and disadvantages for a character. On the plus side, firearms do considerable damage and have excellent range, equaling or exceeding all other standard projectile weapons in the game. However, firearms are costly to purchase, as are their bullets, and they require more care than a simple bow. The Dungeon Master may apply penalties to the use of firearms if the gun or its ammunition is wet, and fire obviously poses the danger of setting off an ammunition explosion.

In all, a firearm is a good tool to have when it is important to get a solid hit against a foe early in a battle or before they get close enough to effectively use their own missile weapons. But handguns can be costly and demanding to maintain, so a wise adventurer will have other weapons on-hand.

Note on terminology: Magazines and clips are not the same thing, even though these terms are often used (incorrectly) interchangeably. A magazine is a device that fully encloses the ammunition and has a spring and follower – this is the part that one often sees swapped on pistols and rifles to rapidly reload. A clip holds ammunition and can be used for rapid reloads, but it is not the same thing as a magazine.

Firearms Data Table 

	Name
	Damage

(S)
	Damage

(M)
	Critical
	Range Increment
	Weight
	Cost
	Damage Type

	Citizen’s Handgun
	1d8
	1d10
	x3
	100 feet
	3 lbs
	100 Gp
	Piercing

	Gunslinger’s Gun
	1d10
	2d6
	x3
	120 feet
	4 lbs
	Varies – 300 Gp estimate
	Piercing

	Pistol, Automatic
	1d8
	1d10
	x3
	100 feet
	5 lbs
	200 Gp
	Piercing

	Pistol, Standard
	1d8
	1d10
	x3 
	100 feet
	5 lbs
	150 Gp
	Piercing

	Revolver, Magnum
	1d10
	2d6
	x3
	120 feet
	4 lbs
	200 Gp
	Piercing

	Revolver, Snub-Nose
	1d8
	1d10
	x3
	70 feet
	2 lbs
	100 Gp
	Piercing

	Rifle, Automatic
	1d10
	2d6
	x3
	200 feet
	12 lbs
	300 Gp
	Piercing

	Rifle, Repeater
	1d10
	2d6
	x3
	200 feet
	11 lbs
	200 Gp
	Piercing

	Rifle, Sniper
	1d10
	2d6
	x3
	200 feet
	15 lbs
	300 Gp
	Piercing

	Shotgun
	See text
	See text
	x3
	60 feet
	8 lbs
	250 Gp
	Piercing

	Standard Pistol Bullets (5)
	-
	-
	-
	-
	½ lbs
	1 Gp
	-

	High-caliber Pistol Bullets (5)
	-
	-
	-
	-
	½ lbs
	1 Gp
	-

	Rifle Bullets (5)
	-
	-
	-
	-
	½ lbs
	1 Gp
	-

	Shotgun Shells (5)
	-
	-
	-
	-
	½ lbs
	1 Gp
	-

	10 capacity pistol magazine
	
	
	
	
	1 lbs
	6 Gp
	-

	10 capacity rifle magazine
	
	
	
	
	1 lbs
	6 Gp
	-

	15 capacity pistol magazine
	-
	-
	-
	-
	1 lbs
	10 Gp
	-

	15 capacity rifle magazine
	-
	-
	-
	-
	1 lbs
	10 Gp
	-

	Revolver clip
	-
	-
	-
	-
	½ lbs
	2 Gp
	-


Campaign Magic Changes
Note that the Dungeon Master may ban or allow any spells that he sees fit from the core books or supplements, although all spells in the core rulebooks are normally part of the Gaianar campaign world and function as printed, with the following exceptions.

3.5 Edition Changes 

Miasma (Complete Divine): Apply the Complete Divine errata or this spell is far too powerful. Saving Throw entry is changed to “Fortitude Negates” and target cannot speak, cast spells with verbal components, sing, or make any noise other than coughing and spitting.

Shapechange: The Game Master may wish to rule against this spell’s apparent ability to allow the caster to maintain special abilities acquired from each form into which he changes through the duration of the spell. This would allow a character to stack abilities from many different forms all at once, which is extremely powerful.

3.0 Edition Changes 

Delayed Blast Fireball: Correct version uses d6’s, not d8’s, and has a damage cap of 20d6.

Harm/Heal: (Use the 3.5 version, if possible). Both deal damage (or cure) 10 hitpoints per level, up to 150 hitpoints. When used against a foe that would take damage from the appropriate spell, a Fortitude Save reduces the damage to half and on a successful saving throw, the victim cannot fall below 1 hitpoint.

Haste: The DM must decide if casting extra spells while Hasted may be too powerful.

Hide Life (Tome and Blood) and Miasma (Masters of the Wild): Both spells are banned as being far too powerful. Hide Life was not added to 3.5, but it should be banned there as well.

Polymorph/Polymorph Other: (Use the 3.5 version, if possible). The world of Gaianar uses the officially corrected version of these two spells - both can be found in the Tome and Blood supplement to D&D 3rd Edition.

Time Stop: (Use the 3.5 version if possible). The strictest interpretation of this spell’s wording is used in Gaianar: while under the effects of Time Stop, everyone else is immune to your attacks. Only spells (or other abilities) that have a duration longer than the remaining Time Stop duration can have an effect, and the duration of the spell that passes while in the Time Stop counts against that spell’s duration. Thus, spells like Fireball, Hold Person, and so on would have no effect, but Cloudkill and properly timed Delayed Blast Fireballs would. 

Vorpal Weapons: (As 3.5) The Vorpal effect is only triggered on an attack roll of a natural 20. This is to prevent abuse with expanded critical ranges.
Campaign Monsters

Most of the monsters in the D&D Monster Manual I and II are acceptable for the world of Gaianar, although there are a few minor changes regarding monster commonality depending upon location.

North Point: This continent is infamous for hordes of Undead, and these creatures benefit from the harsh climate since they need no food to survive and those who succumb to the bitter winters often rise up the next spring as Undead. North Point has very few large, non-magical creatures that need a large food source since the lands are so barren. This means that beasts like Purple Worms and most Giants are very rare in North Point. Unfortunately, there are plenty of Undead to take their place and make trouble for adventurers and townsfolk alike. Ghastly Aberrations are also more common in this land, usually the horrid remnants of things created during the wars.

East Point: The most tamed and civilized of all continents, East Point has a relatively low population of monsters - the many well-organized cities work together to keep the number of evil beasts to a minimum, although dangerous beings still lurk in the wilds far from the East Point armies. The most dangerous foes in this land are often NPC’s and members of sentient races that easily blend into a city.

West Point: This continent perhaps resembles the typical D&D 3rd Edition world more than any other, with a healthy assortment of monsters running around in the wilderness. One can find some of almost everything on this continent, which is often not a good thing.

South Point: This land is even wilder than West Point and often has an over-abundance of monsters in the vast, untamed tropical forests. South Point also has an unusually large number of plant-based monsters that lurk deep in the woods.

Lost Point: None can say what lies in this far off land, but those few who have traveled there and returned speak of impossible beasts of great power, lost tombs and cities, and other strange and wondrous things.

Sea Life: Gaianar’s oceans are teeming with creatures, and as such, ship travel can be rather risky - all too often, sharks are merely the least of a traveler’s problems. Vast monsters lurk in the deep, and strange terrors can be found in the most remote seas.

Wishpieces

Wishpieces are an optional rule in Gaianar and represent the whims of Fate and the tendency for heroes (and villains) to survive when all odds are against them. 

Each time a player or the GM rolls a natural 20 on any sort of action in which there can be a Critical Success, he or she gains a Wishpiece. Five Wishpieces can be spent to use a Wish. A Player may not have more than three total Wishes at any one time. 

Note that the GM also collects Wishpieces in the same way. Finally, animal companions, henchmen, familiars, and followers also collect Wishpieces, though they (not their leader, owner, etc.) must invoke the Wish that they earn as appropriate to the character.

A Wish counts as a supernatural ability, takes a standard action to use, and can be used for the following actions: 
· Healing a total of up to 4d8 + 1 point per character level (maximum of 20) hitpoints, divided any way the Wisher chooses among any number of targets in visual range

· Sending a message of 25 words or less to up to 3 targets (whom you must be familiar with) within a distance of up to 1 mile per level (maximum of 20 miles).

· Creating or repairing mundane items, such as a sword, food, water, etc. Such creations vanish in a day, but their effects, such as nutrition from food, are permanent.

· Rerolling a single die roll - the player must then take the newly rolled result, even if it worse than the original

· Casting Dispel Magic or Break Enchantment with the caster level equal to the current level of the Wisher

· Curing any mundane disease or poison. [image: image2.png]



A Doom Guard in the service of Illuthial, one of the most deadly and ruthless of foes.
