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From city to empire to memory, the history of Rome spans over a thousand years, from the city’s founding in 753 BC to the
end of the reign of the last emperor of the Western Roman Empire in 476 AD.

In name, though, Rome and the Empire lasted much longer. Three centuries after the fall of the last emperor in the west,
the Frankish king Charlemagne was crowned Holy Roman Emperor in 800 AD, and this title was retained by German and
Austrian rulers until Francis II surrendered the title in 1806 AD, becoming merely the emperor of Austria. Meanwhile, the
eastern half of the Empire continued to function until its last remnants were conquered by the Turks in 1453 AD.

At the height of its power, the Roman Empire governed territories from Britain to the Middle East, and from the forests
of Germany to the sands of the Sahara. The Mediterranean (meaning “the sea at the center of the world” in Greek) was
known to the Romans as Mare Nostrum (“our sea”) and the rule of all the lands that surrounded it was seen as Rome’s
divinely-ordained right.

The effects of Roman rule continue to be felt today. Most of the European lands formerly occupied by the Romans speak
languages that are derived from Latin. Until the early 20th century, titles such as kaiser and czar (both derived from the
Roman family name Caesar) were current. Although the practice is growing less common, Latin is still taught in schools
across Europe and throughout the English-speaking world. Roman literature remains in print, both in the original Latin and
in translation. Although the calendar was adjusted in the Middle Ages, an ancient Roman would recognize the names of the
months. Even the days of the week retain their Latin roots in French, Spanish, and Italian. The Roman numbering system is
still used for kings and queens, and for blue-blooded offspring named after their ancestors.

Despite its historical remoteness, the Roman world continues to exercise a fascination over the modern mind. Millions visit
Roman remains across Europe, North Africa, and the Middle East, either in person or via television and the Internet. Epic
movies continue to be set in the Roman Empire, even if the original “cast of thousands” is now replaced by digital crowds and
armies. And even those who profess no interest in millennia-old history still recognize names like Julius Caesar, Augustus,
Cleopatra, Mark Anthony, Nero, and so on.

Eternal Rome is a complete guide to roleplaying in Rome and the Roman world, from the founding of the city, through the
turbulent end of the Republic, the ups and downs of Empire, to the final barbarian incursions that brought an end to Roman
civilization. GMs can use this book to run purely historical campaigns, recreating historical events or experimenting with
the “What ifs” of a thousand years; or they can throw fantasy into the mix, reinforcing the Roman legions with Greek and
Egyptian sorcerers to help them stand up to armies of Scythian centaurs.
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DATES
Throughout this book we use the familiar BC/AD dating scheme.

Other dating systems could be used for an Eternal Rome campaign. For instance, Romans themselves counted
years AUC (ab urbe condita — “from the founding of the city”), starting with the mythical founding of Rome in 753
BC. While conversions from BC/AD to AUC are relatively simple (add 753 to AD dates, or subtract BC dates
from 754), and would add some Roman flavor to this book, for ease of use and understanding modern dating is
used.

Romans also referred to individual years by the names of the two consuls elected for that year (e.g., “The year of
the consulate of Quintus Pompeius and Lucius Cornelius Sulla Felix” was 88 BC, while “The year of the consulate

of Lucius Cornelius Sulla Felix and Metellus Pius” was 80 BC).
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CHAPTER ONE: CHARACTERS

Character creation in Eternal Rome is identical to that in
other d20 System settings, with two additional steps.

* Because the setting covers 1,200 years of history, the class
options, equipment, and religions open to player characters
change over time. Therefore, the GM must choose an era
for the campaign at the outset.

* While the Eternal Rome setting is designed for use with
only one race, humans, there is more variety in the many
different peoples found within the Empire and on its
borders than in many d20 System settings using traditional
tantasy races. Each player can choose his PC’s nationality.

ERAS

History in the Efernal Rome setting is divided into eras. An
era specifies the time and place in which a campaign can be
set, and the people who are the likely focus of the campaign.
Also provided is a crucial point in the era at which a slight
change of events (such as the intrusion of the PCs into
history) could radically change the future of Rome; and there
are, of course, many other crux points in Roman history. The
eras are as follows.

THE KINCDOM OF ROME
(753-510 BQ)

When it was founded by the legendary Romulus, Rome
was just another farming village. It quickly came under the

influence of the nearby Etruscan civilization, and the last
few kings of Rome were Etruscans or Etruscan puppets:
Romans themselves were second-class citizens. Only with
the expulsion of Tarquinius Superbus in 510 BC did Rome

begin to chart its own course in the world.

From its founding, the new city-state had to be protected, its
growth had to be fostered, and its influence extended among
its neighbors. Raiding hill tribes had to be fought off, and
expansionist influence from elsewhere had to be resisted.
And all the while, the crops and herds had to be tended or
Rome would starve. In a fantasy setting, legendary creatures
like nymphs and satyrs could still roam the land, adding to
the complications of a farmer’s life.

At the start of this era, the PCs are farmer-warriors, working
hard to make a living in a hostile world. Later in the era,

the PCs are Roman farmers and craftspeople or Etruscan
aristocrats. The Etruscans’ main concern is to keep the
population under control and the tribute and taxes flowing
northward into Etruria; the Romans are smarting under
foreign rule, and increasingly driven to seek their freedom.
Assassinations and attempted revolts are answered with an
iron fist by the Etruscans, who are determined to maintain
their control over this fertile area.

WHAT IF?

If the first of the Etruscan kings of Rome had been kept
from taking the throne through trickery, Romans might
have developed a traditional hereditary monarchy, and the
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- (CHAPTER ONE: CHARACTERS -

uniquely flexible, highly militaristic, and somewhat unstable
forms of the Republic might never have developed. This
could leave it vulnerable to Carthage or the barbarians who
attacked in the coming centuries, with devastating effects on
Rome, but more positive ones on the other people’s of the
ancient world.

THE EARLY REPUBLIC
(510133 BQ)

The early days of the Roman Republic were perilous

ones. The Etruscans did not take their expulsion lightly,
and it was nearly 15 years before Tarquin and his allies
were finally defeated. Even afterward, the Etruscans were
a constant threat, as were Rome’s other neighbors. The
Samnites were defeated in a series of wars, but raiding
Gauls and expanding Greek powers caused recurring
problems. Almost without intending to, Rome found itself
expanding its influence throughout Italy in order to secure
itself from external threats. This brought Rome into conflict
with the two major powers in the Mediterranean region of
the time: Greece and Carthage. Rome defeated these older
empires in time, but not with ease.

This period was the most formative in the development

of the Roman character and values. It was a time of
citizen-soldiers serving a term in the legions before returning
home to tend their fields or to pursue a career in politics.

'The PCs are farmers and fighters, priests and politicians,
working to ensure Rome’s security as the Republic becomes
involved in the affairs of the Mediterranean powers.

WHAT |F?

The closest Rome came to complete destruction was during
the 2nd Punic War, when a series of Roman generals faced
the Carthaginian Hannibal (and his famous Alps-crossing
elephants). Hannibal was never defeated while in Italy,

and with a little more luck, Carthage could have remained
the dominant power in the western Mediterranean; in a
strong position to take on the weakening successor states to
Alexander the Great’s eastern Mediterranean empire.

THE LATE REPVUBLIC
(133-31 BQ)

'This period began with Rome in control of not only Italy,
but also the Mediterranean coast from Spain to Asia
Minor. By the end of the period, Rome dominated France,
the east coast of the Mediterranean from Antioch to
Jerusalem, the southern shores of the Black Sea, and much

of North Africa.

Along with territorial expansion, this was a period of intrigue
and dirty politics as various power blocs struggled for control
of Rome. The power of the Optimates (the old-established
families who controlled the Senate) was challenged again
and again by the Populares (progressive politicians who
championed the common people). Elections became violent
affairs, and politicians on both sides hired criminal gangs

to look after their interests when action needed to be taken
outside the law. Generals tried to restore order with their

troops, but set a dangerous precedent whereby anyone with
an army at his back could make a bid for power.

Eventually, an unofficial alliance of three powerful
individuals, Julius Caesar, Pompey the Great, and Crassus
(later called the First Triumvirate), restored order, but the
ideals of the Republic suffered greatly in the process. The
First Triumvirate eventually collapsed because of individual
ambitions and personal rivalries among its members, and
the Roman world was plunged into a prolonged series of
civil wars.

After the death of all three triumvirs, Caesar’s heir Octavian
assembled a Second Triumvirate (with Mark Anthony and
Marcus Aemilius Lepidus), but this too fell apart due to
internal rivalries. When the dust settled, Octavian was the
last man standing. To avoid further civil wars, the Senate
voted to give him a multitude of Republican offices that was
to form the basis of the power of the Emperors. He took the
name Augustus, and the Roman Republic gave way to the
Roman Empire.

PCs in this era can be involved in a variety of activities.
Soldiers protected Roman territory and often officers and
war heroes returned to pursue political careers. Politicians
jockeyed for power and took military appointments to gain
fame and glory they could parlay into votes at home. The
underworld was heavily involved in rigging elections, buying
votes, and intimidating candidates. The priesthood had
become another form of political appointment with both
religious and civic duties. Merchants and traders exploited
the wealth of Rome’s provinces and, becoming rich, sought
political power of their own. And behind it all there were
still the farmers and ordinary soldiers, the common folk
whose interests were exploited by the politicians.

WHAT IF?

If Julius Caesar had chosen to employ bodyguards when
in Rome (as many other prominent citizens did), or if
Anthony and Caesar’s other supporters had entered the
Senate at the right time, he may have survived the Ides of
March, and accomplished his goal of conquering Parthia
(modern Iraq, Iran, and Afghanistan), a rival empire that
stubbornly resisted Rome for centuries to come.

At the same time, the Chinese Han Empire extended its
borders west to Parthia’s eastern fringes. If Caesar had taken
Parthia, Rome and China, the two greatest empires of the
time, would have been in direct contact, instead of being

separated by as much as 2,500 miles of the Silk Road

THE EARLY EMPIRE
31 B(-69 AD)

The early Empire is the period that typifies Rome in the
modern imagination. There were good Emperors who
strengthened and expanded the Empire, bad Emperors

who presided over reigns of terror, and mad Emperors
whose unpredictability meant nobody felt safe. The brick
city of Rome was rebuilt in marble, literature and the arts
flourished, and wealth flowed in from the provinces. Apart
from expansions into Germany, Central Europe, and Britain,
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- CHAPTER ONE: CHARACTERS -

and the appropriation of Egypt, border skirmishes, rebellions TH E Ml DDLE E MPIRE

in some provinces, and palace infighting, the Empire was at
peace for much of this period. (6 9_1 8 O AD)

'This era saw the great fire of Rome, the rise of Christianity 69 AD became known as the Year of Four Emperors. One
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= (and the first persecutions of Christians), spectacular shows after another, armies from various parts of the Empire
A= in the arena, and many of the other things without which no  arrived in Rome, deposed the incumbent Emperor, and
g %g Roman epic is complete. It ended with revolt and civil war, placed their own generals on the throne. The frontiers were gw
g Nero’s suicide, and a four-way power struggle as armies from  stripped of troops by this power struggle, and revolts broke €
=B 2 all over the Empire marched on Rome intending to put their oyt in various parts of the Empire. For the rest of this period, E
'* =212 leaders in the palace. the Emperors’ major concern was keeping peace within 5
L _E PCs in this era could be soldiers or officials charged with the Empire and reinforcing the frontiers. Although Trajan g
= z preventing or suppressing revolts in far-flung provinces, expanded the Empire to its greatest extent, with conquests in §
g Republican conspirators trying to topple the Emperors, Arabia, Mesopotamia, and Romania, later Emperors adopted g .
__.;.: provincials struggling for freedom or ﬂockjng to Rome in the defensive pOStqu that would characterize Rome for the E g
ﬂ search of a better life, gladiators trying to survive the arena rest of its existence: In Britain, Hadrian’s Wall was built to = g _
5 % and garner enough wealth and renown to buy their freedom regulate trade and act as a barrier to cross-border raiding; E ==
[g :% and open their own gladiatorial schools, or members of the along the Rhine and the Danube, fortifications were built g =
= ﬂé. Imperial family jockeying for position and influence. and strengthened against the pressure of Germanic and %E-
E ;’é W (£ other tribes. g H
s g HAT IF: PCs in this era could be charged with pacifying rebellious or E ====
= £ One turning point in Imperial history was the annihilation newly-conquered provinces, or they could travel across the H =
g! fj of three entire legions and the permanent loss of Germany Empire trading and exploring new territories. g ek HF
Eﬁh’?g‘ to the barbarians in 9 AD. If the general Tiberius (or a ? H § i
= % competent PC) had remained on the German frontier, WHAT [F? E E"‘%’
=, § instead of leaving command to the less competent Varus Although there had been Jewish unrest before, in this i F{%}
[ﬁ :ﬁ% while he quelled rebf:llion in the Balkans, not only might period full-blown revolts broke out in Judea in 6673 £ :
H=F Germany have rcTnamed a part of the .E.mplre, but Rome AD and again in 131-134 AD. Rome brutally put down g’
‘;é g g would have been in a much better. posttion to push east.ward both revolts (as well as a revolt of the Jewish community z
2l E through northern Europe, absorbing barbarian populations of Cyrene (in North Africa) in 116 AD), destroying the 2
FI=I= into the Empire instead of leaving them to threaten Second Temple in Jerusalem in 70 AD and expelling all Jews E £
=2 civilization for centuries to come. from Judea in 134 AD, building a Roman city on the ruins —

of Jerusalem, including a temple to Jupiter on the ruins of
the Second Temple. If the revolts had been successful, or

the punishments for failure less severe, Judaism may have
played a larger role in Roman religious politics in the coming
centuries; conversely, Christianity would have had less
impetus to distance itself from Judaism with the Temple still
intact, and may have stayed a minority Jewish sect, instead of
becoming the dominant religion of the Empire of the course
of the next few centuries.

THE LATE EMPIRE
(180-476 AD)

The last 300 years of the Roman Empire were an unending
struggle against barbarian incursions from the north and
northeast. The Empire was devastated by a series of plagues,
which, together with other factors, led to a severe shortage
of manpower, both for the army and for agricultural

and industrial production. Provinces rebelled and had

to be conquered again; in the reigns of weak Emperors,
ambitious provincial governors routinely stripped their own
provinces of frontier troops to support a bid for power in
Rome itself.
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PC:s in this era may be trying to hold the Empire together,
or they may be independent-minded provincials trying to
throw off Roman domination and keep all the tax money
and other resources at home. They could even be barbarians
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- (CHAPTER ONE: CHARACTERS -

looking to divide the wealth and land of the Roman Empire
between themselves.

WHAT |F?

'The most significant event of this period was the war of
succession fought after the abdication of Diocletian and
Maximian in 305 AD. Diocletian had passed a number

of edicts persecuting the growing Christian minority in
the Empire, and the claimants to Imperial power in the
decade following the abdication included the Christian-
tolerant Licinius, the Christian convert Constantine, the
pagan Maxentius, and Maximinus Daia, who had vowed
to eradicate Christianity if he won control of the Empire.
Maximinus was beaten by Licinius in a battle that by all
rights he should have won, and Maxentius was defeated by
Constantine in a battle that Maxentius could have won with
just a bit better public relations to rally the people of Italy
and Rome to his side. A few good soldiers or orators in the
right place could have turned the tide for the traditional
religions of the Empire.

N ATIONALITIES

The Roman Empire included a wide range of nationalities,
from Celtic to Egyptian and German to Berber. As in

any culture, stereotypes came to be attached to different
nationalities. For players, these stereotypes offer hooks

for developing and roleplaying a character; for the GM,

they can supplement the Influencing NPC Attitudes table
accompanying the Diplomacy skill in the PHB when the PCs
interact with NPCs of different nationalities than their own.

Because of almost universal prejudices, people from within
the Empire receive a =3 to Charisma-based skill checks
when dealing with the barbarians outside of its borders,
and vice-versa.

As well as the classes that are specialties of each nation,
people from all over the Empire, as well as the bordering
barbarian states, served in the legions, often in areas

far removed from their homelands. This integrated the
Empire, as the soldiers would be forced to learn Latin and/
or Greek during their service and would often retire in the
provinces in which theyd served, rather than returning to
their homelands.

AFRICA

The Roman knowledge of Africa was limited to the
continent’s north coast, from Morocco to Egypt, and

when they spoke of Africans, Romans meant solely

North Africans, not people from south of the Sahara. The
appearance of Central and West Africans made them novel
and sought after as slaves and gladiators, but they came

to Rome (along with many exotic beasts) through North
African intermediaries rather than through direct contact.

In Roman times, North Africa was a fertile land, known
as the granary of the Empire; it provided Rome with
quantities of wheat, rye, and barley. Africans were
generally regarded as farmers; good solid stock, a little
rough, honest and hardworking rather than brilliant, but

sound none the less. Occasionally (as in the case of the
Emperor Septimius Severus or Pope Victor I) the African
provinces would produce an individual of significant
ability, but by and large they were not considered the equal
of Italian Romans.

Large numbers of African recruits (mostly Caucasians
descended from Roman, Greek, and Phoenician colonists)
served in the legions from the later Republic onward,

and they inherited a reputation as sailors from the
Carthaginians, who had been the predominant power in
North Africa and the western Mediterranean before being
destroyed by Roman armies.

AFRICAN P(s

African PCs can be of any class. Fighters, other than those
who served in the legions of the Empire, were usually light
infantry, light cavalry, or archers. As cities such as Carthage
and Cyrene originated as colonies of Phoenicia, not all of the
population in African cities was dark-skinned.

AMAZONIA

While the Amazons may have been an entirely mythical
people, the Greeks and Romans both regarded them as
real. Said to live on the shores of the Black Sea, they were a
temale-dominated society, worshiping the goddess Diana.
Their name is derived from Greek, and, rather gruesomely,
refers to their reputed habit of cutting off their right
breasts so that they would not interfere with their archery;
however, they are seldom depicted in Classical art with such
mutilations. At least in literary terms, the Amazons seem to
be the origin of the fascination with women warriors that
persists in fantasy to the present day.

Although the Romans never encountered Amazons directly,
they had a definite attitude toward them. Women had a
well-defined place in Roman society, and by taking up arms
the Amazons stepped outside the bounds of decency. This
made Romans uncomfortable, and a male Roman would
treat an encountered Amazon with a mixture of fear and
condescension. Roman women would be divided between
those who took society’s line and regarded female warriors as
beyond the pale, and those who secretly admired them. Even
so, female gladiators (sometimes billed as Amazons) were
always a crowd-pleaser in the arena.

AmazoN P(s

Most Amazon PCs are fighters or rangers, with clerics of
Diana as the next most popular class. Like Scythians, the
Amazons were reputed to be very skilled horse-warriors.
Amazon warriors were typically armed with longspears,
shortbows, daggers, and a handaxe with a light pick on the
back of the blade, which could be used as either type of
weapon (see page 56). Some used short swords instead of axes.
Armor ranged from padded to breastplate; most infantry and
all cavalry were equipped with light wooden shields.

ASIA

To the Romans, Asia meant modern-day Asia Minor or
Turkey. The Greeks heavily colonized the coasts, but the
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GAUL ke

centers with large populations for the time. In the north,
the Bosporus was a vital trade artery linking the Aegean

to the Black Sea and the lands of Thrace, Bithynia, and
Armenia. It was during Roman times that Byzantium (later
Constantinople, now Istanbul) became a major city; in

the later Empire period, it was the capital of the Eastern
Roman Empire, which survived as the Byzantine Empire
long after Rome and the Western Empire had fallen to the
Goths.

¥

The Gauls were a Celtic people who occupied present-day
France, Belgium, Luxemburg, Britain, Switzerland, and
parts of Germany and northern Italy; there were also Celtic £
enclaves in northern Spain (the Celtiberians) and in Turkey
(the Galatians of the New Testament). They lived by hunting,
herding, and farming, and they were nearly always engaged
in tribal wars and feuds (at least in Roman accounts; little is
known of their own opinions of themselves as they relied on
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the Mediterranean in mid-Republican times, Egypt was
no longer ruled by its native pharaohs. Instead, it was ruled
by the Ptolemies, a Greek dynasty that dated back to the
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barbarian, but in game terms, druids and rangers could also
fit the stereotype. Romans who had visited the Celtic lands
might also be familiar with Celtic bards and soothsayers.
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Cimbri, Teutones, Goths (divided into Ostrogoths and
Visigoths), Franks, Alemanni, Burgundians, Vandals, and

so on) were outright savages. Wilder, fiercer, and even

ruling the lands of the Nile ran the risk of becoming
Egyptianized. Cleopatra VII, the last of the Ptolemies, saw
herself as completely Egyptian, even though she spoke and
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wrote in Greek. And one of the charges leveled against
Julius Caesar was that he'd been corrupted by Egyptian
ways.

less civilized than the Gauls, the Germans drew shocked
comments from Roman historians, deploring the simplicity
of their lives and their habit of slaughtering their neighbors.
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Egyptian wizards were well respected across the Empire,
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- (CHAPTER ONE: CHARACTERS -

Greece) had on the moral fiber of Rome’s younger generation.
Greece (and especially Athens) was seen as the birthplace

of the world’s greatest artists, scientists, and philosophers,

and all educated Romans spoke and read Greek as well as
Latin. In the eastern half of the Empire, Greek eventually
supplanted Latin as the official language. The inhabitants of
Greek colonies in the western Mediterranean (most notably
Massalia (modern Marseilles) and the Greek colonies in
Sicily) were also regarded as Greek.

To most Romans, Greeks were clever but soft, lacking the
traditional virtues that were (in theory at least) bred into every
Roman since the time of Romulus. Their cleverness could also
shade into dishonesty, and their outspoken, democratic spirit
could easily become impertinence. Greeks overall were seen

as better educated and quicker-witted than Romans; many
Romans never quite overcame this cultural inferiority complex.

Despite the fame of the Spartans and the Greek heritage

of Alexander and his empire, the Romans never held

the Greeks in high regard as soldiers. Greek sailors were
respected for their skills (likely because of Rome’s lack of a
maritime tradition). It is as philosophers and educators that
the Greeks were most highly valued. Every Roman boy from
a good family was educated by a Greek tutor, and Augustus
founded the Roman civil service using Greek slaves and
freedmen almost exclusively. Greek merchants were regarded
with caution, as they had a reputation for getting the better
of honest Romans in business.

GRrEEK P(s

Greek poets and musicians could be regarded as bards, while
Greek soothsayers were sometimes seen as superior to the

oracles of Rome itself. Many eastern magical traditions
reached Rome through Greek wizards, even those that
had originated in Egypt and Persia. And Greek experts in
mathematics, siegecraft, history, and languages were prized
throughout the Empire.

HisPANIA

Spain was one of Rome’s earliest conquests, taken from
the Carthaginians during the Punic Wars. In addition to
the chain of Phoenician trading colonies that ran along the
Mediterranean coast, there were numerous Spanish tribes
in the interior and Lusitanians on the Atlantic coast (in
modern-day Portugal). In the north were the Celtiberians,
a Celtic people who had probably entered the region across
the Pyrenees.

'The early Republic period saw a number of wars before

the Spanish tribes were finally subdued. Before Spain was
conquered, its inhabitants were seen as yet more barbarians
on the fringes of the Roman world, not to be trusted because
of their long-standing connection with Carthage. Afterward,
Spain became one of the most Roman of the provinces, and
Spaniards were generally regarded in much the same light as
Italians.

HispANIAN P(s

PCs from Spain can be of any class. Spain provided large
numbers of auxiliary troops, and the inhabitants of the
Balearic Islands (Majorca, Minorca, and Ibiza) were widely
regarded as excellent peltasts, skirmishing troops armed with
slings and javelins to harass enemy forces without engaging
in hand-to-hand combat.
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- CHAPTER ONE: CHARACTERS -

THE HUNS

Roaming the central Asian steppes north and east of the
regions occupied by the Scythians and Parthians were

a number of nomadic peoples. The Turks and Mongols
would invade Europe in later centuries, but during the
late Empire period the Huns, whod raided the Chinese
empire for centuries, turned westward to advance on
Rome. The Scythians and Parthians were seen as great
horsemen, but the Huns virtually lived on their horses,
advancing unstoppably and terrifying Roman communities
as they approached.

HuN P(s

Whether fighters or rangers, Hun PCs would have excellent
survival and horse-based combat abilities.

[LLYRIA

Illyrians occupied the lands north of Macedonia, across
the Adriatic Sea from Italy. These lands were conquered in
the late Republic and early Empire periods to safeguard a
land route to Greece, establish the Danube as a defensible
northeastern frontier, and put down piracy in the Adriatic.
There is little documentary evidence of the Roman view of
Illyrians, but they were probably regarded as little different
from other provincials: more civilized than the Gauls, but
less cultured than the Greeks.

[LLyrIAN PCs

Illyria was best known for its sailors, who flourished among
the islands of the Dalmatian coast.

ITALY

To be Italian was a very different thing from being Roman.
Italy beyond Rome’s walls was a Roman province, most

of it having been conquered during the early days of the
Republic. Romans saw other Italians as being less valiant
and less reliable than themselves; although Italians fought
alongside Roman forces in the conquest of the Empire
(and, in the early days, fought so well against the Romans
some of their equipment and tactics were adopted by

their conquerors), they were always regarded as yokels.
Throughout most of Roman history, only Roman citizens
were admitted to the legions, and although Roman
citizenship was gradually extended throughout Italy and
across the Empire, the Roman who was born in Rome of a
Roman family always felt superior.

[TALIAN P(s

Italian provincials were mostly farmers and hunters.
Beginning in the Late Republic, they could enter any class
that was open to Romans themselves, although they always
suffered a degree of prejudice. However, most Romans
would value an Italian above any other kind of provincial,
or any foreigner.

JupEA

Up until the middle Empire period, Jews were mainly
found in their homeland of Judea, although there were
significant Jewish communities in Babylon, Alexandria, and
even Rome. Because of their blunt refusal to compromise
in religious matters, and a history of rebellions beginning
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- (CHAPTER ONE: CHARACTERS -

centuries before Roman rule, they were a troublesome
people to rule, and most Romans regarded them as
unreasonable and unappreciative of the benefits of Roman
civilization. Most Jewish revolts and separatist movements
had a strong religious component, because of prophecies
of a messiah who would come and lead the Jewish people
to glory and freedom. At the start of the middle Empire
period, Roman troops sacked Jerusalem and razed the
Temple of Solomon; two generations later the Jews
themselves were banned from Judea, making the Jews
throughout the Empire a people without a homeland.

JupeaN P(s

In the Roman mind, the Judean population was divided
between rural shepherds and urban merchants and
craftspeople. All were regarded as potential rebels and
fanatics. The biblical tradition of wonder-working prophets
and holy warriors fits well with the cleric and paladin classes
(as well as core and prestige classes taken from Testament,
see sidebars on pages 22 and 30 and also famous in the early
Empire period were the Sicarii (“dagger-men”), a group of
assassins devoted to ousting Roman rulers and punishing
those who supported Rome.

The medieval stereotype of Jews as businessmen and
moneylenders did not apply during the Roman period,
since it wasn’t until the introduction of Christian laws
banning the lending of money for interest by one Christian
to another during the Middle Ages that Jews began to fill

this role in society.

Green Ronin’s Testament: Roleplaying in the Biblical
Era deals mostly with earlier ages, but provides useful
background information to a GM planning a campaign
based in Roman Judea.

/MACEDONIA

Every educated Roman knew Macedonia was the
birthplace of Alexander the Great, but in general little
more was known about it, even after it was conquered. Its
proximity to Greece (and the fact that Alexander and his
father Philip had conquered almost the entire Greek world
between them) made it culturally similar to Greece, if
somewhat wilder.

MACGEDONIAN P(s

Macedonian PCs are more likely to be fighters and rangers
than poets and philosophers. Although not warlike in an
expansionist sense, they were individually touchy about their
honor and quick to take offense. Some of the more remote
hill tribes might be regarded as barbarians.

PARTHIA

Parthia was never part of the Roman Empire, but it
inflicted several telling defeats on Roman forces and left
a great mark on the Roman psyche. Occupying an area
from modern-day Iraq to Pakistan, the Parthians were
renowned horse-warriors, most famous for the so-called
“Parthian shot,” turning in the saddle to fire arrows
backward at pursuers.

PARTHIAN P(s

Most Parthians would be expected to be fighters or rangers,
with very high Ride skill and feats including Ride-By Attack
and Shot on the Run.

PHOENIUA

Based in the port cities of Tyre and Sidon, the Phoenicians
controlled a long, thin strip of the eastern Mediterranean
coastline (modern-day Lebanon and northern Israel). They
were a seagoing, mercantile people. Carthage started out
as a Phoenician trading colony, but eclipsed its homeland
politically and militarily by the Roman era.

To most Romans, the Phoenicians were traders who
brought exotic goods from the mysterious East. They were
renowned as sailors and merchants, and no-one thought of
them doing much else.

PHoENICGAN P(s

Phoenician PCs would most likely be merchant adventurers
of various classes, including fighters and rangers (possibly
with ranks in Professions such as merchant or sailor).
Members of other classes, including clerics and wizards,
seldom left their homelands. During the Punic Wars, they
might have been seen as likely spies.

THE Pi¢Ts

Their name derived from the Latin for “painted people,” the
Picts were famous for their tattoos. A small, swarthy, wiry
people, they are thought to have been the original inhabitants
of present-day Scotland; the Scots immigrated from Ireland in
the late Imperial period, forcing the Picts out of most of their
lands. The Romans regarded the Picts as barely human; lower
in their estimation than even the Germans—if that’s possible.
'They sometimes joined forces with the Scots to raid the
northern frontier of Roman Britain, and they were renowned

for their stealth and fieldcraft.
PictisH PCs

Many Pictish characters might be rangers and druids; others
could be barbarians, fighters, or rogues.

THE SAXONS

In the late Imperial period, Germanic peoples from northern
Europe started to migrate, creating pressure on the northern
frontiers of the Roman Empire. The Saxons originated in
what is now northern Germany, and crossed the North Sea
to raid and settle in the east of Britain; together with the
Angles and the Jutes, two other Germanic peoples, they laid
the foundations of Anglo-Saxon England after the collapse
of Roman authority.

SAxoN P(s

Saxon characters are mainly fighters, rangers, and
barbarians. Saxon clerics followed the pagan Saxon
pantheon, which was similar in many ways to that of the
Vikings. Saxon mystics, such as village wise-women and
seers, can be treated as sorcerers.
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Throughout the Republic and most of the Empire, Romans considered the ideal Roman to be a perfect blend

of martial and intellectual prowess. If in doubt, it was advisable to err on the side of the martial, for those who
took too cerebral or artistic a path risked being branded as Greeks or would-be Greeks. But even so, a Roman of
culture was expected to be able to appreciate art, music, and poetry, and to converse (in both Greek and Latin) =
knowledgeably on a range of subjects from philosophy and politics to engineering.
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Romans were also expected to have strong wills, and strong stomachs, to enjoy the entertainments of the arena
rather than being disgusted by them, and to have their nerves steeled for battle. A level-headed and practical
approach was regarded almost as highly as courage or education: where the Greeks pondered philosophical
questions to develop their minds, the Romans tackled practical problems in order to solve them. In Roman minds,
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. they had created not an ideal society, but a practical one, capable of tackling the problems of the real world. :_‘
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E.. — Other peoples (especially those conquered by t.he Romans).sa\fv them a lltFle differently. To most proymaals, 2 ,% E gl
f—H Romans were arrogant conquerors, at least until those provincials bought into the concept of romanitas (Roman E HEE

2 5 civilization) and sought to adopt Roman virtues for themselves. EEIEL==
—" £ 5 e
- —E|2 To the Celts and Germans, when they first encountered them, the Romans were cowards, fighting in close ranks £ oy ot

== behind tall shields in heavy armor rather than settling things in individual combat like true warriors. —|E|E
ge==== vy g g g
= =55 . . . s . £ HERE
= |z |5 g To the Greeks and Egyptians, they were barbarians with more military muscle than culture or history. % ==
= 2| E . .. . . g ===
= % % To the Judeans, they were pushy, unrepentant pagans, given to worshiping all kinds of unsavory gods (and trying s Fi”
gﬁfé to force that worship onto other peoples) and not to be numbered among the righteous. El== E .
= H To the Spanish and Italians, they had an over-inflated idea of their own superiority. £ = § % 2
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In the later Imperial period, Picts and Scots made numerous ~ The Syrians were a Canaanite people like the Phoenicians,
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- ﬁ § raids across the northern frontier in Britain, often in but less active in sea-travel. Antioch was one of the great § 5;
= %E g cooperation. The Scots originated in Ireland, and migrated cities of the eastern Empire, and its inhabitants included H ==
= ’_=;§ H to present-day Scotland as Roman power in Britain began to  all classes, as well as visitors from all over the eastern é .ng:
tfﬁvfﬂé_ decline. They were a Celtic race, and in ethnic and cultural Mediterranean. To most Romans, though, Syrians blended Eﬁeﬁtﬁ%lg :
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= E Scythian characters would most likely be fighters and THRAUAN PCs §
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= ] horsemanship. auxiliaries or put to work in the arena. E

- JE( 2 g

— H E =

gt

LAY G DL

|

QAL O

-’14-

N

|
1 ‘ut frot e [l

T

!.'}]I

LU
I



gl
QU T
u

.@.

|

|

HHIBN T

I

TR,

L

mﬂ | [

TR

==

U

nm—pm
g..
b

=

1
e \i
HATTILALERATUATRIA
AL T

)

HH P TR T

i

LTI

LT

h oy

o L )
RN
3 T ] "
%
AR DA AT VRN YWY

)
A

*HE‘

SN

|

et

L

%

ﬂ[ :

el kl Hli
HREHMR T
mn:lhn

e

!
i\
\
ENENSRIIN,
NI

=

CHAPTER CHARACTER CLASS

'The Eternal Rome setting uses most of the standard d20 System core and prestige character classes, although some are
modified to fit the setting. It also adds a new base class and a number of new prestige classes.

- CORE CLASSES -
BARBARIAN No Race

Steppe barbarians do not have the rage ability (nor do they
have the greater rage, indomitable will, tireless rage, or
mighty rage class features).

'The word “barbarian” originated in ancient Greece, and was
applied to anyone who didn't speak Greek (and therefore,
according to Greek standards, could not be considered
civilized). The Romans use the term much more widely, to BoN vs FEATS
cover just about everyone who wasn't in the Empire. According
to the times, they were regarded with outr-ight hatred

(when they are invading hordes or rebellious provincials) or
patronizing contempt (when they are provincial bumpkins
visiting Rome or being “civilized” by provincial governors).
Their strength and ferocity made them favorites in the arena.

At st level, a steppe barbarian gets a bonus feat in addition

to the feat any 1st-level character gets and the bonus feat

granted to a human character. The steppe barbarian gains an

additional bonus feat at 4th, 8th, 11th, 14th, 17th, and 20th

level. These bonus feats must be drawn from the following:

] ] ] o Far Shot, Improved Mounted Archery*, Improved Precise

The Celtic or Germanic ba{‘baruiln uses all the characteristics Shot, Manyshot, Mounted Archery, Mounted Combat,

of the barbarian class described in the PHB. Mounted Dodge*, Point Blank Shot, Precise Shot, Rapid
Shot, Ride-By Attack, Shot on the Run, and Trample (*see

STE PPE B ARBARIAN Chapter Three: Skills & Feats for details on these new

The Amazons, the Scythians, and the Huns were all regarded feats). A steppe barbarian must still meet all prerequisites

as barbarians, but these highly skilled horse-warriors from for a bonus feat, including ability score and base attack
the Asian steppes are significantly different from the Celtic bonus minimums. These bonus feats are in addition to the
and Germanic barbarians. feat a character of any class gets from advancing levels. A

steppe barbarian is not limited to the listed bonus feats when
choosing these feats.
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'The steppe barbarian uses all the characteristics of the
barbarian class described in the PHB, except as follows.
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- C(HAPTER Two: CHARACTER CLASSES -

B

ETERNAL ROME
CHARACTER CLASSES

Base Classes: barbarian, steppe barbarian, Celtic
bard, Orphic bard, cleric, druid, Celtic druid, fighter,
gladiator, paladin, ranger, rogue, sorcerer, wizard.

Prestige Classes: arcane archer, arcane trickster,
archmage, assassin, blackguard, crime boss,
duelist, dwarven defender, eldritch knight,
hierophant, horizon walker, loremaster, mystic
theurge, orator, pankretiast, shadowdancer,
soothsayer, thaumaturgist, vigil.

Italics indicates a standard class modified for use
in Eternal Rome.

Bold indicates a new class described in this chapter.

IEL
BARD

'The original bards were a caste of minstrels and story-tellers
in Celtic society, charged with preserving oral tradition

and recording the deeds of the great and good in their own
day. However, this is not the only kind of bard found in the
Roman world.

Over centuries, Greece had built up a substantial body of
epic poetry, which was studied and imitated by the Romans
from the time of the early Empire. The legendary Orpheus
was said to have made music so powerful even the gods were

moved by it, and songs and poetry were often said to be
magical by way of a compliment. In a setting where magic is
real, the minstrels and poets of this Orphic tradition would
be bards, although they might not recognize any kinship
with their Celtic counterparts.

Egypt’s reputation as a land of magic and mystery goes back
far before Roman times, and is another credible place of
origin for musicians with magical powers.

CELTIC BARD

The standard bard character class requires only minimal
changes to represent the Roman view of a Celtic bard. The
bard must be Celtic (Gallic, including British). The Celtic
bard uses all the characteristics of the bard class described in
the PHB, except as follows.

WEAPON PROFICIENCY

Celtic bards are proficient with all simple weapons plus
longsword, short sword, and shortbow, and with light armor

and light shields.

[LLITERACY

Celtic bards do not automatically know how to read and
write. Celtic bard spells are never found in written form,
such as on scrolls or in spellbooks.

SATIRES

Many Celtic bards were so skilled that a barbed verse from
them could cause a person physical harm as well as public
ridicule. To reflect this, Celtic bards of 2nd level and above
can use bane as a spell-like ability up to three times per day
(no more than one per day against a single target). At Sth
level, the power of a satire increases to the equivalent of a
bestow curse spell. A Celtic bard may remove the effects of a
satire produced by any bard of a lower level.

SocIAL PosiTioN

Bards were highly respected members of Celtic society,
closely associated with the druidic priesthood and protected
by the same laws that shielded them. A Celtic bard gains a
+2 bonus to all Charisma-based skill checks when dealing
with other Celts.

ORPHI¢ BARD

Poets and musicians of the Orphic tradition (followers of
the demigod Orpheus) are also bards. The Orphic bard uses
all the characteristics of the bard class described in the PHB,
except as follows.

DIVINATION

Orphic bards were sometimes inspired with prophecies. Add
augury to the bard list of 2nd-level spells and divination to
the bard list of 4th-level spells.

MVULTICLASSING

It wasn't uncommon for Orphic bards to multiclass as clerics

of Orpheus.
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- CHAPTER Two: CHARACTER CLASSES -

CLERIC

Rome’s original religion was very similar to that of the
Etruscans: a combination of ancestor veneration and worship
of a number of nature spirits and mostly agricultural deities.
As the Roman sphere of influence expanded, rather than
imposing their own religion on conquered peoples to the
exclusion of the native religion, the Romans absorbed all kinds
of deities and cults from the provinces, combining them into

a tolerant, pantheistic religion. Greek myth and religion had

a great and lasting impact on Rome, but many other foreign
religions enjoyed a brief vogue before lapsing into obscurity.
Christianity and the Persian cult of Mithras came to dominate
Roman religion in the Empire’s last centuries.

'This means clerics of many different religions were found
throughout the Empire (including in Rome itself) and for the
most part their diversity was tolerated. During the Kingdom,
they mainly followed the Etruscan and Roman gods, but
during the Republic, Greek influences pervaded religion along
with the rest of Roman culture, and the Roman pantheon
became basically the same as the Greek gods of Olympus
with different names. As other foreign influences came to
Rome during the late Republic and into the Empire, religions
came with them. See Chapter Eleven: Roman Religion for
information on the major religions of the Roman world.

DRVID

The Celtic druids the Romans encountered in Gaul and Britain
were different in many ways from the nature priest presented
in the PHB. In some ways, they were more like clerics of the
Celtic religion. However, in the wilder parts of the Empire,
nature-based shamanic practices that still remained are a
reasonably good fit with the druid character class. Their ties to
the land and the natural world mean druids will seldom, if ever,
be encountered outside their homelands, but their abilities can be
invaluable when adventuring in the wilds. They also make natural
leaders for independence movements in the wilder provinces.

CELTIC DRVIDS

The druid in the PHB needs a few changes to bring it into
line with the historical druids of both Roman and Celtic
sources. Historical druids acted as more than priests of
nature; they held the oral tradition of Celtic culture, and
were both judges and advisors to kings. They must have
been born and raised within the Celtic culture, since the oral
tradition entrusted to them was not revealed to outsiders.

RELIGION

In Eternal Rome, most Celtic druids follow Cernunnos, the
Horned God. Some, from areas occupied by Rome for at
least two generations, may follow Silvanus, regarding him
as an aspect of the Horned God. Both these deities are
described in Chapter Eleven: Roman Religion.

CLASS SKILLS

Celtic druids add the following to their list of class skills:
Knowledge (history), Knowledge (nobility and royalty), and
Knowledge (religion).

[LLITERACY

Druids do not automatically know how to read and write.
Druid spells are never found in written form, such as on
scrolls or in spellbooks.

BARRED CLASS FEATURES

Celtic druids lose access to Animal Companion, Nature
Sense, Wild Empathy, Trackless Step, Wild Shape, A
Thousand Faces, and Timeless Body.

BARDIC KNOWLEDCE

Celtic druids have the same knowledge of legend and lore as
bards, and a Celtic druid can use the ability as a bard of the
same level; see the Bard in Chapter Three: Classes in the
PHB for details.

BoNuvs FEATS

In lieu of class features normally granted to druids, Celtic
druids gain bonus feats at 1st, 4th, 8th, 12th, 16th, and 20th
levels. The bonus feat can be any feat for which the druid
can qualify. These bonus feats are in addition to the feat a
character of any class gets from advancing levels.

GEAS

Every Celtic druid is subject to a lifetime geas, similar to

that of the spell of the same name. It takes the form of a
prohibition that varies from druid to druid. Violating one’s
geas leads to loss of all spells, class features, and other druidic
abilities, and a cumulative —2 penalty to each of his ability
scores for every 24 hours that he willfully violates the geas (up
to a total of =8, and no ability score can be reduced to less than
1 by this effect). If the druid resumes obedience to the geas,
the ability score penalties are removed after 24 hours, but an
atonement spell is required to restore the other lost abilities.
Nothing short of abandoning the Celtic druid class (becoming
an ex-druid) can get rid of the geas. Use the following tables
to generate gessae (the Celtic language plural of geas).

SACROSANCT PERSONACE

Druids were highly respected in Celtic society, and it was
forbidden to raise one’s hand against them; stories are told

of druids who ended wars merely by standing between the
massing armies. Druids gain a +4 bonus to all Charisma
checks and Charisma-based skill checks when dealing with
other Celts. In addition, a Celtic character who sees a Celtic
druid being attacked or mistreated must make a Will saving
throw (DC equals druid’s Charisma score +4) or be compelled
to go to his aid as if affected by a charm person spell.

If a druid abuses this status to gain personal power or wealth
at the expense of other Celts, he may (at the GM’s option)
suffer the same effects as breaking his geas.

SPELLS

Celtic druids use druid spells as described in the PHB.

At 5th level and every fifth level thereafter a Celtic druid
chooses a cleric domain, gaining its granted power and access
to its domain spells in the same manner as a cleric. Domains
available to Celtic druids include Air, Animal, Earth, Fire,
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- CHAPTER Two: CHARACTER CLASSES -

Healing, Knowledge, Luck, Magic, Plant, Protection, Sun,
Travel, Trickery, and Water. No matter how many domains
he has, the druid has only one domain spell slot per day.

NonN-CELTIC DRVIDS

Although the word “druid” originates in Celtic culture, there
are several other kinds of nature priests in the Roman world
considered druids in game terms.

PRIESTS OF SILVANVUS

Silvanus, the god of nature, is described on page 142. Some
of his priesthood might be druids rather than clerics.

PrIESTS OF DIANA

Diana (see page 140) is another deity with close ties to nature,
and her priesthood might well include druids as well as clerics.

BARBARIAN SHAMANS

Many of the races considered barbarians by the Romans (the
Picts, for example) are known for their closeness to nature.
Although archaeologists and historians have not been able to
discover any firm details about the religion of the historical
Picts, their shamans may be treated as druids. Alternatively,
if you use Green Ronin’s The Shaman’s Handbook, the shaman
works equally well.

FICHTER

'The fighter class is usable in Efernal Rome without any changes.
However, to convey the feel of various different fighter types
NPC fighters and warriors (and preferably PCs as well) should
usually be armed and equipped to match one of the following
types, with skills and feats reflecting their capabilities.

RomAN TRoOOPS

The armored legionary is the quintessential fighter of the
Roman world, but by no means the only one. In addition to
the legions, Roman armies included contingents of cavalry,
archers, siege engineers, and auxiliary troops.

LECIONARY [NFANTRY

The Roman legions featured the finest heavy infantry of
their day. Trained to fight in a unit rather than individually,
legionaries were equipped with large shields and short
swords. The pilum (see page 58) was replaced by a shortspear
in the later Empire period.

Recommended Skills: Craft (fortifications), Craft
(smithing, leatherworking), Profession (cook).
Recommended Feats: Close Order Fighting, Improved
Close Order Fighting (see pages 43 and 45 respectively).
Equipment: Short sword; dagger; pilum; banded mail, chain
shirt, or scale mail; tower shield; helmet. Officers (centurions
and up) may have breastplate.

A standard-bearer carried his unit’s standard instead of a shield
and often wore an animal skin over his helmet and body armor.

Notes: Only Roman citizens can become legionaries.
A legionary’s duty to his unit may prevent independent

adventuring, but retired (usually middle-aged) legionaries
can be adventurers.

LEGIONARY CAVALRY

The role of the legionary cavalry changed over the centuries.
In early periods, it was used for scouting on the march and
protecting the flanks of the army in battle. Toward the end

of the middle Republic period, legionary cavalry disappeared
altogether, and provincial auxiliaries provided all the cavalry of
the Roman army. Augustus revived the legionary cavalry in the
early Empire period, but there were only 120 cavalry troopers
attached to each 5,000-man infantry legion; for the most part
used as messengers and escorts for mounted generals.

In the later Empire period, Emperor Gallienus reorganzed
the cavalry into a more potent and heavily-armored force to
combat the continuing pressure on the northern frontiers.

Lt

FICHTER BoNvs FEATS

Along with those listed in the PHB, fighters in
Eternal Rome can choose from the following
fighter bonus feats, described in Chapter Three:
Skills & Feats: Canny Charge, Chariot Attack,
Chariot Fighting, Chariot Shield, Chariot
Specialization, Close Order Fighting, Drive-
By Attack, Improved Close Order Fighting,
Improved Mounted Archery, Mounted Dodge,
Outlandish Weapon Finesse, Retaliatory Strike,
Showy Fighting, Superior Trip, and Wrestler.

B
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;g g Over time these armored cavalry units developed into the Equipment: Short sword or longsword; dagger; shortspear; g E[%’ﬁ‘r_f-’
28l = . . . A HEHEE
=] cataphract heavy cavalry (see page 22). chain shirt, or scale mail; heavy wooden shield; helmet HE=FRH
: Recommended Skills: Craft (fortifications), Craft Officers (centurions and up) may have breastplate. § _ § r
= 2

(smithing, leatherworking), Profession (cook).
Recommended Feat: Spirited Charge.

shortspear; chainmail shirt or scale mail; heavy wooden
shield; helmet; horse.

When mounted and using the charge action, a legionary
cavalry trooper with the Spirited Charge feat causes triple
damage when using a shortspear.

Notes: An auxiliary’s duty to his unit may prevent
independent adventuring, but retired (usually middle-aged)
auxiliaries can be adventurers.

every member of a unit was from the same province. Most
auxiliary infantry were recruited in the western provinces, as

well as Africa, Egypt, and Greece.
AUXILIARY CAVALRY
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== Equipment: Longsword or short sword; dagger; o ] ] o B
== Auxiliaries were recruited as units, not individually, and =t
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NOtf’S: Only Roma.n citizens can become leglor.larles.. The legions placed more emphasis on infantry than they did Elees 1
e During the Republic, a cavalryman had to provide his own 5 cavalry, and the overwhelming bulk of cavalry support for et | ]
! = horse, so only the wealthy joined this arm of the legions. : Tiar : E— 1|2 5;
: ) o4 -hy jo ) & Roman armies came from mounted auxiliaries. Like other E HEE
=z A legionary’s duty to his unit may prevent independent auxiliary units, they were usually commanded by Roman g5 2=
—E adventuring, but retired (usually middle-aged) legionaries officers. g e

can be adventurers.
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Recommended Skills: Craft (fortifications), Craft L:..,—,.é] g

b | AVUXILIARY |NFANTRY (smithing, leatherworking), Profession (cook), Speak ’g c!
= g . Language; Latin was a second language for most auxiliaries. E 5| ===
=1 |2 As soon as Rome began extending its influence throughout o E e
gﬁ_;g Italy, auxiliary troops from the provinces began to be used in Recommended Feat: Spirited Charge. E -"‘iag E g
H—H support of Roman armies. In the beginning, these units were ~ Equipment: Longsword or short sword; dagger; shortspear; f=t é 1
=2 5| S often armed and equipped in their native style (see Enem ight wooden shield or buckler; helmet; horse. g| 5| ===
: {1 d and equipped in th yle (see Enemy ligh den shield or buckler; hel h f._'_a_
= = Troops, page 22), but by the later Republic period there When mounted and using the charge action, an auxiliary § E_ 3{‘_1
gl ,.,,.5 was some standardization of equipment. Roman officers cavalry trooper with the Spirited Charge feat causes triple EE=T % E!
E’:,“E - normally commanded auxiliaries but their own countrymen damage when using a shortspear. g?gﬁ:_é g
= e |E| 2 commanded some elite (and trusted) units. » L g ol |
== 5| £ . ] ] Notes: An auxiliary’s duty to his unit may prevent E 5| ==
= —EI§ Recommended Skills: Craft (fortifications), Craft independent adventuring, but retired (usually middle-aged) £ @
E——=8 (smithing, leatherworking), Profession (cook), Speak auxiliaries can be adventurers. g EL
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Language; Latin was a second language for most auxiliaries. L ) ) o
Auxiliaries were recruited as units, not individually, and

every member of a unit was from the same province. Most

Recommended Feats: Close Order Fighting (see page 43).
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=i TERMS OF SERVICE :
= I= E g ::-_’. =
E;f g Historically, most people in the Roman world weren't as free as Eternal Rome PCs are to change careers from £ :
H=HE month to month, taking a level in gladiator, then switching to wizard, then becoming a ranger, then returning to £ HHIE
ZI2|E ,’E' the arena for another level. For instance, legionaries and vigiles signed up for multi-decade terms of service, and g ]
— 5 H most gladiators were slaves whose owners could keep them in the profession for their entire lives. Even those at é e/
=| = . . . . . . . ] El
E=Z the upper end of society were obligated to serve in the legions or in public office, and could suffer if they followed AT H A
= careers that weren't in keeping with their station. £ = HELE
=| & = 2l 2 1=
== |z [B| & . . D . =
=2 15| 2 But a GM strictly enforcing such cultural rules won’t win the hearts of the players. E gEI_."_,l
= IZ |E g . g g ———
- —E|2 Instead, the GM should remember that the PCs are supposed to be exceptional characters—the central part of the R
I:Ensa-__.-—-é campaign’s storyline even if there are more famous and powerful people surrounding them. .gl E
= =512 . . HE=2EHE
= = |5| 5 To enhance the Roman flavor, though, he should enforce those rules, but only for the NPCs in the campaign. §1E[z2===)
P52 If a PC gladiator changes class and leaves the arena (using a plot justification like having an NPC senator buy E ==
5 =ZAE the gladiator from his current master and then free him afterwards), the GM can occasionally drop the names E =k
E’i:_: = of NPC gladiators he met while in the profession, mentioning that they are still fighting in the arena, working f""""":] H Ep
= |z |5 g toward the day they’ll win their freedom—or that they’ve died still slaves. £ ==
£ |S
— 5_:2‘ H Or the rules can be bent, but not broken, for the player characters. A PC vigil may leave the Cohorts Vigilum E
1=k upon achieving citizenship after six years of service, but could find himself in a sort of reserve status: prepared to g
I=E be called back to duty in the event of major calamity, but free to enjoy other activities in the meantime. =
= |z [E| 2 . . . . .
= g E When in doubt, the GM would be wise to err on the side of making the players happy, not on the side of E
=12 5|2 historical accuracy. g
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3| ===z |8| 2 auxiliary cavalry were recruited in the western provinces, as Equipment: Shortbow or composite shortbow; short sword,; H

= = . . . .

12 2| E well as Africa, Egypt, and Greece. dagger; chain shirt or scale mail; helmet. z
[ 5 E
- 2 E
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Notes: An auxiliary’s duty to his unit may prevent
AUXILIARY ARCHER independent adventuring, but retired (usually middle-aged)

'The legions specialized in close combat, and throughout auxiliaries can be adventurers.
Roman history archers were recruited from the provinces.
Unlike the auxiliary infantry and cavalry, which developed
standardized equipment, auxiliary archers were often dressed
and equipped in the style of their native land. Like other types
of auxiliaries, they were usually commanded by Roman officers. ~ A\/X|LIARY $LINCER
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Auxiliaries were recruited as units, not individually, and every
member of a unit was from the same province. Auxiliary
archers were mostly recruited from the eastern provinces.
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Archers were also encountered in the armies of many of

Slingers, possibly the least expensive type of soldier to field,

2 Rome’s enemies, especially in the east. After their home were encountered in the armies of many of Rome’s enemies. g
2 provinces were conquered, they were recruited into the . ) . L g
H Roman army with few changes. Recommen.ded Skills: C.raft (fortifications), Craft (sm1tblng, g
= leatherworking), Profession (cook), Speak Language; Latin E F
= Recommended Skills: Craft (fortifications), Craft (smithing, oo coonq language for most auxiliaries. |
g leatherworking), Profession (cook), Speak Language; Latin . o ] ) g — =
'g was a second language for most auxiliaries. Equipment: Sling; dagger; large wooden shield. E
g E

lE] 2 =

LECIONARY AND AUXILIARY SKILLS

If a Roman army on the march found itself outside of existing fortifications when night fell, instead of
commandeering houses and farms in the area, it built a new fortified camp on a defensible piece of land. While the
average legionary didn’t have to know how to design such a camp, he did have to know how to build the ditches,
palisades, and other defenses of a camp, quickly and efficiently. While the camp (both fortifications and tents and
other internal structures) were being built, half the troops did the work, while the other half remained under arms
to guard the legion during the few hours that it was vulnerable.
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While skill in cooking, smithing, and the like wasn't mandatory, those legionaries were able to occupy their time in
these ways were often excused from latrine-digging, nighttime sentry duty, ez.
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Some core classes in two other Green Ronin Mythic Vistas books are particularly useful in an Efernal Rome
campaign to represent various peoples in parts of the Empire other than Italy.

¥

RN

AL A ALY

jLs

From Testament, the Levite priest (only until the destruction of the Temple in 70 AD), the khery-heb, and
the magus of the starry host are all usable without alteration. The qedeshot class can be used to represent the £
priestesses of secretive mystery cults found throughout the Roman world; the specific worship of the Canaanite
goddess Asherah had died out. The spy class would be active throughout the Empire, not just in the Testament
setting lands.
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Trojan War's charioteer (for Celts and in the arena), dedicated warrior, and magician can all be added to the
Eternal Rome setting.
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= =58 Notes: An auxiliary’s duty to his unit may prevent Notes: A cataphract’s duty to his unit may prevent E k=
,,..f g independent adventuring, but retired (usually middle-aged) independent adventuring, but retired (usually middle-aged) £ #
- 25| E auxiliaries can be adventurers. troopers can be adventurers. £ oy g
5 HH
== Auxiliaries were recruited as units, not individually, and every  Auxiliaries were recruited as units, not individually, and ;L‘—-’*"—%I g =
o Eﬁg g member of a unit was from the same province. Auxiliary every member of a unit was from the same province. Most % ot 1
ﬂ% EH slingers were recruited from across the Empire. Those from cataphracts were recruited in the eastern provinces. g e
B g the Balearic Islands (southeast of Hispania) were particularly EES :"?‘;
— ENEMY TROOPS —ik
= |z |5| 5 HE=EH
=14 Hl AUXILIARY PELTAST CrEEk HoOPLITE %gg__g_,_l
5= § These skirmishing troops were originally employed by 'The hoplite was the classic Greek troop type. Armed with E E’ﬁ f HS
5’:,‘,‘_ g the Greeks and other peoples w}.10 were subsequently longspears and round shields, they were especially formidable E ", E __
= |z |€| 2 conquefed; t}}ey were then recrulte.d mnto the Roman ) in the phalanx, a wedge formation that allowed the front g ==
_“: E g army with minimal changes to their equipment or tactics. five ranks to level their spears for combat. The phalanx was g #
s =25 They were a very mobile light infantry, used to pelt enemy almost impregnable to frontal attack. E H S

formations with missiles and withdraw as heavier infantry
moved to attack.
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Recommended Feats: Close Order Fighting, Improved

Close Order Fighting (see pages 43 and 45 respectively).
Recommended Skills: Craft (fortifications), Craft (smithing,

N E
I i I

LT

Equipment: Longspear; short sword; dagger; breastplate;

LA LT

E== leatherworking), Profession (cook), Speak Language; Latin o0 1EE
?ﬁﬁ was a second language for most auxiliaries. heavy wooden shield; ocreae, helmet. "Hﬁ"-‘]g ;
- j ‘g Equipment: 1d4+1 javelins or 2d4 darts; dagger; large Note: Hoplites were of Greek or Macedonian origin. -
L, | wooden shield. BARBARIC WARRIOR ==

Notes: An auxiliary’s duty to his unit may prevent Despite local differences in culture and language, the
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— . ) : L HE
z E mdilf) er?dcnt acll)venctlurmg, but retired (usually middle-aged) equipment and combat style of Celtic, Germanic, Pictish :
= ' g auxtliaries can be adventurers. and other tribesmen was quite similar. The elite troops e
= .1 . . . . .« . ]
= == Auxiliaries were recruited as units, not individually, and of these tribes could be barbarians or rangers, but were 1EE
I:%ﬁ":'-’az every member of a unit was from the same province. generally equipped similarly to the regular warriors. Celtic Eﬁﬁ%i E=
i ;"E § Auxiliary peltasts were recruited from across the Empire. and Germanic armies were often supported by slingers (see £ | ._.E-. 2 l
_ == 5| 2 Auxiliary Slinger, page 21), who were mostly boys and E g ==
= _E g C(ATAPHRACT others considered unready for close combat. E B =
I:E",;___;?—; The cataphract was a type of heavy cavalry trooper developed Equipment: Longsword, shortspear, or axe; dagger; large £ ';l g
== |z g g in the later Empire period. They were more heavily armored wooden shield; either no armor or chain shirt, leather, or HEE L === I
HEE than any cavalry seen before them, and rode warhorses studded leather; helmet. E ==
=Z| 2 barded with chain or scale mail. . . . . . E ~Er=
s i=xl 8 Note: This type covers British, Gallic, Germanic, Celtic, and el HEL
y— Recommended Skills: Craft (fortifications), Craft (smithing,  Pictish “barbarians.” = ; g

leatherworking), Profession (cook).

Recommended Feat: Spirited Charge. STE rrE H ORSE WARRIOR

Equipment: Longsword; dagger; shortspear; chainmail or scale 'The lands to the north and east of the Roman Empire were s
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- '_'% mail with mail coif; heavy wooden shield; horse; horse barding. peopled by several horse-riding steppe cultures (including E
—Z g . . the legendary Amazons). Wealthy steppe horsemen could £
N E V\./}}llenhmgugt.eddaréci1 usmg% the charge gCtllog, a cataph}: act wear full chain or scale mail, but they didn’t wear heavier z
;‘i Wl,t the Spirite arge feat causes triple damage when armor or put barding on their horses because of their reliance g HEE
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- CHAPTER Two: CHARACTER CLASSES -

upon speed and surprise. Their battle tactics consisted of
rapid advances into arrow range followed by equally rapid
withdrawals, using the open spaces of the steppes to their
advantage. The Parthians were famous for their tactic of
turning around in their saddles to fire arrows at pursuers
during a withdrawal.

Equipment: Composite shortbow; longsword or short
sword; dagger; padded armor or chain shirt; helmet.

Note: This type includes Amazons, Huns, Parthians,
Sarmatians, and Scythians, among others.

PALADIN

The Romans didn't regard spellcasting as compatible with
the virtues of the warrior, so a paladin is likely to be a
provincial, especially from the eastern half of the Empire,
where magic was more widely accepted.

RANGER

Army scouts, as well as some tribal warriors, may be rangers
rather than fighters. Rangers may also serve among the
auxiliary units attached to an army, hunting and foraging
for food as most armies lived off the land while they were
on the march.

The Picts (see page 13) were famed for their stealth and
woodcraft, and so rangers are as common among the Picts as
fighters are among other peoples.

Experienced hunters were also employed to find and capture
beasts for the arena, although these rangers may fall out

of favor with their patron gods and lose their spellcasting
abilities; few nature deities look kindly on the capture of
beasts for slaughter in Rome.

ROGUE

Rome was an urban culture, and all towns and cities of any
size house some number who make their living by means
ranging from the shady to the downright illegal. In Rome
and in some of the Empire’s larger cities, organized criminal
gangs made the streets dangerous and contributed in their
own way to the political process (see Crime and Politics

sidebar). Rogues could also be found in rural areas, from
individual poachers to small groups of rustlers and large
outlaw bands (often made up of demobilized soldiers).
Pirates haunted Mediterranean waters up until the end of
the Republic, and made occasional resurgences after that.

SORCERER AND WIZARD

In Eternal Rome, the differences between sorcerers and
wizards are cultural as well as magical. Some cultures (e.g.,
the Celts and Germans) regard magic as a gift rather than a
learned skill, while others (e.g., Greece and Egypt) take the
opposite view. This is not to say that there are no such things
as Celtic wizards or Egyptian sorcerers: such individuals,
while rare, can certainly exist, and may be disproportionately
common among the adventuring population.

B

violence and intimidation to win elections.

CRIME AND PoLITI¢s

The final years of the Republic (see pages 106—113) were notorious for political corruption. As well as staging
lavish games and giving food handouts to wins the votes of the urban poor, candidates made increasing use of

The time of the First Triumvirate saw this activity reach its peak. At that time, the streets of Rome were controlled
by two rival gangs; one run by the aedile Clodius and the other by the tribune Milo. Julius Caesar hired Clodius
to “look after things” while he was away in Gaul, and his rival Pompey tried to use Milo’s gang to counter Clodius.
Pitched battles on the streets became commonplace whenever members of the two factions met. Political rallies
were disrupted by armed gangs, and candidates and voters alike were intimidated and even killed.

Clodius was eventually killed by Milo, and Clodius’ funeral got out of hand, resulting in the Senate house being
burnt to the ground. In 49 BC, when Caesar took control of Rome from Pompey, Milo was tried and exiled.
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= 5|2 Egyptian wizards were more highly regarded than regarded as potent sources of magic. Organized schools of £ =
=== g spellcasters from less exotic places. The other eastern magic existed in Rome, mostly drawing upon Greek, rather § E=qE
Eﬁ’f";“’-’a provinces, and areas like Persia that lay just beyond the than indigenous Roman, traditions. E=="—-"¢€a§|§ E
= e =Y 2=

Imperial frontier for much of Roman history, were also
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- New CLAss: THE GLADIATOR -
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Lot g Some of the most skilled fighters in the Roman world rule. An escaped gladiator was considered more dangerous E
= E weren't necessarily warriors, they were entertainers: than any other fugitive, though, so even a successful escapee E
’:; - g gladiators. Almost all were slaves or prisoners of war, might find himself pursued for years. £
E&—,-_v—.—__f trained and equipped to kill each other in the arena for

the enjoyment of the urban masses. Many specialized in ( H ARA(TE R] STl (S

particular sets of equipment and stylized styles of combat,
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- and their matches were decided as much by the types of Gladiators are accomplished fighters in the arena, but lose g
E.. = = gladiator involved as by the skill of the participants. some of their prowess when forced to fight in less stylized F::%E gl
s = i i £ HHE
o= |2 Retired gladiators—those who survived the arena and either combats against conventionally armed opponents. E | et L l
=1 won enough to buy their freedom or achieved enough glory £ e

to be freed or bought by a wealthy freeman—were held in ALl C N ME NT E

awe by most of the populace, and were much in demand as
bodyguards and enforcers. Sometimes the owner of a gladiator
school would supplement his income by hiring fighters out to
political factions or organized crime syndicates.
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As gladiators come from many different backgrounds and
quite frequently aren’t voluntary members of the profession,
they can be of any alignment.
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1l ADVENTURES BACKCROUND =
. . . . Whether prisoners of war, criminals, members of heretical §E_' e —
A professional gladiator may only fight in the arena a few times lici ) formi he bl £ thei E= ==
h year, and so much of his time s taken up by other pursuits, < Do OF SAVES PEriorming at tie pieasure of their — e[
cach year, P by p > masters, all successful gladiators share the will to survive the | gty |
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from training to improve his chances in the games, to earning
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= 1z |2 g ) i many years it might take to win their freedom. s nho
e g money to buy his freedom, to protecting his master (most Yy & E %
- gladiators were slaves) as the master pursued his own adventures. Outside of the arena, gladiators are considered the social HEE=

:%m
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equals of slaves, even if they are freedmen. Still, some free

Attempted escapes were frequent but almost never success, Roman citizens voluntarily enter the arena, either to gain
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E=52 . . g
|2 |51 2 bl,lt a gladiator who had learned skills othe'r tl}an how to celebrity or to discharge debts (monetary or social). These £ ==
== |5|E wield weapons (e.g., one who learns lock picking or a bit of . . 8
— 22| ; ) . gladiators are less likely to make a career out of the games, z
- =_=__§ E magic from a fellow prisoner) may prove the exception to the £ .
= —
] H = 2l §
2t TaBLE 2—12: THE GLADIATOR £
= =i § Base Attack Fort Ref Will E hE
[E""‘E’EF; Level Bonus Save Save Save Special g ] z
=le=== . sle=lze=
z|E| 2 1st +0 +2 +2 +0 Bonus feat, combat style +1, reputation e =
= . - : 2nd +1 +3 +3 +0 Dirty fighting +1d4, preferred opponent E § %
E==2 3rd +2 +3 +3 +1 Combat style +2 § E=nE
|:§iz'~=-’=§ 4th +3 +4 +4 +1 Dramatic attack +1 fﬁ@,‘"{] ; .
= =g g 5th +3 +4 +4 +1 Bonus feat, combat style +3, uncanny dodge ; el b
== g ] 6th +4 +5 +5 +2 Dirty fighting +2d4 E E ==l
pdiad |- 7th +5 +5 +5 +2 Combat style +4 £ Eﬂ’ o
I:E,fj;.__é 8th +6/+1 +6 +6 +2 Dramatic attack +2, preferred opponent S '! E b
E =53 9th +6/+1 +6 +6 +3 Bonus feat, combat style +5 = i 2=
=EI5IE 10th +7/+2 +7 +7 +3 Dirty fighting +3d4, evasion E ;I%J
= | g H 11th +8/+3 +7 +7 +3 Combat style +6 El5EM===
2 12th +9/+4 +8 +8 +4 Dramatic attack +3 E . § HE
f -?g': 13th +9/+4 +8 +8 +4 Bonus feat, combat style +7 H AE ; g
=)z |2 § 14th +10/+5 +9 +9 +4 Dirty fighting +4d4, preferred opponent & (E[z===
_ 'g'_—g- g 15th  +11/+6/+1 +9 +9 +5 Combat style +8, defensive roll % T p—]
J=H 16th  +12/+7/+2  +10  +10  +5 Dramatic attack +4 HESHHE
ity | 17th  +12/+7/+2  +10  +10 +5 Bonus feat, combat style +9 B o=
E == 2 E=s|E
= 15 [E| 2 18th  +13/48/+3  +11  +11  +6 Dirty fighting +5d4 E é_?'g =i
=1"F 19th  +14/+9/+4  +11  +11  +6 Combat style +10 fE ==
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- CHAPTER Two: CHARACTER CLASSES -

but their desperation to survive is as strong as that of those

compelled to fight.

GAME RULE INFORMATION

Abilities: While the physical attributes are important to all
gladiators, certain abilities are favored by those specializing
in certain styles: a lightly armored retiarius or a missile-
wielding sagittarius benefits greatly from a high Dexterity,

a double-weaponed dimachaerius is much more dangerous
if he has a high Strength, and a mirmillo with a high
Constitution can afford to sustain a few minor wounds while
he closes with his opponent. As gladiators are performers,
and the decision of whether to allow a defeated gladiator

to live or die rests on how good a show he put on before
falling, Charisma can be of use. A retired gladiator with a
high Wisdom is less likely to squander his fame, fortune, and
freedom than the average veteran of the arena.

Alignment: Any.

Hit Dice: d10.

Starting Gold: 4d4 x 10 (100 gp).
Starting Age: As fighter.

CLASS SKILLS

The class skills of the gladiator (and the key ability for each
skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft
(Int), Handle Animal (Cha), Intimidate (Cha), Jump (Str),
Knowledge (the games) (Int), Perform (gladiatorial combat)
(Cha), Ride (chariot) (Dex), Swim (Str), and Tumble (Dex).
See Chapter Four: Skills in the PHB and Chapter Three:
Skills & Feats in this book for skill descriptions.

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

CLAss FEATURES

The following are the class features of the gladiator.

WEAPON AND ARMOR PROFICIENCY

A gladiator is proficient with all simple and gladiator weapons
(lasso, net, scimitar, shortbow, shortspear, short sword, spear,
and trident) and with gladiator armor (fasciae, galerus, helmet,
breastplate, manicus, ocreae, shield, including tower shields).

BoNvs FEATS

At 1st level, a gladiator gets a bonus feat in addition to the feat
that any 1st-level character gets and the bonus feat granted

to a human character. The gladiator gains an additional bonus
feat at 5th level and again at 9th, 13th, 17th, and 20th levels.
These bonus feats must be drawn from the following feats:

Blind Fight, Canny Charge*, Chariot Attack®, Combat
Expertise, Dodge, Gladiator Trainer®, Improved Bull Rush,
Improved Disarm, Improved Feint, Improved Grapple,
Improved Shield Bash, Improved Sunder, Improved Trip,
Improved Unarmed Strike, Outlandish Weapon Finesse®,
Retaliatory Strike*, Showy Fighting®, Sprinter®, Stunt Driving®,
Superior Trip*, Two-Weapon Fighting, Two-Weapon Defense,
Weapon Focus, Weapon Specialization, Wrestler* (*see Chapter
Three: Skills & Feats for details on these new feats).
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L = HE=
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= 5|2 A gladiator must still meet all prerequisites for a bonus feat, ~ Nose: Careful record-keeping is required when using this £ =
=== g including ability score and base attack bonus minimums. ability, because by the time a gladiator character reaches § E=qE
E’ﬁﬁ’-’g These bonus feats are in addition to the feat that a character 19th level, he will have a total of +10 in bonuses that can all E==’-—-2€a§|§ Lp

s ;E H of any class gets from advancing levels. A gladiator is not be the same type and applied to a single style of gladiatorial HE ot L |
= E|2 limited to the list of bonus feats when choosing these feats. combat, or they could be divided among the three different E5| ==
= —JE| 2 onus types and a dozen different gladiatorial styles. ]

- =I5 bonus types and a dozen different glad 1 styles. Add £

e STYLE BonN VS§ in the bonuses for preferred opponents (see below) and Em===

=

I

As a result of his intimate knowledge of his equipment and ~ things can get complicated.

its use, beginning at 1st level a gladiator gains a +1 bonus REPUTATION ( E X)

to either Armor Class, attack rolls, or damage rolls—which

U
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z = of the three it applies to must be selected when the ability Gladiators occupied a unique position in Roman society. ;é-’;—-“"
£ is first gained and once the bonus is dedicated to one of the  Like professional athletes today, some gladiators became E 'é . )
= g three categories it cannot be changed. This bonus is only stars, but outside the games attitudes changed and they were HH
= B g conferred while the gladiator is armed and armored in the looked upon with disgust. Many gladiators were slaves or EEs ?EE'_:
E%Ef-‘ﬁu: style of a particular type of gladiator (see Gladiator Types prisoners of war, and all were regarded by the Roman public ?""’"‘%5 ;
A= - H starting on page 26). The type must also be selected when as only fit to die for their entertainment. E ‘:——_ga-.;
“’é ;5:: the ability is first gained. When dealing with Roman citizens within the context of g e
s E Thus a 1st-level gladiator could decide to give himself a the games (including when attempting to arrange matches L’ hES
5 ﬂ +1 bonus to AC when fighting as a Samnite, wearing a or performances), gladiators receive a +3 bonus to their Fame g _--s-"—-z]g T
= |z 5 ;3 helmet, ocreae, cingulum, manicus, and a large wooden modifiers. This bonus also applies when using their status as § —
=~ E shield, and wielding a short sword. If he deliberately gladiators to improve Intimidate checks. When dealing with g ——
s =2a wears the armor or arms himself with a weapon suited to Roman citizens outside the context of the games gladiators HESFHE
E"’”—"‘E’% a different gladiator type, he loses this bonus; changes to receive a —3 to their Fame modifiers. ?;_fa%] g _
== |z :g hi§ equipm.en'.c as a result of a sundering attack against his These modifiers apply even to retired gladiators, but if a E g BL= E%,; |
— H Sh%dd o.r picking up a stray dagger to 'use asa weap?n after gladiator successfully disguises himself as another person, E E %
A=k being disarmed do not cause the gladmtor to lose h~1$ bonus,  cither his gladiator class levels nor his gladiator reputation EESEE
E‘"ﬁ but once an opportunity presents itself to restore his armor contributes to his Fame score for that encounter. E?”—‘-’-“E;l g |;
= |z g £ or weapon he must take it or forfeit the style bonus. £ : |
_‘%IE g At each odd-numbered level above 1st, the gladiator gains DIrRTY FICHTING g %
g ‘fé an additional +1 bonus he can apply to his AC, attack Beginning at 2nd level, if a gladiator can catch an opponent E i é EL
Ef:—.;’% rolls, or damage rolls. Again, he must designate what type when he is unable to defend himself effectively from his ] 4;]% T
| g Z of bonus it is to be, and the bonus must be linked to a attack, he can strike a vital spot for extra damage. The g e |
] g § gladiatorial style. If he picks both the same style and bonus gladiator’s attack deals extra damage any time his target E ?ﬁ
E= g type, the bonuses stack, but he can choose to vary either would be denied a Dexterity bonus to AC (whether the E HA
I=FE style, type, or both each time he gains a new bonus. target actually has a Dexterity bonus or not), or when the f“"‘ﬁ]E Er
=z g § Thus when that same gladiator reaches 3rd level, he can gladiator flanks his target. This extra damage is 1d4 at 2nd E l 5%5= ]
~E E g choose to: take the same type of bonus again (the two level, and it increases by +1d4 every four gladiator levels g
1=k bonuses stacking to +2 AC when fighting as a Samnite); thereafter. Should the gladiator score a critical hit with E HHE
IEE’:;% take a different bonus but with the same style (e.g., +1 dirty infighting, this extra damage is not multiplied. Ranged 2 ﬁ"'] E ”
|z |2 damage when fighting as a Samnite); take the same type attacks can count as dirty infighting only if the target is ElZ B==)
é § of bonus but a different gladiator style (e.g., +1 to AC within 30 ft. g 2 %
Eai"‘;g When fighting as a retiarius); of take a differf‘:nt. bonus and 'This ability can only be use('i when attacking with gladiator g E"";;]E gl
I=F different style (e.g., +1 to attack rolls as a retiarius). weapons (see page 56). Unlike a rogue’s sneak attack, a - =1 HH
5 _é E % None of these bonuses apply if the character is fighting in gladiator can use a weapon that normally deals lethal damage E H EI:_"’;J
=12 |§| £ non-gladiatorial armor or with a non-gladiatorial weapon to deal nonlethal damage with dirty infighting by taking a —4 £ €| Blmeme
I:E'fﬁ;’é (except as noted above) or if fighting in a gladiatorial penalty to the attack roll. %ﬁ"fl E
H ==H style he hasn’t designated for a bonus, but they do apply A gladiator can use dirty fighting only against living HE= i -
= ﬂg % re_garC_ﬂeSS of what the gladiator’s opponent is wearing or creatures with discernible anatomies—undead, constructs, E EL%J
: i'f,; % wielding. oozes, plants, and incorporeal creatures lack vital areas to gEC ==
y— HHE

FEMALE GLADIATORS
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- CHAPTER Two: CHARACTER CLASSES -

attack. Any creature that is immune to critical hits is not
vulnerable to dirty infighting. The gladiator must be able

to see the target well enough to pick out a vital spot and
must be able to reach such a spot. A gladiator cannot dirty
infighting while striking a creature with concealment or
striking the limbs of a creature whose vitals are beyond reach.

Extra damage from dirty fighting stacks with similar types of
extra damage, including sneak attack damage.

PREFERRED OPPONENT (EX)

At 2nd level, a gladiator may select a type of gladiator that
he has studied so well that he gets a +2 bonus on weapon
damage rolls against such opponents. At 8th, 14th, and
20th levels, the gladiator may either select another gladiator
type to receive a +2 weapon damage bonus against, or

he can select a type that is already a preferred opponent,
stacking the bonuses against that gladiator type; e.g.,if a
gladiator picks Thracian as his preferred opponent at 2nd
level, when he reaches 8th level he can either pick Thracian
again (increasing his weapon damage bonus to +4) or pick a
different gladiator type to receive a +2 bonus against.

This ability only applies when the character wears gladiator
armor and uses gladiator weapons. In addition, if the
gladiator faces an opponent armed and armored in a style
he hasn't selected (including all non-gladiators), this ability
provides no combat bonuses.

A gladiator may take “animal” or “bull” as his preferred
opponent, in which case this ability only applies when he
is fighting equipped as a venator or taurarius respectively.
Selecting “animal” gives the venator a bonus against any
typical arena animal, but not against oddities that the
gladiator has never before encountered. Selecting “bull”
gives the taurarius a +3 bonus on weapon damage rolls
against bulls and aurochs, but not against any other animal
species.

DrRAMATI¢ ATTACk (EX)

An experienced gladiator knows how to make the most of
his attacks to instill a sense of drama and excitement in his
audience. At 4th level, if the gladiator scores a threat when
attacking with a gladiator weapon, he may choose not to roll
for a critical, instead declaring to the GM that the attack was
made with particular flair in order to please the audience.
This gives the gladiator a +1 competence bonus on his
Perform (gladiatorial combat) roll at the end of the bout (see
page 40). The Perform bonuses from multiple threats turned
into dramatic attacks stack.

'The bonus received for a threat turned into a dramatic attack
increases by +1 for every four gladiator levels above 4th level,
to a maximum of a +5 bonus per dramatic attack at 20th
level.

UNCANNY Dopce (Ex)

At 5th level and higher, a gladiator can react to danger before
his senses would normally allow him to do so. He retains his
Dexterity bonus to AC (if any) even if caught flat-footed

or struck by an invisible attacker. However, he still loses his
Dexterity bonus to AC if immobilized.

If a gladiator already has uncanny dodge from a different
class he automatically gains improved uncanny dodge (see
the Rogue as described in the PHB) instead.

EvasioN (Ex)

At 10th level and higher, a gladiator can avoid even
magical and unusual attacks with great agility. If he makes
a successful Reflex saving throw against an attack that
normally deals half damage on a successful save, he instead
takes no damage.

Evasion can be used only if the gladiator is wearing light
gladiator armor (see page 59) or no armor. A helpless
gladiator does not gain the benefit of evasion.

If a gladiator already has evasion from a different class he
automatically gains improved evasion (see the Rogue as
described in the PHB) instead.

DereNsIVE RoLL (Ex)

At 15th level, the gladiator can roll with a potentially lethal
blow to take less damage from it than he otherwise would.
Once per day, when he would be reduced to 0 or fewer hit
points by damage in combat (from a weapon or other blow,
not a spell or special ability), the gladiator can attempt to
roll with the damage. To use this ability, the gladiator must
attempt a Reflex saving throw (DC equals damage dealt). If
the save succeeds, he takes only half damage from the blow;
if it fails, he takes full damage. He must be aware of the
attack and able to react to it in order to execute his defensive
roll—if he is denied his Dexterity bonus to AC, he can't use
this ability.
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11 § i ==
=== E|2 Since this effect would not normally allow a character to Matching a retiarius against a mirmillo pitted the former’s g5 V=
= 12 |E| = . N . A . £|E | ——
s == 8 make a Reflex save for half damage, the gladiator’s evasion reach versus the latter’s armor and close-combat ability; a HE=FRH
E-E!ﬁ-;“"-'a ability does not apply to the defensive roll. retiarius often had to give ground or flee to create fighting E=="—-"¢€a§|§ E
= !ﬁ_: = £ E =

room if his opponent got past his trident and closed with
C LAD IATOR TYP E S him. This undignified necessity led to retiarii being among

the lower types of gladiator, and some retiarii trained in
The earliest gladiator types fought in the style and with the other styles as well. Bmne
equipment of Rome’s conquered neighbors. In many cases,
they were prisoners of war from those peoples, but centuries
after those wars had been forgotten gladiators with different
origins would still be trained to fight as Thracians Gauls, ezc. AM AZON
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Weapon: Trident, net.
Armor: Galerus, occasionally a light manicus.
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g As gladiatorial games became more frequent, those staging g z
g them invented new and interesting gladiatorial styles to Female gladiators were always a popular novelty act in the E p—
- H bring novelty to the entertainments. arena, armed as female variants of the male gladiator types or < _,__;%1
E" = __“"f The different types of gladiator are presented here roughly in “Amazon” attire. During the Repubhc, quenys bouts were %—ﬂ% E ;
= 1|E in chronological order of their introduction to the games. bloodless mock fights, but ear'ly in the Empire, the field was E ‘_=_§—-.,==;
/--; g Some are almost indistinguishable from each other now, opened to proper female gladiators. ;_ #
= ==|2 but fans of the sport avidly debated even the finest points of ~ Weapon: Shortbow, shortspear, Amazon axe. H E_ =
o differentiation. Armor: Helmet, light metal shield. Lz—;a%lg .
Ef—=H H HELE
= |z 5| § ==
= H  SAamniTE SECUTOR =
s =22 The Samnites, a hill people to the southeast of Rome, were The secutor (“chaser”) style may have developed from the g =] E g
=== one of Rome’s first conquests. Their equipment and fighting mirmillo, who often had to chase a retreating retiarius = :] H "
% style did much to influence the equipment of the first legions. ~ around the arena. A secutor’s equipment was very similar to a H 5= —
% A gladiator fighting in the Samnite style (who needr't be a rr}irfnillf)’s, although the secutor’s helmet normally lacked the g E E-‘?Z;:_:
— Samnite by birth) was equipped with a large rectangular shield, distinctive fish crest. ;‘:P':;_i H
E‘?&fé 'g a short sword, and a visored helmet. Armor varied, but could Weapon: Short sword. g’ =P H
t%lg g in.clude a manicus on his weapon arm, a cingule ?overing his Arm‘or: Enclosed helmet, manicus, galerus, ocreae, tower ; £ B ==
=12 |8 E midsection, and one or two ocreae to protect his shins. shield. ¢ E | —
E‘ — E E === §

Weapon: Short sword. H
Armor: Enclosed helmet, ocreae, cingulum, medium OPLOMACHVS

v
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= le==| = z
: |2 § é . . £ =
= %E g manicus, heavy wooden shield. Hoplomachi were the most heavily armored gladiators, and é L

= ’_E;E | they fought with the same short sword and large rectangular é -
Sesass TH RACIAN shield as Samnites. ==
I=E =l
= |z g § In contrast to the heavily-equipped Samnites, Thracians fought ~ Weapon: Short sword. £
_"e_g 2 é— wearing little armor, using a small round shield and a curved Armor: Lorica (various types), manicus, galerus, fasciae, %
s =2 sword, in the traditional manner of the warriors of Thrace. ocreae, heavy wooden shield. E E
s=—s = =
[%:74; E Weapon: Scimitar. E HEe= ]EE
mall § % Armor: Light manicus, light wooden shield. SSEDARIVS g % B ==
- 35 g The essedarius was a gladiator who fought from a chariot. € §l Sl
ngj Ml RMILLO Originally based on the chariot warfare that Julius Caesar ﬁ% E gl
F=—H Known at first as the Gallic style, the mirmillo was equipped encountered on his expeditions to Britain in 55 and 54 BC, £ = HH H
=52 L . i these fighters used spears as their main weapons, the gladiator HHI==
== 8 g similarly to the Samnite. The main distinction was a ¢ hghte p . . pons, the gla E|5
= 8|2 fish-shaped crest on his helmet, and the fact that a mirmillo making drive-by attacks against hls opponent. The char19t was g éﬁ gt
I:%y'-'—-é (whose name derives from mormylos, a kind of fish) was often controlled by a noncombata.nt driver, leaving the essedarius £ ,E E e
= =512 pitted against a retiarius (a stylized fisherman). free to concentrate on fighting. HE=EE
= H Weapon: Spear, chariot. £ 5 A=
=11-H Weapon: Short sword. Armor: N ’ E - g
4= H Armor: Enclosed helmet, manicus, fasciae, ocreae, heavy mor: INone. HESTE HE
|:_'a’*‘:'§ wooden shield. :ﬁ"’"""":] g ;
E=c DIMACHAERIVS ElE
- %—Eg_ g RET[AR[ (VA Another light style, the dimachaerius was armed with a short E T p—]
§ =5 Another lightly equipped style, a retiarius was armed with a sword in each ha?d, and armored }mth either 4 manicus on = j H i,
E =) 2 weighted net and a trident. His armor consisted of a galerus eac.h arm and a cingulum, or nothing at all. This style focused Z = i E z
'é £ % protecting the shoulder of his weapon arm and one side of entirely on offense, at the expense of defense. E %
= 12 E E his neck, and infrequently a leather manicus as well. Weapon: Two short swords. éle g.;r_ia
E!’?": ‘§ Armor: Cingulum and pair of manica, or none. E 'g‘j;é] E El
2=z H HE
=5 EI £ [E[s=
= .28 - =
== EE=EE
Eg:a;:-_!-‘-'f ;Eaﬁﬂ?] E '
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LAQUEARIVS TAURARIVS
?I § E‘sz-:_-—-—q.: The laquearius was a variant on the retiarius, and was almost A specialist venator, a taurarius fought bulls with a %-7'
ok _g, = = identically equipped except that his net was replaced with a shortspear or a longspear. %
| ===] E
e lasso. Rules for lassos can be found on page 56. Weapon: Shortspear or longspear. g
Weapon: Trident, lasso. Armor: Usually none, but occasionally hide. E z
Armor: Galerus. E—=1
v SAGITTARIVS . i :
—.F__-_’
ENATOR The sagittarius was an unarmored archer, often pitted against g s
Also known as the bestiarius, the venator (“hunter”) fought more heavily armed and armored gladiators. ?Z%'
wild beasts rz.lther than fellow gladiz.ltors. Sometimc.es 8rOUPS  Weapon: Shortbow. g = i
of these gladiators chased down various beasts, while in Armor: None. Z g
other matches a solitary venator was sent out to face a single £ €| &=
dangerous creature such as a bear, bull, lion, or tiger. g £
e . i or e ANDABATE =
¢ venator was fypically unarmored anc armed with. a ,;  An andabate was heavily armored and his helmet was fully £|E
shortspear. Some individuals wore the skins of animals they'd } ) . HEE=
. .. . . enclosed, without a visor or eye-holes; he had to fight blind, g€
killed as hooded cloaks, giving them some protection to their 2
often on horseback. H=—=
head and back. e
While venators were popular with audiences, they were held An'dabates were regarded as comic relief from th‘c fmore g P
. . . . serious combats, even though the combats were just as deadly. E| E
in even lower esteem than retiarii by their fellow gladiators. HHE=S
W Weapon: Shortspear. EELC
eapon: Shortspear. g

Armor: Eyeless helmet, lorica (various types), ocreae.

Y -
|-||m“ g

Armor: Usually none, but occasionally hide.

- PRESTICE CLASSES -

The standard prestige classes described below are suitable for ~ would heal the sick and cast out demons (which were blamed
use in Eternal Rome, some with a few rules adjustments. for a variety of ailments) for a price. In the Eternal Rome
setting, such miracle-workers rely on spells such as destow curse

AR( AN E AR( H E R and remove curse rather than divine healing magic, sometimes

causing ailments magically before offering to cure them.

LWLITTA AT T

LT BLH T

LT T
t.

i

=t by

A

In a humans-only Eternal Rome campaign, some humans can
become arcane archers, but access to this class is restricted to
certain nationalities. Amazons were famed for their archery,

Some clients would prefer their services to those of temple
priests, because they only cared about payment and didn’t ask

!
M

s

WIM\W‘M‘I\“KNIM\“H‘IMI“

15 otentially embarrassing questions about one’s relationshi g
CHEE= as were other steppe races. The Amazons were also followers PO Y e 4 P Em===
HEL] ; , with the gods. They might also be cheaper than the temples, E=:
23S of Diana, who was a patroness of archers. At the GM’s . .. E EE
8| === : . . which normally expected a hefty donation in exchange for HEE
— option, human followers of Diana (or any other patron deity . HHE=
===z |2\ . . supernatural services. HEE
gl of archers, such as the Egyptian goddess Neith) may become ] ) o EIES:
,_-;] E [’F!#_-f—é arcane archers if the deity permits; their powers are treated Arcane tricksters can also find employment in the criminal ?—-'—-’:—fzﬁf
s = . . .. :
. 5_5.5 g as divine rather than arcane in origin, and like a paladin’s underw.orld, serving gang bosses .and helping criminal E E"‘: 4
_ H special abilities they may be withdrawn if the character enterprises from burglaries to fixing fights and races. H
idae g offends the deity in any way. g E_j s
8 ==
[ Even in an Eternal Rome campaign allowing nonhuman AR( HMAC E E‘"g"’“'g
races, elves are not a major race, while nymphs and satyrs are Although Rome was not itself a highly magical culture, g EE;
not famed for their archery skill. While elven arcane archers -~ o province within the Empire was famed for its E 2 EE
are possible in a fantasy Eternal Rome, they should be much magicians. Both Egypt and Mesopotamia were renowned for EE=

i
I"""l llvisas )

RIS

rarer than in typical fantasy campaigns. their magical traditions, some of which had passed to Greece to

i |u1ﬂ

4 z
=== c]5[§ form the basis of the Hermetic tradition that would underpin E ;
T :":::’E g AR( AN E I Rl ( KSTE R most academicdntl)agic indmediefval anc} later Europf;.1 And £ g :
hEIE= A . . . archmage could be a student of any of these magical traditions. El==:
,_z] g I%EE-E.; Arcane tricksters are ideally suited to the Eternal Rome 8 Y &l Z
HELE = . . . :
= 2 2 = g setting. Rogues with real or pretended magical powers g
e roamed the Empire, providing magical services for a price.
== d the Empire, providing magical forap ASSASSIN g
THE g Perhaps the best-known of these are the freelance From the late Republic onward, assassins for hire found E 7
% E [é’ﬁﬁ’-i:_ miracle-workers mentioned in the New Testament, who almost constant employment in Rome. From the Imperial :F"“"':
2= :?Eg g appeared throughout the urbanized areas of the eastern Empire,  family on down, it seems that there was always someone g 5[5, 2
f !_‘.-_-E"g =H as well as in Rome itself. There’s less evidence for similar who needed obstacles to their ambitions removed. The most H
T 5|2 individuals operating in the western half of the Empire, butit  sophisticated assassins used undetectable, incurable poisons; z
= =

seems likely that they were just as common. These individuals  less subtle ones opted for the dagger in a dark alley.
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- C(HAPTER Two: CHARACTER CLASSES -

While assassins ran the gamut from hired thugs to expert
professionals, the most skilled individuals were thought to
come from the east.

BLACKGUARD

From the middle Empire period onward, there were any
number of foreign cults active in Rome, some of which
engaged in extremely bloody rites. An NPC blackguard
would make an ideal leader or champion for such a group.

DVELIST

Several types of gladiators fought in a light, unencumbered
style, and the duelist is a logical prestige class for such
characters to take.

DWARVEN DEFENDER

In a version of the Eternal Rome setting using nonhuman
races, dwarven defenders can be found in their mountain
fastnesses but never outside of them. Unlike arcane archers,
no humans can become dwarven defenders, even in a
humans-only campaign.

ELDRIT¢CH KNIGHT

Romans favored pure strength and skill at arms, so combining
magic with combat ability was seen as dishonorable.

In the eastern half of the Empire, magic was much more
widely accepted, and an eldritch knight could be a powerful
Egyptian or Mesopotamian warrior who studied magic in
conjunction with combat. Celtic and Germanic tradition
included sorcerer-warriors with magical abilities that

are either inborn (often as a result of mixed human and
nonhuman blood) or acquired through the favor of the gods.

TESTAMENT AND TROJAN
WAR PRESTICE CLASSES

Some prestige classes in two other Green Ronin
Mythic Vistas books are particularly useful in
an Eternal Rome campaign to represent various
peoples in parts of the Empire other than Italy.

From Testament, the champion of Israel and prophet
classes could be used to represent the charismatic
Judean leaders who fought against Rome in the late
Republic and early Empire periods. The ren-hekau,
desert hermit, master charioteer, and royal astrologer
are usable without alteration. The idol-maker
prestige class (as opposed to just a craftsman who
makes idols) would be a rare character.

Trojan War's runner class can be added for use
either as a fighter option or by a gladiator of the
secutor style hoping to gain a bit of an advantage
in the arena.

EL i

HIEROPHANT

'The favored servants of the gods are powerful individuals in
the Eternal Rome setting.

HorizoN WALKER

As Roman cosmology doesn’t include the multitude of
planes found in other settings, the horizon walker’s planar
terrain mastery abilities can be replaced with improved
versions of the mundane terrain mastery abilities that raise
his insight bonus on attack and damage rolls versus native
creatures to +3 and the competence bonus on relevant skills
(if any) to +6.

LOREMASTER

Greek and Egyptian scholars were especially renowned

in the Roman world, with Aristotle, Archimedes, and
Pythagoras becoming almost legendary, and the cult of the
Egyptian Imhotep and Amenhotep, son of Hapu, spreading
to Rome following the conquest of Egypt. A character of any
race or nationality may become a loremaster, although in the
case of NPC loremasters, their native culture will likely have
some effect on their areas of study.

MyYsTI¢ THEURCGE

In most of the Empire, divine and arcane magic were

kept separate by cultural forces, but exceptionally gifted
individuals could study both. The exception was in Egypt,
where for thousands of years the priesthood held a virtual
monopoly on all magic, both divine and arcane and mystic
theurges were almost commonplace among spellcasters.

SHADOWDANCER

'The eastern provinces (especially Egypt and Mesopotamia)
were renowned for their spellcasters and assassins. The
exotic east was also famed for its dancers, and many troupes
traveled to Rome to entertain the great and the wealthy
from the early Empire period onwards. Such troupes could
include shadowdancers, perhaps employed by a rival of
their audience to act as spies or assassins. And while the
Canaanites and their religion had disappeared from the
world stage by the Roman era, later mystery cults could
revive elements of the Canaanite gedeshot priesthood, with
its combination of dance, magic, and spirituality reworked
for a Roman audience.

THAUMATURGIST

'The thaumaturgist prestige class should only be used in the
Eternal Rome campaign setting if the GM further develops the
Roman cosmology summarized in Chapter Eleven: Religion.

The Roman view of the planes of existence was different
from that set forth in the core rulebooks, and the population
of outsiders was less well defined than those described in
the MM. In addition, thaumaturgists tend to deal only with
beings from the cosmology of their native lands.

-30-

IR
imati
|
ol [
|
LA

"“‘_(_'

|

= =
|8| ST
E=EE
=
&ezz’;:g
=YH:

LT AN LY

= HER

HELE

g [===]

E e
==

=

£ i

I
LTI

|
[ l.'

b

1l

WLRELLAY TR

D
i

n

LRIV

b l
5...-. ]
]
W,
| f

]

L

L.
"
HIHBTRI
AT
it

[

;

=

]

]

LALITEAR VR R LAY RN G T AV T R

7]

i

LA LT

vl
1]

[

AT A TR AN
mmmmmmﬁ
i |
T gomelles
{
L1 ¥ L

sl DT
aygmer |
it

L

]
[

T

e e
TN
v
it

T
i B
|
4

[

MUY
!
]

i o

YR

\
s TN

i

)

LA B ALY

| nwl
i

UILHTAW I T ATRY
|
|

=

...-I»,
WAL R
[yl

ity



l|\§
([

gl
m'ﬁ ﬁ ’Ir'lln
i

T TR I

MR

gl
HAARITIRH

el [
B‘h s
i

|

|

e

]

)
ol

i,
_h_l

R TI,

I AN,

L,

'y ooy

il

T

Jj

;gzﬁ

HE
.igzﬁ
=

E‘

==| 2
B =l E
= AEE;
e S| 2
éﬂ-—éﬁiﬁg
HHEEEE
- H E—
1§ ] =
_|‘ g
=] S - g
' E

{TH IS

T
j

RO

-4 =~
gy i
qﬂ | [
ITHEE W
mllhmm
T
N

!
[yl
JIE |

l

- CHAPTER Two: CHARACTER CLASSES -

- NEw PRESTIGE CLass: CRIME Boss -

Unlike adventurers who roam the Empire seeking fame,
fortune, and excitement, a crime boss knows that there’s
money to be made at home. He’s a leader of organized crime,
powerful on his home turf and likely to stay there. He runs
rackets, protection scams, cutpurse gangs, and the like and is
the real power behind neighborhoods or even entire cities.

Hit Die: d8.

REOVIREMENTS

To qualify to become a crime boss, a character must fulfill
the following criteria.

Alignment: Any non-lawful.

Feats: Leadership.

Skills: Gather Information 8 ranks, Intimidate 5 ranks,
Knowledge (local) 4 ranks.

Special: Every crime boss needs a territory to control: a
street, a neighborhood, a town, or even a city. To become
a crime boss, a character must first take over a territory
(likely by taking out the previous crime boss) or garner a
suitable promotion from an existing criminal organization
(thieves’ guild, ezc.).

CLASS SKILLS

The crime boss’s class skills (and the key abilities for each
skill) are: Appraise (Int), Bluff (Cha), Decipher Script (Int),
Diplomacy (Cha), Disable Device (Dex), Disguise (Cha),
Escape Artist (Dex), Forgery (Int), Gather Information
(Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha),
Knowledge (local) (Int), Listen (Wis), Move Silently
(Dex), Open Lock (Dex), Pick Pockets (Dex), Read Lips
(Int), Search (Int), Sense Motive (Wis), Speak Language
(none), Spot (Wis), Tumble (Dex), and Use Magic Device
(Cha). See Chapter Four: Skills in the PHB for skill

descriptions.

Skill Points at Each Level: 8 + Int modifier.

CLASs FEATURES

'The following are class features of the crime boss prestige
class.

WEAPON AND ARMOR PROFICIENCY

Crime bosses do not engage in heavy combat; that’s

what bodyguards are for. Crime bosses tend to limit their
equipment to weapons and armor that can be concealed
casily or worn in cities without arousing suspicion. They are
proficient with all simple weapons, as well as the sap, rapier,
and shortbow. Crime bosses are proficient with light armor
but not with shields.

LARCENOVS FOLLOWERS (Ex)

At 1st level, a crime boss attracts criminal-minded individuals
to his organization. This allows him to recruit rogues as
followers (normally, the Leadership feat only allows followers
from the warrior, expert, and commoner classes).

WEEKLY [NCOME

A crime boss receives a base weekly income of (crime boss
level + Cha modifier) x 100 gp. This represents normal
profits from the crime boss’s activities. Should the crime boss
be away from his home territory for a given week, his profits
are reduced by 1d100% due to non-payment, skimming,

and other chicanery. Weekly income can also change based
on events in the campaign, and the final amount is always

subject to GM approval.
DAGGER

Many crime bosses favor the dagger, an easily concealable
and poisonable weapon. At 2nd level, a crime boss gains
Weapon Focus (dagger) as a bonus feat.

KiLLErR REPuTATION (EX)

At 3rd level, a crime boss’s reputation is such that he gains a
+2 bonus to his Leadership score. This increases to +4 at 6th
level and +6 at 9th level.

SNEAK ATTAck (Ex)

Stealth and ruthlessness are often required of a crime boss.
At 4th level, a crime boss gains a +1d6 sneak attack as per
the rogue class ability. This increases to +2d6 at 8th level.
If a crime boss receives a sneak attack bonus from another
source, the bonuses to damage stack.
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- C(HAPTER Two: CHARACTER CLASSES -

L ==|2 Hee=

=5 €| 2 H pe=t
o TaBLe 2-13: THE CRime B 2 i5m
=F ABLE £Z—10: | HE (RIME bO EE=5E
Eaz:;.-_.y% 2 E::r-_.zzg]'é Se
=5 Base Attack é =25
- }: E 2 Level Bonus Fort Save RefSave Will Save Special E !m‘—-h—,,l
- 1st +0 +0 +2 +2 Larcenous followers, weekly income £

{5‘:—:‘: 2nd +1 +0 +3 +3 Dagger Eﬂ
A== 3rd +2 +1 +3 +3 Killer reputation +2 E 2
g 4th +3 +1 +4 +4 Sneak attack +1d6

= H 5th +3 +1 +4 +4 Infamy E

" 22l 2 6th +4 +2 +5 +5 Killer reputation +4 El==

L E 7th +5 +2 +5 +5 Fortuna’s favor ; |

= g 8th +6 +2 +6 +6 Sneak attack +2d6 E B |

1Bl 9th +6 +3 +6 +6 Killer reputation +6 % f__"""'r_—"_f-'

~ g 10th +7 +3 +7 +7 Untouchable ElEs; 2’ s
= INFAMY (ExX) UNTOVC(HABLE (ExX) Bl =

At 5th level, a crime boss is so powerful that even a negative
Fame score isn't a problem for him. Whenever the crime

By the time a crime boss reaches 10th level, his reputation
is such that no sane person wants to cross him. No
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= |z |2 boss makes a Fame check, he gets to decide whether his hirelings, assassins, mercenaries, or other paid toughs will § et
== |E . . . . . E|E| ==
= Fame modifier is applied as a bonus or a penalty to the roll. take a contract on the crime boss; they know it would mean g S
S Bz their death. EE=ERE
| - —— ) = =
=8 FoRrTUNA’S FAVOR (EX) - . : , . —H
= H Similarly, such is the crime boss’s power in his home HE=HH S
= = E Even the smartest crime boss needs a little luck to survive territory that even the toughest opponents think twice £ % E_,
H ot . . . .. . H e
= E power grabs, assassination attempts, and other hazards Of before attacklng him. As long as the crime boss is in his g E gl ;5;‘:_:-; 1
E. ;1‘_,'%—3 the criminal world. At 7th level, a crime boss can add his home territory, living, sentient opponents who are aware of EE= } E Ei
Ets.,sé g Charisma modifier as a luck bonus to his Armor Class.This  his reputation must make a DC 20 Will save each round E . :_g £
‘;é g g bonus applies even when the crime boss is flat-footed and they want to attack, cast a spell at, or otherwise attempt g5 B
ad-H applies against touch attacks. to harm the crime boss. Those who fail must choose an HE =
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- NEw PRrESTIGE CLAass: ORATOR -
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e An orator is a character who can sway people’s thoughts Spot (Wis). See Chapter Four: Skills in the PHB for skill 'ﬂ"-"‘ﬁ-%lg E
| and emotions by making touching, rousing, and convincing  descriptions. ol b
=1 e |

"‘é_ g speeches. Across Rome and throughout the Roman world Skill Points at Fach Level: 4 + Int modifier. —

political agitators on street corners harangue passers-by,
military leaders make inspiring speeches before battle is
joined, wily advocates argue points of law, and ambitious

CLass FEATURES
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politicians campaign for votes. There’s no guarantee that
what an orator says is true, but whatever the content of his
words, they are undeniably stirring.

Hit Die: dé6.

REOVIREMENTS

The following are class features of the orator prestige class.

WEAPON AND ARMOR PROFICIENCY

Orators gain no proficiency with any weapon or armor.

CAPTIVE AUDIENCE (EX)
When a 1st-level or higher orator speaks to a gathered
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- CHAPTER Two: CHARACTER CLASSES -

On a successful check, the orator holds the individual or
group non-magically spellbound, as if under the effect of
the enthrall spell. He can hold their attention for a number
of hours equal to his Charisma modifier (minimum 1
hour), or as long as he continues to speak, whichever is
shorter. The effects of this language-dependent, mind-
affecting ability only apply to those who can both see and
hear the orator.

ORATORY (Ex)

An orator can use his eloquence and force of personality to
create effects in the minds of a captive audience (see above).
Each of these abilities can be used once per day per point of
the orator’s Charisma bonus (minimum 1/day).

'The character’s bard and orator levels are added to determine
the effects of the abilities he’s able to use based on his orator
levels alone, but not to determine which abilities the orator
can use. For example, a 5th-level bard who takes 7 levels of
orator is treated as a 12th-level orator in order to determine
the size of his Inspire Courage bonus (an ability usable by
6th-level orators), but he cannot Inspire Greatness, as he
must be an actual 10th-level orator to first gain use of the
ability. The reverse is not true: Orator levels are nof added to
bard levels in order to perform bardic music effects.

Starting an oratory effect is a standard action. Some oratory
abilities require concentration, which means the orator
must take a standard action each round to maintain the
ability. Even while using oratory abilities that don’t require
concentration, the orator cannot cast spells, activate magic
items by spell completion (such as scrolls), or activate magic
items by magic word (such as wands).

All oratory abilities are language-dependant, mind-affecting

abilities.

« Inspire Complacency: An orator with 4 or more ranks in
Perform (oratory) skill can convince those in a captive
audience to relax their vigilance or let down their guard.
Subjects of inspire complacency take a —4 circumstance
penalty to Listen and Spot checks. They are automatically
flat-footed if attacked, but the captive audience effect ends
when any member of the audience is attacked.

* Inspire Trust: An orator of 2nd level or higher with 5 or
more ranks in Perform (oratory) skill can instill feelings
of loyalty and trust in his audience. The orator can add a
+20 to a Perform (oratory) check to improve the attitude
of one NPC in a captive audience. The improved attitude
remains for a number of hours equal to the orator’s class
level.

« Inspire Anger: An orator of 4th level or higher with 7 or
more ranks in Perform (oratory) skill can instill feelings
of anger in his audience. The effect lasts for as long as
the audience hears the orator speak and for 1 round per
effective orator level (adding orator and bard levels)
thereafter.

Once his audience is angry, the orator can attempt to
direct that anger at a specific target or goal. This requires
a Perform (oratory) check with a DC equal to the Will
save of his audience (either that of each individual if the
number of people is small, or the average of a large group

with the result applied to everyone in the audience).

If the orator attempts to incite violence against the
target (instead of just leaving the audience angry or, say,
encouraging them to make noisy demonstrations against
it), the DC increases by 5, and if the likelihood is high
that the audience will face defeat and/or death in the
ensuing violence, the DC increases by 15.

On a failed roll to steer the angry crowd toward a specific
action, the crowd releases its anger at random. On a roll
of a natural 1 on the Perform (oratory) check, the crowd’s
anger is directed at the orator (this is a special side effect
of this ability; ordinarily a roll of a natural 1 is not an
automatic failure).

Inspire Courage: An orator of 6th level or higher with 9 or
more ranks in Perform (oratory) skill can use a standard
action to inspire courage in an individual or group with an
impassioned speech. The effect lasts for as long as the ally
hears the orator speak and for 5 rounds thereafter.

An affected ally receives a +1 morale bonus on saving
throws against charm and fear effects and a +1 morale
bonus on attack and weapon damage rolls. At 12th level,
and every six effective orator levels (adding orator and
bard levels) thereafter, this bonus increases by +1 (+2 at
12th level, +3 at 18th, ezc.).

Insinuate: An orator of 8th level or higher with 11 or more
ranks in Perform (oratory) skill can insinuate an idea into
the mind of one member of his captive audience. The
insinuation functions as a suggestion spell, but it isn't a
magical effect. Using this ability does not break the orator’s
concentration on his captive audience, nor does it allow

a second saving throw against the enthralling effect. The
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ot E==HEE
L;ﬁg - CHAPTER Two: (HARACTER CLASSES - gﬁf]
E,,:,_g TABLE 2—14: THE ORATOR gf;;;]f
J—F BaseAttack Fort Ref Will _ _ HE=EHE
’_ 5 % Level Bonus Save Save Save Special 1st Sp2erlllj pe?l;rlgay 4th g Eﬂ;“—-i;ﬁrl
= iEE E 1st +0 +0 +0 +2 Captive audience, 0 —_ = — g
{Ew;.::.:éf inspire complacency, oratory E :
= === 2nd +1 +0 +0 +3 Glib, inspire trust 1 —_ = = E=
:§- 3rd +1 +1 +1 +3 Resist persuasion +1 1 0 - — E
= 1F g 4th +2 +1 +1 +4 Inspire anger 1 1 - — E
'~ =2 2 5th +2 +1 +1 +4 Assess audience 1 1 0 — ]
L _Hq_g_ 6th +3 +2 +2 +5 Inspire courage, resist persuasion +2 1 1 1 — E :
= g 7th +3 +2 +2 +5 Mass appeal x2 2 1 1 0 E ]
{oH 8th +4 +2 +2 +6 Insinuate 2 1 1 1 % e
= g 9th +4 +3 +3 +6 Resist persuasion +3 2 2 1 1 HE=FRH
E‘*’E’_?‘E‘E 10th +5 +3 +3 +7 Inspire greatness, mass appeal x4 2 2 2 1 %’"—"”%E ;
5 § target of this ability receives a Will save (DC 10 + % the spell level. The Difficulty Class for a saving throw against an H PHE
5 ﬁ orator’s level + the orator’s Cha modifier) to resist this orator’s spell is 10 + the spell level + the orator’s Charisma %""%Ig r
= |5 % ;2 effect. modifier. § ==
=1k 2 % « Inspire Greatness: A 10th-level orator with 13 or more An orator can cast only a certain number of spells of each E 5""_‘?_'__;':
S Bzl g ranks in Perform (oratory) skill can inspire greatness in a spell level per day. His base daily spell allotment is given on E = HE
=== single willing member of a captive audience, granting him  Table 2—14: The Orator. In addition, he receives bonus spells = :] H "
% extra fighting capability. For every three effective orator each day if he has a high Charisma score. When Table 2-14 E g L= E_"%ﬁ ]
H levels (adding orator and bard levels) above 10th, he can indicates that the orator gets O spells per day of a given spell g E E;:
=} target one additional ally with a single use of this ability level, he gains only the bonus spells he would be entitled to EESEE
E‘yﬁ (two at 13th level, three at 16th, ezc.). The effect lasts for as  based on his Charisma score for that spell level. An orator ?; E
= | E g long as the ally the hears orator’s speech and for 5 rounds ~ casts spells as a sorcerer does. E =F |
o1 E g thereafter. Upon reaching 6th level, and at 8th and 10th levels, an orator g g %
%g;;ﬁ% A creature inspired with greatness gains 2 bonus Hit Dice can choose to learn a new spell in place of one he already E E’i; 'E_E
£ ?‘g (d10s), the commensurate number of temporary hit points knows. The new spell’s level must be the same as that of He=F g £
-l -4 g (apply the target’s Constitution modifier, if any, to these the spell being exchanged, and it must be at least two levels H ==
= %g - bonus Hit Dice), a +2 competence bonus on attack rolls,and ~ lower than the highest-level orator spell the orator can cast. E
E == a +1 competence bonus on Fortitude saves. The bonus Hit An orator may swap only a single spell at any given level, and z i
I=F Dice count as regular Hit Dice for determining the effect of ~ must choose whether to swap the spell at the same time that E 24
-] ’E § % spells that are Hit Dice-dependant. he gains new spells known for that level. £
T=H Sreus GLis (Ex) HESEE
[EE’; An orator can cast a small number of arcane spells drawn Starting at 2nd level, if the orator has an opportunity to HEe= ]g
— Iz 2 % from the orator spell list (see page 65). To cast a spell, the address his subject, he adds one-half his class level to all £5|5==)
H é £ orator must have a Charisma score equal to at least 10 + the ~ Fame checks and Charisma-based skill checks made to affect g g %
E==iZ an audience. H—=THE
= e T -1 lE  Resist Persuasion (Ex) H et
— 12 E § ABLE 3 : At 3rd level, an orator gains a +1 bonus to all saves against g E[ =
I:;;:_,g O RATOR SP ELLS KNOWN language-dependent mind-affecting magical effects, and a EIE=ij= +
2 = ?g +2 bonus against non-magical language-dependent mind- =i g
=S Level Ist 2nd 3rd 4th affecting effects (including the oratory of other orators). g gl==)
= :gf Lst 1 _ _ _ At 6th level, this bonus rises to +2/+4. At 9th level, the E ?—:::
g ""; g 2nd 2 _ _ _ bonus against magical effects increases to +3, and the orator H=THH
g 3rd 2 1 — — b letely i ¢ —magical mind-affect; F"—-"ﬁ‘g]sg
=H ecomes completely immune to non-magical mind-affecting g HHIE
= ﬂg % ;tth 2 2 _ o effects. E[E[a==)
HEE th 2 2 1 — 2 =
== eho32 2 o Assess AUDIENCE (Ex) =
E =) 2 SEh 3 3 ) P At 5th level, an orator learns to read his audience. To do 2 ?';l E £
=[S h d on a Sense Motive check opposed b H =
— £|2 9th 3 3 ) P s0, he must succeed on a Sense Motive check opposed by H =
3 E 10th 3 3 3 D the audience’s attitude (see Captive Audience on page g g,L;E"?‘“
E?E '@ﬂ ”-E‘ 32). If successful, the orator discerns what topics please his E:is:_.rﬁ;] E gl
Z = g £ i 5
=EE —
= ;é : B 34 B é =]
J=—H HEe=HEHE
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- CHAPTER Two: CHARACTER CLASSES -

listeners the most and what angers them. The orator gains
a +4 bonus on Charisma-based skill checks used on the
audience from that point onward. In addition, the listener
takes a —4 penalty to all opposed rolls against any of the
orator’s class abilities, as the orator knows exactly how to
affect him.

Mass Arreal (Ex)

Orators are at their best when dealing with large crowds. At
7th level, the orator can influence double the normal number
of hearers with an oratory (e.g., inspiring courage in the
minds of two listeners instead of one). At 10th level, he can
influence four times the usual number.

- NEwW PRESTIGE CLASS: PANKRETIAST -

'The deadliest unarmed fighter in the Roman Empire was
the pankretiast. Pankretion was a martial art developed in
classical Greece. Its name can be translated as “by every
means,” and it started out as a no-holds-barred blend of
boxing and wrestling. A minimal set of rules was developed
to regulate the sport: The Spartans pulled their pankretion
team out of one Olympic Games in protest when biting and
eye-gouging were banned.

Most pankretiasts begin their careers as athletes, warriors, or
gladiators. Many are devotees of martial gods. Some rogues
train in the art of pankretion to enhance their streetfighting

skills.
Hit Die: d10.

REQVIREMENTS

To qualify to become a pankretiast, a character must fulfill all
the following criteria.

Base Attack Bonus: +6.
Feats: Improved Grapple, Improved Unarmed Strike.

CLASS SKILLS

The pankretiast’s class skills (and the key ability for each
skill) are Balance (Dex), Escape Artist (Dex), Intimidate
(Cha), Jump (Str), Sense Motive (Wis), and Tumble (Dex).
See Chapter Four: Skills in the PHB for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASs FEATURES

'The following are class features of the pankretiast prestige
class.

WEAPON AND ARMOR PROFICIENCY

Pankretiasts gain no proficiency with any weapon or armor.

FLURRY OoF Brows (Ex)

When unarmored and unarmed (or armed with cesti), a
pankretiast may make an extra attack each round at the
expense of accuracy. The one additional attack each round

is made at his highest base attack bonus, but all attacks he
makes that round take a —2 penalty. This penalty applies for 1
round, so it also affects attacks of opportunity the pankretiast
might make before his next action. When a pankretiast
reaches 5th level, the penalty lessens to —1, and at 9th level, it
disappears.

A pankretiast must use a full attack action to strike with a
flurry of blows.

\UNARMED $TRIKE

A pankretiast deals more damage with an unarmed strike
than a normal person would, as shown on Table 2-15:
The Pankretiast. In both normal and grappling attacks,
the pankretiast chooses whether to deal lethal or nonlethal
damage with no penalty to his attack rolls.

The pankretiast’s unarmed strike is treated both as a
manufactured weapon and a natural weapon for the
purpose of spells and effects that enhance or improve either
manufactured weapons or natural weapons.

A pankretiast can wear leather or metal cesti and still gain
the benefits of unarmed strikes, except he cannot choose to
do nonlethal damage while using metal cesti.

THROW

At 2nd level, a pankretiast can throw a grappled opponent to
the ground instead of dealing normal damage. The opponent
takes 1d6 points of damage +1 point per class level. The
pankretiast decides whether to inflict lethal or nonlethal
damage before throwing the opponent. The opponent is
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- C(HAPTER Two: CHARACTER CLASSES -

L ==|2 Hee=
=g E| 2 =
=F] HESRHS
Fﬁ,_g TABLE 2—15: THE PANKRETIAST g;é]; -
Zr== Ee=:2E
= :§ g BaseAttack  Fort Ref Will Flurry of Blows  Unarmed H 1|
=1 g Level Bonus Save Save Save Special Attack Bonus Damage =
; é g 1st +1 +2 +2 +0 Flurry of blows, unarmed strike -1/-1 1d6 E
I 2nd +2 +3 +3 +0 Throw +0/+0 1d6 Em===
== g 3rd +3 +3 +3 +1 — +1/+1 1d6 g o
= é,:: 4th +4 +4 +4 +1 Bonus feat +2/+2 1d8 E
=g g 5th +5 +4 +4 +1 — +4/+4 1d8 £EL=
E&}_ﬁ’é 6th +6 +5 +5 +2 Crush +5/+5 1d8 g?;,.__,,,
J—H 7th +7 +5 +5 +2 Bonus feat +6/+6 1d8 HE=E
: - 8th +8 +6 +6 +2 — +7/+7 1d10 E =1
E HE e
3-E 9th +9 +6 +6 +3 — +9/+9 1d10 £ [g] E===1
EI=i= 10th +10 +7 +7 +3 Bonus feat +10/+10 1d10 H—=THHH
== £ _—
= 12 thrown to the ground in a square adjacent to the pankretiast,  other feat as a bonus feat, but he must meet the prerequisites g ===

and is prone, taking a —4 AC modifier. A successful DC for that feat. The pankretiast gains an additional bonus feat

A l
*lm ]
]
W,
| f

LT P THT T TR

£ = 15 Tumble check allows the thrown creature to reduce the at 7th and 10th level. H HELE

- ‘é = damage suffered in the fall to just 1 point per class level. § ?ﬁ
=1 (rRUSH (EX) HE=
E___,,;_E_,% BoNvs FEAT At 6th level, the pankretiast can opt to cause automatic %;:.é] E _

2 = H At 4th level, the pankretiast gains a bonus feat from the damage to a grappled opponent with a rib-cracking bear hug. HE=E % z

— % following: Combat Reflexes, Improved Disarm, Improved For as long as the pankretiast chooses (or is able) to maintain E % E_l-,:__—,l
= H Trip, Superior Trip*, Stunning Fist (treating pankretiast the grapple, the opponent takes automatic damage each g El &l 7 J
[ﬁ.. — levels as monk levels), or Wrestler* (*see Chapter Three: round equal to the pankretiast’s unarmed damage without a‘s?,;’%l g E
rﬂ’g £ Skills & Feats for details on these new feats). A pankretiast  the pankretiast having to roll an additional grapple check. H= :_§ £

‘:‘é g g need not have any of the prerequisites normally required for ~ The pankretiast chooses whether to deal lethal or nonlethal g (=)
- g these feats to select them. Alternatively, he can choose any damage. § [ == 1

- - . - =<4 =12

NEew PRESTICE CLASS: SOOTHSAYER =L

N E
I i I

LT

LA LT

g == A soothsayer is a character with unusual insight into the HE
_ future. Soothsayers specialize in divination spells, and have an ( LASS F EATVRES Hﬁg‘ﬁ{l H Er
=z g array of skills that help them see the truth and predict whatis ~ The following are features of the soothsayer prestige class. | == l
H to come. NPC soothsayers do not travel widely, relying instead

WEAPON AND ARMOR PROFICIENCY

Soothsayers gain no proficiency with any weapon or armor.

on their reputations to bring questioners to them; some, like
the Sybils of Cumae and the Oracle of Apollo at Delphi, were

visited by kings and emperors. PC soothsayers may travel

i
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EE
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more widely, seeking further knowledge and insight.
Hit Die: d4.

ORACLE (SV)

A soothsayer casts all divination spells at +1 caster level, and
can learn divination spells that are not normally available
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it

==H H =
= E % REQU IREMENTS to s;l)ellcast}i:rs of his class. 1l;‘or exan;lple, ;11 \')Vi'zard sozilllsayelr E | e
eyl g To qualify to become a soothsayer, a character must fulfill all can fearn the commune Spet, CVell though it is normaly only & éﬁ g g
= . o available to divine spellcasters. il
?:‘a'-_.-—'i the following criteria. ' ) = E 2
= =512 . He also gains a +5 bonus to all Use Magic Device checks He=EHELE
=JEEIS Skills: Knowledge (arcana) 6 ranks. involving items with at least one divination function. HEF j )
—E 5|2 Spells: Able to cast 2nd-level spells and at least three E =
1= F divination spells. CLEAR Si1cHT (Ex) HESRHE
R == H ( LASS S KILLS Starting at 2nd level, a soothsayer may add one-half his class g HEE
= %E ] level to all Search and Spot checks. E
| 'The soothsayer’s class skills (and the key ability for each skill) g
== are Appraise (Int), Concentration (Con), Decipher Script SPE LLs PER DAY %’-ﬁ“’“
- '_'% g (Int), Knowledge (all) (Int), Sense Motive (Wis), Spellcraft Starting at 2nd level, with a new soothsayer level is gained, E g
’% = § (Int), Spot (Wis), .and'Use Magic Devic.e (Cha): S‘ee the character gains new spells per day (and spells known, if z
- —J5|E Chapter Four: Skills in the PHB for skill descriptions. applicable) as if he had also gained a level in a spellcasting £
s === =

Skill Points at Each Level: 2 + Int modifier.

[
T

N

)

class he belonged to before he added the prestige class. He __ﬁé]
H

-36-

gt

LAY G DL

|

QAL O

|
1 ‘ut frot e [l

T

!.'}]I

LU
I



e

@

|
|
I
\m&mui
T

rT__lﬂlﬂ
I

MY

uth.

ot o
i
|
AT AT )

i

MR

ITRANTTEEN))

NRRNARDI

el
MU
Slﬁnm

ﬁ.|
k t.
}Illlll'.“lllm\'l\\\‘i\\l\\!‘ Iamsnz

st

) o
amsmnnnl)) 1§

L e

|
|

et

- CHAPTER Two: CHARACTER CLASSES -

does not, however, gain any other benefit a character of that
class would have gained. This essentially means that he adds
the level of soothsayer to the level of some other spellcasting
class the character has, then determines spells per day, spells
known, and caster level accordingly. If the character had more
than one spellcasting class before he became a soothsayer,

the player must decide to which class he adds each level of
soothsayer for the purpose of determining spells per day.

ACCURATE SIGHT (Sv)

Soothsayers of 4th level or higher can discern the nationality,
class, and Fame score of anyone they meet. If the subject

is disguised (mundanely or through magic), the soothsayer

is allowed a Spot check to penetrate the disguise; if he’s
unsuccessful, he can only determine the nationality, class, and
Fame score that the subject is trying to exhibit.

OMENS (Sv)

A soothsayer of 6th or higher level is able to ask the gods

for hints of unspecified future event. The soothsayer must
prepare himself for the omen by entering a contemplative
state (but not necessarily a trance) requiring a DC 10
Concentration check (DC 15 if there are significant
distractions), opening himself up to the revelation to come.
An omen is then presented to either the soothsayer or the
client who commissioned the omen within the next 24 hours
(although the omen could pertain to an event days, weeks, or
even years in the future).

The omen is out of the ordinary enough to be obviously a
response to the request, but the interpretation of the omen’s
meaning is left up to the soothsayer or to the client. A DC

10 bardic knowledge or Knowledge (religion) check must be
made to correctly identify the context of the omen, and a DC
15 check (bardic knowledge, or a specific Knowledge skill
pertaining to the subject matter: religion, arcana, nobility and
royalty, etc.) must then be made to decipher the exact meaning.
Some guesses can be made as to the nature of the omen from
the nature of the god petitioned by the soothsayer: a fertility
goddess is unlikely to send omens concerning war, while a god
of war is unlikely to predict the coming harvest.

Categories of omens and how they may be presented, include:

The god promises victory in an upcoming battle: A two-headed
snake slithers up to the soothsayer, but instead of attacking
him, each head attacks the other. The client finds the
helmet of an enemy warrior, split in two.

The god warns of defeat in an upcoming battle: The client
encounter an ancient battlefield, littered with the bleached
bones of the dead. The soothsayer cuts himself with his
dagger as he’s sharpening it.

The god counsels a peaceful approach: A hawk attacks a dove,
but is struck by a lightning and slain. A cache of swords is
found rusted from disuse.

The god recommends a belligerent stance: The soothsayer
misplaces his knife and it’s found skewering an olive
branch to a table. The client’s armor is polished and oiled

&

Base Attack Fort Ref Wwill

Level Bonus Save  Save Save
Ist +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3
4th +2 +1 +1 +4
5th +2 +1 +1 +4
6th +3 +2 +2 +5
7th +3 +2 +2 +5
8th +4 +2 +2 +6
9th +4 +3 +3 +6
10th +5 +3 +3 +7

TABLE 2—16: THE SOOTHSAYER

Accurate sight

Defensive vision

even though he hasn't tended it in days.

Special Spells per Day
Oracle —
Clear sight +1 level of existing spellcasting class

— +1 level of existing spellcasting class
+1 level of existing spellcasting class
— +1 level of existing spellcasting class
Omens +1 level of existing spellcasting class
— +1 level of existing spellcasting class
+1 level of existing spellcasting class
— +1 level of existing spellcasting class
Greater lore +1 level of existing spellcasting class
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- C(HAPTER Two: CHARACTER CLASSES -

The god warns of treachery: The client comes across a skeleton
is found with a dagger sticking out of its back. The
soothsayer witnesses one scorpion stinging another to
death as they fight over a morsel of food.

(IVote: The omens revealed have to walk the line between
the obvious and the obscure, but it’s better to be too obvious
than it is to be too obscure. If the players figure out the
omen’s meaning without rolling skill checks, that’s not a bad
thing.)

DereNsIVE VIsioN (Sv)

At 8th level and higher, a soothsayer adds his Wisdom bonus
(if any) to his Armor Class. The Wisdom bonus represents a
preternatural awareness of danger due to waking visions of
impending attacks; the visions aren’t clear and early enough
to enable him to avoid the situations depicted, but they allow

- NEw PRrRESTICE CLASS:

From 6 AD until the end of the Empire, the vigiles served
the city of Rome as firefighters and watchmen. Heroic do-
gooders, reformed thieves, and those with a special sense
of duty to the city of Rome (as opposed to the Empire as
a whole) all found a place within the Cohorts Vigilum.
Using a mix of skills, equipment, and spells to protect the
city from fire and crime, a vigil could find himself rescuing
children from a burning tenement one day, breaking up

a crime ring the next, and hunting escaped slaves the day
after. Many learned either mundane or magical healing
techniques to help the victims of fires and muggings. Their
commanders even served as judges for minor offences
encountered during their patrols.

him to modify his immediate circumstances enough to help
guard his person. A soothsayer doesn't lose the bonus even in
situations when he loses his Dexterity modifier due to being
unprepared, ambushed, stunned, and so on. He does lose his
bonus when immobilized.

Defensive visions only apply to the soothsayer himself; he
never receives visions he can share with others to give them
similar AC bonuses.

GREATER LORE (§v)

At 10th level, a soothsayer gains the ability to comprehend
an object’s significance. Whenever a soothsayer touches a
magic item, he automatically learns all of the item’s magical
properties as though he had cast an identify spell. As with the
spell, the soothsayer learns nothing when touching artifacts
or items of similar power.

ViciL (WAT(HMAN) -

While the force was organized along military lines, the
vigiles weren't a branch of the army. Joining the Cohorts
Vigilum was a way for a freedman to achieve Roman
citizenship, but it took over a century for the group to
become respected enough that plebeians could join without
losing status (and —1 point of Fame).

Alignment: Any non-evil.
Hit Die: d8.
Starting Gold: 5d4 x 10 (125 gp).

REOVIREMENTS

To become a member of the vigiles a character must fulfil
the following criteria.

Skills: Gather Information 4 ranks, Search 4 ranks, Sense
Motive 4 ranks, and Spot 4 ranks.

Feats: Alertness and either Investigator or Skill Focus
(Gather Information, Search, Sense Motive, or Spot).

CLASS SKILLS

The watchman’s class skills (and the key ability for each skill)
are: Balance (Dex), Bluff (Cha), Climb (Str), Concentration
(Con), Decipher Script (Int), Diplomacy (Cha), Disable
Device (Int), Escape Artist (Dex), Forgery (Int), Gather
Information (Cha), Heal (Wis), Intimidate (Cha), Jump
(Str), Listen (Wis), Open Lock (Dex), Search (Int), Sense
Motive (Wis), Spot (Int), and Use Rope (Dex). See Chapter
Four: Skills in the PHB for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

CLAsS FEATURES

All of the following are class features of the vigil prestige class.

WEAPON AND ARMOR PROFICIENCY

Watchmen are proficient with the ballista, battleaxe, club,
dagger, firehook (see page 56), quarterstaf, sap, and short
sword. They are proficient with light armor but not with
shields.
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- CHAPTER Two: CHARACTER CLASSES -

B

Base
Attack Fort Ref Will
Level Bonus Save Save Save
1st +0 +0 +2
2nd +1 +0 +3 +0
3rd +2 +1 +3 +1
4th +3 +1 +4 +1

9th +6 +3 +6 +3 —
10th +7 +3 +7 +3 —

EL

TABLE 2—17: THE VICIL

Special
+0  Fire resistance, nonlethal attacks
Bonus feat
Nonlethal attack bonus +1
Disarm bonus

5th +3 +1 +4 +1 Bonus feat
6th +4 +2 +5 +2 —
7th +5 +2 +5 +2 —
8th +6 +2 +6 +2 Bonus feat

Lt

Nonlethal

Attack/ Disarm —Spells per Day—

Damage Bonus 1st 2nd 3rd 4th
+0/+0 +0 O — — —
+0/+0 +0 1 - - —
+0/+1 +0 1 o — —
+0/+1 +2 1 1 — —
+0/+1 +2 1 1 0o —
+1/+2 +2 1 1 1 —
+1/+2 +4 2 1 1 0
+1/+2 +4 2 1 1 1
+2/+3 +4 2 2 1 1
+2/+3 +6 2 2 2 1

i)

FIRE RESISTANCE

Beginning at 1st level, a vigil gains fire resistance equal to his
class level.

NONLETHAL ATTACKS

At 1st level, a watchman is trained to be able to use a club
or a quarterstaft as a nonlethal weapon without taking the
normal —4 penalty on attack rolls.

Beginning at 3rd level, when making an attack to deal
nonlethal damage, he gains a +1 bonus on nonlethal damage
rolls. This extra damage increases to +2 at 6th level and +3 at

9th level.

At 6th level, a watchman gains a +1 insight bonus on
nonlethal attacks, whether with lethal or nonlethal weapons
(although lethal weapons other than the club or quarterstaff
still suffer the normal —4 penalty, resulting in an overall -3
penalty). This increases to +2 at 9th level (overall -2 penalty
for nonlethal attacks made with lethal weapons other than
the club or quarterstaff).

BoNuvs FEATS

At 2nd level, a vigil gets a bonus feat drawn from the
following: Elusive®, Endurance, Fearless*, Improved
Balance™, Improved Disarm, Improved Grapple, Improved
Nonlethal Attack®, Self-Sufficient, Shadow*, Smoke
Survival®, Stunning Fist, Track, Voice of Command* (*see
Chapter Three: Skills & Feats for details on these new
feats). The vigil gains an additional bonus feat at 5th and 8th
level. A vigil must still meet all prerequisites for a bonus feat,
including ability score and base attack bonus minimums.

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

SPELLS

A vigil can cast a small number of arcane spells drawn from
the vigil spell list (see page 66). To cast a spell, the vigil must
have an Intelligence score equal to at least 10 + the spell level.
'The Difficulty Class for a saving throw against a vigil’s spell is
10 + the spell level + the vigil’s Intelligence modifier.

A vigil can cast only a certain number of spells of each spell
level per day. His base daily spell allotment is given on Table
2-17:The Vigil. In addition, he receives bonus spells each
day if he has a high Intelligence score. When Table 2-17
indicates that the vigil gets O spells per day of a given spell
level, he gains only the bonus spells he would be entitled to
based on his Intelligence score for that spell level. A vigil
casts spells as a sorcerer does.

Upon reaching 6th level, and at 8th and 10th levels, a vigil
can choose to learn a new spell in place of one he already
knows. The new spell’s level must be the same as that of

the spell being exchanged, and it must be at least two levels
lower than the highest-level vigil spell the vigil can cast. A
vigil may swap only a single spell at any given level, and must
choose whether to swap the spell at the same time that he
gains new spells known for that level.

Disarm BoNvs

Beginning at 4th level, a vigil receives a +2 bonus to any

disarm attempts. This bonus increases by +2 every third level
thereafter (+4 at 7th level, +6 at 10th). The bonus stacks with
any other disarming bonuses (such as having a larger weapon

than the defender).

B Lot

TABLE 2—18:
ViciL $PELLs KNOWN
Level 1st 2nd 3rd 4th
1st 1 — — —
2nd 2 — — —
3rd 2 1 — —
4th 3 2 — —
5th 3 2 1 —
6th 4 3 2 —
7th 4 3 2 1
8th 4 4 3 2
9th 4 4 3 2
10th 4 4 4 3

B i
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HANDLE ANIMAL: NEW TRICKS
Voice (DC 20): With one week of work and a successful

Handle Animal check, you can train your chariot horses to
respond to voice commands, as well as the whip and reins.
You take a =2 penalty to AC, attack rolls, and Dexterity-
based skill checks while working a chariot by voice.

Tandem (DC 15): With one week of work and a successful
Handle Animal check, you can train animals (such as chariot
horses or plough oxen) in tandem. Each untrained animal forced
to work in a team causes a =5 penalty to all work-related checks.

PerFORM (GLADIATORIAL COMBAT)

Benefit: During an arena match, if a gladiator surrenders or is
unable to continue fighting, his life is at the mercy of the game’s
sponsor or the emperor (if he was in attendance). The decision
takes the form of an attempt to influence an NPC’s attitude
(see the Diplomacy skill in the PHB), with an Indifferent result
sparing the gladiator’s life, a Friendly result adding +1 to his
Fame score, and a Helpful result leading to rewards or honors
(but not usually freedom) and +2 Fame. An Unfriendly result
leads to the gladiator’s death and a Hostile result gives his
opponent +1 Fame in addition to the gladiator’s death.

THREES SKILLS AND FEATS

In addition to all the skills found in the PHB, Eternal Rome presents one new skill and several new uses for existing skills.

- NEW SkILL \J$ES -

LEternal Rome offers some new uses for existing skills.

Instead of Diplomacy, though, a Perform (gladiatorial
combat) skill check is made. The character’s Fame bonus or
penalty and his gladiator reputation modifies this roll. If a
gladiator has built up a Perform bonus through use of the
dramatic attack ability or the Showy Fighting feat (see pages
27 and 47 respectively), that bonus applies to this roll.

Any Perform bonus from Showy Fighting and dramatic attacks
by his opponent is subtracted from the fallen gladiator’s bonuses
before the Perform check is made. If his opponent has a positive
Fame modifier, it’s subtracted as well. If his opponent’s Fame
modifier is negative, it’s added to the gladiator’s Perform bonus;
the fans don't like to see villains win.

While this use of Perform is entirely appropriate for NPCs,
GMs should be very careful about letting the life of a PC rest
on a single attitude roll. At the GM’s discretion, he can rule
the PC gladiator’s life spared for story reasons without making
a roll, or after making a roll in secret, taking the hero’s Perform
bonus into consideration but fudging the result to further the
storyline and the enjoyment of the players.

PerForm (ORATORY)

Special: If you have 5 or more ranks in Diplomacy or Bluff,
you get a +2 bonus on Perform (oratory) checks.
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21 £ _g_ =558 LEternal Rome offers the following new skill for PCs to acquire. through a space less than double the chariot’s width g £
§ g requires a Drive (chariot) check. If the roll is failed by £ =
{ ;&E:_-'*';ig % D RIVE (( HAR[OT) less than 5 tbe chariot makes it througf'l thf: opening but g -
= g%‘?ﬂ_‘: You can drive an animal-drawn chariot. takes 1d6 pomt.s of dam:;lge. If the roll is failed by more ?égdzgl
HH A =—F than 5 the chariot doesn’t pass through the opening, and =2k
{lad § Check: You can hitch up a team, drive, steer, and stop a suffers collision damage. g g E’F___,
=l H chariot under routine conditions without making Drive « Jump from a Moving Chariot: You can jump from a HEEE
T HH=]H (chariot) checks. Make a check only when some unusual P . 3 C Jump E —F
= . ; . . moving chariot (even one that is out of control) and take - |
FHH=E circumstance exists (such as inclement weather or an icy 16 damace. If vou fail the check. vou take damage as per = g
==z 8|2 surface), or when driving during a dramatic situation (you a fall fror%n .a hZi ht equal to the’c}lflario s speed %Vhenp ou g g
. : are being chased or attacked, for example, or trying to reach cumped ghteq p y g E =
HE=E a destination by chariot in a limited amount of time). In jump o _ ' ) ) E i
i E E =2 addition, any of the tasks on Table 3—1: Chariot Driving * Jump into a Moving Chariot: You can leap into a moving e
| — | H require checks. chariot, either from the ground or from another moving E £
—— 1 F . . chariot. You must be within 5 ft. of the chariot to E =
(=== |5 = + Awoid Obstacle: You can react quickly to steer around EEE =
sNElE == sl==l:
,.] i[ — an obstacle such as a fallen tree or the wreckage of -:#Efﬁ%l
N EE =3 another chariot while driving at speed. A failure on the T 3_,1 . HEe=E
et} § § check means the chariot has failed to avoid the obstacle, ABLE . E E Eg'q_—
f =";=EF2; 1 % % p}czssili)ly suffering damflge. You must make a recover ( HARIOT D RIVING g §_j
HE et check to regain control. =1
k= : . - T Drive DC =
: |5 * Break Axle: When alongside an enemy chariot, if both Avoid obstacle 10 E 2
L :E: 2 chariots are traveling at half walking speed or more, you Make break axle attack 25 g
et = E_E: % can attempt to strike your opponent’s axle with the iron Drive in combat 15 g :
E Elf%#__—-ﬁ; rim on your wheel, resulting in loss of his wheel on a Drive while fightin 20 %Ez&ﬂ
qEE H successful Drive (chariot) check. The driver of the wheel- Guide chario tgthrof h 15 § :
g less chariot must make a DC 20 Drive (chariot) check narrow space 5 2
£ to avoid rolling the chariot, which causes damage as a Jump from moving chariot 15 s
== collision (the amount based on the losing chariot’s speed Jump into moving chariot 20 M
I EE %‘,Eg at the time of the axle break). Make tight turn 20 g 8 £
= - é If your opponent attempts to break your axle at the same Make trample attack target’s AC g
' = H time, your Drive (chariot) checks oppose each other: the Make wheel-blade attack 14 g
2 g-ﬁrs% loser loses a wheel. Recover 15 s&sﬁ
| md 1 l H The successful driver’s chariot takes 1d6 points of 2?388W}p e chariot d 2(,) AC é z -
"’ : g % damage from this maneuver and must make a recover Sl esv‘ﬁp e' perso'nklon groun targelt: 2 é E=
1EE== § check to maintain control of the chariot. \At](;g;t::it quickly 15 HE= i
,::]EL E%_,__g_ * Driving in Combat: If this check is failed, all other E e;:ﬁ;
5 ==z g g checks made by occupants of the chariot (including Check E g BL=
HH yourself) take a —2 circumstance penalty. A recover check Situation Modifiers Modifiers HHEE
%]EIE =5 eliminates the penalty. Extra team of horses +2 =T
S [gp=====g 1 - . |
2§ ';' 2 = E « Fight While Driving: You can use a weapon with one gﬁi’fﬁiiﬁiriot :g g ?" §
g 2 hand while driving. If this check is failed, the attack is Unfamili fh 3 E g ELS
e E £ made with a —4 circumstance penalty. (Alri ami{{: feam o orsles' ) * E s =
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- (CHAPTER THREE: SKkILLS AND FEATS -

attempt this maneuver. Failing the roll by more than

5 but less than 15 indicates you missed the chariot
completely, but managed to avoid being trampled by the
horses. Failing by more than 15 requires you to succeed
on a DC 15 Reflex save or be trampled by the horses and
chariot.

Recover: This check is made to retain or regain control
of a chariot after some other specific maneuvers are
attempted. If the check is successful, you regain full
control of the chariot and suffer no penalties; if it’s failed
and the chariot remains out of control, you may do
nothing except repeat the

* Whip Team: A chariot team can be made to run at up
to four times its normal walking speed for a number of
rounds equal to the Constitution of the weakest horse
without a Drive (chariot) check. A chariot driver can use
the reins, a whip, or spoken commands to push his horses
beyond their normal limits.

A successful Drive (chariot) check either forces the horses
to run at ffve times their normal walking speed for 1
round, or to run at four times their walking speed for
1 round past the limit of their Constitution. The driver
can continue to whip the team in subsequent rounds, but

the DC increases by +1 each

recover check every round

round.

until you succeed.

CHARIOT ¢

Sideswipe: You can hit
another chariot or a
person on the ground
with your own chariot. If
the check is successful, the
attack deals 1d6 points of
damage to the target. If
it’s failed, make a second
check against DC 15:

If the second check is
successful, you have hit
the target but must make
a recover check to regain
control; if the second
check is failed, you haven't

hit the target but must -@ﬂ

the time of the collision.

Speed

Over running speed

When a chariot strikes a solid object (including
another chariot) or when it is toppled, collision
damage is suffered by the chariot, each of its
occupants, the horses pulling it, and by whatever
it hits. Damage depends on the chariot’s speed at

CHARIOT COLLISIONS

Up to walking speed —
Walking to hustle speed  1d8
Hustle to running speed  2d8

On the first round that

the driver pushes the team
past the limit, each horse

in the team takes 1 point

of nonlethal damage. Each
subsequent round that he
continues to push them the
damage done is twice that of
the previous round (2 points
in the second round, 4 points
in the third, 8 points in the
fourth, and so on).

OLLISIONS

Damage

When the driver either stops
pushing the horses or fails a
whip team check, the horses

I-[E- immediately begin to slow

3d8

still make a recover check
to regain control.

The target must be within 5 feet of the chariot (anywhere
along its route, not just as its starting point). A sideswipe
is a move action and may be used as part of a chariot’s
movement.

Stop Quickly: Chariots are not known for their ability to
stop on a denarius. It normally takes 1 round to slow a
chariot from run or higher speed down to hustle, 1 round
to slow from hustle down to walk, and another to slow
from walk to a complete stop. Attempting to decelerate

a chariot any faster requires a Drive (chariot) check; on a
failure, a recover check is required.

Tight Turn: A chariot moving at walk speed or less doesn’t
have to make Drive (chariot) checks for any turns. One
moving at up to hustle speed requires a check for a turn of
more than 90°. A chariot moving faster than a hustle must
make a check in order to turn more than 45° in a single
round. On a failed roll, the chariot can still turn up to the
maximum turn that wou/dn’t have required a check, but
you lose control and must make a recover check to regain
control. If a natural 1 is rolled on the recover check, the
chariot topples (see Chariot Collisions).

Trample: You can trample opponents under your chariot’s
pounding hooves and spinning wheels. On a successful
attack, you must succeed on a recover check (DC 15 +
damage dealt) to keep the chariot from toppling (see
Chariot Collisions).

down of their own accord,
taking 3 rounds to slow from
run to a complete stop. The horses must then rest 10
minutes for each round they exerted themselves. If the
driver uses another whip team check to force the horses
to pull the chariot again before resting fully, including if
he tries to push them after they’ve started decelerating
from a run, each horse must make a Fortitude check
(DC 15 +1/round pushed). If it succeeds, it takes 2d6
points of nonlethal damage and its walking speed (and
therefore its hustling and running speeds) is halved—
whipping a team at this point cannot increase the horses’
speed. A failed check, however, indicates the horse takes
4d6 points of nonlethal damage and collapses, useless for

1d4 days.
Action: A Drive (chariot) check is a move action.

Try Again: Yes. If a failed check doesn’t mandate a recover
check, a character who fails a Drive (chariot) check can
try again after one round, but at a =2 penalty. The penalty
increases by =2 each time he fails the check.

Special: The team of animals (usually horses) pulling a
chariot must be trained to work together. You suffer a
cumulative =5 penalty to checks for each animal that has
not been trained.

If you have 5 or more ranks in Handle Animal, you get a
+2 bonus on Drive (chariot) checks. If you have the Animal
Affinity feat, you gain a +2 bonus on Drive (chariot)
checks. These bonuses stack with each other.
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- (CHAPTER THREE: SKILLS AND FEATS -

- New FEATS -

'The following new feats are suitable for Eternal Rome.

(ANNY CHARCGE [GENERAL]
You are less vulnerable when charging.
Prerequisites: Dex 13, Int 13, Combat Expertise, Dodge.

Benefit: When the character charges, he takes no penalty to
Armor Class.

Normal: Without this feat, charging characters take a —2
penalty to AC until the beginning of their next turn.

A fighter may select Canny Charge as one of his fighter
bonus feats.

(HARIOT ATTACK [GENERAL]

You can very effectively use your chariot as a weapon.
Prerequisite: Drive (chariot) 7 ranks.

Benefit: A chariot’s driver doesn’t need to make a recover
check to keep his chariot from toppling after making a
trample attack.

When attempting a sideswipe, he only needs to make a
recover check if he misses both sideswipe rolls and his target
is a chariot or a Larger or bigger creature.

When making a successful break axle attack, he doesn't need
to make a recover check.

A fighter may select Chariot Attack as one of his fighter

bonus feats.

(HARIOT FIGHTING [GENERAL]

You can use a ranged weapon or cast a spell from a moving
chariot effectively.

Prerequisites: Dex 13, Drive (chariot) 5 ranks.

Benefit: A character with this feat can use a ranged weapon
from a moving chariot without incurring any circumstance
penalties for the motion of the chariot. He also receives a
+2 bonus to Concentration checks to cast spells in a moving
chariot.

Driving a chariot at the same times as shooting or throwing
a ranged weapon or casting a spell with material or somatic
components is impossible unless the horses have learned the

Voice trick (see page 40).

Normal: A character attempting to use a ranged weapon from
a chariot moving above walk up to hustle speed takes a -2
penalty to attack rolls because of the movement and jolting
ride; in a chariot moving at more than a hustle, the penalty is
—4. A spellcaster must make a DC 10 Concentration check to
cast a spell in a chariot moving at above walk speed, and a DC
15 check to cast a spell in a chariot moving above a hustle.

A fighter may select Chariot Fighting as one of his fighter

bonus feats.

CHARIOT SHIELD [GENERAL]

You know how to use your chariot defensively, gaining more
protection than normal.

Prerequisites: Dex 13, Drive (chariot) 4 ranks.

Benefit: When mounted in a chariot, the character gains a
+4 AC and +2 Reflex save bonus. If he takes the total defense

action while in the chariot these bonuses are doubled.

Normal: Chariots provide a +2 bonus to AC and a +1 bonus
to Reflex saves.

A fighter may select Chariot Shield as one of his fighter

bonus feats.

CHARIOT SPECIALIZATION [GENERAL]

When in a moving chariot, you can make devastating
attacks.

Prerequisite: Drive (chariot) 9 ranks.

Benefit: When in a moving chariot moving at its walk
speed or more, a character with this feat gains a +2 bonus
to weapon damage rolls from any melee weapon or thrown
weapon he wields. If the chariot moves at hustle speed or
faster, the bonus increases to +3.

Special: If the character chooses to add this bonus to
weapon damage rolls, he takes a =2 penalty to AC and may
not use the benefits of Chariot Shield.

A fighter may select Chariot Specialization as one of his
fighter bonus feats.

CLose ORDER Fi¢HTING [GENERAL]

You are trained to fight with other soldiers in formation.

Prerequisite: Shield proficiency.
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- (CHAPTER THREE: SKkILLS AND FEATS -

= =
=z |2 HE=
F:j TABLE 3—2: New FEATS E fz]g
= ?ﬁ - H H E
= =S| 5 Feat Prerequisites é =HH
== |z § _§ ) 1 == I
= 5|2 Canny Charge' Dex 13, Int 12, Combat Expertise, Dodge =
= 1= E E
5 £ Chariot Attack! Drive (chariot) 7 ranks g
=z Chariot Fighting! Dex 13, Drive (chariot) 5 ranks E 9
g Chariot Shield! Dex 13, Drive (chariot) 4 ranks E
f; = g Chariot Specialization® Drive (chariot) 9 ranks H e
E&"‘—"—"-.-“: Close Order Fighting! Shield Proficiency ;é”'-“"
£ g 2=t
. g Improved Close Order Fighting! ~ Close Order Fighting, Shield Proficiency % BLI==
B Drive-By Attack! Drive (chariot) 4 ranks g _[;f‘l
El=l Elusive Hide 8 ranks H—=THHH
| | oty | | _'
= H Fearless — E HEI2
/,..f g Improved Balance — H #
== g Improved Mounted Archery! Ride 4 ranks, Mounted Archery, Mounted Combat g E— §_.-:-
5 ﬁ Improved Nonlethal Attack® — %“"’%I S Ly
== |5 % ;3 Mounted Dodge! Ride 4 ranks, Dodge, Mounted Combat § a%'ﬁ
=1 % % Multiple Patrons’ A patron E Wz___;-:—
5#,__,_% Outlandish Weapon Finesse Weapon Focus (any melee weapon) ;;jé] E _
=2 = E
|-I—H Polyglot Int 13 HERHEE
= 'g Renowned — % 3 ";,—"%’1
; =E Retaliatory Strike! Weapon Finesse, base attack bonus +1 g a H
. = FEE# = [
E‘t"‘- g Shadow — H ﬂ;l E d
‘;é E g Showy Fighting* Combat Expertise, Weapon Finesse, base attack bonus +6 E |
=S| = e——
- Side-Step! Dex 13, Dodge, Mobility, Spring Attack, base attack bonus § f = 1
= +4 . 5 HE
2 i% E Smoke-Survival — = ;_‘;ﬁg_-
IE Il = =
= gg : Smooth Talker Cha 13 =
= ’_=;§ g Sprinter Run g -_ H
?ﬁsg Stunt Driving Dex 15, Drive (chariot) 2 ranks 'éﬁ‘ﬁ‘élg ;
== ’E g % Superior Trip! Combat Expertise, Improved Trip E l |._
=12 5| E Unknown — g [ =1
IEE::E Voice of Command — £ HH
= % g Wirestler! Weapon Focus (grapple), base attack bonus +1 E P
FE E =
= E g g E—
o ;j E 1 A fighter may select this feat as one of his fighter bonus feats. E [ oy~ g '
E._;é 2 The feat can be taken multiple times; its effects do not stack. %’% E _
= fE  He=LHE
Al = [
- 12 E § Benefit: The character gains a +2 AC bonus if another formation is broken, even if all combatants remain in the 5 E -T-%;:
I:Eﬁﬁ ~2 character with this feat is fighting immediately beside him. same relative positions. — 15
=== . . . —=|5 2
_ == % This goes up to +4.1f he has a character with Close Order A fighter may select Close-Order Fighting as one of his - dEE
= ﬂg E Fighting on each side. fighter bonus feats. E ELWJ
' i'fr; £ If a multi-rank formation of soldiers armed with reach EECTEC
I:%,;-ur-__-i weapons and all possessing this feat is charged, and a Drive-By ATtack [GENERALI E#-Ezé] £ E
= == £ person in the front rank who has set his weapon against the  You can use the chariot’s momentum to add power to your g dzE
= %E ] charge scores makes a successful attack against his charging attack. g
= :___E: g opponent, the similarly s1tua'ted sold1e.r in the next rank may Prerequisite: Drive 4 ranks. §
— attack the same opponent with a +3 circumstance bonus to . ) . . =
: [==) 2 hit. If the soldier in the first rank misses, the soldier behind Benefit: When in a chariot and using the charge action, =k
— € % him can still attack. but without the bonus. the character may move and attack as if with a standard E
? Sl E 4 . . . . . £
; :=___§ é These bonuses do not stack with any bonuses from the zlgi;g:jllﬁ tger;{l;;ot\(f)et;gr:z: (CC;I;:: fl-lci?%htil ::t:zgj;;ﬁgte § HEE
%:b'—?—: aid another combat maneuver. The bonuses are lost if the ge)- v " E#—fﬁé] E
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- (CHAPTER THREE: SKILLS AND FEATS -

exceed double his chariot’s walking speed. This doesn’t
provoke an attack of opportunity from the opponent
attacked.

A fighter may select Drive-By Attack as one of his fighter

bonus feats.

Ervsive [GENERAL]
You are difficult to pick out of a crowd.
Prerequisite: Hide 8 ranks.

Benefit: The character may use a crowd as concealment for
Hide checks. In addition, he may add his assassin, rogue, and
vigil class levels to his Hide check to blend in.

EviL EvE ProjJEcTOR [GENERAL]

You're able to intentionally cast the evil eye on those you
envy.

Benefit: If someone with Evil Eye Projector (sometimes
called simply a projector) is both envious of another person
(as with normal, involuntary casting of the evil eye) and
consciously wishes to cause harm to the spell’s subject, he
can voluntarily cast the evil eye at a person. The voluntary
projection of the evil eye follows all the same rules as for an
accidental evil eye curse, except that the DC of the subject’s
Fortitude save is 30, not the usual 20.

The caster of a voluntary evil eye curse can remove it at will,
but must make eye contact with the possibly wary subject to
do so. For more information on the evil eye, see page 74.

FeARLESs [GENERAL]

You show no fear, even in the most terrifying of
circumstances.

Benefit: The Fearless character gains a +4 morale bonus to
all saving throws versus fear effects, and even if he fails a
saving throw the effects are reduced by one category.

IMPROVED BALANCE [GENERAL]

You can walk on precarious surfaces, such as tree limbs or
fire-weakened rooftops, as though you were walking on a
normal surface.

Benefit: If he makes a successful Balance check when
walking on unsafe surfaces, the character can move at his
normal speed for 1 round. A failure by 4 or less means he
moves at half speed. A failure by 5 to 10 means he cannot
move for 1 round. A failure by 11 or more means he falls.

IMPROVED CLOSE ORDER FIGHTING [GENERAL]

You are trained exceptionally well to fight with other soldiers
in formation.

Prerequisites: Close Order Fighting, Shield proficiency.

Benefit: The character gains a +1 bonus to attack rolls if he
and another character with this feat and in formation with
him are both threatening the same target.

This bonus does not stack with any bonuses from the aid
another combat maneuver. The bonus is lost if the formation
is broken, even if all combatants remain in the same relative
positions.

A fighter may select Improved Close Order Fighting as one
of his fighter bonus feats.

[MPROVED MOUNTED ARCHERY [GENERAL]

You are highly skilled at using ranged weapons while mounted.

Prerequisites: Ride 4 ranks, Mounted Archery, Mounted
Combat.

Benefit: The character never takes a penalty for using a
ranged weapon while mounted.

Normal: A rider takes a —4 penalty to ranged attacks when
his mount is taking a double move and -8 penalty when the
mount is running.

A fighter may select Improved Mounted Archery as one of
his fighter bonus feats.

[MPROVED NONLETHAL ATTACK [GENERAL]
You know how to subdue opponents with any weapon.

Benefit: This feat grants the character a +2 bonus to
nonlethal attack rolls. A fighter may select Improved
Nonlethal Attack as one of his fighter bonus feats.

Mar oc«HIO [GENERAL]

Your appearance can be off-putting, and your envy can be
projected at others.

Prerequisite: A visible deformity of some sort (e.g.,
prominent scars, withered limb, missing eye or ear).

Benefit: Evil eyes (either voluntarily or otherwise) cast by a
person with Mal'occhio are more intense than usual. The save
DC against these evil eyes increases by +3. This +3 bonus
also applies to the check DC on attempts to remove an evil
eye using dispel magic.

Special: While a character with Malocchio is under the
effect of a grawitas spell, this feat has no effect on the save
DC:s of evil eyes he casts accidentally. Gravizas has no effect
on the casting of voluntary evil eyes, nor does it provide any
protection from either sort of evil eye.

Mal'occhio cannot be taken multiple times, even if the
character has multiple disfigurements. For more information
on the evil eye, see page 74.

MOoUNTED Dobc¢E [GENERAL]

You can dodge while in the saddle as well as you do on the
ground.

Prerequisites: Ride 4 ranks, Dodge, Mounted Combat.

Benefit: The character may use the Dodge feat while
mounted and may apply the benefits of this feat to either
himself or his mount.

A fighter may select Mounted Dodge as one of his fighter

bonus feats.

MuLTIPLE PATRONS [GENERAL]

Whether because of inherited family ties, an almost
unnaturally charming personality, or a unique set of events in
your personal relationship with other Romans, you have more
than a single patron—and you manage to get away with it.
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- (CHAPTER THREE: SKkILLS AND FEATS -
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= £
= =
2 2 £ lfe ==
= 5|2 Prerequisite: A patron. negative. Because his Fame score is likely to change over g e
=8 E . . . . £ |E| &l =2e=c
i;s‘ Benefit: The character has a second patron and gains all the 1M the points gained or IOSt. by.bemg R.enown(?d should. be EE=q3
— benefits of patronage (a monthly income, occasional favors, accounted for separately; e.g., if his Fame is +5 without this E===-'_.4z”; ] § r
. =

etc.; see page 53 for details) from each of his patrons equally. feat, it should be recorded as +5 (+4 Renowned = +9).

He’s also equally beholden to both patrons, required to fulfill
his duties to each of them except when duty to one would
conflict with duty to the other, in which case he is excused
from &oth duties.

¥

If his Fame score without the bonus from the Renowned feat
ever switches from positive to negative or vice-versa, the value
of the bonus from the feat changes as well; e.g., if a general £
with a Fame score of +2 (+4 Renowned = +6) loses =3 points
for losing a battle, his new score wouldn’t be +3 (+2 Fame —3
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Normal: While any person can become the client of
multiple patrons, doing so without this feat is a dangerous
affair. Such a character must keep his relationship to one
patron secret from the other, and if he’s caught out, not only

from battle loss +4 from Renowned), it would be =5 (+2 Fame
-3 from battle loss = —1, then —4 from Renowned = -5).

Unfortunately, being Renowned gives a person trying to see

n\m..m

WLRELLAY TR

will he lose both patronage but the patrons and their more through any disguise the character wears a +4 bonus to his :_‘
1= loyal clients may seek to punish him for his double-dealing. Spot check, instead of the +2 bonus he'd normally receive. === i HH
- —— . . . B=—e|Z
= During the Republic and the early years of the Emp e Special: The Renowned and Unknown feats can't both be E HHE
o4 |5 having two pat 1d b breach tract =
— av1'nlg1 blo Ealrons would be seen as a breach of contract, taken by the same character. £ —
mE punishable by law. L

Special: This feat can be gained multiple times, adding a RETALIATORY $TRIKE [C ENE RAL]

A l
*lm ]
]
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LT P THT T TR

= —i‘% . £l
b | new patron each time. You can make one retaliatory strike with a light weapon. ’g : i
.“‘E‘ § OVUTLANDI $H WEAPON FIN ESSE [C ENE RAL] Prerequisites: Weapon Finesse, base attack bonus +1. E 5"-’:
gl ,_:,.:. You are able to wield a weapon with a finesse that is far from Benefit: When using a light weapon, if the character’s struck : é_;é : gl
— P in melee and is neither flat-footed nor flanked, h Kk 1t
I=F usual for a weapon of that type. in melee and is neither flat-footed nor flanked, he may make =1 HE
== |2 % o one free strike per round as a retaliatory strike at his full £|E BL==)
= £ Prerequisite: Weapon Focus (weapon type). attack bonus, but only with one-half his Strength bonus (if z E g@
[g —F| Benefits: Select any one weapon with which he has the any) added to the damage. g === i%f
rﬁfé £ Weapon Focus feat and which nor mally. does not quahfy.as 4 A fighter may select Retaliatory Strike as one of his fighter H=EH
= | €1 2 finesse weapon; the character may use his Dexterity modifier o foote z ==
2 E|2 instead of his Strength modifier on attack rolls with that ==
= -—? g_ weapon. If he carries a shield, its armor check penalty applies ~ §HADOW [GENERAL] E 15E

v
\\dql

j

to attack rolls.
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While in urban areas, you can follow a visible target through
the twisting alleys of a city, ideally without the subject
knowing he is being followed. You can find someone and

Special: This feat can be gained multiple times. Each time
this feat is taken, the benefit applies to a new weapon.

N E
I i I

LT

LA LT

i A fighter may select Outlandish Weapon Finesse as one of keep him in sight as he goes about his business. ,,,_,,,,%IE E

. HELE

Rf | his fighter bonus feats. Benefit: The character can make a Survival check when = 8
= 2 following some quarry. If the check is successful, he may L=
EE PorycLoT [GENERALI ==

tollow the subject at a distance up to 60 ft. An additional

You have a special knack for learning languages. check must be made each hour to keep the quarry in sight.

i

LT T T T FT TV

LA LA TR LA T T

;Vg Prerequisite: Int 13. The DC depends on the population density and other el B
é Benefit: Speak Language is always a class skill for the conditions. E
5 _F ch'aracter. For every skill point spent on the Speak Language FILL IN TABLE TITLE ,,2 E 2L
g = é skill, he gains two languages. In addition, he can declare an H = HHE
=i IS unused language slot as a reserve slot. When he encounters Population Density DC & HE=
— 12 E § a language he doesn’t know, he may attempt a DC 15 Abandoned area 5 5 B i ,;:-,
35:='="__§ Concentration check. If he succeeds, he may learn that Lightly populated area 10 H=hHS
et language in 1d4 days, filling the reserve slot. Normal population density 15 f=: :
= |z |5| £ . . . Crowded 20 £15 5 =2
— 5|8 Normal: Each skill point applied to Speak Language grants £ el
H e
= ;g g fluency in one language. Very crowded 25 E —
5 =alg E=z)E!
[é’zi;_:% RENOWNED [GENERAL] These base DCs reflect the ease with which the subject can ;ﬁ&%ﬂ : “
= %g % You are more widely known than are others of your status hide or be lost in a crowd. §
- :___E_;: g and accomplishments. FiLL IN TABLE TITLE g
E == 2 Be.neﬁt: The characte.r ° Fame Score 18 1.n'creased by 4 . General Conditions DC Modifier :Fpﬁ
= |z |E| £ points away from 0; 7.e., if he has a positive Fame score it is g
HEEl . . . . Very clean +5
== &l 2 increased by +4; if he has a negative Fame score it is reduced 2
-1z |E| 2 ; ) . Average +0 Z
- —E| = by —4. If his Fame score without the bonus is exactly 0, he B =z
=k Cluttered 5 g

[
T

N
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gets to decide whether the Renowned bonus is positive or _..#i]
H
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- (CHAPTER THREE: SKILLS AND FEATS -

These modifiers to the base DC reflect the physical trail the
subject leaves behind.

PHysicaL TRAIL MODIFIERS

DC
Other Modifiers Modifier
Every three subjects in the group being -1
shadowed
Each hour of shadowing +2
Subject is of a different race than most -2 to -5
inhabitants
Poor visibility*
Overcast or moonless night +6
Moonlight +3
Fog or precipitation +3
Shadowed individuals hides trail (and +5
moves at half speed)
Size of creature or creatures being tracked™
Fine +8
Diminutive +4
Tiny +2
Small +1
Medium +0
Large -1
Huge -2
Gargantuan —4
Colossal -8

* Apply only the largest modifier from this
category. Good illumination in the city reduces
visibility penalties.

** For a group of mixed races, apply the modifier
for the largest size category.

If he fails a Survival check, the subject is lost.

If the quarry becomes suspicious, he can make a Spot check
(opposed by the character’s Hide check) to try pick him out
of the background. If the character is moving at greater than
one-half but less than his normal speed, he takes a =5 penalty
to the Hide check. If he is running, he takes a =20 penalty to

the check unless he is part of a crowd that is also running.

SHOWY FIGHTING [GENERAL]

You are able to use flashy moves in melee combat to cow an
opponent or entertain a crowd.

Prerequisites: Combat Expertise, Weapon Finesse, base
attack bonus +6.

Benefit: If the character takes the full-attack option in melee
combat against a non-gladiator, he can attempt to impress
an opponent by twirling, spinning, and weaving his weapon
about in such a manner that he convinces the opponent that
he is much more skillful. The character makes one fewer
attacks in the round (the attack with the lowest base attack
bonus is lost), but he can roll an Intimidate check, and if

it’s successful his other attacks gain an attack bonus that
round equal to the amount by which the check was made
(minimum +1). If the character doesn't have any ranks in
Intimidate, his Charisma is used. This ability only works on
creatures who are intelligent enough to be impressed by the

difficulty of such a display.

Trying to intimidate a gladiator with a flashy display

doesn’t work, but the character can affect the reaction of the
audience. Once again, he can make a full attack, and take
one fewer attack in the round in order to make a Perform
(gladiatorial combat) check. If he beats a DC of 15, he gains
a +1 bonus on his Perform (gladiatorial combat) roll at the
end of the bout (see page 40); beating a DC of 20 gives him
a +2 bonus; a DC of 25 gives him a +3 bonus; DC 30, a +4
bonus. If he has no ranks in Perform (gladiatorial combat),
his Charisma is used.

Special: Characters with any levels in the gladiator class are
immune to the effects of Showy Fighting.

A fighter may select Showy Fighting as one of his fighter
bonus feats.

SIDE STEP [GENERAL]

You are adept at avoiding attacks.

Prerequisites: Dex 13, Dodge, Mobility, Spring Attack, base

attack bonus +4.

Benefit: Unless trapped or immobilized, the character can’t

be bull rushed.

SMOKE SURVIVAL [GENERAL]
You can function effectively in smoke—at least for a while.

Benefit: In a smoky environment, the character can hold
his breath for a number of rounds equal to twice his
Constitution score, but only if he does nothing other than
take move actions or free actions. If he takes a standard
action or a full-round action (such as attempting to break
down a door), the remainder of the duration for which he
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- (CHAPTER THREE: SKkILLS AND FEATS -
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E HE=
HEE can hold his breath is reduced by 1 round. After that period, =~ Prerequisites: Combat Expertise, Improved Trip. £ =
ig he must make.a Dc 10 Constitution check every round to Benefit: If the character fails on a trip attempt, his opponent H=F H
— continue holding his breath. Each round, the DC for that doesnit get a chance to trip him in return, nor does he have E=="—-2€'§ : o
= = a I

check increases by 1. If he fails the Constitution check, he

‘ i to drop his weapon (if using one to attempt a trip) to avoid a
begins to inhale the smoke.

retaliatory trip attempt. The character also gains a +2 bonus
on all trip attempts. This bonus stacks with the one from
Improved Trip. g

¥
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Each round after he stops holding his breath the character
must make a Fortitude save (DC 12 +1 per previous choking

L

1l
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check) or spend a round choking. If he chokes for two

consecutive rounds, he takes 1d6 points of nonlethal damage.

Normal: A character without this feat can hold his breath
for a number of rounds equal to his Constitution score. The

DC for Fortitude saves against choking is normally DC 15

A fighter may select Superior Trip as one of his fighter bonus
feats.

UNKNOWN [GENERAL]

Despite your status and accomplishments, you have managed

n\m..m

WLRELLAY TR

+1 per previous choking check). to maintain a low public profile. :_[‘_%——f'l

- SMOOTH TALKER [GENERAL] Benefit: The character’s Fame score is reduced by up to 4 Fsﬂ% E &
bl ; ) ) points towards 0; i.e., if he has a positive Fame score of +4 or E 4z 2

= You excel at using your wits and honeyed tongue. more, it is reduced by —4, but if he has a positive Fame score £ ==

Prerequisite: Cha 13.
Benefit: The character gains a +1 bonus on all Bluff,

of +1 to +3, it is only reduced to 0, not to —1 to —3; if he has
a negative Fame score of —4 or more, it is reduced by 4, but

A l
*lm ]
]
W,
| f

LT P THT T TR

;"-‘:-E: Diplomacy, Gather Information, and Perform checks. if he has a negative Fame score of =3 to —1, it is only reduced ’g ol

..;E § to 0, not into positive numbers. ’E e
EE SPRINTER [GENERAL] Because his Fame score is likely to change over time, the g == EET'E:
S""”"“E"'?g You are faster than a typical member of your race. points gained or lost by being Unknown should be accounted §=;fa=§] g .
o= 1z 5| 5 Prerequisite: Run for separately; e.g., if the character’s Fame is +5 without this E £ ot i |
== 8|2 “ R feat, it should be recorded as +5 (=4 Unknown = +1). £i5 '—9{5’1
- g Benefit: When the character takes a double move action or a . . . EEC =5
£ _g run action, his base land speed increases as follows. Conversely, being Unknown gives a person trying to see | il g h

= ’ through any disguise the character wears a —4 penalty to his r=—xH"
- oElE : _ ’ : e
‘,é g § SPRINTER SPEED Spot check, instead of the —2 penalty he'd normally receive. ; el
< 12|81 2 Special: The Renowned and Unknown feats can’t both be HEEE=
=1 Base Land Speed New Land Speed taken by the same character. s P é =
— 20 ft. 25 ft. ==t
mn: 30 ft. 40 ft. Voice oF COMMAND [GENERAL] £l5g ==,
=1 40 ft. 55 ft. . , o e
= :_zg 50 ft. 70 ft. You can project orders in an authoritative voice that grabs 5 Ly
Gt 60 ft 85 ft attention. . gﬁ 8L

. . HEIE

= g This speed increase stacks with other forms of speed Benefit: The character’s shouted orders can be understood =" 3

H:= increases, including the fast movement barbarian class up to 120 feet away.

Anyone suffering from the effects of fear who hears his order
immediately rolls a Will save against the effect.

feature, and the monk’s unarmored speed bonus.
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== CHE
— Iz 2 STUNT DRIVING [GENERAL Normal: Under normal conditions a shout is understandable !
— 1z E You are able to control a chariot and its team with up to a range of 60 feet. %
E = phenomenal expertise. 15 s
Sesm==s E=——e|S E.
E ==H Prerequisites: Dex 15, Drive (chariot) 2 ranks. WRESTLER [C ENERAL] g = HH H
= = |5| 5 , =
== 8 g Benefit: If at any time the character fails a recover check, You know how to grapple exceptionally well. £ 'E‘EI_‘,_IJ
~TEIE he’s allowed to immediately reroll, using the better of the Prerequisites: Weapon Focus (grapple), base attack bonus +1. E éﬁ iR
I;%'—::__:ﬁi two 'results’ (allowing him to try riskier maneuvers than other  Benefit: The character receives a +3 bonus to all grapple g ,gl E
= |z |5 % chariot-drivers). checks, and deals +1 point of damage on a hold. In addition, £ .‘ =t |
;- E|S In addition, he can jump a chariot over obstacles no more when he gets a critical hit, his opponent must make a E ==
e § than 3 ft. high and/or 5 ft. wide (such as fallen comrades, Fort save (DC 10 + character’s level + character’s Strength § = i 'ér ;
[a’ﬁéb;ﬁ the wreckage of other chariots, or narrow ditches) with a modifier) or one of his limbs is crippled. If one of the target’s :ﬁ"""‘"";] £ ;
=z |5 H successful DC 15 Drive (chariot) check when moving at arms is crippled, he takes a —4 penalty to all Climb, Escape g SE=
45 E g speed. A clear, straight approach of at least 50 ft. is required, ~ Artist, Sleight of Hands, Swim, Tumble, and Use Rope H
= —E g and the check suffers a -3 penalty for every character in the checks. If one of the target’s legs is crippled, he takes a -5 §
i ; chariot apart from the driver. ft. enhancement penalty to his speed and a —4 penalty to all -
o E £ Jump, Move Silently, Swim, and Tumble checks. A Aeal spell EIErG -
== 5|2 SUPERIOR TRIP [GENERAL] removes this penalty. Penalties are cumulative. g
= 12 S| = =
1=F You are especially adept at tripping opponents in battle,and A fighter may select Wrestler as one of his fighter bonus - NHE
?”7‘5"”;‘4 you are able to avoid retaliatory trip attempts. feats. Es“rﬁg] HE
g ] E =
=H-H £
= 12__5_ : - 4.8 - £
E== g
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CHAPTER FOUR: EAME

Both Green Ronin’s 7estament and Trojan War feature an about those traits and deeds is paramount. Good deeds
optional Piety mechanism measuring a character’s obedience ~ performed anonymously can give someone a good feeling,
to his deities and respect for this society’s norms. While but a person’s career can be built on a foundation of a few
Romans were certainly pious a people, they were also a very successes and a lot of promotion and public relations.

practical one. The gods of Rome played a less direct role in
Roman life than the Greek gods during the Trojan War or
the gods of Israel and its neighbors in their history, providing
omens and lucky breaks but few blatant miracles. More
important to a Roman than what he thought about the

gods and what they thought about him was what his fellow
citizens thought about him.

As a recommended option, each character in an Eternal
Rome campaign has a Fame score, representing how well
known and how respected he is in Rome and throughout
the Empire. A low Fame score provides benefits on its

own and can serve as a springboard to gain public office
and more Fame. A high Fame score provides greater
opportunities but also responsibilities. And while a negasive
In the Roman world, a person’s abilities and Fame score has its obvious drawbacks, even infamy can
accomplishments are important, but how many people 2zow  have its benefits.

- FAME POINTS, MODIFIERS, AND CHECKS -
With tions (e.g., the child of th ),
berson b it s e seort ot Orand ey et GAINING AND LOSING FAME
PCs also have this score. There is no upper limit to a persons  There are many different ways for a Roman to gain Fame.

Fame, nor lower limit to a person’s infamy. These are listed on Table 4-1: Gaining Fame.

When interacting with other Romans, a character is

sometimes called upon to make a Fame check. This is N E C AT]VE F AM E
1d20 roll +/— his Fame modifier, which is one-half of his
current Fame score. A positive modifier is a bonus in most
circumstances, a negative modifier is usually a penalty, but
there are times when this does not hold true (e.g., both positive
and negative Fame modifiers act as a bonus to another person ~ But more drastically, a person’s fame can be changed into
trying to Spot a famous or infamous character in disguise). infamy in an instant, swapping a positive score for the

-49-

There are two ways for a person’s Fame to become negative.
The first is to commit acts that result in an incremental drop
in Fame, as shown on Table 4-2: Losing Fame.
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- (CHAPTER Four: FAME -

L === Hee=
=1 equivalent negative score as a result of a single particularly £ =
c==2 heinous act; e.g., the assassination of the emperor or the SES i
2 == g N ) ’ === §| £ |z
E’fﬂ‘"’g TaBLE 4-1: CAl NING FAME betrayal of a Roman army to the enemy. The character is still §=="—-2€a§|§ Fp
o ;'E H One-Time as well known as before (and probably more so since the é ' ;__éﬁ’ |
= E|2 Act Fame Award commission of his atrocity), but those he meets are less likely E5| ==

5 & H Participate in Military Victory (soldier) 1 to be positively disposed toward him. g
% = Battle honor (corona) 1 Similarly, an infamous person’s status can change overnight ;m
= :___§_ Battle honor (imperator) 2 (say, when an emperor’s assassin is declared emperor E
= E ; ; imself ), again switching his negative Fame score to a
=1 ; Battle honor (spolia opima) 3 himself), ag; hing his neg F
" == E Command Military Victory (battle) 2 positive one. E Wj
= E Command Military Victory (campaign) 3 Incremental Fame loss can be handled mechanically, using =L
: g Voted a Triumph 4 the .e.ntries on Ta.lble 4-2 as a guide, but a radical swi.tch f1.rom £ =i
1=E Become Senator (through election or 1 positive to negative Fame (or back) must be at the discretion g _[%‘I
1=H inheri f the GM. H=THE
E—= inheritance) o hﬁz’% £l
= % Elected to Minor Office (e.g., interrex) 0 A negative Fame modifier is generally a penalty on Fame E HHE
— 2 Elected to High Office (assemblyman) 1 checks, except when the check involves relations between £ _’E
= 3 g Elected to High Office (vigintivirates) 0 two people who both have negative Fame (e.g, an infamous £ o
E _a_d_,%' Elected to High Office (quaestor) 1 character trying to recruit another such person as a client or L__,%Ig E_
o ?%. ;3 Elected to High Office (tribune) 3 patron). é ;%.;
T % % Elected to High Office (aedile) 1 £ 5"-':
5 i:% Elected to High Office (curator) 1 FAM E AWAR DS 5 —— HH
Tt Elected to High Office ( A =1t
£ 5 g ce (procurator) 0 E==il2E
=252 Elected to High Office (praetor) 2 FOR DVENTVRE RS £ g E_l-,:.éf—ﬁl
= H Elected to High Office (propraetor) 1 Along with the various acts one can perform to gain Fame g E g@
= B . ini —to- H EIE= a8
[E";i f E}e cte j to Elgi 82 e E augu 3) i (see Table 4-1: Gaining Fame), the day-to-day exploits of : ﬂ g E
===l 2 ected to Hig ce (cons HEEEHY
sl 1= E . - =]
== 5|2 Elected to High Office (proconsul) 2 @J-l @ Elf ==
= ;IE g Elected to High Office (censor) 4 TABLE 4-2: LosING FamE g :?F;'fz:
E‘f;:’%: Elected to High Office (prefect) 5 One-Time ;hﬁf‘f':él Z =
- £ |E £ Elected to High Office (pontifex 3 Act Fame Award E - |
== g g maximus) Command Military Defeat (battle) -3 E e
= = g Elected to High Office (dictator) 6 Command Military Defeat (campaign) —4 : i § 3
?ﬁgg Elected to High Office (augustus) 10 Fail to be Voted a Triumph -2 EM"%I H
=z g g Elevatior} in Social Rank (e.g., plebeian 2 Failed Election a E | g%a: l
w1 E E to equltes)* Implicated in Scandal (e.g., failed —2/-4* g
= Hold Games 1d4 assassination plot, foreign or cross- E i
E’i’;ﬁg Pay Public Bath Fees for All Romans 1 class lover, impious behavior) Z AEE
i EH tor a Month Avoiding Public Service (military or civil) —4/-8* E :
H g Make Grain Donation for All Romans 2 Failure to Observe Major Religious Rite -1/-2* E Wil
E E_':_:‘EJ% for a Month Commit a Crime -2 g hHH
- Make Public Sacrifice to the Gods 1 C . ime Aeai X ===t 2=
f=H ) ommit a Crime Against Someone of -3/-6 =2 H S
= =H Dedicate Temple 2 Higher Social Station & £l 5 ===
- 12 E g Dedicate Public Building 2 Patron Failing to Honor Client Request -1/-2* E g i%;:
I:EE,E-‘ =2 Found City 5 Client Failing to Honor Patron Request b EE= 1 B
5 = ?g Associate with the Famous 1 Patron Found Asking Clients for Loans c - i g
= ﬂg é Patron of the Famous 2 Associate with the Infamous -2 E ==
' E'f,; £ Relzted to t)he Famous (including via 1 Related to the Infamous (including via -2 E Eg’i_
1= i § adoption adoption) Eﬁ_,___z_qi] E|EL
Ei% H Take Something from a Rival (e.g, 2 Year Spent Out of the Public Eye d : HE
=E512 office, command, wife) £
H=E “With . i1 the Empi iod * The figure after the slash is for those with Fame g
= i : ith some exceptions, in the Empire perio scores above 24. :
—— only the Emperor was allowed to stage games; a a Lose Fame equal to amount Fame check missed by 'i-'g':r:ga
E =) 2 measure taken to eliminate a source of popularity b No Fame loss, but legal reé)ercussions g
=~ IE |2 for potential rivals. ¢ Patron’s Fame score halve E
= £ % d Lose 1/10 Fame score (see page 54) g
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- (HAPTER FouRr: FAME -

adventurers also lead to celebrity. So long as the character’s
adventures aren't kept secret from the general public, every time
he gains a character level above 1st he receives 1 Fame point.

'The GM should also award bonus Fame points during play
if a player character does something spectacular (e.g., slaying

a monster that should have been beyond his capabilities) or
something impressive in the public interest (e.g., predicting a
volcanic eruption in time for the population of a city to flee)
even if the act doesn't appear on Table 4-1.

- \JSEs FOR FAME -

A character can use his fame or infamy in a variety of ways.

BATTLEFIELD ORATORY

Before any battles, a character can use his Fame and speaking
ability to inspire an army. If he succeeds at a DC 20 Fame
check, his Side/Force receives a bonus on melee damage

and morale checks equal to his Fame bonus that lasts for

one battlefield round per 5 points of Fame of the speaker
(minimum one round). The character may add one-half his
orator class levels to the Fame check.

If the character attempts to rouse the troops in the middle
of an ongoing battle, the DC is increased by 4. The oratory
takes the place of one attack the character would otherwise
be able to make in the round.

If the character has a negative Fame modifier, it acts as
a penalty to his check unless the majority of those he is
addressing have either 0 or negative Fame scores themselves.

Note: If the GM isn't using the Biblical or Homeric
Battlefield Resolution System, battlefield oratory’s effects
apply to 10 soldiers per point of the character’s Fame total.

CLIENTS

Most Roman equites and patricians (and even some
plebeians) have a retinue of clients to whom they give daily
gifts in exchange for flattery and favors (see page 53). Each
month, the character has to pay out at least twice his Fame
bonus in copper if he’s a plebeian with clients, twice his
Fame bonus in silver if he’s an equites, and twice his Fame
bonus in gold if he’s a patrician. The number of clients his
character has is up to the player, but the maximum number is
equal to his Fame score.

If the player wants his character to have a client of a specific
type (e.g., a retired gladiator) or a specific person (e.g., the
son of a general) he must make a DC 20 Fame check. If the
desired client is particularly noteworthy or powerful (e.g., a
senator or a high-level adventurer) the DC can rise to 25 or
beyond. If the Fame check is failed, the PC loses —1 Fame
point and cannot attempt to recruit that particular person
until the PC gains a new level.

When a character is away from his home and in need

of help, there’s always a chance that one of his clients is
nearby. He must make a DC 20 Fame check if in Rome or

a regional capital, DC 25 in a small city, DC 30 in a town,
or DC 35 in a rural setting. If he’s in a place he’s never been
before, the DC of the check increases by +10. If he’s trying
to find a specific client in a distant locale, the DC is increased
by +5 to +15, depending on the likelihood that that person
would be in that place (e.g., a trader client could easily find
his way into any port, but a simple farmer is unlikely to be

found hundreds of miles from his land). If this Fame check
is failed, the character cannot attempt to find one of his
clients again until he enters a different city or province.

DIscUISE

A character’s Fame works against him if he’s trying to
conceal his identity. Along with any other bonuses someone
attempting to penetrate the character’s concealment may
receive (see the Disguise skill in the PHB), he also receives
a bonus to his Spot check equal to the magnitude of the
character’s Fame modifier; i.e., a +5 bonus to his Spot check
if the disguised character has a Fame score of 10 or 11 (+5
Fame modifier), and a +5 bonus if the character has a Fame
score of =10 or —11.

FAME AND SECRET IDENTITIES

If someone wears a disguise on a one-off basis, his Fame

can have an effect on the ruse, giving others an improved
chance to see through the disguise. The disguise also affects
his Fame: any exploits he makes while in disguise gain (or
lose) him no Fame points unless his identity is later revealed,
allowing others to properly associate the deeds with the man.
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=i FAME AND ALIGNMENT SR
om—— Em===|E ==
=S Unlike the Piety system in ZTestament and Trojan War, this optional Fame system isn’t meant to be substituted for =1 2 |2
| B

the conventional alignment system; a Roman is as likely to be good and famous as evil and famous.
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But if he takes to wearing the disguise on a regular basis,
performing exploits without revealing his true identity, then
(at the GM’s option) his alternate identity can begin to
develop a reputation of its own, resulting in the character
having a dual Fame score: one score for his real self and one
for his alternate persona.

The false identity starts with a Fame score of 0, and gains
points for those actions the character performs in that guise,
and for any background details he can firmly establish (DC
25 Bluff check) as part of his alternate identity, such as
claiming to be a veteran of a successful military campaign.

If the person’s alternate identity is ever permanently

those divination methods that require a percentage roll, the
character’s Fame modifier is applied as a bonus to the roll.
For those methods that use a d20 roll, 1/5 the character’s
Fame modifier is applied as a bonus to the roll.

ELECTION

Once per month of game time, a character can attempt to
use his Fame to win election to public office. This requires
a vote in the Senate or other like body: a Fame check with
a DC that varies with the office (see Table 4-3). On a
successful check, the character gains the new office (and
any related Fame; see Table 4-1). On a failed check, the
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ﬁ revealed to the general public, one-half of all Fame points character loses a number of Fame points equal to the amount ’g : =
..% E the alternate persona gained for actual deeds (not faked by which he failed the check—a natural 1 on the check roll E e
== background stories) are added to the character’s true is always a failure. In most cases, a candidate can lose more EEC :""2{‘;
g =4 ; . . . .. E=
%—:’:..-s..-—g identity’s Fame score. Fame in a failed election bid than he stood to gain if he §===_fa=§] E _
= £ won, so a decision to run for office is usually made only after HAE=E IS
—L 512 D careful consideration HE =)
= 5|2 IVINATION : =
= =2 An electi b d by another PC or an NPC, and fEETEE
==H If a character has a positive Fame score, once per game n election can be opposed by another i or an »an EE=qERE
- . : : almost all elections are opposed. If the opposing character E====|5
EB:_,,,_ E session he can use his Fame modifier as a bonus to an pp : pposing et H
ElZ . R - .
= |2 €| 2 attempt at divination, through the augury or divination is vying for the same office, each of the candidates makes E: |
= H g . i i g 5| =
2 E|2 spells or astrology and other fortune-telling skills. For a Fame che.ck and the candidate who wins by the largest A HEr—=
s =2 amount gains the office and the loser loses a number of E H

v
\\dql

j

I"'"AE‘ 1
R
n

Il@_ Fame points equal to the amount by which he was defeated.

B

m: g TABLE 4_3: EvLecteD OFFICE If the opposing character is not himself a candidate for the % ol o
== 5|2 office (he merely attempts to persuade the voters not to back | ‘-"—l
= ’:__;E g Fame the candidate), his Fame modifier is subtracted from the é .ygz:
No— Office DC Voting Body candidate’s before the Fame check is made. i—usﬁélg :

: H . . He=HHE
= |z |5| £ Minor office 5 varies Most candidates for public office are patrons with a number £ ==

== |E( 2 . L——j
~HEH (e.g., interrex) of clients they can order to accompany them during the E
F=H Vigintivirates 5 Senate or aediles election. Every member of the appropriate voting body the E =
[E":'j"_-‘; Assemblyman 10 Popular Assembly character can count among his clientele (e.g., senators for g AHE
12 E é Senator 10 Senate those offices voted on by the Senate, plebeians for the office £ =
== 5|2 of tribune that’s voted on by the Popular Assembly) gives E 5| V=
= = E Quaestor 15 Senate Y P Y& HE e
=== g - him a +1 bonus on his Fame check, and he receives another g 2 % =
|:§i€"‘_~:-’=§ Tribune 20 Popular Assembly +1 for every 10 other clients who raise their voices in support ZF‘W"%]E E=
= :‘“'E" g Aedile 15 Senate of him. If an office is granted (directly or indirectly) by the £ | it l
=1 g Curator 15 Senate emperor, the candidate receives no bonus from his clientele; £ gE —
; _E § Procurator 12 Senate in fact, being too popular can work against him if the E B =
I:Enﬁ-__.—-—-g Practor 20 Senate emperor sees him as a potential claimant for the Empire’s -gl E
E § g Propraetor 15 Senate highest office. H " == |
==11-H Augur 25 Senate Note: Some elected offices have a number of prerequisites E f—
= Consul 25 Senate (see page 126). A character who doesn’t meet the E =hHE
r& p 1 S prerequisites for an office can still seek it, but the DC is f""""":] e
= |z |5| 5 roconsu 20 enate increased by +5 for each prerequisite he fails to meet. £ ==
= IE g Censor 30 Senate |
Eel Prefect 30 Emperor FAME AND ELEcTED OFFICE f
=t Pontifex maximus 30 Popular Assembly Rolling a Fame check isn't the only way to gain elected sy
= |g % Z Dictator 50 Senate office. A GM can always decide to give a PC an office as a E
=EE g Augustus 75 Senate reward for exemplary service to the Empire, as a recognition 2
1=F of a character’s rising status, or as a plot device leading to g HE
%”ﬁ -@ﬂ ITE_ political adventure. Es“rﬁﬂé
=H=E - - 2
= 12 |E| 2 4
3 | 52 E
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- (HAPTER FouRr: FAME -

If a PC is granted an office by the GM instead of rolling for
it, he still gains Fame points from the new office without
the risk of losing Fame. On the other hand, being elected to
an office you weren't actively seeking is sometimes less than
good fortune.

Even if a GM allows the optional Fame system to be used
in his campaign, he can still rule that PCs cannot roll for
elected office as one of the used of their Fame points. Public
office, especially high offices like consul or emperor, can be
central to the course of the campaign, and a GM may want
to reserve those plot details in order to further an ongoing
storyline.

New PATRON

There are many ways for a Roman to gain a patron: through
associations formed during military service, through family
connections, as a result of a slave being freed, ezc. And
character who is a free Roman citizen (and many that aren’t)
is automatically entitled to a patron during character creation
or at the moment the PC becomes a citizen.

If the player has no preference for the type of patron his
character receives, the GM can simply assign one. But if he
wants his PC to be bound to a specific patron (either a type,
such as a senator or general, or a specific personage), he can
make a Fame check with a DC equal to the magnitude of
the Fame score of the desired patron. If the check is failed,
the player can retry at a later date, but each subsequent
attempt suffers a —1 cumulative penalty on the roll as the
intended patron becomes increasingly annoyed.

GAINING PATRONS AND CLIENTS

The mechanics in this chapter for gaining clients and
patrons only apply to player characters. The GM can assign
NPC patrons and clients to each other at will, and with the
exception of clients or patrons specifically rolled for by the
player the assigned of all other patrons and clients is at the
GM’s discretion. A GM cannot assign a second patron to a
PC unless the player requests it (with or without taking the
Multiple Patrons feat, see page 45).

Note: Even if a player gains a specific client or patron
through a Fame check, the patron or client is still an NPC
in the control of the GM. He may invite the player to
participate in the creation of the NPC, although the players
shouldn’t know everyzhing about the patron/client.

NPC ATTITUDES

A person’s Fame modifier is applied as a bonus or penalty to
checks made to influence the attitudes of NPCs. Animals
and those in places or situations where they couldn’t possibly
have heard even rumors about the character’s Fame aren't

affected.

PATRONAGE

With few exceptions, every Roman citizen is the client of a
patron with a higher social standing (see page 49). So long
as he fulfills his obligations as a client, the character receives
a monthly income equal to twice his Fame bonus in copper
pieces if he’s a plebeian, silver pieces if an equites, or gold
pieces if a patrician.

As well as his regular gifts from his patron, once per day

a character can see if he can quickly come up with a small
amount of extra money from his patron or other sources. If
the character succeeds on a DC 10 Fame check, he receives
a number of copper, silver, or gold pieces (as above) equal to

half his check result.

If he fails this Fame check he isn’t able to wheedle any extra
money from his patron on this day, but he can try on another
day without any penalty.

'The character can also try to receive a non-monetary favor
from his patron. The DC of this Fame check depends on the
nature of the request; see Table 4—4.

TRIVMPH

After a military victory, the commanding general can
attempt to use his Fame to win public recognition of his
feat in the form of a triumph. This requires a vote in the
Senate (a DC 25 Fame check). Every senator the character

B

EL

TABLE 4—4: CLIENT REQUESTS
Task DC
Trivial request >1*
Simple request 10
Complicated or expensive request 20
Dangerous to reputation (e.g., possible Fame loss) 30
Dangerous to person (e.g., possible injury or death) 40
Condition Check Modifier
Client convinces patron that client will suffer Fame loss if request not granted +1
Client convinces patron that patron will suffer Fame loss if request not granted +2
First time client has made special request of patron +5
Exceptionally close and positive relationship between client and patron +5
Exceptionally distant or negative relationship between client and patron -5
Request against the plans or interests of patron -5
* Anything less would causes the patron to berate the client for the annoyance.

Lt
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= g E has as a client gives him a +1 bonus on his Fame check,and  he earns an additional +2 Fame points for the triumph. The
=32 E he receives another +1 for every 10 other permanent clients cost of the triumph (1,000-10,000 gp) is assumed by the
EE=IE who raise their voices in support of him; a general may be triumphator, although the booty from his military victory HE
£ %‘% supported by entire legions, but only his actual clients have would usually more than cover this expense. z ?;:? g ]
— E g g Zﬁ effegt on the vote. If the vote 1s.successful, Fhe characteris  1f the character’s attempt to be voted a triumph fails, he loses ; 5 (o |
-5 2 owed to para'de into Rome andlls heaped with honors, —2 Fame points. gfe |
E=l2 resulting in an increase of +4 to his Fame score. ) . HE=RHE
Pes=s ) ) o ] ) Note: A triumph can only legally be awarded to someone in ?ﬁsgil g [5
= 5EI8 ﬂ]e_ triumphator 1s.expected to dlSt.nblllte gifts to his troops public office. If the character isn’t an office holder at the same HEZEHL
== 5[ 2 during the celebrations, and if he distributes an equal time as the Senate votes him a triumph, they’ll also elect him £ )
-E5E amount of money to the public (either in cash or grain, or (on an extremely temporary basis) to some available office. < EL
IE»_;____;__% in the form of donations to temples or public institutions) g ""'15
£ g HE=EH
it - EXPECTATIONS OF THE FAMOVS - =
|:§““;"‘""”’§ Along with its many benefits, Fame comes with a price: lose Fame due to inactivity, because he did have one addition E E""*;;] g _
g H increased expectations. to his total even though his final Fame score (4) is 1 point f=if
=1 g lower than his score at the start of the year. £ g ==
== g l NACTIVITY Table 4—1 shows that election to minor office, to a g
I:Eﬁ____.'__é The first of these expectations is that a famous person procuratorship, or to a vigintivirate results in a +0 increase H
26 H will continue to work to increase his renown. If he fails to to the character’s Fame score. This isn't the same thing as £
= 2 perform any activities to increase his Fame in a year (public inactivity leading to a lose of Fame. These offices can be g
' 22 sacrifices, (re)election to office, gaining a level), the character conside.red placeholders, .maintaining the character’s Fame H
|:§g;—-u--§ loses 1/10 of his Fame score (minimum loss of 1 Fame), score w1t'h0ut change while he works to find a way to f
S =g g continuing until his Fame reaches 0, but not into negative Increase it. g
= %é § numbers. Note: A Roman with a negative Fame score doesn't lose E
= ;E; § His Fame score doesn’t have to end the year higher than it Fame as a result of inactivity. While fame can be fleeting, % :
;’; began, it just must have experienced at least one increase infamy tends to survive even time. Zf'—“""“
=1z [E| 2 over the course of the past 12 months. For example, if a E|ST -
E 2 £ g character starts with a Fame of 5, then is implicated in a P ROPRIETY g
== g political scandal (_2_ Fame) early on in the year, but toward’ Another expectation of Roman society is that a famous g
;5!:5 the end of the year is elected quaestor (+1 Fame), he doesn’t person be held to a higher standard than a less public e
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- (HAPTER FouRr: FAME -

EL

THE NUMBERs GAME
Some GMs may fear that players will play the numbers instead of roleplaying their PCs; e.g., making a public

sacrifice and recruiting a couple senators as clients merely to get the extra Fame needed for a try at election to
a consulship. Fortunately, this isn't a problem—it’s actually a very Roman way of looking at things. The worried
GM should just take care to roleplay the Fame-related events; e.g., playing out the public sacrifice, instead of
letting the player simply mark off some gold from his character sheet and boost his Fame score.

Lt

fr

figures; a moral offense that could be ignored if performed
by a social nobody would be scandalous if a senator or other

official did it.

On Table 4-2: Losing Fame (see page 50), some ways to
lose Fame have two entries separated by a slash. The lower
number before the slash is for those with Fame scores of 24
or less, the higher number after the slash is for those with 25
Fame or more.

In addition, those with a high Fame score usually face
increased scrutiny from the censors of Rome. Among the
duties of the censors is the maintenance of the senatorial
rolls—and they have the power to remove any senator from
office if they determine that he is morally unfit to serve

in the Senate. They can also permit or forbid an upwardly
mobile citizen entrance into the equites or patrician classes
on the same moral grounds.

PATRON AND CLIENT REQVESTS

And finally, as a character’s Fame increases, the sorts of
favors that his clients and patrons ask of him grow larger.
At a minimum, the value of the gifts he has to give to his
clients increases directly as his Fame bonus increases. But
in addition, the more powerful the character becomes, the
more his patron and clients think he can accomplish for
them, and naturally the requests they make of him reflect
that, becoming more expensive, complicated, demanding, or
dangerous (in more ways than one).

A player character can always decide not to grant a client’s
request, but if that refusal becomes public knowledge, he
loses Fame—the public doesn't like breaks with the patron/
client system. If a PC decides not to acquiesce to his parron’s
demands, he doesn’t lose Fame but can be brought up on
breach of contract charges.

- MILITARY HONORS -

'The Romans had a number of honors they could bestow on
members of the legions for valorous acts. Unlike triumphs,
player characters can’t use their Fame to campaign for these
honors. They have to be earned by actual deeds, notthrough
political machinations. The GM should use his discretion
when it comes to awarding them to PCs.

CORONA AVUREA

This golden laurel wreath was given to a Roman soldier who
held his ground to the end of a battle.

CoroNA CIvica

A wreath of oak leaves, this award was given for saving a
Roman citizen’s life in combat.

CorRONA GRAMINEA

Bestowed for the breaking of an enemy siege, this wreath
was made from grass gathered at the site where the honoree

performed his deed.

CORONA MURALIS

Gold wreath in the form of fortifications bestowed on the
first man over the wall of an enemy city during an attack.

| MPERATOR

Although this sounds like a title for an Emperor, it’s actually
an honor that could be granted by soldiers to a general who led
them to victory; while being voted a triumph served as public
recognition for a general’s actions, being voted imperator was
often more meaningful to a military man. Not all Emperors
received this accolade, while others received it multiple

times (some before they became Emperor). After Vespasian,
Emperors took the title “Imperator” without actually being
voted the honor by the legions.

SpoLiA OPIMA

Only awarded four times in Roman history, this honor was
bestowed on one who defeated an enemy commander in
single combat.
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CHAPTER FIVES EOVIPMENT

This chapter presents new equipment for use in the Efernal
Rome setting.

Table 5-1: Roman Weapons lists weapons available in the
Eternal Rome setting.

GLADIATOR WEAPONS

The following are the weapons used by the standard gladiator
types:

lasso, longspear, net, scimitar, shortbow, shortspear,
short sword, spear, trident.

ALTERNATE NAMES

Although they have the same stats as standard weapons, the
GM might want to substitute Latin names for the arms of
the Empire to add Roman flavor.

* Fuxina (trident): Used by laquearius and retiarius
gladiators.

* Gladius (short sword): The standard weapon of the
legions until the late Empire.

« laculum (net): Used by retiarius gladiators.

* Plumbata (dart): Named for the lead weights that gave
them heft.

* Pugio (dagger): The secondary weapon on most Roman
troops.

+ Sica (scimitar): The chosen weapon of Thracian
gladiators.

+ Spatha (longsword): Originally favored by Celtic and
German auxiliaries, it became a popular cavalry weapon
in the middle Empire period, and by the late Empire it
was standard for infantry as well.

- New WEAPONS -

This section presents new weapons for use in the Eternal
Rome setting.

AMAZON AXE

A handaxe with a light pick on the back of the blade, which
could be used as either type of weapon. The first damage
given is for the axe blade; the second for the pick.

BALLisTA

The ballista is a very heavy weapon, essentially an oversized
crossbow that fires a dart the size of a javelin. It is used by
the army in siege warfare, by the navy on warships, and by
the Cohorts Vigilum in firefighting. A character must have
a Strength of at least 25 to fire a ballista without a tripod
or some other kind of mount. Regardless of Strength, a
wielder takes a —4 penalty to attack rolls when wielding
this weapon in addition to the normal —2 non-proficient
penalty. Loading a ballista takes 2 full-round actions, and
provokes attacks of opportunity.

CESTVUS

The cestus is a piece of leather or metal bound to the fist to
enhance the damage caused by punches—an ancient version
of brass knuckles. Participants in some boxing matches
fought with cesti rather than bare-knuckles. Because it is
bound to the hand, it is not subject to disarming. Damage
done by a cestus wearer increases the unarmed strike’s
damage as if the wielder had also increased one Size category
(see Chapter 4: Improving Monsters in the A/M). For
instance, a normal unarmed strike for a Medium creature
deals 1d3 points of nonlethal damage. While wearing cesti,
the damage increases by one step to 1d4 points of nonlethal
damage. Leather cesti deal nonlethal damage (although a
pankretiast can choose to cause lethal damage with them);
metal cesti deal lethal damage.

A cestus makes it difficult for the wearer to use the hand for
anything except punching, imposing a —6 penalty to any rolls
requiring any degree of manual dexterity (including grapple
rolls), and a 30% arcane spell failure chance for spells with
somatic components or material components that have to be

handled by hand.

CHARIOT-SPIKES

Chariot-spikes were rarely necessary in combat, as

showy attempts to board moving chariots were rare on

the battlefield. But in the arena they were more useful.
Chariot-spikes are a defensive weapon, intended to stop
enemies from climbing aboard the chariot. Chariot-spikes
add +2 to the DC of an attempt to board a chariot, and the
boarder suffers damage from the spikes only if his boarding
attempt fails.

FIREHOOK

Consisting of a sturdy 6-8 ft. pole with a large metal hook
on one end, the firehook allowed a vigil to clear debris or
pull down fire-weakened structures from a (hopefully)

safe distance. In addition to this noble purpose, it can also
be used as a weapon. It has reach, and can be used against
opponents 10 feet away but not against adjacent foes. Its
curved hook can also be used to make trip attacks. If the
wielder is tripped during his own trip attempt, he can drop
the firehook to avoid being tripped.

LAssO

A lasso is a length of rope, 10 to 25 feet long, with a noose
at one end. It was used by the laquearius class of gladiator
to trap and entangle enemies.

Throwing a lasso is a ranged touch attack. If it hits, it
partially entangles the target, imposing a —1 penalty to
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Simple Weapons

Unarmed Attacks
Unarmed Strike
Cestus

Light Melee Weapons
Dagger

Mace, light
Sickle
One-Handed Melee Weapons
Club
Mace, heavy
Shortspear
Two-Handed Melee Weapons
Longspear 3
Quarterstaff 4
Ranged Weapons
Dart
Javelin
Pilum 2
Sling
Bullets, sling (10)

B,
e
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TABLE 5—1: RoMAN WEAPONS
Range
Cost Dmg(S) Dmg(M) Critical Increment Weight Type
— 1d2 1 1d3 1 x2 — — Bludgeoning
1gp 1d32 1d4 2 x2 — 11b. Bludgeoning
2¢gp 1d3 1d4 19-20/x2 10 ft. 11b. Piercing or
slashing
5gp 1d4 1d6 x2 — 4 1b. Bludgeoning
6 gp 1d4 1d6 x2 — 2 1b. Slashing
— 1d4 1d6 x2 10 ft. 3 1b. Bludgeoning
12 gp 1d6 1d8 x2 — 8 Ib. Bludgeoning
1gp 1d4 1d6 x2 20 ft. 31b. Piercing
5gp 1d6 1d8 x3 — 91b. Piercing
— 1d4/1d4 1d6/1d6 x2 — 41b. Bludgeoning
5sp 1d3 1d4 x2 20 ft. ¥ 1b. Piercing
1gp 1d4 1d6 x2 30 ft. 21b. Piercing
2gp 1d4 1d6 x2 30 ft. 2 1b. Piercing
— 1d3 1d4 x2 50 ft. 01b. Bludgeoning
1sp — — — — 51b. —

1 This weapon does nonlethal damage
2 See weapon description for special rules

3 Reach weapon
4 Double weapon

)

attack rolls and a —2 penalty to the target’s Dexterity score.

He can move at normal speed, but cannot charge or run.

He must make a DC 15 Concentration check in order to

cast a spell.

The lassoed creature can use a full-round action to free

himself from coils of the lasso with a DC 15.

'The user of the lasso can attempt to restrict the movement
of the lassoed creature to within the limits that the rope
allows by making an opposed Strength check modified by
the Size modifier to grapple checks for both targets (Small
creatures take a —4 penalty while Large creatures gain a +4
bonus). A lasso is only useful against creatures within one
size category of the wielder.
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H==H] E==HEE
[;’?Z_ - C(HAPTER FIVE: EQUIPMENT - gﬁﬁ]*
=ik s
= gg § P ILUM takes a —2 penalty to attack rolls and loses any Dexterity bonus g g —
= —c g to Armor Class until the shield is thrown away or the pilum § E
|Z§se:;.-_.v==_=_t The pilum is the throwing spear of the legions. Its broad is removed. Removing a pilum from a shield is a full-round E::r—__zg%l HES
’ E % point and long, thin metal neck were designed so that even action, and provokes attacks of opportunity. é % ;_EE;
é E g if the pilum d%ddt harm its target, the point would 10dge in In the late Empire, lead weights were added to pila in order HHle=—=
; é H an enemy’s shield and then the neck would bend, making to increase their penetrating power. A weighted pilum §
[Ee— the spear difficult to remove and the shield awkward to use, g

receives a +1 bonus to attack rolls, but its range increment is g
reduced to 20 feet.

1l

forcing the shield’s user to throw away his shield or fight
encumbered by the heavy spear shaft.

If a pilum attack misses its target but would have hit if not WHEEL-BLADE
for the opponent’s shield bonus (e.g., if the target is carrying a
heavy wooden shield, +2 shield bonus, and the attack misses

TOVTETRAA WY

(TR

Although rarely used on war chariots, wheel-bladed
chariots were sometimes used in the arena, and they

Tn UM &

i

AT THIT AT

WLRELLAY TR

. by 2 or less), roll dama.ge for tbe pilum; if the damage .exceeds sometimes featured in Celtic myths and other fantasy
| the hardness of the Sh{eld (FYPICRHYS' f?r awooden S.hle}d’ 10 sources. Wheel-blades are scythe-like projections mounted —=hHH
= for a metal one), the pilum is lodged in it and the shield’s user |, 4 chariot’s wheel-hubs. They cannot be used against ?’ﬁ’]é r
T=H TABLE 5—1: RomaN WEAPONS (¢<ON'T) = 15 q
=== == =
= =512 Range =L
= )5 |5| £ . - . §[E[z ===
= E|E Martial Weapons Cost Dmg(S) Dmg(M) Critical Increment Weight Type £ ==
=1 2|2 Light Melee Weapons H ==
g _____f_ Amazon axe ? 7 gp 1d4/1d3 1d6/1d4 x3/x4 — 6 Ib. Slashing or ;‘y‘é] E _
=H piercing S22
g Axe, throwing 8 gp 1d4 1d6 x2 10 ft. 21b. Slashing £ 5[ s1==]
g Handaxe 6 gp 1d4 1d6 x3 — 3 1b. Slashing z E E;:
E Sap 1gp 1d4 ! 1d6* x2 — 21b. Bludgeoning g =R HS
E";‘"’% Shield, any special 1d2 1d3 x2 — special Bludgeoning ﬁ
= |2 g £ Sword, short 10 gp 1d4 1d6 19-20/x2 — 21b. Piercing £ E |
:‘%E g One-Handed Melee Weapons g 2 e
s =25 Battleaxe 10 gp 1d6 1d8 x3 — 6 1b. Slashing EEs HS
p—— Longsword 15 gp 1d6 1d8 19-20/x2 — 41b. Slashing e E[
= =32 Scimitar 15gp 1d4 1d6  18-20/x2 — 41b. Slashing HE=EL
= %g § Trident 15 gp 1d6 1d8 x2 10 ft. 41b. Piercing é =]
=SB E Warhammer 12 gp 1d6 1d6 x3 — 51b. Bludgeoning £
% Two-Handed Melee Weapons Eﬁeﬂsﬁ;
== Firehook 3 8gp 1d6 2d4 x2 — 10 Ib. Piercing E 2l £
—HE Greatsword 50 gp 1d10 2d6 19-20/x2 — 8 Ib. Slashing £
=12 5| £ Ranged Weapons £
[E"’ﬁ Longbow 75 gp 1d6 1d8 x3 100 ft. 3 1b. Piercing E 1 g [
= Arrows (20) 1gp — — — — 31b. — e E
£ § é Longbow, composite 100 gp 1d6 1d8 x3 110 ft. 31b. Piercing :E_ i-_‘ B |
H g Arrows (20) 1gp — — — — 31b. — é 5 %
== E Shortbow 30 gp 1d4 1d6 x3 60 ft. 21b. Piercing EE= A1EE
[?ﬁ::”‘; Arrows (20) 1gp — — — — 31b. — Zﬁw’ﬂi '
o 8|S Shortbow, composite 75 gp 1d4 1d6 x3 70 ft. 21b. Piercing £ | #Eﬂ; |
= E g Arrows (20) 1gp — — — — 3 1b. — £ gE
E| 2 = ==
Eﬁﬁ Exotic Weapons H=TE |
£ -e_--;?g One-Handed Melee Weapons f=: g
= g § Lasso ? 1gp — — 10 ft. 5 Ib. — — H g =%==)
= Whip 2 1gp 1d2! 1d31? x2 — 21b. Slashing E gﬁ:::
g ‘f'f.; g Ranged Weapons E =i E g
[g”‘_":"-; Ballista 500gp  2d8 3d8  19-20/x2  120ft.  2001b. Piercing f"’f’fﬂ] Hr
= H Bolt, ballista 1gp — — — 2 1b. — — E kLo
=1F Net 20 gp — — — 10 ft. 61b. — £ '—‘—'
= i g Chariot Weapons % f’g’:
i ; Chariot-spikes 2gp 1 1d2 x2 — 21b. Piercing ijf—ﬁ‘fiélé :
= E £ Wheel-blade 3gp 1d6 2d4 x4 — 41b. Slashing E ? é;
' é = g 1'This weapon does nonlethal damage 3 Reach weapon g §
= —JE g 2 See weapon description for special rules g _%: =E=—_§=:
=i ; ; =
- — Bo==e| 5 |B=
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- CHAPTER FIVE: EOUVIPMENT -

opponents directly in front of a chariot or against anyone
actually on the chariot; the driver must drive toward his
opponent but miss him by just enough to bring him into

the path of the blades, requiring a DC 14 Drive (chariot)
check. If the chariot is moving at less than its walking
speed, damage is halved.

- ARMOR -

Table 5-2: Roman Armor lists armor available in the Ezernal
Rome setting. Other types of armor (a full suit of chain, scale,
or plate mail, for example) can be made on request but are
not available off the shelf. Custom-making armor requires
the services of a skilled armorer, takes two to three months,
and costs five times as much as the amounts given in the
PHB.

GLADIATOR ARMOR

'The following pieces of armor are used by gladiators fighting
in the traditional styles:

fasciae, galerus, helmet, lorica, manicus, ocreae, shield
(including tower shields).

While most styles allowed the gladiator some form of armor,
few provided any chest protection, forcing gladiators to place
extra reliance on their shields to protect their most vital organs.

New ARMOR

This section presents new armor for the Eternal Rome setting.

(INGULUM

A studded leather belt up to a foot wide, covering the belly
and groin area.

FASCIAE
Bands of leather armor wrapped around the thighs.

GALERVS

A metal shoulder guard usually worn only on the right (or
weapon-side) shoulder; the shield (if any) was counted on to
protect the other.

MANICUS

An arm guard worn usually only on the weapon arm. It could
be light (leather or studded leather) or medium (banded,

chain, or scale) armor.

OC(REAE
Metal greaves covering the lower leg from knee to ankle.

Note: Some types of Roman armor (chain shirt, scale mail,
banded mail, and breastplate) left arms and legs exposed.
These areas could be protected with additional armor pieces:
fasciae (thighs), manica (forearms), ocreae (shins), and
galerus (shoulder). Padded, leather, studded leather, or hide
armor could only add the galerus. Banded mail included its
own shoulder guards, and thus wouldn't benefit from the
addition of a galerus. The cingulum couldn’t be worn with
any armor that protected the torso.
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5= He=hHA
L",,:-; - (HAPTER FIVE: EQUIPMENT - ,-ﬁ]a
=1k =
= E @" @ HEHErT—
=z HESRHA
Egﬂ_g TABLE 5-2: ARMOR g;é]; 1
Eg Max  Armor Arcane HE g%é
= }: 52 Armor/Shield Dex  Check Spell Failure Speed: g Em‘—-,:—rl
he f_E g Armor Cost Bonus Bonus Penalty Chance (30ft.) (20ft.) Weight! £
{Ew;.::.:éf Light armor 2
A== Cingulum 3gp +1 -2 0 5% 30ft. 20ft 3 1b. =i
g Padded 5gp +1 -0 0 5% 30ft.  20ft 10 1b. E
= H Fascia 4 gp/leg +14 -1/2 -1 5% 30ft. 20ft. 21b. E
'~ =2 2 Manicus, light 4 gp/arm +1* -1/2 -2 5% 30ft. 20ft. 21b. E
E= ¢ Leather 10 gp +2 -2 0 10% 30ft.  20ft 15 Ib. E :
: g Studded leather 25 gp +3 -3 -1 15% 30ft.  20ft 20 Ib. £ _
1Bl Chain shirt 100 gp +4 -4 -2 20% 30 ft. 20 ft. 25 Ib. % T_"F"‘_"”'r—”_’-'
= § Medium armor g E 0 g ;
Be=== Ocreae 6 gp/leg +14 -1/2 -1 5% 30ft.  20ft 51Ib. :-‘===s:=ﬁ] Hir
A= 5 % Galerus 10 gp/side +14 -1/2 -1 5% 30 ft. 20 ft. 7 1b. E ; g=
“’g g Manicus, medium 6 gp/arm +24 -1/2 -2 5% 30 ft. 20 ft. 51b. ;_ =
= ==|2 Scale mail 25 gp +3 -3 -2 20% 20ft.  15ft 25 Ib. E gt
e Hide 15 gp +3 -4 -3 20% 20ft. 15 ft 25 1b. L:..,E%Ig E.
J=H Breastplate 175 gp +5 3 2 20% 30f.  20f. 150 =k HE
—== 5| Heavy armor £ e
= E| E = =
=i |2 : Banded mail 120 gp +5 5 3 20%  20ft> 15f2  301b. HE e
et | Shields E=ujcle
1 '_.é_ HES
=H Buckler 15 gp +1 — -1 5% — — 51b. g = £ g 2
% Shield, light wooden 3gp +1 — -1 5% — — 51b. £|5ls1=—=)
H Shield, light metal 9¢p 1 — -1 5% — — 6 Ib. Z E ey
—1 Shield, heavy wooden 7 gp +2 — -2 15% — — 10 Ib. EESEE
EE;_,‘,_ E Shield, heavy metal 20 gp +2 — -2 15% — — 15 1b. ?; g
= ﬂg E Shield, tower 30 gp +43 +2 -10 50% — — 45 1b. ElE g |
=2 E|2 Extras HEHE—=
= HEH g [E| EMfe==1
1 Helmet 10 gp £2 — 25 5% — —  6b EESqEE
E“f"‘"’%ﬁ Enclosed helmet 20 gp +3 — -45 10% — — 8 Ib. ﬁ E E
- 3 g Eyeless helmet 25 gp +4 —  —4/-8>¢ 10% °© — — 91b. E ot b
= %E E Masked helmet 30 gp +3 — 45 10% — — 8 Ib. 8 =
; ':_.__g g 1 Weight figures are for armor sized to fit Medium characters. Armor fitted for Small characters weigh half as much, g =
55?3%: and armor fitted for Large characters weighs twice as much. ==
= o g 2 When running in heavy armor, you move only triple your speed, not quadruple. H e
_,% g 2 3 A tower shield can instead grant you cover. See description in Chapter Seven: Equipment in the PHB. E
=g g 4 If this armor type is worn on one side only, the AC bonus only applies to attacks from the front and from the g =5
=% protected side. 2 ﬂ’ -
[EE:%; § 5 This penalty applies to Spot, Listen, and Search checks while wearing a helmet. g =] £ g g
_ E g 6 See helmet description for special rules. AEE ==
==K EIE=ERE
5*2"‘-51‘% M E E.
J=F armor protection th dard helmet. It also hides th H i]?-!%‘.
E =512 protection than a standard helmet. It also hides the HE=HH
- -é E % H E LM ETS wearer’s face and muflles his voice, adding +4 to Disguise E gElf"'il
= :—;g g The standard Roman legionary helmet changed little checks where applicable. £ Eﬁ’ -
IEE\:,_E,-.-_.E through the centuries. It was an open-faced helm with metal E H £ 'E E e
= == g cheek-flaps, a flared neck-guard at the back, and no visor. YELESS ELMET HE=4
= ﬂé g_ There were other types of helmets with different properties. A certain type of gladiator, the andabate (see page 29), E %L%J
=i £ fought wearing a helmet with no eye-holes at all. This was §EE ==
|:§!;.._.-_§ ENcLOSED HELMET never intended to be a practical item of equipment; the Eﬁ:,;é] .
= =3 g Some gladiators wore fully-enclosed helmets with pierced audience at the arena enjoyed the spectacle of two armed g dEE
= %E § visors. The visors allowed them to see forward, but severely =~ men blindly trying to fight each other: Often they were £ ?wzz'
oo f___g % hampered peripheral vision, and interfered with hearing; mounted on horses, pointed at each other, and their horses g o g '
S the loudest thing inside an enclosed helmet is often the charged. E%E -+
; =z g sound of the wearer’s own breath, especially in the exertion  An eyeless helmet completely hides the wearer’s face, E = ;‘ij
=== § of combat. adding +8 to Disguise checks where applicable. It also : %
; :=,._§ é An enclosed helmet interferes with vision and hearing (as renders the wearer completely unable to see by normal g E: f"g“:
[ég,:bf—?-: described on Table 5-2: Roman Armor), but provides more ~ means (including low-light vision and darkvision). The ;E‘_.f#_é] g
= ==5I= = DS
= HIE=Y
E==i= H—=THE
Eg:a;:-_!-‘-': ;Eaﬁ_ﬁ;] E _
J=—H El==lUzE
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B

A LECIONARY’S PAck

During the Republican era, members of the
Roman legions provided their own equipment,
but after the reforms of Marius in the late
Republic and then through all the Empire period
soldiers were issued armor, weapons, and other
equipment necessary for their job for free; they
only had to pay to replace lost or irreparably
damaged gear. Player characters becoming
legionaries should be given this gear without
charge, but a PC who becomes a legionary at 1st
level should receive only 1/10 the usual random
starting gold.

Along with the weapons and armor appropriate
to his fighting role (i.e., longsword or short
sword, dagger, shortspear, chain shirt or lorica
squamata, heavy wooden shield, helmet, and
horse for a legionary cavalryman; shortbow or
composite shortbow, short sword, dagger, chain
shirt or lorica squamata, helmet for an auxiliary
archer), each legionary had the following
equipment: cloak, bathing and shaving kit,
weapon polishing kit, repair kit (with needle,
thread, spare leather cords, ezc.), tin bowl,
cooking pot, bag of food rations, knapsack,
wineskin or water canteen, hobnail boots, and a
forked, 6-ft. pole to carry much of the gear with
when marching. With armor and weapons, a
legionary’s marching gear could weigh more than
60 Ib.

Equipment used by an eight-man contubernium
of legionaries (including the tent they slept in
as a group, saws, shovels, pickaxes, mattocks, a
portable mill to grind wheat, and large wooden
stakes for protecting camp sites) were carried on
a pack mule assigned to the squad.

EL &

character is blinded (see Darkness in the DMG) while the
helmet is on. Non-visual senses, such as blindsight and
blindsense, are unaftected by an eyeless helmet.

'The wearer cannot cast spells requiring a line of sight from
the caster to the target, and the arcane spell failure chance
for this helmet is 20% (instead of its normal 10%) when
attempts are made to cast spells with material components.

Clairvoyance and similar magic may be used to counter the
effects of an eyeless helmet, although c/airvoyance shifts the
character’s point of view—he is effectively watching himself
rather than seeing through his own eyes resulting in a -2
penalty to all rolls for tasks where sight is a factor. Search
and Spot checks take a —8 penalty, but Listen checks take
only a —4 penalty.

MASKED HELMET

For parades, games, and some formal occasions, cavalrymen
sometimes wore ornate helmets with lifelike metal
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A H e Sh
= |2 masks. These were also worn by the standard-bearers in maximum bonus by the indicated amount. Fractional =
S E . . . . . .. . HEE! l
=] some cavalry units. Masked helmets require very skilled penalties are added together, with any remaining fraction HESRHE
e craftsmanship (DC 25 on relevant Craft checks) and cost a rounded down at the end of the calculation. If a pair of items E=="—-"¢€a§|§ E
— =16 2 |2
===

minimum of 50 gp—more if they’re gilded or silver plated. can also be worn individually (e.g., galerus or ocreae), the

maximum Dexterity bonus of that item is the same.

¥

A masked helmet interferes with vision and hearing (as
described on Table 5-2: Roman Armor), but provides more
armor protection than a standard helmet. It also hides the

RN

AL A ALY

jLs

For example, if a legionary is equipped with banded lorica
segmentata (-5), a pair of ocreae (-1/2), a heavy shield, and £

1

1l

wearer’s face and muffles his voice, adding +4 to Disguise
checks where applicable.

a helmet, the total penalty is -5.5 (as shields and helmets
have no effect on maximum Dex bonus), which is rounded
down to a maximum Dexterity bonus of +8-5=+3 while

TOVTETRAA WY

sl

I

so armored. If he adds a manicus on his sword arm (-1/2
whether one or two are worn), the total becomes -6, for a

PARTIAL ARMOR

Tn UM &

AT THIT AT

WLRELLAY TR

Many fighter types in the Roman world (especially maximum Dex bonus of +8-6=+2. g-“"'
- = ladiator: re pi f armor rather than full suits. T¢ . . bl e
gl gladiators) wore pieces of a or rathe than fu Su.lts ° Note: The maximum Dexterity bonuses for some types of — 1 HH
| calculate the value of a set of mismatched armor pieces, use . . E=———r|
= the followi ) armor in the Efernal Rome setting are better than those for the -] HH
ing rules: . . . . . g
= |2 ¢ following ruies equivalent armors in the standard d20 System setting. This is E =]
12 because Roman armor usually only covers the torso, and even z _—

ARMOR CLASS
A character’s Armor Class is the sum of the AC of all the

if a character adds extra pieces to cover his thighs, shins, and
forearms, these leave the joints exposed but unencumbered.

!

LT P THT T TR

A l
*lm ]
]
W,
| f

E == = =
= 5 pieces of armor he is wearing, plus Dexterity and other H aﬁi‘:
| % modifiers as usual. ARMOR ( HECK P ENALTY E W;:;'-
E"""’—f" If a piece of armor is worn on one side only (arm or leg A character’s armor check penalty is the sum of the modifiers E;.:aé] % _
= g armor, for example), it only contributes to the wearer’s armor  for all pieces of armor worn. If a pair of items can also be £ =2 E
= 5|2 class when dealing with attacks coming from the front or worn individually (e.g., galerus or ocreae), the armor check E % 5_&_&_,
== H from the protected side. If a pair of such items is worn (e.g., penalty of each item of the pair is counted. % £l El ‘
E=s : EE==ds(E
[5‘"3*"%; a galerus on each shoulder), the A(,: value of the armor piece 'Therefore, a legionary wearing a helmet, banded lorica 3‘F“”"-‘-"—-%l g |:
A= is only added once to the character’s overall AC, but that AC 3). and it of 1x2) and . He=EHHE
= )z €| 2 lies to attacks from all directions segmentata (=3), and a pair of ocreae (-1 x 2), and carrying £ L.. == |
=1 app : a heavy shield (—2) has an armor check penalty of 7. The el
; :_% g No more than one piece of armor may be worn on a single helmet gives him a -2 penalty to Spot, Listen, and Search g ""‘*"':

location. It is not possible, for example, for a legionary to
add a cingulum to his chainmail lorica hamata in order to
improve his armor class.

checks, but it doesn't affect his armor check penalty.

ARCANE SPELL FAILURE CHANCE
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E = I[h'erefore, a legionary wearing a helmet (+2), banded ma11. A character’s arcane spell failure chance is the sum of the HE

| orica segmentata (+5),and a pair of ocreae (+1), and carrying  ya1yes for all pieces of armor worn. If a pair of items can also =yt
=1z g a heavy shield (+2) has an overall Armor Class of 10. be worn individually (e.g., galerus or ocreae), the arcane spell l 5%5= ]
H: If some or all of the armor has magical bonuses, only the failure chance of each item of the pair is counted.

. . . , .
highest protective bonus is added to the wearer’s armor class; Therefore, a legionary equipped with banded lorica segmentata

thus, if the legionary had +7 danded mail, a +2 helmet and +3

i

LT T T T FT TV

LA LA TR LA T T

=] i ! oraue T (20%), a heavy shield (15%), a helmet (5%), and a pair of BHE

. g ocreae, this would add +3 to his AC, not +6. A magic shield’s ocreae (5% x 2) has an arcane spell failure chance of 50%. :
= E bonus would be added to that of the armor. ?g_’;‘;r-—-ﬁ
= == hHEE
=1 Maximum Dexrerity Bonys  SPEED =
= 1z |5| & ] o ] ) A character uses the lowest speed value for any piece £ | ko l

== = g A person wearing no armor has no hfmt to 'hls Dextenty' of armor worn. Therefore, the legionary in the previous £ 5E =
& —E| 2 bonus. If he wears any armor at all, his maximum Dexterity examples has a speed of 20 ft. (assuming his base speed is 30 H éﬁ iR
[éng bonus begins at +8, and each piece of armor reduces that ft.), because of the encumbrance of his banded mail. z 'él E
2 § § - - HEp Iré.l
= EQUIPMENT | [=
Iéﬁi%?g 'The majority of the items on the Goods and Services Roman setting, unless the campaign features an advanced fgﬂ!:] z d
= |z | § list of the PHB are available in the Eternal Rome setting technology timeline. Additionally, each GM must decide H z
== 'gj g at standard prices, although sometimes there are minor if the magical and alchemical arts are advanced enough in E

= | differences; e.g., small mirrors are made of bronze, not his version of Eternal Rome to allow for cheap and easily %

T—=E steel, parchment or papyrus sheets (or wax tablets for available acid, alchemist’s fire, antitoxin, everburning ;f!y‘ﬁ

= |2 g z non-permanent writing) are substituted for paper, “noble’s torches, smokesticks, sunrods, tindertwigs, thunderstones, £
—:E g outfit” can be renamed “senator’s toga”, and so on. Some and tanglefoot bags; in the default Eternal Rome setting g

1=F comparatively high-tech items (spyglasses, magnifying these items cost 10 times the PHB prices, if they’re g hH
%”E glasses, and military saddles) are not available in a available at all. Es“rﬁs; z
=1t :
=i :
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TABLE 5—3: CHARIOTS

Drive Check Trample
Type HitPoints Hardness  Modifier =~ Speed Damage Weight Cost
Light (including racing chariots) 60 6 - 60 ft. 1d6 75-100 Ib. 100 gp'
Heavy (including war chariots) 125 12 -3 50 ft. 2d6 2001b. 150 gp!

1 This price does not include horses.
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fairly smooth surface. They were, however, used for combat
in the arena; the essedarius (see page 28) style of gladiator

Al

‘War chariots have two or three riders: a driver and a warrior

iy

;_.5._% R OMAN ( HARIOTS Hardness, and costs an additional 700 gp. EF::—%
g The Roman chariot was of fairly light metal construction, ADDITIONAL TEAMS ;_ gE =
g with a serTli—enclosed. body an.d spoked wheels set _at the A standard chariot is pulled by a pair of horses. Doubling HE=
— back for Ughf turns; it was built for speed and agility rather the number of horses adds +10 feet to the chariot’s speed, ,k’:;"‘"ﬁ
H than durability. Teams of two or f01:1r horses were used; a but adds +2 to the DC of Drive (chariot) rolls. Doubling the it
g four-horse cbanot was used for racing or as a status symbol.  umber again to eight horses adds an additional +10 ft. to E
£ Roman chariots were not used for warfare: Their light the speed, but adds another +2 to the Drive (chariot) DC. g
= construction and easily-damaged wheels were unsuited to =
travel across open ground, and required roads or a similar (HARIOT ( REW % <
g
5

h tavel; . hiel
always fought from a chatiot. (armed with javelins or bow) and sometimes a shieldbearer

(who increases the +2 AC, +1 Reflex save bonus the chariot f"ﬂ"

Light horses were most often used to pull Roman chariots. provides to +4 AC, +2 Reflex save bonus against attacks HUrtE
= Racing chariots were stripped down to reduce weight, and originating on his side of the chariot). If a chariot driver %
1R i were at the lighter end of the range. is killed, the warrior or shieldbearer may perform a move g
o=l CELTIC CHARIOTS
r'___;_:__.:%% § Although Celtic war chariots went out %

of use by the end of the first century of
the Empire, they continued to be used in
the arena, especially in contests that pit
groups of “civilized” fighters, armed and
equipped in the Greek or Roman styles,
against groups of “barbarians,” dressed
in skins and armed in the Celtic and
Germanic styles.
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Celtic chariots were of simpler
construction than Roman models. They
were plank-built, with a yoke-pole
attached to the center plank. Their wheels
were solid and capable of movement
across uneven ground. The front and
back of these chariots were open, but the
sides were protected with semicircles of
wickerwork or hide on wood frames. A
Celtic chariot was normally drawn by a

VAT ETTAY T L
i
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waallin

LA T

stz s e

2
pair of war ponies. E | =
Celtic charioteers were not warriors in g =
their own right; their job was to carry E— ,_:]
their noble masters into battle and to 23

be on hand in case a withdrawal or
redeployment was necessary. The warriors
dismounted and fought on foot.
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MASTERWORK CHARIOT

A masterwork chariot provides a +1 bonus
to its Drive (chariot) checks and +1 to its
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CHAPTER SIvg Magie

In Eternal Rome, while not everyone can casz spells, magic is a part of the everyday experience of average Romans. This
chapter contains new spells, clerical domains, and magic items.

- SPELLS -
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All spells marked with an “*”are described following the
spell lists starting on page 66.

BARD SPELLS
O-LeveL BARD $PELLS

Celebrity*: Increase subject’s Fame in the eyes of one person

2ND-LEVEL BARD $PELLS
Dying Curse*: Curses whoever kills the caster.

CLERIC SPELLS

1sT-LeveL CLERIC SPELLS

Dying Curse*: Curses whoever kills the caster.
Protection from Spirits*: Grants +2 to AC and saves vs.
spirit creatures, counters mind control, hedges out spirits.

2ND-LEVEL CLERIC SPELLS

Deathly Sight*: Detects ghosts or spirits.

Protection from Poison™: Confers +4 resistance bonus ws.
poisons.

Refresh™: Sunject gets benefits of a full night’s sleep in two hours.

3RD-LEVEL CLERIC SPELLS

Mantle of Leadership*: The subject is made to seem more
noble and commanding.

41H-LeveL CLERIC SPELLS

Increase Fertility*: Improves chances of a pregnancy.
Zone of Peace*: Creates an area where a truce is enforced.

CLERIC DOMAINS

C(HARM DoOMAIN

Granted Power: Add Bluff, Intimidate, and Perform to your
list of cleric class skills. You cast enchantment (charm)
spells at +1 caster level.

CHARM DOMAIN SPELLS

1 Charm Person: Makes one person your friend.

2 Mantle of Leadership*: The subject is made to seem more
noble and commanding.

3 Suggestion: Compels subject to follow stated course of
action.

4 Charm Monster: Makes monster believe it is your ally.
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- CHAPTER $1X: ROMAN MACIC -

5 Dominate Person: Controls humanoid telepathically.

6 Suggestion, Mass: As suggestion, plus one subject/level.

7 Charm Monster, Mass: As charm monster, but all within
30 ft.

8 Sympathy M: Object or location attracts certain creatures.

9 Dominate Monster: As dominate person, but any creature.

HeArRTH DoMAIN

Granted Power: You can cast Ao/d portal once per day at your
caster level.

HeArRTH DoOMAIN SPELLS

1 Create Food and Water: Feeds three humans (or one
horse)/level.

2 Refresh™ Gives subject the benefits of a full night’s sleep
in two hours.

3 Helping Hand: Ghostly hand leads subject to you.

4 Everlasting Hearth*: Creates a flame that burns without
consuming fuel.

5 Secure Shelter: Creates sturdy cottage.

6 Heroes’ Feast: Food for one creature/level cures and
grants combat bonuses.

7 Forbiddance M: Blocks planar travel, damages creatures
of different alignment.

8 Antipathy: Object or location affected by spell repels
certain creatures.

9 Mage’s Magnificent Mansion F: Door leads to
extradimensional mansion.

WEATHER DOMAIN

Granted Power: You can cast endure elements once per day
on yourself at your caster level. Add Knowledge (nature)
to your list of cleric class skills.

WEATHER DOMAIN $PELLS

1 Obscuring Mist: Fog surrounds you.

2 Gust of Wind: Blows away or knocks down smaller
creatures.

3 Call Lightning: Calls down lightning bolts (3d6 per bolt)
from sky.

4 Ice Storm: Hail deals 5d6 damage in cylinder 40 ft. across.

5 Control Winds: Change wind direction and speed.

6 Call Lightning Storm: As ca/l lightning, but 5d6 damage
per bolt.

7 Control Weather: Changes weather in local area.

8 Whirlwind: Cyclone deals damage and can pick up
creatures.

9 Storm of Vengeance: Storm rains acid, lightning, and hail.

DRUID $PELLS

1st-LeveL DRuUID SPELLS

Dampen Flames*: Halves damage of fires or one magic item.
Protection from Poison™: Confers +4 resistance bonus ws.
poisons.

2ND-LEVEL DRUID SPELLS
Dying Curse*: Curses whoever kills the caster.

ORATOR $PELLS
1sT-LEvEL ORATOR SPELLS

Celebrity*: Increase subject’s Fame in the eyes of one person
Charm Person: Makes one person your friend.

Daze: Humanoid creature of 4 HD or less loses next action.
Hypnotism: Fascinates 2d4 HD of creatures.

Sleep: Puts 4 HD of creatures into magical slumber.

2ND-LEVEL ORATOR $PELLS

Daze Monster: Living creature of 6 HD or less loses next action.

Hideous Laughter: Subject loses actions for 1 round/level.

Hold Person: Paralyzes one humanoid for 1 round/level.

Touch of Idiocy: Subject takes 1d6 points of Int, Wis, and
Cha damage.

3RD-LEVEL ORATOR $PELLS
Deep Slumber: Puts 10 HD of creatures to sleep.

Gravitas*: Grants immunity to emotion-altering spells.

Heroism: Gives +2 bonus on attack rolls, saves, skill checks.

Rage: Subjects gains +2 to Str and Con, +1 on Will saves, —2
to AC.

Suggestion: Compels subject to follow stated course of action.

4TH-LEvEL ORATOR $SPELLS

Charm Monster: Makes monster believe it is your ally.

Confusion: Subjects behave oddly for 1 round/level.

Crushing Despair: Subjects take —2 on attack rolls, damage
rolls, saves, and checks.

Geas, Lesser: Commands subject of 7 HD or less.

SORCERER/WIZARD $PELLS
O-LeVEL SORCERER/WIZARD SPELLS

Celebrity*: Increase subject’s Fame in the eyes of one person

1sT-LEVEL SORCERER/WIZARD $PELLS

Dying Curse*: Curses whoever kills the caster.

Hydrokinesis*: Moves (including hurling) up to 20 gallons
of water.

Protection from Spirits*: Grants +2 to AC and saves vs.
spirit creatures, counters mind control, hedges out spirits.

Water Spray*: Water jet deals 1d4 damage/level.

2ND-LEVEL SORCERER/WIZARD SPELLS

Deathly Sight*: Detects ghosts or spirits.

Determine Allegiance*: Reveals Fame, patrons and clients
of subjects

Hide Allegiance®: Misleads determine allegiance for one creature

Infant’s Augury*: Reveal’s a child’s future.

Protection from Poison™: Confers +4 resistance bonus vs. poisons.

3RD-LEVEL SORCERER/WIZARD SPELLS

False Omen*: Creates what appears to be a divine omen.

Gravitas*: Grants immunity to emotion-altering spells.

Greater Hydrokinesis*: Moves (including hurling) up to
200 gallons of water.

Smoke Sight*: Allows sight 5 ft./caster level through smoke.
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L ==| 2 Hee=
=z |E| 2 et
iz (=] = .. = |2 g
= ;g g 4TH-LEVEL SORCERER/WIZARD SPELLS Dampen Flames™: Halves damage of fires or one magic item. g g[é’ﬁ’]__:-ﬁ
=K L ) Darkvision: Allows subject to see 60 ft. in total darkness. ElE.=nEr:
E,ﬂﬂa,: Hasty Defense*: Allows fortifications to be constructed in Gust of Wind: Blows away or knocks down smaller §=,___2&€|§ :
f——H 1/4 their normal time. creatures HE=EHE £
=t Knock: Opens locked or magically sealed d ==
= 5|2 - nock: Opens locked or magically sealed door. £ =
5 é z OTH-LEVEL SORC. ERE R_/WI_ZARD SPE LLS Levitate: Subject moves up or down at caster’s direction. g
I Mass Disorder®: Subjects think allies are enemies, and Locate Object: Senses direction toward a a specific or particular ===
== enemies allies type of object. 2 i

Resist Energy: Ignores first 10 (or more) points of damage/

U
! i [8 N
I M&hllll f'
\\\\\-.mm.lm}

sl

TOVTETRAA WY

= 2 8TH-LEVEL SORCERER/WIZARD SPELLS attack from specified energy type. L
Eza-_-v——— Treacherous Phantasm®: Lures the victim into danger by Smoke Sight*: Allows subject to see 5 ft./caster level B
= way of a phantasmal companion. through smoke. E=

AT THIT AT

WLRELLAY TR

= —
3 VICIL SPELLS 3RD-LEVEL VIGIL SPELLS B =
S Cure Moderate Wounds: Cures 2d8 damage +1/level F:—-ﬁf%g -+
L==H Tsm-LeveL ViciL SpeLLs (maximum +10). i ek L
/‘-; g Alarm: Wards an area for 2 hours/level. Daylight: Creates 60-ft. radius of bright light. £ E::'E-—"I____-'_fl
T=F Animate Rope: Makes a rope move at caster’s command. Greater Hydrokinesis*: Moves (including hurling) up to H PHE
5 “ﬁi Calm Animals: Calms 2d4+level HD of animals. 200 gallons of water. L—-"‘“"—%Ig =
5 ;"-‘g H Create Water: Creates 2 gallons/level of pure water. Hold Person: Paralyzes one humanoid for 1 round/level. ’g ot 1
“‘E § % Detect Secret Doors: Reveals hidden doors within 60 ft. Protection ﬁ'f’m Energy: Absorbs 12 points/level of damage E EE=
G2 Endure Elements: Allows subject to exist comfortably in from one kind of energy. fEsqie
B hot or cold environments. Slow: One subject/level takes only one action/round, -2 to ?ﬁja%] B _
o g Feather Fall: Makes objects or creatures fall slowly. AC, -2 on attacks rolls. E ?: L
= 5| £ Floating Disk: Creates 3-ft.-diameter horizontal disk that ~ Tiny Hut: Creates shelter for 10 creatures. £l :—;,—I"_-=-’{_‘1—_’1
=] | ol 100k e 4TH-LEVEL VICIL $PELLS e
Eﬁ'ﬁ Hydrokinesis*: Moves up to 20 gallons of water. ’:?W—-él g |:
= f"‘é‘ g Jump: Subject gets bonus on Jump checks. Cure Serious Wounds: Cures 3d8 damage +1/level glEE 155
%E i Open/Close: Opens or closes small or light things. (maximum +15). ; o
- —E|E Water Spray*: Water jet deals 1d4 damage/level. Dimensional Anchor: Bars extradimensional movement. £ SE .
%;.—-.—% Dimension Door: Teleports caster a short distance. ?Es«;%l HE=
= :% g 2ND- LEVE L VICI L SP ELLS Locate Creature: Indicates the direction to a familiar ZE= ;_g;
= %é § Continual Flame: Makes a permanent, heatless torch. creature. ; ==
= 28 g Cure Light Wounds: Cures 1d8 damage +1/level (max +5). ~ Quench: Extinguishes nonmagical fires or one magic item. g =
=11 - NEW SPELLS - =
- =& g The following new spells for Eternal Rome are presented in » One of the accursed’s ability scores is decreased by —6 E “E=
[E"’-—‘-‘—“’% alphabetical order. (min. 1). g HHIE
= 574; = E H
— Iz 2 % Bestow CURSE * At least once per day an ill omen (e.g., a dog howling, E .
— 12 é g domesticated animals refusing to eat, a servant breaking an g ﬁ"'ﬁ
E —“—jj Necromancy expensive item, finding a dead animal in the road) occurs E ,,2] HEL
J=—H Range: Close (25 ft. + 5 ft./2 levels) in the vicinity of the accursed. All who witness the omen H = i g T
=i E £ Target: One creature recognize it as linked to the accursed. E gE |
= 1218 g In the Eternal Rome setting, the destow curse spell is the same ¢ 'The accursed’s breast milk dries up. Obviously, this curse is £ Eﬂ’ e
I:E,fi__é as that in the PHB, except that the caster must first make eye only effective against lactating women, and may also be a "gl E
= ==K contact with his target and the caster can choose a curse to subject best avoided in certain gaming groups. HE=2EHS
= H=E bestow from the following list: 5 A=)
5355 ™ . . CELEBRITY =
3 * 'The accursed physically ages by one age category (see Vital HESTHS
|:§!;-._.-_: Statistics, Age in the PHB), suffering all negative effects of ~ Enchantment (Charm) [Mind-Affecting] :g.“—="'_-‘2'é;'] e
- E § aging, but none of the positive effects. Level: Bard 0, Orator 1, Sorcerer/Wizard 0 g o
= %-E- % * 'The accursed is unable to produce or bear offspring. This is Components: V, S g
B = g a touchy subject, and the effects of the affliction might be ~ Casting Time: 1 standard action g
ps E entirely unimportant in some campaigns. Increase fertility Range: Close (25 ft. + 5 ft./two levels) | ey
= |z g £ cannot break this curse. Target: One humanoid g :
0 E % * 'The accursed suffers a —4 luck penalty on attack rolls, ]S)ul:atl(,)ﬁl: 1 rr:u{/l\lfljtlel/level (D)h 1 g
==k saving throws, ability checks, and skill checks. aving Throw: Will negates (harmless) g

[
T

N

)

Spell Resistance: Yes (harmless) _-ﬁ.;]
H
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- CHAPTER $1X: ROMAN MACIC -

Select one person. That person gains +1 bonus/ three levels
of the caster (at least +1, maximum +6) to its Fame score.
'The Fame bonus only applies to the first person the subject
encounters after being affected by celebrity.

DAMPEN FLAMES
Transmutation

Level: Druid 1, Vigil 2

Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Area or Target: One 10-ft. cube/level (S) or one fire-based
magic item

Duration: 1 minute/level

Saving Throw: None or Will negates (object)

Spell Resistance: No or Yes (object)

Dampen flames is used to slow the growth and reduce the
damage of fires. It halves the intensity of all nonmagical fires

in its area, causing them to do half their normal damage to
creatures and objects exposed to them and to grow at only

half normal speed. The spell halves the damage of fire spells

in its area, but only if the caster of dampen flames succeeds at

a dampen check (1d20 +1 per caster level, maximum +10)
against each spell to be affected, with a DC of 11 + the caster
level of the fire spell. When the spell’s duration ends, the flames
(mundane or magical) return to full intensity within a round.

Each elemental (fire) creature within the area of a dampen
flames spell takes 1d3 points of nonlethal damage per caster
level (maximum 15d3, no save allowed). When the spell’s
duration expires, the damage is healed at a rate of 1 hp/
minute/Hit Die of the elemental.

The spell can also target a single magic item that is burning
with magical flames at the time dampen flames is cast, but not
one that isn't afire at the time of casting even if the item does
begin burning during the spell’s duration. The intensity of
the item’s magical flames are halved for the spell’s duration
unless it succeeds on a Will save. (Artifacts are immune to
this effect.) When the spell’s duration expires, the item’s
flames return to full intensity immediately.

DEATHLY SIGHT
Necromancy

Level: Cleric 2, Sorcerer/Wizard 2

Components: V, S, M, F

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 minute/level (D)

The caster can see any ghosts or spirits within his visual range.
Material Component: A drop of blood.

Focus: Two copper pieces (placed over the eyes)

DeTeCT EvIL EYE
Divination
Level: Cleric 2, Sorcerer/Wizard 2

Components: V, S, DF
Casting Time: 1 standard action

Range: Touch

Target: Creature touched
Duration: 24 hours
Saving Throw: None
Spell Resistance: No

'The subject immediately becomes aware of any evil eye cast
on him. The subject can sense the direction from which

the evil eye was cast, but not the identity of the caster, nor
whether or not the curse was cast voluntarily.

This spell provides no protection from the evil eye.

DETERMINE ALLEGIANCE

Divination [Mind-Affecting]

Level: Sorcerer/Wizard 2

Components: V, S, F/DF

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./two levels)

Target: One humanoid

Duration: Concentration, up to 1 round/level (D)
Saving Throw: Will negates; see text

Spell Resistance: No

The caster can determine the patronage and clientele of one
person. The amount of information revealed depends on how
long he studies a particular subject.

+ 1st Round: The subject’s Fame score. If the subject has two
Fame scores (e.g., if he has a dual identity), only the most
obvious Fame score is revealed.

* 2nd Round: The subject’s most important patron and
client. If there’s any question as to which patron or client
is the most important, the one with the highest Fame
score is revealed. If the subject has two Fame scores, his
second score is revealed.

* 3rd Round: All the subject’s patrons and clients.

The caster must be able to see clearly the subject throughout
the duration of the spell, and the magic cannot penetrate
any opaque barrier. Each round he can turn to determine
the allegiances of a different subject, so long as none of the
subjects make any of their saving throws.

Each round that the spell is in effect, the subject attempts a
Will save to negate its effects. The magnitude of his Fame
modifier (ignoring positive or negative sign) is applied as

a penalty to the roll. If the subject makes a save, the spell
immediately ceases.

Arcane Focus: A small piece of glass.

DyING CURSE
Necromancy3

Level: Bard 2, Cleric 1, Druid 2, Sorcerer/Wizard 1
Components: V

Casting Time: 1 immediate action

Range: Close (25 ft. + 5 ft./two levels)

Target: One creature

Duration: 1 hour/level (D) or until discharged
Saving Throw: See text

Spell Resistance: See text

If the caster is mortally wounded in battle, he may cast this
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= 5|2 spell (or have already cast it at some time within the spell’s Spell Resistance: Yes (harmless) g e
2E= . . . . . . . € |E| Sl mmems
5;_";;5' duration) and sp 'eak a dying curse (pick a sultab.le curse from subject of this spell is able to control the outward EE=q3
— tl}e 'bestow curse list). The target must make a Wlll save or fall expression of his emotions. He can maintain a neutral E=='-'_-4€E § r
E victim to the curse at the moment the caster dies. The caster =i & |

expression against any provocation (which is considered
an important trait in the Roman world). He is immune to
emotion-controlling spells (including bane, calm emotions,
cause fear, charm person, and doom), but gravitas doesn't £
protect him from mind-affecting spells that aren't emotion-
altering (such as confusion, daze, and hideous laughter).

¥

can willingly forego the curse and die in peace.
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Casting this spell is an immediate action (which means the
caster may cast it even when it is not his turn), like casting a
quickened spell, and it counts toward the normal limit of one
swift action per round.
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Unlike calm emotions, gravitas doesn’t erase a person’s

I

EVERLASTING HEARTH

£ E own emotions, not does it prevent him from acting in an He=E
= é Evocation [Fire] emotional manner while subject to the spell’s effects; for E ==
= 12 g Level: Hearth 4 example, he can still attack someone as a result of passionate g f%‘l
EI=i= Components: V, S, M hatred, but he won’t appear to be enraged unless he wants to, H == ;-; El
] Castil:lgTime: 1 minute and the attack won'’t bF;Ie)ak the spell. ¢ ?ﬁﬂﬂg 2
= Range: Touch C £ IEg"“E_:_._’l
= Effect: Tllusory flame REATER HYDROKINESIS =

Duration: Permanent Transmutation [ Water]
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2 f Saving Throw: None . .. 2 F
b | ' Level: Sorcerer/Wizard 3, Vigil 3 ’% !a*:;;
I g Spell Resistance: No Components: V, S HHE—
= i% A flame, equivalent to a cooking fire, springs forth from Casting Time: 1 standard action g | gt
%‘-,,—_.E_-—% an object the caster touches. The flame looks like a regular Range: Close (25 ft. + 5 ft./2 levels) §=;=’_;a§] E _
= =512 flame, creating both heat and light, but it doesn’t consume Target: 200 gallons of water - =iz z
—I % fuel or air. The heat from the fire deals 2d4 points of fire Duration: Concentration, 5 rounds/level, or instantaneous E % %Ei’_—il
= g damage if touched, but the flame cannot start additional fires ~ Saving Throw: Will negates (object), Fortitude prevents % J E’;ﬁ—‘: I
[g.,.:u_.g: or be transferred to a different object (including a victim knock down (see text) ngg%l E E
£ f’é— z touching the fire). The flames can be covered and hidden, but ~ Spell Resistance: Yes (object) (see text) = :éf#—
AEIE g not smothered or quenched. As hydrokinesis, except the caster can control up to 200 é ==
= —IE g Material Component: Ruby dust (worth 50 gp) and sulfur gallons of water (the amount in a small hot tub), and it can g EF“F:

sprinkled on the item that is to carry the flame do up to 3d6 points of impact damage per foe by hurling it
at foes in a spot 10 ft. in diameter—the caster can choose to

use less water, and thus deal less damage.
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FALSE OMEN
Lllusion (Phantasm) [Mind-Affecting]
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.=.="' = Note: Two hundred gallons of water is about a volume of 25 HH
?ﬁﬁ Level: Sorcerer/Wizard 3 cubic ft., and weighs three quarters of a ton. ""5"‘%]; Ep

== |z g Components: V, S | == ]
"f:, 2 Casting Time: 1 standard action H ASTY D EFENSE

Transmutation

Range: Medium (100 ft. + 10 ft./level)

Target: One creature/level Level: Sorcerer/Wizard 4
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= J¢ g Dux:ation: 1 roun(?/lex{el . Components: V, S, M :
— 12 E Saving 'Ih.row: Will disbelief Casting Time: 1 standard action E
E=iz Spell Resistance: No Range: Medium (100 ft. + 10 ft./level) H
2= g The caster creates what appears to be a divine omen, Area: All creatures within a 400 ft. burst. H = i g g
—=IF ElE determining the appearance of the omen when casting. Duration: 1 hour/level (D) & HE=
= S| = . . . . . . E E e
=12 |51 2 Anyone who fails the saving throw believes it to be genuine. Saving Throw: None HHE—
55:='"'_-§ If such a person tries to interpret the image, with a successful ~ Spell Resistance: No He=hHE
Tt check he deciphers the message the caster intended the . . £ ¥ E 3
= =512 p 8 This spell hastens the construction of walls and other HE=2EH
= E g omen to convey. fortifications, such that they only take one-quarter of E ==
= E;’ % CRAVITAS the normal time to erect by enhancing the abilities of £ e 1=
|:§,;..:.-_5- those building them. It increases their building speed to Eﬁ_,ﬂez:] .
= == g Enchantment [Mind-Affecting] supernatural levels by granting a +20 bonus to their Craft - £ £ £
~ ﬂg g Level: Orator 3. Sorcerer/Wizard 3 checks, but only for building fortifications. §
— 12| ; 2
= :___E: E Components: V, S Material Component: A sliver of wood and a chip of stone. £
S Casting Time: 1 standard action 'g-'g'ay,ﬁ
J—HE8 Range: Touch HIDE ALLECIANCE =k
ZEES Target: Humanoid touched .
== |2 2 8 Tllusion (Glamer) g
ol Duration: 10 minutes/level Level: S AWigard 2 g
= -_—_‘_"':rg S . 'l-h . WH t h 1 €VelL: Dorcerer, 1Zar E H E E_
%’E aving Throw: Will negates (harmless) Components: V, 3 Esyﬁé i+
= =
= .

4]
I



i
u&
([

UL

gl
HAARITIRH

)

T TR I

|

I

li

1 i
I@
4ih \
I

|
3

g
AT

I

'}E]
: A

i
I'.\tT&"m?l
lri

i

{

3
q Rl

N
)

h

et

LTI
il

]

I

il

*

'| AN

\ W)

i [
i .nnnnmm] b |
T Y

— I
NYRMATIHN
||

(A

|

4

t
)
() I A

il
RN AR IR0

TN,

I

LT BLH T

|

EE E
'_' _E_
gm-—_-g
-} =
gﬁ_.“;‘—':

Jl’l

BRI

1 i I

{

(8 QO TTTTITTIT

| e

E
N
TN
ATV

\m!liﬂ Hin
%

i
A
i 1 |

TN

st

! l-l hul

wIRnIN

gl
]

=

i
ﬁ"l“ ;

T

by

il

-
]

1
il
i\
LT
ATHIR LG

I=

il
I g
st
LTI TERTATEY

RO

I

|

il iz

—
Er=-
&
_.-‘z'm
2|2 =
z|Z==]=
= =

- CHAPTER $1X: ROMAN MACIC -

Casting Time: 1 standard action
Range: Touch

Target: Humanoid touched
Duration: 1 hour/level

Saving Throw: Will negates
Spell Resistance: No

By means of this spell, the warded person is protected from
the determine allegiance spell. Each round that a determine
allegiance is directed at the warded person, hide allegiance
deflects the spell to another target within 10 ft. per caster
level, thus revealing another target’s allegiances instead of the
glamered subject.

If the caster of determine allegiance becomes suspicious due
to the odd information his spell elicits, he’s entitled to a Will
save each round after the first to negate the Aide allegiance
spell’s effects (without dispelling the spell).

Hide allegiance has no effect on other divination spells.

HYDROKINESIS
Transmutation [ Water]

Level: Sorcerer/Wizard 1, Vigil 1

Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: 20 gallons of water

Duration: Concentration, 1 round/level, or instantaneous

Saving Throw: Will negates (object), Fortitude prevents
knock down (see text)

Spell Resistance: Yes (object) (see text)

With this spell, the caster can control up to 20 gallons of
water (the amount in two standard fish tanks), moving

it in any direction to the extent of the spell’s range, for a
duration of 1 round per level.

Or he can hurl it at a single opponent (after which the
spell’s duration immediately ends), using an attack roll
(caster’s base attack bonus + Int modifier) to hit for 1d4
points of damage; the target must also make a Fortitude
save on a successful attack to keep from being knocked
down. Other than the effect of this spell, the water
manipulated by Aydrokinesis has the consistency of normal
water—creatures can pass through it with no damage other
than getting wet.

A creature made of water can be affected by this spell,
providing it is of a size that’s within the spell’s target limit,
but it is allowed a Will save to negate the effect.

The spell ends if the distance between the caster and the
water ever exceeds the spell’s range.

Note: Twenty gallons of water is about a volume of 2.5
cubic ft., and weighs about 160 Ib.

INCREASE FERTILITY
Transmutation

Level: Cleric 4
Components: V, S, DF
Casting Time: 1 hour
Range: Touch

Targets: Two willing targets of opposite sexes
Duration: Permanent

Saving Throw: None

Spell Resistance: No

This powerful spell allows two willing individuals
(including animals) to improve their chances of producing
offspring. After the ritual is performed, their next coupling
has a 40% chance +1% per caster level of resulting in a
pregnancy.

Furthermore, the pregnancy is relatively painless, free of
complications, and has a lower chance than normal of
resulting in stillbirth and/or the death of the mother.

If either partner is barren the spell has no effect.

[NFANT'S AUGURY
Divination

Level: Sorcerer/Wizard 2
Components: V, S, M
Casting Time: 10 minutes
Range: Touch

Target: Creature touched
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

By listening to the babble of a newborn infant during the
first day of its life, the caster can determine whether the
infant will live to adulthood or die, whether he’ll grow up to
be good, neutral, or evil, and whether he’s destined to achieve
great things or live a humble life.

'The base chance for receiving a meaningful reply is 50%

+ 1% per caster level; the GM makes the roll secretly. The
words that the caster hears are often couched in riddles or
metaphors. If the roll fails, the caster receives no impressions
of the infant’s destiny (but he may create a false augury to
tell the child’s parents anyway).

Note: This spell should be restricted to NPC use, both on the
part of the caster and the target.

MANTLE OF LEADERSHIP
Enchantment [Fear, Mind-Affecting]

Level: Charm 2, Cleric 3
Components: V, S, DF

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./level)
Target: One creature

Duration: 1 minute/level (D)

Saving Throw: Will negates (see text)
Spell Resistance: Yes (see text)

Mantle of leadership enhances the target’s natural qualities
of leadership, making him appear more noble and
commanding. The subject gains a +2 bonus to all Charisma-
based skill checks and all Morale checks of a Force/Side
he’s attached to. All foes within 30 feet of the subject

must succeed on a Will save against the spell or become
frightened. In addition, all allies within 30 feet gain a +4
morale bonus to Will saves.
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1 g Mass DISORDER Dur.ation: 1 minu:te/level (D) g g ==
=F] . Saving Throw: Will negates (harmless) HESEE
— Mlusion (Glamer) Spell Resistance: No (see text) E::r—..zz%lg £
== Level: Sorcerer/Wizard 5 = Uz L2
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'This spell works like protection from evil, except it only affects
creatures classed as spirits and affects them regardless of
alignment, preventing bodily contact with spirits (even
incorporeal ones). g

Components: V, S, M

Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One creature/level

Duration: 1 round/level (D) REFRESH

Saving Throw: Will negates . . .
Spell ig{esistance: Yes 8 Enchantment (Compulsion) [Mind-Affecting] ol

Level: Cleric 2, Hearth 2
Components: V, S
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Affected creatures who fail their saving throw perceive

AT THIT AT

WLRELLAY TR

= their allies as enernies and their enemies as all‘les.'Ihey hf:ar Casting Time: 1 round g-“"’r_.'
z the shouts of their friends as threats, and the jeers of their R “Touch E=iEE
| g enemies as encouragement from their allies. The subjects ange: Louc FE""%E ;
= 55|18 attacks their perceived enemies to the best of their ability. Target: Creature touched E 15k

SH-E ' Duration: 2 hours 5| E=—=]
1 ;’é_ Material Component: Scraps of cloth from the uniforms or Saving Throw: Will negates g e
= g clothing of men from both sides. Spell Resistance: Yes 1 H
s —i

b | % PRrROTEC(TION FROM EviL EYE The caster lowers the recipient into a deep sleep which lasts ’g HEEE

= g E L for two hours but grants the sleep the benefit of a full night’s g5 ===
= EE g Abjuration rest. The sleeper suffers no fatigue from sleeping in armor. g g g
%.,;.—.—5 Level: Cleric 1, Paladin 1, Sorcerer/Wizard 1 Moreover, a wounded person heals naturally at an accelerated §==’_;¢§] E _
= g Components: V, S, DF rate, recovering % hit point per character level after two Z =iz &

— ¢ 2 Casting Time: 1 standard action hours’sleep. At the end of the duration, a wizard or sorcerer E % E__,E_,__—,l

p H Range: Touch finds himself able to cast spells as if he'd had a full night’s £lE gl S !
[%,.:u_% Target': Creaturc.: touched slfeep, although a wi.zard still ha}s to Spf’:l’ld an. hour studying % #—%l E E
=== 2 Duration: 10 minutes/level his spell books (clerics and druids don't regain spells any H = :_§ E
"‘Elg g Saving Throw: Will negates (harmless) faster under the effects of a refresh spell). ; ﬁ
< g E Spell Resistance: Yes (harmless) Waking up someone from this magical slumber is difficult. g oE =

'The subject gains a resistance bonus +1 bonus/ three levels of ~ Normal noise won’t awaken the sleeper before the end of the
the caster (minimum +1) on saving throws against the evil eye.  spell’s duration. Shaking, slapping or wounding (1 point of
damage) a sleeper immediately awakens him.
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This spell provides no protection against gaze attacks or
other ocular effects.
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= SMOKE SIGHT L ﬁ 1
= = HE
L=l PROTECTION FrROM Polson Divination i ol
_”_Eg E‘E g Abjuration Level: Sorcerer/Wizard 3, Vigil 2 % —
—= . g -
EE=¢2 Level: Cleric 2, Druid 1, Sorcerer/Wizard 2 Components: V, S £
E’yﬂ‘:ﬁ" C Casting Time: 1 standard action 3| E |E
£z 2 omponents: V, S, M/DF g £ i
JE |8 % Casting Time: 1 standard action Range: Touch £ :
S H Range: Touch Target: Creature touched é e/
= a::? £ Target: Creature touched Duration: 1 minute/level ; H 1
E;é;é Duration: 1 minute/level (D) Saving 'Ih.row: Will negates (harmless) g’: g "
: —j EIE Saving Throw: Will negates (harmless) Spell Resistance: Yes (harmless) g HE=
=~ 12 E § Spell Resistance: No The subject gains the ability to see through smoke, fog, and E E i%;:
I:E,fﬁ_.g The subject gains a +4 resistance bonus on saving throws mist. Smoke or fog normally reduces visibility to 5 feet, but the %"'El E
5 ==K against poisons of all sorts (but not spells or supernatural target of smoke sngfycan see 5 ft./ ICVFI of the caster, up EO the HE= i S
- ﬂg H effects that mimic poison, such as the poison spell). maximum range he'd be able to see if the smoke weren't present. E | =T
' iff; % Material Component: Snake, scorpion, or spider venom Smoke sight also negates the 20% concealment provided H g
I:%!;.._.._E daubed on the subject’s face. by normal smoke. If the caster of smoke sight succeeds at a Eﬁ_,ﬂez:] £ E'
2 H check (1d20 +1 per caster level, maximum +10) against each 2 HEE
== = % PROTE(TION FROM SPIRITS spell to be affected, with a DC of 11 + the caster level of the §
— E_E £ Abjuration [Spirit] opposing spell, the 50% concealment of spells such as fog g
EE==2 ) P cloud and obscuring mist is reduced to 20%. Success doesn’t g
I=E Eevel: Cleric I{IS(S)rcerer/W izard 1 dispel the magical fog. ? ¥
’é E § C::tlirr),m?‘?;s‘;. 1’ standard action Smeoke sight’s effects cannot be further magically enhanced, £
= -2 R g ) so one cannot use the spell through a crystal ball or in £
1=k ange: Touch E

[
T

N

Target: Creature touched

)

. . . .. H
conjunction with darkvision. __ﬁg']
H
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- CHAPTER $1X: ROMAN MACIC -

TREACHEROVS PHANTASM
Illusion (Mind-Affecting)

Level: Sorcerer/Wizard 8
Components: V, S

Casting Time:1 action

Range: Long (400 ft. + 40 ft./level)
Target: One creature

Duration: See text

Saving Throw: None

Spell Resistance: No

'This insidious spell creates an illusory image of someone

close to the target or someone whom he trusts. This image is
overlaid on his sense of reality and is accepted as real by all his
senses; even magical effects such as #7ue seeing fail to reveal the
illusion to the victim. Statements or arguments by others that
contradict the phantasm become altered or twisted to conform
to the victim’s perceptions. Any attempt by others to confine
the victim of the spell is twisted to the illusion’s advantage.

'The illusory double does everything in its power to mislead
the victim into eventually committing a tragic act (e.g.,
killing himself or a loved one, or committing a sin of extreme
heinousness). The illusion ends when the tragic act has

been committed, leaving the spell’s target to deal with the
consequences.

'The treacherous phantasm is a particularly subtle illusion,
usually taking weeks or months to work its magic. A dispe/
magic or break enchantment dispels the illusion, but they take
a —4 penalty against this powerful enchantment.

WATER $PRAY
Conjuration (Creation) [Water]

Level: Sorcerer/Wizard 1, Vigil 1
Components: V, S

Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Shoots and arc of water
Duration: 1 round/level

Saving Throw: Fortitude negates
Spell Resistance: No

When water spray is cast, a jet of water shoots forth from
the caster’s palm. If it is aimed at a target, requiring a ranged

- MACIC

While the magic items in the DM G can be found in the
Eternal Rome setting, some may need some modification

to fit the Roman world; e.g., the invention of the appararus
of the crab could be attributed to a famous engineer, such as
Archimedes or Hero of Alexandria, instead of some wizard.

In general, minor magic items (e.g., scrolls, potions, minor
amulets) should be as common in the Roman world as in
standard fantasy campaigns, and artifacts should play a
slightly more important role than in other campaigns, being
presented in public displays, used in crucial battles, ezc. Items
between these two extremes of power should be somewhat
rarer in an Eternal Rome campaign, although the average
mid-level PC should still be armed with items like a +71

FAME AND $CRYING

Targets of scrying and greater scrying take a
penalty to their Will saves equal to their Fame
modifier (ignoring positive or negative sign).

touch attack, the jet deals 1d4 points of damage; the caster is
free to change targets as long as the spell is in effect, but can
only strike one target per round.

Although the volume is lower, the spray of water is as
pressurized as water coming out of a fire hose, so targets
must also make a DC 15 Balance check or fall prone. The
target receives a +1 bonus to his save for every 10 feet he is
away from the caster.

ZONE OF PEACE

Abjuration

Level: Cleric 4

Components: V, S, DF

Casting Time: 1 standard action
Range: Close (25 ft. + 5 {t./2 levels)
Area: 5-ft. radius/level emanation
Duration: 1 hour

Saving Throw: See text

Spell Resistance: No

'The zone of peace is a special fortified sanctuary. When it

is set up, anyone who enters it is compelled to proclaim
whether he will respect the truce of the zone; this
declaration is a free action. If he agrees to honor the truce,
he is protected by a sanctuary spell until he leaves the
zone, must make a Will save to make any attack (even in
response to another’s attacks on him) within the zone, and
even if he succeeds, he takes 3d8 points of divine damage.
He loses his sanctuary when he attempts to commit an act
that violates the zone, but must continue to make saving
throws when he attempts to commit further acts of violence
and continues to take additional damage on successful
saves.

'The zone of peace is most commonly used during parlays in
battle.

[TEMS -

gladius and +2 lorica hamata instead of the Club of Hercules
and the Armor of Aeneas.

New WONDROVS [TEMS

BuLia

A bulla is an amulet hung around a child’s neck when it is first
given a name. Those who could afford them always give their
children magical du/lae, but even the poor give their children
nonmagical bullae in hopes that theyd still have some effect. A
bulla only works for a child until he or she comes of age (usually
around 14 years old), and many bullae are passed down from
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HE g generation to gene%‘a’tion within a family, with the' first-bornson  TINTINNABULUM g =
—H in each family receiving the most potent su/la available. . o HEERHS
Eo—= ] i These charms are designed to ward a building or other Es:,___zg%l EfE
= A lesser bulla gives the wearer the benefits of a resistance enclosed area from the evil eye. Hung from the ceiling of =THE
| B

spell. A greater bulla gives the wearer the benefits of a
protection from evil and a resistance spell (the bonuses do
not stack). If a person wears multiple bu//ae, only the most
powerful one has an effect.

the area to be protected, a fintinnabulum takes the form
of a phallus, a statuette of the god Priapus (a minor god
of abundance and fertility), or an oil lamp, each decorated
with a number of small bells attached to it by short cords or 2
chains.
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Faint abjuration; CL 3rd; Craft Wondrous Item, resistance
(lesser) or protection from evil, resistance (greater); Price 1,000
gp (lesser), 13,000 gp (greater); Cost 500 gp + 40 XP (lesser),
6,500 gp + 520 XP (greater).
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If an evil eye is cast (whether or not the subject makes his -
saving throw) within the protected area, or a person under —
the effects of an evil eye enters the area, the bells begin to

T
Y

sl

[

Ll T

AT THIT AT

F
g
= gently ring, continuing until either the affected person leaves H E—
; : FAS(} NVM ' the area, a command word is spoken, or (in the case of an % e :"’Ef: !
o A fascinum is an amulet that grants the wearer a resistance evil eye that was cast on a victim who made his save) for one h___ﬁ_% EIEC
E = % bonus of +2, +4 or +6 against the evil eye. It can be made in full minute. The bells are much quieter than an alarm spell, E HHE
,‘é 2 any form, but the most common are charms in the shape of and while they can be heard throughout the warded area £ #
=12 = a hand making a warding gesture, a twisted animal horn, 2 (even through doors and walls), their sound cannot be heard £ e
i _5%2 phallic symbol, or a piece of branching red coral, all designed  outside the area. A silence spell or continuous loud noises L__,,%I H
E = g to be hung on a cord or chain around the wearer’s neck. They  (such as those of combat or a raucous party) can overpower £ HELE
=1-E can be made of any material: coral, precious metals, or even the sound of the bells. The bells do not ring if blown by the § s@?j:'
=1 % E plain iron. wind or if shaken by hand. g =
s =21 2 . . EE=qERE
%t.,—v’.:s..-"‘é Faint/Moderate/Strong abjuration; CL 4th/10th/15th; Craft A single tintinnabulum protects a volume of 5,000 cubic §=s=_;a=§] B _
= ==|2 Wondrous Item, protection from evil eye; Price 4,000 gp (+2),  feet; enough to protect a single shop or apartment. Romans E ?:; HZ2
== 5|2 16,000 gp (+4), 36,000 gp (+6); Cost 2,000 gp + 160 XP with more property to protect either bought multiple E H %—_—fl
ptr g (+2), 8,000 gp + 640 XP (+4),18,000 gp + 1,440 XP (+6). tintinnabula or, if they couldn’t afford that, placed a single ] J e |
[ S— one in the wvestibulum (“entry hall”). A building could have g,.f ElEc
[‘E_"’f;“é' g SAFECUARDING $TYLVS multiple nonmagical tintinrilbula hung as dec%)ration and to H = :__i'
%E § For non-permanent writing, Romans used a wax-covered give visitors the impression that the owner could afford that ; %
el wooden tablet and a stylus, a pointed metal, wood, or ivory much magical protection. £ =
S=IZ £ THE

wand about the size of a pencil; the stylus made marks in the
wax that could be erased by heating and smoothing the wax.
While an important Roman might walk the streets of the city
unarmed, he (or his servant) would rarely be found without a
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Faint abjuration; CL 3rd; Craft Wondrous Item, alarm, detect
evil eye; Price 12,000 gp; Cost 6,000 gp + 480 XP. Weight 1 Ib.

MINOR ARTIFACTS
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In the early days of the Republic, Roman legions had a
variety of standards: poles surmounted with a variety of
animals or symbols designed as group identifiers and rallying

i tablet and stylus. _%I g gl
E HHEIE
= 13 | A safeguarding stylus has the special property that it can be LEciON EACLE s
=1 used as a weapon by its wielder, functioning as a +1 dagger ==

in melee and as a +7 dart when thrown; if Julius Caesar had
been armed with a safeguarding stylus instead of a mundane
one when he was assassinated, he might have been more
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successful at fighting off his attackers.

Faint transmutation; CL 3rd; Craft Magic Arms and Armor;

points. But after the First Punic War these were replaced
with a single pattern found across the legions: the aguilia, or
eagle. A legion’s eagle was important as a symbol of its group
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=% Price 4,300 gp; Cost 2,300 gp + 92 XP. honor: it was the center around which encampments were g = -]g £
== |2 Bl E . . . ==
= [5(2 S¢YTHIAN SADDLE pitched, binding (?aths would be sworn before the eagles, £ [ —
= 12 5| £ . ) . and on holy days it was decorated with garlands and battle e
== The'se magic sadd'les aren' produced by or for Scythlan's; honors and anointed with oils and spices: the equivalent =THE
H=F their name is derived from the way the saddle can magically  of anointing every man in the legion. When losing battles, S=: g
= |z g § enable a Roman to be as skillful on horseback as any of the some commanders were known to cover the heads of their §E[z=== |
=1{-H steppe horsemen are normally. eagles so that they wouldn't witness the shame of defeat. E ﬁ:_ﬁ,,j
=2 2 . HEE S
|:§,;.._-_g- When placed on a mount, a Scythian saddle grants the Each eagle also has two magical powers. The first is that it E—HEIE!
=== g rider a +3 competence bonus to Handle Animal c.hecks grants a +1 morale bonus (granting a +1 bonus to all saves) z HEE
=22 5|2 and a +5 competence bonus to Ride checks. The rider can to all members of its legion so long as it is present where g
= E_E £ never fall from the horse unl(f,ss he chO(.)ses to or .is killed. they can see it. Unfortunately, if the eagle is captured by the €
EE==2 R1der s who have the appropriate pro'ﬁc1ency receive a +3 enemy, the morale of the legion is reduced by 2. (If using the %’ﬁ“"
1=H circumstance bonus to attack rolls with a lance or held Biblical Battlefield Resolution System or Homeric Battlefield Ee=t
— I g g (not thrown) spear. Resolution System of Green Ronin’s Testament and Trojan E
=2 |5 § Moderate enchantment; CL 9th; Craft Wondrous Item, War, the morale bonus is applied to all members of the legion, g
552:1;2: charm animal, Price 14,400 gp; Cost 7,200 gp + 576 XP. even if they are divided into multiple Sides/Forces.) E: — | EJE]
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- CHAPTER $1X: ROMAN MACIC -

The other power is the ability for the standard-bearer who
carries it (called an aguilifer) to command the eagle to come
to life up to three times per day to fight for the legion.

'The summoned eagle is in reality the result of a greaser
shadow conjuration spell that replaces the eagle statue on the
standard with a phantasmal one in the air.

The bird can carry messages for battlefield commanders
(although it must stay within sight of the standard or else it
winks out of existence), fly patterns in the air to relay orders
or serve as a rallying point, or fight as a normal eagle, usually
targeting the commanders on the opposing side. The eagle
has 3 hit points, AC 14, and attacks as a normal eagle. If the
target of the eagle’s attack succeeds on a DC 25 Will save,
the eagle’s damage is halved and its AC drops to 12.

The standard itself can be used as a makeshift heavy pick
(-1 to attacks because of its unwieldiness), although an
aquilifer would have to be in dire straits before he'd consider
damaging the legion’s standard.

While it would seem easy to make replacement eagles, for
some reason the replacements never had the magical powers
of the originals—no wonder both Emperors Tiberius and
Claudius launched campaigns to recover the eagles lost by
Varus and his annihilated legions in the Teutoberg Forest
decades before, and four legions were disbanded after losing
their eagles to the enemy in 70 AD.

Caster Level: 13th; Weight: 15 lbs.

WATERS OF THE LETHE

'The River Lethe, which flows through the Elysian Fields,
causes forgetfulness in all who drink it, so that they can be
reincarnated into a new life unburdened by memories of

the past. A vial of this water has the same effect on a living
person, unless he succeeds on a DC 35 Fortitude save. On a
failed save, the imbiber loses all skills and experience, forgets
how to talk or do anything else, and effectively has the mind
of a newborn—he must learn everything over again through
experience. This effect can only be negated by a miracle or wish.

WATERS OF THE $TYX

'The waters of the River Styx that borders the underworld are a
deadly poison to all living creatures and all undead. They have
no effect upon constructs or outsiders. Because of their divine
nature, the waters of the Styx are not affected by neutralize
poison or similar spells cast by any spellcaster of less than 20th
level.

According to Homer, the Greek hero Achilles was made
invulnerable by being dipped in the Styx as a newborn. PCs
who have heard this legend may be very eager to get their
hands on some water from the Styx, but they will find that
it does not have the effect they expect, unless the character
in question is newborn and his parents have been advised
by an oracle to dip him or her in the Styx. In this case, the
character permanently gains the benefits of the iron body
spell, without the associated weight gain; this is a divine
protection and his skin isn’t actually changed to iron.

The waters of the Styx are a contact poison. Those coming
into contact with it must succeed on a DC 25 Fortitude save
or take 3d6 points of Constitution damage as initial damage

and 1d6 points of Constitution damage and 1d6 points of
Charisma damage as secondary damage.

Price 10,000 gp.

MAJOR ARTIFACTS

THE ARMOR OF AENEAS

Forged by Vulcan at the request of Venus, this armor was
worn by the hero Aeneas during his struggle to settle in
Italy along with his fellow Trojan refugees. It consists of a
Greek-style helmet, a breastplate, and a pair of ocreae, with

a large, round, bronze-faced, wooden shield. Mysteriously,
the shield bears an engraved scene of the great naval battle at
Actium even though it was made many centuries before the
battle was fought.

'This divinely-forged armor gives +5 protection (for an
overall AC of 13), and has spell resistance 17. Despite this
formidable protection, it is as light as padded armor, and has
an armor check penalty of 0, a maximum Dex bonus of +8,
and an arcane spell failure chance of 5%.

‘The Armor of Aeneas was lost before Rome was founded, but
probably rests in the hero’s tomb along with his body and his
sword (a +1 short sword of speed). The shade of Aeneas (and
the goddess Venus, who gave him the armor) may object

to a presumptuous mortal taking it unless Rome is in grave
danger and the mortal can convince the shade that he is a
true hero.

A character wearing the Armor of Aeneas and fighting
hand-to-hand with the enemies of Rome gains a +10 Charisma
bonus when dealing with Romans, and can inspire heroics in
Romans fighting alongside him in battle as a 15th-level bard.

(Loak AND CLUB OF HERCULES

Although his fabled bow and arrows were lost centuries
before, the Cloak and Club of Hercules were still kept as
holy artifacts in the god’s temple in Greece until Greece
was conquered and the artifacts were moved to a temple in
Rome near the end of the early Republic era. The cult of
Hercules grew in popularity during the late Republic and
early Empire, with Mark Antony claiming descent from
the demi-god, and Emperor Commodus (180-192 AD)
declaring himself to actually se Hercules, liberating “his”
cloak and club from the temple to parade through the streets
of the city and then fight wild animals in the arena.

Hercules’s cloak is made from the skin of the Nemean lion, a
beast invulnerable to weapons. The cloak grants its wearer a +6
deflection bonus to AC and damage reduction 20/bludgeoning.

His club is an unadorned +5 greasc/ub, a two-handed weapon
Hercules wielded one-handed with ease. Once per day, it can
be used to automatically kill one creature struck as per an
implosion spell (DC 35 Fortitude save negates).

(ROWN OF THORNS

Before his crucifixion, one of the many tortures endured by
Jesus of Nazareth was having a wreath of braided brambles
placed on his head. Afterwards, the Crown of Thorns was taken
and hidden away by Jesus’s followers, for fear of its destruction
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or confiscation by the pagan authorities of the Empire only
occasionally being brought forth so that its miraculous powers
could be used. Following the reign of Julian the Apostate, the
time was deemed ripe, and in the late 4th century AD the
Crown was placed on display in a church in Jerusalem.

As is the case with many artifacts connected with the blood
of Jesus, the Crown of Thorns is famed for its healing powers.
Once per hour it can be used to cast cure light wounds, once
per week it can cast cure critical wounds, once per month bea/
or restoration, and once per year regeneration, all cast as by

a 20th-level cleric. The Crown’s caretakers decide who has
access to it, but they have no control over whom it decides to
bestow its miraculous powers.

'The individual thorns on the Crown can be removed from
it, and each then becomes its own healing relic. Each of
these can be used to cast cure light wounds once per day, and
resurrection a single time. The thorns are sometimes given as

gifts to important Christian potentates (e.g., the Emperors and
powerful bishops), and become objects of veneration wherever
they end up, even after their resurrection power is expended.

SPEAR OF LONGINUS

At the end of the crucifixion of Jesus of Nazareth, a centurion
named Longinus checked to see if he was truly dead by
piercing Jesus in the side with a longspear. Blood and water
poured from the wound, but Jesus himself didn't react to

the stabbing, and his followers were allowed to remove his
dead body from the cross. As with other artifacts of the
Crucifixion, the Spear of Longinus was taken by the early
Christians and hidden away for centuries. It was brought forth
after St. Helena, the mother of Emperor Constantine, made

a pilgrimage to the Holy Land sometime after 324 AD and
founded a number of churches to commemorate holy sites and
house holy relics. Along with the wood and nails of the cross,
the Spear of Longinus was put on display.

Although the Spear takes the form of a weapon of war

(and it can be used as a mere +1 Jongspear if someone really
wants to), it acts as a tool for peace. The wielder of the Spear
is constantly under the protection of a sanctuary spell; if

he decides to attack using another weapon, the sanctuary
disappears, returning a full minute later; if he attacks using
the Spear itself, the sanctuary disappears for a full day, or
until a different person wields the Spear.

In addition, the wielder of the Spear can use it to cast calm
emotions, shield other, and zone of peace three times each per
day, as a 20th-level cleric.

STATVE OF VESTA

The cult statue of Vesta installed in her temple in Rome was
one of the treasures brought from Troy to Rome by Aeneas.
It provided the ultimate protection for the city for so long as
it stood in its temple and the sacred fire before it continued
to burn, while foreign armies might take control of part of
the city, none would ever conquer it all—as demonstrated
when the Gauls took the entire city in 390 BC, but failed to
dislodge the final tiny garrison on the Capitoline Hill and

left after an unsuccessful months-long siege.

It was destroyed in a citywide fire in 191 AD, and while it would
be centuries before the city was finally taken by foreigners, some
saw that end as inevitable after the loss of the statue.

- THE EviL EYE -

In ancient Rome, the rich, famous, handsome, and successful
had to always be on guard against the envious glares of
others, because in Rome envy could lead to bad luck
through the power of the evil eye. Magic amulets and even
non-magical actions designed to ward off the evil eye were
almost universally known and used.

CASTING THE EviL EvE

The evil eye is a spell-like effect that can be cast by anyone
(usually unintentionally) in the Eternal Rome setting. All
that’s required is exceptional envy on the part of the caster,

with the GM deciding what counts as “exceptional”: merely
making note of a disparity in the fortunes of the caster and
the curse’s subject isn't sufficient; the caster has to seethe
over the unfairness of the situation or express negative
feelings about the subject (even if the caster would deny a
desire that actual harm come to the subject).

To accidentally cast the evil eye, the caster and the subject
must make eye contact (this is the GM’s call; a blind man
can neither cast nor be affected by the evil eye, nor can it be
cast in conditions of zero visibility). If the subject then fails
a DC 20 Fortitude save, he’s cursed with bad luck, taking a
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- CHAPTER $1X: ROMAN MACIC -

-2 luck penalty on all attack rolls, damage rolls, saves, skill
checks, and ability checks made for the next 24 hours. The
subject of an evil eye curse isn't automatically aware of the
effect, but it can be detected by detect evil eye or detect magic.

There are many modifiers to the evil eye check, as listed on
Table 1. Potentially the most significant are the Charisma
and the Fame of the subject: beauty and fame breed envy,
after all. It is the difference between the Charisma and Fame
scores of the caster and the subject that determine the bonus
to the evil eye check, though: If the subject’s Charisma is
higher than that of the caster, then he receives a penalty

on his save equal to half the difference. But if the caster’s
Charisma is the higher, then the subject receives a +1 bonus
on his save for each point of difference. The same rules apply
to the Fame scores of the two.

The caster of an evil eye isn’t automatically aware that he’s
done so, but if the subject accuses him of this the caster
realizes what happened on a successful DC 20 Will check.
The caster can remove the curse at will, but only if he first
realizes that he is its cause.

(See also the Evil Eye Projector feat, on page 45, for the
ability to intentionally cast the evil eye on another.)

MVULTIPLE EviIL EYES

While a person can cast an unlimited number of evil eyes
(either accidentally, or, if he has the Evil Eye Projector feat,
voluntarily), he can only cast it twice on the same person

if something has happened between the two castings to
increase the caster’s jealousy towards the subject (e.g., an
increase in the subject’s Fame, or the birth of a healthy heir).
No matter what the circumstances, he can never cast the evil
eye twice on the same person in the same day.

Multiple evil eyes (from different casters, or from the same
caster, voluntarily and accidentally) aren’t cumulative. The
luck penalty from an evil eye does stack, however, with that
of a bestow curse spell.

COUNTERING THE EviL EYE

Despite its relatively minor effects (a simple =2 luck penalty
for a day that the victim might not even realize is in effect),
a number of different ways have been developed to defend
against the evil eye.

BULLAE, AMVULETS, AND $PELLS

The most effective defense against the evil eye is the bu/la.
In addition to the listed effects of this magical amulet (see
Eternal Rome, page 71), a greater bulla renders its wearer
completely immune to the evil eye, while a Jesser bulla
provides a +2 resistance bonus to saves against the evil eye.
Even a nonmagical bulla provides a +1 resistance bonus on
evil eye saves.

Unfortunately, all u/lae become useless once the child
reaches adulthood. Those who can afford them then buy a
Sfascinum or a tintinnabulum (see page 72) or both.

'The evil eye-related spells detect evil eye and protection from
evil eye are found on page 67 and page 70.

B Lot

TABLE 6-1: EviL Eve

Condition Fortitude
Save DC
Caster is female +2
Caster is blue-eyed (The majority of +1
people around the Mediterranean
are brown-eyed.)
Caster is a non-Roman +1
Caster is a spellcaster +1/spellcaster
level
Caster’s Charisma is lower than +1/2 per point
subject’s of difference
Caster’s Charisma is higher than -1 per point of
subject’s difference
Caster’s Fame is lower than subject’s +1/2 per point
of difference

Caster’s Fame is higher than -1 per point of

subject’s difference
Subject grasps genitals (male) or iron -5
Subject pronounces counter-charm -5

-@]—I within same round

COUNTER-CHARM

Another protection is the pronouncement of a counter-charm.
If a person thinks an evil eye is being cast on him or on
someone in his charge (e.g., a baby or slave), as an immediate
action he can utter a short prayer to a god (e.g., “Hera, guard
me,” for most Romans, Isis for Egyptians, the god of Israel for
Jews and Christians, ezc.) that serves to give him a measure of
protection from the evil eye (reducing the save DC by -5).

2}

Those within hearing of the counter-charm usually recognize
it as a counter to a suspected casting of the evil eye, and

may reflexively take precautions themselves. It may also be
seen as a hostile act by those around the person uttering the
counter-charm; after all, by doing so, the person is accusing
someone of attempting to cast an evil eye in his vicinity.

(IVote: This counter-charm is unrelated to the counterspells

described in the Magic chapter of the PHB.)

GRABBING “IRON”

The most common defense against the evil eye is one known
throughout the Empire: grabbing something symbolically
powerful. If a Roman man thinks the evil eye is being cast at
him, or even might be cast on him (e.g., he sees an old, ugly,
blue-eyed, foreign woman look his way), he’ll surreptitiously
slip his hand under his tunic or toga to cup his genitals. If
there’s no time to be subtle, he’ll grab at his genitals through
the cloth, likely causing all men around him to do the
same—instead of being embarrassed by his action, the others
will be thankful for the warning. But grabbing iron may also
be seen as a hostile act, because it implies that the subject
thinks someone is attempting to cast the evil eye on him.

..75'-

LA

MR
mimn

!

(LILCLTR N

]

|

a0 T

| \\lllﬂ!\mﬂiu .,,h !

VLT G TR TR AR 2T T
sl\\mm i

A

el 1n

il

I

i 16

ULV
IMINNNND

H
£
=
£
E

=

:

VURLULAN I T LY

VAT
i

iy

WL T
W

Lo i g

LWLITTA AT T

]

i iy

L R ATV T T

|

pavnllinn i

1.

[ o |

i

N
|

LT LT

it

ﬂ\r

l

ny

RN

ﬁlﬂ

lmgmm

UL
LI

=1

l l'l'l]!wl L l

IWTVINRATTRA
1T

==

n

=
-
E
g
E
:
g
:
=
g

pun L

{l

WLLITTITETTT

!

WILTLAR TN
w

|

o



[}_‘»‘i - CHAPTER $1x: RoMAN MAGIC - Eﬁﬁ]*
=l e |
= [NDISCRIMINATE EviL EYES —ik

Because it’s the GM who decides when a character (a PC or an NPC) involuntarily casts an evil eye on someone
else, he must take care not to abuse this authority. Every instance of jealousy shouldn’t lead to an evil eye, just the
most noteworthy—especially those that are significant to an ongoing plotline.
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Thus, if a PC is trying to convince the Senate to vote him an honor he doesn't really deserve, the jealousy of those -]
who really do deserve the honor is part of the plot, and the possibility of an evil eye affecting the vote is justified.
On the other hand, if a PC is merely walking down a city street on his way to the baths, there’s no plot value to be
gained in the GM assessing the envy level of every beggar, delivery boy, and vegetable seller he passes on the trip
to see if he’s accidentally cursed along the way.
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And since the evil eye can happen with the victim unaware that it’s occurred, saddling a character with a luck
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: penalty that he doesn’t even know about adds little to any plot. So the GM has to make the existence of the ==
%i,;_.,afﬁ penalty known to the PC, by playing up his bad fortune when he fails a roll, mentioning that he’s feeling unlucky, F::% H.
= % or having animals and soothsayers feel uneasy about him because of something they can’t quite identify that just E £ % 2

= E . =
= ‘g seems wrong about him. £ |
== g But while actual instances of accidental evil eyes should be rare, accusations of the casting of this inobvious curse g E_ g__.:.-
Ep—— can be more commonplace. Thus, if a PC expresses envious thoughts that are likely to cause an involuntary casting Lz.—;a%lg -
= =S 2 of the evil eye, a nearby NPC (possibly the subject of the envy) should warn the PC to be more careful how he d2k2
. H ==
£ expresses himself in future. If the players know that the evil eye can be cast merely by a careless phrase, they’ll be e
%
=

ﬂnm
e T

better at adopting a cautious Roman attitude towards public expressions of jealousy, and they’ll be appropriately
wary when the GM has NPCs speak enviously of their characters.
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Wom'en hav.e to s'ubstltute another potent substance, M ACIC S PELLS Eﬁ i:;‘: '
grabbing at iron, in the form or weapons, tools, or even Z—

amulets worn for that purpose (some fascina, see page 72,are  An evil eye curse can be removed by a dispel magic with a
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’%g made of iron for just this purpose; the save bonuses for the dispel check DC of 11 + the evil eye’s caster level (regardless % .b_.zw..L-——-——l
s 18 E fascinum and for grabbing iron stack). of whether the casting was voluntary or involuntary) +3 if E| SMe==1
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the caster has the Mal'occhio feat (see page 45). It can also
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Grabbing iron reduces the DC of a person’s save against an

=52 evil eye by —5 be removed by a break enchantment, limited wish, miracle, £
— %g g ’ remowve curse, or wish spell. ; =)
HEE
= I= ]
= H C(HARITABLE ACTS E R HLET
| A | ] el eve if OLK ISEMEDIES | el
1 H nonmagical means of removing the evil eye if a person Er=i
= |z |5| 5 believes h% is already under its cugrse s to e};form E Throughout the Empire, there are folk remedies for the evil £
- g charitable act in put};lic in an effort to lowre)r the envy that can eye. For a few copper or silver pieces, folk magicians (not E
e 1= |= -
- —E|2 b . . necessarily of spell-casting classes) will, with enthusiastic g aE
=l 2 e associated with fame and success. ) . o E HE
%3’--“—‘;’5&._ ritual, draw the curse from the subject and place it into = E =
=2 'The act has to involve a minimum of 1% of the person’s ; : : EE=EE
e 2 - vea °P an ordinary egg which can then be buried underground Eifrg ==,
=1 accessible wealth (i.c., his ready cash; he doesn’t have to sell (taking the curse with it); or sweep him from head to toe g SE—.E-::—
= Z|E|E i i iqui i i . . . HEEP=
- ;__E £ his house and slaves in ord.er to liquidate ’all his assets),.lt with a specially crafted and decorated soft brush or with an § EM iR
[gﬁu_qg has to be a true ?Ct of charity (i.e., he can’t make a public ordinary straw broom; or fumigate him with incense and fﬁﬁ;{]; .
= 5518 lsahog) of gdeneliosny a;)nd then Segiﬂy take tile m;)ney | secret herbs; or throw consecrated salt at him. § ?gl.;.";il
=="H=E ack), and it has to be witnesse a number of people Bl ELl==—=
_ =1-H Y tudine his relati 1 Y | pl' p All these cures are effective at breaking the curse of the evil ,E_ g =
=125 2 (not including his relatives, employees, slaves, or clients) b b b d he evil eve’ clE =
s =2 least I to his Fame modifier (but it doesn’t have to eye, but only because no matter what one does the evil eye’s HE=HHE
E‘"“_"";_ lzzl)te \?vaiin:gs‘:zcll by the person who originally cast the evil eye curse wears off in a day anyway. This doesn't make these £ 1 E T
=1z % . y Perso & Y y healers con-artists (although some surely are): the exact ElErD 2=
—EE|S on him). If all these requirements are met, then the act of ; . 3 . [ =]
=H:EH hari ically break .. 1 details of how the evil eye functions is knowledge at the level E Er==a
=2 2 charity automatically breaks any existing evil eye curse on . ¢ HEEET—
S a he subi . . of the GM and the players, not something that’s completely HE=HRHE
gl=als the subject, and protects him from the evil eye for the rest ) E=zE!
ye—— of that day. understood and widely known among the PCs and NPCs f"": H Ep
—= = 5| £ within the Eternal Rome setting. £ kLo
= &[2 Typically, a Roman wouldn’t make donations of this sort on . £ I—‘—l
12|52 i1 . 1 . ki h a charitabl And even if the treatments are bogus, the average Roman 2 P
5 F‘E H a daily basis, but would consider making such a charitable believes in them, so a PC who's being shunned by NPCs z 15E
B act if he had a string of unfortunate events that could be ’ §. g[E.
=) 2 attributed to the prgsence of the evil eye, if he had the curse who believe him to be under an evil eye curse can change g ?';l 5
= |z 1€ 2 confirmed through magical means, or if,he was about to their attitudes by being seen having locally accepted anti- E £l g ==
HEE . . 1 . . evil eye rituals performed over him. It’s cheaper than a dispe 2|5 E——
== = 2 ’ 'Iy i Ipf d him. It’ hp h d.Pl :g.-
ol undertake a major project and didn't want to risk being - dal Focts s o
-_52’—?_;2 magically hampered. magic, and almost as effective. =T -E: i
=1 £ HE
= H 2 Hzk
=i £[E[a==]
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2R SEVEN:

This chapter describes the types of creatures that existed, or were thought to exist, in the Roman world. The Roman Empire
stretched from the North Sea to North Africa, from the Atlantic Ocean to the Arabian Desert, and thus a wide range of

beasts could be found within its borders.

- ANIMALS BY RECION -

'The following animals from the MM were found in the
Roman world. Aggressive creatures were used in the

arena, while others were kept as exotic pets by the wealthy.
Emperor Augustus had an extensive menagerie, and many
others followed his example. Most were originally founded
to provide beasts for the arena shows that their owners
sponsored, but over time they became wider collections

of exotic creatures. Of course, PCs traveling in the

wilder parts of the Empire and its neighboring lands can
encounter local wildlife.

AFRICA

Ape (from central Africa), baboon, camel, cheetah (from
central African), crocodile, elephant, hyena (from central
Africa), leopard (from central Africa), lion, monitor
lizard, monkey, rhinoceros (from central Africa), snake
(constrictor), vermin (monstrous scorpions).

ARABIA

Camel, lion, vermin (monstrous scorpions).

ASIA

Tiger (through trade via Mesopotamia).

CENTRAL EVROPE
Bear (black), bison (forest-dwelling, herds of 4-12).

EMPIRE-WIDE

Bat, boar, cat, cattle (use stats for the Auroch, following), dog
(large hunting dogs use wolf stats), donkey, eagle (the golden
eagle was a symbol of Rome), hawk, horse (light or heavy
horses, and light warhorses), lizard (warm climes), mule, owl,
pony, rat, raven, snake (viper), toad, vermin (giant ant, beetle,
wasp; monstrous bee, centipede, spider), weasel, wolf.

/MEDITERRANEAN $SEA

Giant octopus (remote parts of Mediterranean and Black
Seas, Atlantic Ocean), octopus, porpoise, squid (small
squid are widespread; larger squid are restricted to remote
waters or might be pets of supernatural beings or the
creations of evil magic), whale (small toothed whales are
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- (CHAPTER SEVEN: BESTIARY -
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EEE g BL==1
;g g found in the Mediterranean; they can be treated as orcas, Special Qualities: Low-light vision g E[%’ﬁ‘r_f-’
28l = HEHE )
==|2 although less aggressive). Saves: Fort +3, Ref +2, Will -1 HESFE
- —— Abilities: Str 12, Dex 14, Con 12, Int 2, Wis 12, Cha 6 E=="—-"¢€a§|§ E
=== = £ =
| NORTHERN EVROPE i 4

Skills: Listen +5, Spot +5
Feats: Alertness

¥

Bear (black and brown), bison (forest-dwelling, herds of 4-12).

WESTERN EVROPE

Badger (less aggressive than its American cousin), war pony
(northern Britain).

NEw ANIMALS
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Environment: Temperate and warm forests and plains
Organization: Herd (6-25) | g
Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: Medium (2 HD), Large (3 HD)
Level Adjustment: —
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: Deer of various sizes were found throughout the :_‘
E=Z A\j ROCH Roman world. Groups generally consist of one dominant F::%é £l
E = '“ L Animal male, 3-6 juvenile males, 12-20 females, and a number s HELE

== |z |S| § arge Anim f depending on the time of year. Size varies from E ===
HEE ey of young dep g y £ =
= g Hit Dice: 4d8+8 (26 hp) small (fallow deer) through medium (red deer) to large g e
= H Initiative: +2 (Irish elk). L hHS
5 ﬁ Speed: 30 ft. (6 squares), swim 10 ft. g _,,E.:;IS &
= |z 5| § Armor Class: 14 (-1 size, +2 Dex, +3 natural), touch 11, flat- C IRAFFE H =fae
“‘E E % footed 12 ) g S
B z Base Attack/Grapple: +3/+11 Huge (Tall) Animal HE= ;_—'; B
E“’;-’E""'?; Attack: Gore +6 melee (1d6+6) Hit Dice: 3d8 (13 hp) ?ﬂj"’;] E '
o :é Full Attack: Gore +6 melee (1d6+6) Initiative: +0 E | % |
= § Space/Reach: 10 ft./5 ft. Speed: 40 ft. (8 squares) E 3 ?{%’1
__.: =F Special Attacks: — Armor Class: 12 (-2 size, +2 Dex, +2 natural), touch 10, g a :Fg“:"sz
[5‘"31"%; Special Qualities: — flat-footed 10 :F‘—‘-’-‘-‘”—-él H |:
- f,"é' g Saves: Fort +6, Ref +6, Will +1 Base Attack/Grapple: +1/+13 § - |
AEIE g Abilities: Str 18, Dex 14, Con 15, Int 2, Wis 10, Cha 7 Attack: Hoof +5 melee (1d6+4) 2 e
; - g Skills: Listen +6, Spot +5 Full Attack: 2 hooves +5 melee (1d6+4), gore +0 (1d4+2; % 'f“"z:

Feats: Alertness, Run males only)
Space/Reach: 10 £t./10 ft.
Special Attacks: —

Special Qualities: Low-light vision
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Environment: Temperate and warm plains and forests
Organization: Solitary or herd (2-12)
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= Challenge Rating: 1 e T
- T[easure: R Saves: FOI't +3, Ref +5, Wlu -1 M_%E 5

= P g Alignment: Always neutral ?Ii):]l]lm}f Str 1% ]S)ex 1441 Con 10, Int 2, Wis 7, Cha 6 =8
,‘E e Advancement: 5-8 HD (Large) s: Listen +6, Spot + L=

Level Adjustment: — Feats: Alertness, Run

Environment: Temperate and warm forests and plains

A long-horned beast lows in the plains.
Organization: Herd (6-25)

i

“IIII'.‘II[INM&

1
l froi i l

LT T T T FT TV

M g & 3

The auroch was a species of large, long-horned wild cattle.
They were found from Mesopotamia to Gaul in the earliest

Challenge Rating: 2

Treasure: None
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St Roman 'Fimes, but b?f the beginning of the Republic they Alignment: Always neutral ;ﬂ’%g _
== were extinct except in the forests of central and western L He=HH S
== 1z |5| § . . Advancement: z ?"; ok L
=4 g g Europe in Roman times. Level Adjustment: — E gE —
=12 |51 2 £ €| Blmeme
= —-=-=E 8 D EER Giraftes are popular in menageries and animal shows HE=hHE
?’;’?:: (and occasionally in the arena) because of their distinctive £ '] g
= |z g g Small Animal appearance. E (85 ===
=H-Hl HitDice: 1d8+1 (5 hp) ¢ : ﬁ:;f
= g Initiative: +3 OMBAT E =i | HEL
Ei% £ Speed: 50 ft. (10 squares) Giraffes are not usually aggressive usually kicking only —1HT
- ﬂg § Armor Class: 14 (+1 Size, +2 Dex, +1 natural), touch 13, toward the rear at pursuers. If cornered, male giraffes butt E =
HE flat-footed 12 with their horns. 2
- = s S
5 =—-“§ | Base Attack/Grapple: +1/-2 &
r— z Attack: Gore +1 melee (1d4+1) OSTR[(H ;F:“’E
’é % g Full g:;;k: Gore +1 melee (1d4+1), 2 hooves -4 melee Medium Animal 5
- == é Space/Reach: 5 ft./5 ft. Hit Dice: 2d8+2 (11 hp) § FH S
%bf;-._e Special Attacks: — Initiative: +3 Es“rﬁg] g
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- CHAPTER SEVEN: BESTIARY -

Speed: 40 ft. (8 squares)

Armor Class: 14 (+3 Dex, +1 natural), touch 13,
flat-footed 11

Base Attack/Grapple: +2/+4

Attack: Kick +4 melee (1d4+3)

Full Attack: 2 kicks +4 melee (1d4+3), bite +0 melee
(1d2+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: —

Special Qualities: Low-light vision

Saves: Fort +3, Ref +3, Will -2

Abilities: Str 14, Dex 16, Con 12, Int 2, Wis 6, Cha 5

Skills: Hide +4, Listen +2, Spot +3

Feats: Run

Environment: Warm plains
Organization: Solitary, pair, or flock (2-12)
Challenge Rating: 2

Treasure: None

Alignment: Always neutral
Advancement: —

Level Adjustment: —

'These aggressive, flightless birds were imported from Africa
as a novelty. Some were used in mock hunts in the arena or
even trained to pull small chariots.

Carrying Capacity: A light load for an ostrich is up to 75
Ib.; a medium load, 76-150 1b.; and a heavy load, 151-225 Ib.
An ostrich can drag 500 Ib.

- STANDARD MONSTERS -

'The following creatures from the MM are particularly
appropriate for use in the Eternal Rome setting. Creatures
not listed here can also be used, but should be rare and
may require some explanation for their presence in the
Roman world.

Allip: Some of the first ghost stories ever written come from
the Roman world.

Animated Object: These constructs can be animated by a
powerful magician, or by the gods themselves.

Assassin Vine: This plant can be found in remote forests and
jungles.

Athach: Originating in Celtic lore, the athach may be found

among remote areas of Britain and Ireland.

Barghest: Found in Gaul, Britain, and other Celtic areas,
they are traditionally treated as a magical beast rather than
an outsider.

Chimera: Originally a unique creature slain by the Greek
hero Bellerophon in antiquity, in the Eternal Rome setting,
some of its children survive on remote Greek islands and
in other deserted places.

Cockatrice: These monsters lurk in the plains and forests of
central Europe.

Constrictor Snake, Giant: Constrictors large enough to
swallow children are found in Italy as late as the early
Empire.

Dinosaur, Elasmosaurus: Large lakes and inland seas in
the northern half of the Empire might house such sea
serpents.

Dire Animals: Dire forms of any animals in this chapter
might be found in similar circumstances to their
normal-sized kin. Dire animals fetch a high price if they
can be captured for the arena.

Dragon: Dragons are very rare in classical lore, but are
known to exist. Red and metallic dragons are the most
common, but all types are possible.

Dragon Turtle: Sea monsters of various types are thought
to haunt the waters of the great Ocean beyond the
Mediterranean Sea, and dragon turtles could be among
them.

Dragonne: Although not represented in classical lore,
the dragonne is a typical crossbred magical creature.
It might be found in the deserts beyond the eastern
frontier of the Empire.

Dryad: All ancient forests are home to at least one dryad.

Eagle, Giant: Giant eagles aren’t common, but can be
found in mountainous regions of the Empire. During the
Empire periods, they are potent symbols of Rome herself
and no-one but the Emperor is allowed to own them.

Elemental: The concept of four elements comes from
Greek and Roman philosophy. Most elementals may be
summoned by spellcasters with the appropriate spells. The
largest and most powerful serve only the gods.

Ettin: Ettins may be found in remote mountainous areas
and on deserted islands. Typically they try to eat any
mortals who cross their path.

Genie: Although genies belong to later Arabic tradition,
they might be found serving powerful Mesopotamian
spellcasters or living free in the deserts of the southeast.

Ghost: Ghosts of all types are found in the Roman world.
'The restless spirit of a Roman who died but didn't have the
proper burial rites performed for it could haunt not only
the place where it died or its own families, but also any
Roman who came across its body but didn't either bury it
or at least throw a token handful of dirt over the body.

Ghoul: Ghouls belong to Indian and Arabian traditions.
As their homelands border the southeastern part of the
Roman Empire, they might occasionally be found in the
Roman world.

Giant: Cloud giants, hill giants, stone giants, and storm
giants may be found in remote parts of the Empire. Frost
giants are found mainly in the lands of the Hyperboreans
(see page 87). Some fire giants serve Vulcan in his forge.

Girallion: Girallions may be used in the Eternal Rome
setting as divinely-created apes that live among their
two-armed kin, usually as leaders. A captured girallion
would fetch a very high price from a promoter of animal
shows in the arena.

Goblin: Orculli (singular: orcullo) remained in the wilder
and more mountainous parts of Italy and the Alps until
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£
£ E ,é; £
%g £ the Middle Ages. Goblins can be used to represent the Hydra: The original hydra lived in the Peloponnese region H %’V—
—c g smaller creatures. of Greece. It was killed by Hercules. Hydras in the E

|

RN

Eternal Rome setting are descendants of the original.

Golem: Clay golems come from medieval Jewish tradition,
Pyrohydrae and cryohydrae are unknown.

although a powerful Jewish spellcaster might known
how to make them in the Roman period. Stone and iron Lamia: Lamiae are a race of half-beasts native to the
golems could be created by powerful spellcasters of any deserts of North Africa.

background; around the Mediterranean, most would take Lammasu: Lammasus come from Mesopotamian

the form of animated statues, while in the wilder lands of mythology and may be encountered in those eastern
the north and west, stone golems in particular might be lands.

created from ancient standing stones and similar objects.
Stone and iron golems are also used by the gods to guard
their treasures. The Roman world does not have the level
of surgical skill necessary to create flesh golems.
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Lich: A lich can be from any background, although areas
with long-established magical traditions, such as Egypt,
are ideal for them. An Egyptian lich may be impossible
to distinguish by sight from a mummy.
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=/ 2 Gorgon: In the Eternal Rome setting, this magical beast is b o .
=== called a bos ferrus (“iron bull”). Lycanthrope: Werewolves and werebears originated in the

Germanic traditions. Both types may be encountered
Griffon: Griffons are found in remote hilly regions of Thrace north of the Danube and east of the Rhine. Other kinds
and Scythia, and beyond the northeastern frontiers of the

Empire.
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of lycanthropes may be encountered wherever their
animal species are common.
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Hag: The annis is native to northern Europe, but green hags

' a Manticore: Manticores roam the dismal marshes, deserts,
and sea hags are comparatively widespread.
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—E and wastelands beyond the eastern fringes of the

= Harpy: Harpies are found in wilder parts of Greece and on Roman Empire. Their physiology varies wildly: some are
r— the northeastern fringes of the Empire. The majority of wingless, and a few have the tail of a monstrous scorpion,
== |z |5 them do not have the captivating song ability, and are thus substituting a poison attack (injury DC 17, initial

:’%j CR 3 with a level adjustment of +2. damage 1d6 Str, secondary damage 1d6 Str, 200 gp) for

Hippogriff: Hippogriffs are found in the wilder parts of the spikes.

Greece and the northeastern fringes of the Empire. Medusa: Medusa was one of three monstrous sisters called
the gorgons; she was slain by the Greek hero Perseus in
distant antiquity, but the surviving medusae may be her

Homunculus: Homunculi may be created by any spellcaster
with the requisite abilities. They are more common in parts
of the Empire with a long-established magical tradition,
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descendants and those of her sisters.

et |
=== 2 such as Egypt. Mephit: Earth, air, fire, and water mephits are appropriate £ =i g 1
e %g g in the Eternal Rome setting. ; %Eﬁﬂ
- ;E g Merfolk: Merfolk are found in many parts of the g gj i
Eﬁsﬁ: Mediterranean, although they tend to stay away from gw_-ss}.%l H [5
Ry | g ports and shipping routes, preferring privacy. Some HE= g
,.E g % groups of merfolk are actively hostile towards humans. E L
s g Minotaur: The Minotaur was a unique creature that lived E =hHE
L%}"E#‘% in a labyrinth in the palace of King Minos of Crete. g ﬁ"‘] HE
£ It was killed by the Greek hero Theseus. Surviving H |
=1F minotaurs might be the creature’s monstrous offspring, or % ?[;;Eﬁ__ﬁ
: g they might have been created by the gods for reasons of LR
[?ﬁ‘;"‘"? their own. B g -
: 2

Mummy and Mummy Lord: Mummies and mummy lords
may be found in remote tombs and other setting across
Egypt, and sometimes they find their way to Greece or
Rome.
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Nymph: Nymphs are found in all kinds of natural settings
throughout Greece and Italy. Under different names, they
were known in other parts of the world as well. Nymphs
are discussed as a player character race on page 88.
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Ogre: Ugly, man-eating giants called gigans are found in
remote places all across the Roman world. The smaller
ones may be treated as ogres, and the larger as ettins or
hill giants.
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Orec: Orchi (singular: orcho) and orculli (literally “little
orchi”) are found throughout the wild and remote parts
of Italy and in the southern foothills of the Alps. Small
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individuals may be treated as goblins, larger individuals
are orcs, and the largest are almost as big as ogres.

Owl, Giant: Giant owls may be found in the wilder lands

of the Empire. Because of their size, they tend to favor
thin woodlands over close-growing forests, where they
would have trouble flying between the trees.

Owlbear: Although the owlbear is not a creature from
classical myth, its composite nature is in keeping with
the classical tradition. At the GM’s option, owlbears
may be found in deep forests beyond the northern and
northeastern frontiers of the Empire.

Pegasus: Pegasus was a unique creature, captured and
tamed by the Greek hero Bellerophon. In the Eternal
Rome setting, surviving pegasi might be his offspring.
Such creatures would be in great demand as mounts.

Satyr: Satyrs are found in forested areas throughout
Greece, Italy, and adjoining regions. Satyrs as player
characters are discussed on page 88.

Sea Cat: Sea cats may be found in less-traveled waters

throughout the Roman world. They are sometimes used

as mounts and war-beasts by merfolk.

Shadow: Shadows are found throughout the world of
Eternal Rome.

Shield Guardian: Like golems, shield guardians can be
created by any spellcaster who has the ability to do so.

Skeleton: Skeletons are found throughout the world of
Eternal Rome.

Spectre: Spectres are found throughout the Empire.
Sphinx: Sphinxes of all kinds are found in Egypt, and

gynosphinxes (and, more rarely, androsphinxes) are also

found in the more remote parts of Greece, Macedonia,

and Thrace.

Sprite: Nixies are found in water throughout the lands
north of the Mediterranean. In Greece, Italy, and

surrounding areas, they are often found in the company
of nymphs. Grigs and pixies are only normally found in

Gaul, Germany, and the British Isles.

Stirge: Stirges are found in marshes and deep forests
throughout Italy, Greece, and lands to the north.

Swarm: Swarms of all kinds (except hellwasps) are
encountered throughout the Roman world. Locust and
rat swarms are the most common.

Titan: The titans were the ancestors of the gods of
Olympus. The titan as described in the MM represents
merely the largest type of giant.

Treant: The deepest, darkest forests of Gaul and Germany
hold many secrets, and traditions of sentient, mobile trees
are widespread.

Triton: The tritons are servants of Neptune, the god of the
sea. They are found throughout the Mediterranean.

Unicorn: Unicorns can be found in the forests of Gaul and
Germany. Celestial chargers are of divine origin, but may
be found occasionally.

Vampires: Vampires are found throughout the Roman
world. The traditional vampire heartland of Transylvania
is in the province of Dacia.

Wight: Gaul, Germany, and Britain abound with ancient
burial mounds where wights may be found.

Will-O’-Wisp: Will-o’-wisps are found in marshes
throughout the Roman world.

Worg: Worgs may be found in the dark, forbidding forests
beyond the northern frontiers of the Empire, often in
association with wolves and dire wolves.

Wiraith: Wraiths may be encountered throughout the
Roman world.

Wyvern: Like dragons, wyverns are rare in the Roman
world. They are most often found in remote hills and
mountains beyond the Empire’s northern frontier.

Zombie: Zombies can be found throughout the Roman
world. In Egypt, some animated corpses may be zombies
rather than mummies; both are bandaged, however, and
it is difficult to tell them apart by sight alone.

- VARIANT MONSTERS -

Some monsters familiar from the MM require slight
adjustments to work in a Roman setting.

ANCGEL

Angels were quite active in the Middle East and Rome
according to the New Testament, but those presented in
the MM are more combat-oriented. If you have Testament:

Roleplaying in the Biblical Era, the malachim and mazzalim
are more appropriate for this role. Other excellent examples

can be found in 7he Avatar’s Handbook.

BASILISk

The basilisks found in deserts on the eastern fringes of the
Empire are no more than a foot long; rather smaller than
the standard. What they lack in size, they make up in the

virulence of their poison. A basilisk’s touch and breath scorch

grass, kill bushes, and split rocks; Pliny wrote that a man on
horseback once speared a basilisk, and the creature’s venom
traveled up the shaft of the spear, killing both horse and

rider.

These basilisks have the statistics of a lizard, with the
tollowing special attacks:

Petrifying Gaze (Su): Turn to stone permanently, range
30 ft., DC 13 Fortitude save negates. The save DC is
Charisma-based.

Poison (Ex): The basilisk continually secretes a potent acid,
which drips from its jaws, coats its skin, and is carried on its
breath up to 6 inches away. This is a contact poison, DC 18,
initial and secondary damage 2d6 Con.

Venom Transference (Su): The basilisk’s venom is so
potent that it can travel up hand-held weapons that
wound the creature. The weapon takes 1d10 points of
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= |2 damage. The attacker holding it and any other creature attempt to summon 1d4 harpies with a 50% chance of £ =
=S 2 . . . . . T . HHE
=] in physical contact with the attacker must save against success. This ability is the equivalent of a 3rd-level spell. HESRHE
P the poison as if they had touched the creature. Gauntlets E=="-2€af]§ =
== =16 2 |2
| B

are no protection in handling a basilisk; only objects that
are specifically enchanted to protect against poison are
immune to this effect.

DEMON, $UUBVS

Also known as the empusa (plural: empusae), the succubus
was well documented in the Classical world. The Greek
philosopher and magician Apollonius of Tyana, who lived in
the early Empire period, confronted an empusa who, disguised

DEeviL, LEMURE

In Rome, lemures were the spirits of the dead rather than
devils. The lost souls stranded on the banks of the Styx (see
page 139) are sometimes called lemures. They have the same
alignment as they had during life, and lack the damage
reduction of lemures described in the MM.

GIANT ANT
According to Pliny the Elder (23-79 AD), in the Dardae
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s a Phoenician noblewoman, preyed upon one of his students. region of India there are tawny ants the size of wolves that ff%'l
= Pm—— In the Eternal Rome setting, succubi are independent dig gold out of the earth and are fast enough to catch up FZZ’,.-%E R
= demons rather than being part of a hierarchy; they are with a robber on a camel if their gold has been stolen. These E ‘ % 2
,,ré not able to summon other demons (although some may are identical to giant soldier ants, except that their hoard of £ %
= 15 be sorcerers, and able to do so by casting spells), but they g =

have the ability to polymorph into human form in order to

gold counts as standard treasure; note that whatever its value,
it consists entirely of gold nuggets.

A l
*lm ]
]
W,
| f

LT P THT T TR

o ave the abt |
== disguise their true nature. g !a*:;;
= % HyeNna HHE ===
K Devil, ERINYES . . HHE=
S = 2 ' ' ) Pliny wrote that the hyena found in the southern reaches A=FHH
Cp— Classical sources sometimes use the name erinyes to mean of the Empire can imitate the human voice, and sometimes §===_fa=;] g ._
= 1z 5| the furies (see page 83), and sometimes to mean a separate lures shepherds to their doom by pretending to be a human E | == |
= £ type of creature altogether. in distress. It also has a weak gaze weapon that only works z ] e
HE g Erinyes are not part of a devil hierarchy. Instead, they work for ~ on animals: Any creature a hyena looks at three times is g E‘ﬁ f ;;-:— =
E"'ﬁ the gods (sometimes for Dis Pater, and sometimes for other paralyzed. g.?’-""“"";l E |;
‘;é E % deities) to RUHiSh and fﬁgbten mortals who }'1ave angered Paralyzing Gaze (Su): Effective only against animals. DC E — ]
- E z therr}. In thls} they are similar to both the furies and the 12 Fortitude save. The first and second uses in a day have no g -
EI=IZ harpies, and it could be that these three types of creature form  effect even if the save is failed; the third use causes paralysis. E NHE

v
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a hierarchy of their own as divine punishers. Harpies might be
sent to punish less powerful sinners or minor transgressions,
while erinyes take the middle ground in both respects and the

The save DC is Charisma-based.
These hyenas are CR 2.

[:g‘l‘ll\l\:ﬂllll.

N E
I i I

LT

LA LT

E== furies are only sent to punish the most horrible crimes against LIS
ge=== the gods, committed by the most powerful mortals or demons. S NAKE, AM PHISBAENA uneasﬁ-%l : :
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it two bite attacks. It is otherwise identical to a small or

their victims). They do not have unkoly blight or the ability
medium viper.

to summon other devils, but once per day an erinyes can
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I:%‘f_:;‘"“; There are some monsters in the Eternal Rome setting that ( ATOBLEPAS éﬁ‘y"’ﬂg '
= |z E § are wholly new or completely different from the standard £ | == |
_ .’5: E E version. These are presented in the following pages. This bull-like creature lives near a spring in Ethiopia, and E g g T
= = § spends its life with its head down, munching aquatic plants. HE=FHE
I:E'i’-'-—j"—'?: B ONASVS Its head is large and very heavy, and it cannot lift its head E -él E
b = by itself. This is a good thing, because its eyes instantly kill ElE- 2=
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== (5|2 This is 2 bull-like cre'ature found in Paeo.ma (modern anyone who looks into them. Because the plants upon which E ELEVJ
= Bulgaria and Romania). Its horns curve inwards and are . . g P —
S =22 : / j it feeds are poisonous, the catoblepas also has foul and HESTRHE
%!;__._,.: useless for fighting, so it has developed a highly unusual dangerous breath, E— cE|E.
4=—H defensive strategy. It turns its back on its enemies and o ) 2 HE 2
= j5 & ‘%': expels a great stream of liquid dung that burns everything it The catoblepas has the same statistics as a bison, but no gore £
—E[ElE touches attack. It is CR 4. 2
o _'=‘_ The bonasus has the same statistics as a bison in the MM but ~ Deadly Gaze (Su): D'eath, SQ ft., DC 15 Fortitude save %:ﬁsﬁ
| =y z without the gore attack. It is CR 3. negates. The save DC is Charisma-based. E £
: é E g Corrosive Dung (Ex): The bonasus can squirt liquid dung Poisonous Br_eath (Su): Cloud 10 }ct: l'ligh, 10 ft. wide and g
- ==|2 in a ray up to 80 ft. Damage 6d4 acid, DC 21 Reflex save 20 ft. long, poison contact DC 15, initial damage 1d6 hp, g
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FURrY
Medium Outsider (Extraplanar, Evil, Lawful)
Hit Dice: 17d8+102 (178 hp)

Initiative: +7

Speed: 30 ft. (6 squares), fly 60 ft. (average)

Armor Class: 30 (+3 Dex, +17 natural), touch 13,
flat-footed 27

Base Attack/Grapple: +17/+25

Attack: +1 flaming longsword +26 melee (1d8+13 plus
1d6 fire)

Full Attack: +1 flaming longsword +26/+21/+16/+11 melee
(1d8+13 plus 1d6 fire), 2 claws +20 melee (1d4+4)

Space/Reach: 5 ft./5 ft.

Special Attacks: Spell-like abilities

Special Qualities: Darkvision 60 ft., damage reduction !
magic and chaos and good

Saves: Fort +21, Ref +15, Will +22

Abilities: Str 27, Dex 17, Con 23, Int 24, Wis 24, Cha 24

Skills: Balance +17, Climb +8 (+10 ropes), Concentration
Decipher Script +21, Diplomacy +11, Disable Device
+21, Escape Artist +3 (+5 ropes), Hide +17, Intimidat
+30, Knowledge (arcana) +21, Knowledge (geography
+21, Knowledge (history) +21, Knowledge (nobility a
royalty) +21, Knowledge (religion) +21, Knowledge (t
planes) +21, Listen +29, Move Silently +17, Search +Z
Sense Motive +21, Spellcraft +23 (+25 decipher scroll
Spot +29, Survival +21 (+23 avoid getting lost and
hazards, on other planes, and when following tracks),
Magic Device +21 (+25 scrolls), Use Rope +17

Feats: Flyby Attack, Hover, Improved Initiative, Skill Fo

(Intimidate), Track, Wingover

Environment: Tartarus
Organization: Solitary or trio
Challenge Rating: 17
Treasure: Standard
Alignment: Always lawful evil
Advancement: —

Level Adjustment: —

This creature has a bird’s lower body and a woman’s upper body,
but it exudes an aura of power that indicates that it is more than
Just a harpy. You see great intelligence in its eyes, but no mercy.

A fury is very similar in appearance to a harpy, but is much
more powerful. The furies were servants of the gods, sent to
punish those who had displeased them. In classical myth,
there were three of them, Tisiphone, Allecto, and Megaera;
in Eternal Rome, there could well be more.

COMBAT

Furies enjoy tormenting their victims, and prefer to use
their magical abilities instead of entering combat directly. A
typical punishment by the furies might consist of the victim
being barraged with fear spells and pursued to the point of
exhaustion, or until he unthinkingly runs off a cliff. Other
victims are tormented until they are hopelessly insane.

If the need arises, the furies are formidable fighters. When
dispatched to bring a damned soul down to Tartarus, for
example, they carry out their task with ruthless efficiency.

-
’ ..?4 Iy

For the purpose of overcoming damage reduction, a fury’s
natural attacks and attacks made with weapons count as

magical, lawful, and evil.

Spell-Like Abilities: At will—cause fear (DC 18), daze (DC
17), daze monster (DC 19), hypnotism (DC 18), scare (DC 19);
3/day: bestow curse (DC 21), confusion (DC 21), crushing despair
(DC 21), contagion (DC 21), enervation (DC 21), fear (DC 21);
1/day—binding (DC 25), eyebite (DC 23), feeblemind (DC 22),
insanity (DC 23), soul bind (DC 26). Caster level 17th. The save
DCs are Charisma-based.

True Seeing (Su): Furies have continuous #rue seeing ability
as per the spell cast by a 17th-level spellcaster.

Skills: Furies have a +8 racial bonus to Listen and Spot checks.

HERCYNIA

This bird lives in the Hercynian Forest in Germany. It is

a perfectly ordinary songbird, except for the fact that its
teathers glow brightly, each casting an amount of light equal
to a candle. The hercynia has the same statistics as a hawk,
except that it does not have a talon attack. Hercynia feathers
continue to glow after the bird has been killed, as if they
were affected by a continual flame spell. Alchemists will pay
up to 1 gp per feather.

-83-

ALY

QAN TRUTATRAY

[i

T ETTAIL

5
K‘*

|

&u\\mm [0

| l\lll““'l.ﬂ I

n||||

QUET I ITIT AN

| 18

*mmmnmu
\

s

[
[

VAT

i
LT
(e |

i

==

4

==

LWLITTA AT T uu.u-'alnmmuun“\luuur.mmmmm ULV TR

v

]

AUDTEA T VLY

tllll:r:ull::ulm

W

|

i

i

QT AT TR P TR T TR

A

I

swullini

|

—

I

VLR T LT

|

1

LT Gl
llllllllllmlﬂa
| LI III!I] I.

l

VAR IARATIRATH

U [ g |
vhi

i §

i‘ll:::lll!nn

U

i |3
|

WL TP

WILTLAR TN
!
w

|

I

L.



b,
Y

w8 |\
T

(

BRIV

I'Ill'.lllll'lmft\&

|

m \ W [
\ i \
L

i

)
L L

[\
)
il

mﬂ'nnu i

& rwwgwant 6 4 0
I
i

W
I N\IIHI\“\ i
TN

FTRN.

I
Ji
It'lllllﬂ'lIlllﬁﬂ\l\\'l'u\\\'l

]
d

8 N
il

[, ]
] um%-m ] I
AR

i

il
Ll
HIT I

_II'M

EE

nIN

I

iy (R
“l wi""ﬁl |

e AT

3{

PR T

8 e |3
i

I :\\\A\\“‘ i

HTH T T

L.

\\f’% '

A

A

SN
\\\l\“l
UG
TRV

!

[\

SR
nhllu F

|

it ) (4] X

A

"E‘

(BT

T

{7} |I k I\
T
(Rt

WA,

.EE

LT T

N g §

N

il
il

- (CHAPTER SEVEN: BESTIARY -

Hirrocampus

Large Magical Beast

Hit Dice: 2d10+10 (21 hp)

Initiative: +2

Speed: 5 ft. (1 square), swim 80 ft.

Armor Class: 16 (-1 size, +3 Dex, +4 natural), touch
12, flat-footed 13

Base Attack/Grapple: +2/+10

Attack: Bite +2 melee (1d4+4)

Full Attack: Bite +2 melee (1d4+4), plus tail slap +2
melee (1d8+4)

Space/Reach: 10 ft./5 ft.

Special Attacks: —

Special Qualities: Darkvision 60 ft.

Saves: Fort +8, Ref +3,
Will +1

Abilities: Str 18, Dex 16, Con 20, Int 3, Wis 13, Cha 8

Skills: Listen +4, Spot +3, Swim +8

Feats: Run

Environment: Temperate and warm seas
Organization: Domesticated or herd (6-30)
Challenge Rating: 2

Treasure: None

Alignment: Always neutral

Advancement: —

Level Adjustment: —

This creature’s front half looks very much like a horse, but
instead of back legs, it has a long, fish-like tail. Its mane
is a webbed membrane like the dorsal fin of a fish, and its
Jfront legs end in fins instead of hooves. Its fur and scales
are white, with a blue-green sheen.

Hippocampi are domesticated and used as mounts by
merfolk and tritons. Neptune himself has a chariot

shaped like a great sea-shell, and drawn by a team of four
magnificent hippocampi. In the wild, they swim in herds just
like terrestrial horses, and their temperament is very similar.

(OMBAT

Skills: A hippocampus has a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard.

It can always choose to take 10 on a Swim check, even if
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

Carrying Capacity: A light load for a hippocampus is up
to 230 pounds; a medium load, 231-460 pounds, a heavy
load, 461-690 pounds. A hippocampus can drag 3,450
pounds. Loads that float are treated as half their actual
weight.

LEVC(ROTTA

The leucrotta is the size of a donkey, and has the neck, tail,
and chest of a lion, the haunches of a stag, cloven hooves,
a badger’s head, and a mouth that opens from ear to ear,
with ridges of bone instead of teeth. It is the swiftest of
wild animals, and is able to imitate the human voice to lure
unsuspecting humans into traps.

The leucrotta has the same statistics as a donkey, except
that its move is 60 feet and it has a bite attack is +7 melee
that deals 1d8 points of damage. It is CR 1.

SIREN

Medium Monstrous Humanoid (Aquatic, Shapeshifter)

Hit Dice: 3d8+3 (16 hp)

Initiative: +1

Speed: 30 ft. (6 squares), swim 50 ft.

Armor Class: 11 (+1 Dex), touch 11, flat-footed 10

Base Attack/Grapple: +3/+4

Attack: Dagger +4 melee (1d4+1)

Full Attack: Dagger +4 melee (1d4+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: Paralyzing beauty, song of longing,
spell-like abilities

Special Qualities: Alter self, darkvision 60 ft.

Saves: Fort +2, Ref +4, Will +7

Abilities: Str 12, Dex 13, Con 12, Int 13, Wis 14, Cha 18

Skills: Bluff +11, Diplomacy +6, Disguise +10 (+12 acting)®,
Intimidate +6, Listen +7, Perform +7, Sense Motive +6,
Spot +7

Feats: Alertness, Iron Will

Environment: Any temperate aquatic
Organization: Solitary, pair, or gang (3-6)
Challenge Rating: 4
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- CHAPTER SEVEN: BESTIARY -

Treasure: Standard

Alignment: Usually neutral
Advancement: By character class
Level Adjustment: —

When you first glanced at the rocks, you thought you saw a
woman with a fishs tail, but after a second look it’s obvious
you were mistaken: She’s all woman—and a looker at that.

Sirens are cousins to the merfolk, with the same
outlook on life. They are quite varied in appearance,
but always fair, having the form of beautiful
humanoid women from the waist up. From the waist
down, they sometimes appear human, and other times
have the tails and fins of great fish.

They live in colonies on rocky islands, whiling away
their days tending each other’s hair or sunning on the
rocks. They decorate themselves with shells and coral,
and jewelry from ships that are wrecked on their
coasts.

There are no male sirens; although sirens can make
with merfolk, they prefer human partners, mostly
out of fear that interbreeding too frequently with
other fish-folk will remove whatever humanity they
have and cause their daughters to be born wholly
fish. They use their beauty and song to lure men to
them, slipping into the water to help those they find
pleasing to shore, leaving the less comely to drown.
Women are ignored unless they pose a threat to the

siren or her chosen “husband.” Even if men survive to
reach the arms of the sirens, they may not survive for long;
many are driven mad by constant exposure to the sirens’
beauty, or die from lack of water and shelter, or from the
constant attentions of their new “wives.”

COMBAT

Sirens strike first with their song. The only physical
weapons they carry are daggers, and if engaged in battle
on land they try to avoid combat until their can trick their
opponents into the sea, where several sisters can attack at
once, pulling the victim under the waves to drown.

Paralyzing Beauty (Su): This ability operates continuously,
affecting all male humanoids within 60 feet. Those who
gaze directly at the siren must succeed on a DC 15 Fort
save or become paralyzed with desire for 1d4 rounds. The
siren can suppress and resume this ability as a free action.

The save DC is Charisma-based.

Song of Longing (Su): Every man within a 300-foot radius
who hears this song must succeed on a DC 15 Will save
every two rounds of singing or make every attempt to reach
the siren, either individually or even steering entire ships
onto the rocks. Every woman within a 300-foot radius who
hears this song must succeed on a DC 15 Will save in the
first round or become incapacitated by helpless weeping
until the song ends. The save DC is Charisma-based.

Spell-like Abilities: 1/day—wail of the banshee (DC 23).
Caster level 18th. The save DC is Charisma-based.

Alter Self (Su): A siren can assume human or merfolk
form at will. This works like the alfer self spell as cast by an

18th-level sorcerer, but the siren can remain in the form
indefinitely. It can assume a new form as a standard action.
Individual sirens can live to be hundreds of years old, and
when a siren enters her third century she slowly begins

to lose the ability to maintain human features, becoming
more and more fish-like until finally she slips away to live
permanently below the waves.

Skills: Sirens gain a +4 racial bonus to Bluff and Disguise
checks. *When using alter self, a siren receives an additional
+10 circumstance bonus to Disguise checks.

STYMPHALIAN BIRD
Small Magical Beast
Hit Dice: 1d10+1 (6 hp)

Initiative: +3

Speed: 20 ft. (4 squares), fly 60 ft. (average)

Armor Class: 18 (+1 Size, +3 Dex, +4 natural), touch 14,
flat-footed 15

Base Attack/Grapple: +1/-3

Attack: Beak +1 melee (1d6)

Full Attack: Beak +1 melee (1d6)

Space/Reach: 5 ft./5 ft.

Special Attacks: —

Special Qualities: Darkvision 60 ft.

Saves: Fort +3, Ref +3, Will +1

Abilities: Str 10, Dex 17, Con 13, Int 3, Wis 12, Cha 4

Skills: Spot +4

Feats: Flyby Attack

Environment: Temperate marshes and lakes
Organization: Flock (6-25)
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- (CHAPTER SEVEN: BESTIARY -

= =

=g £ 2 § i ==

= 5|2 Challenge Rating: 1 Treasure: None b
==z Treasure: Standard Alignment: Always neutral HESERH
E!ﬂﬂ':-«;é Alignment: Usually neutral evil Advancement: None E "“E%IE g

= :E 5 Advancement: Medium (2-3 HD) Level Adjustment: — E ' 5 5"'
= 5[ 2 Level Adjustment: — . . L S zml—‘-;—rj

ZEE J : A moving carpet of scorpions covers everything in front of you. z

jLs

This bird is about the same size and shape as a stork or heron, but A scorpion swarm is a crawling mass of tiny scorpions

1

4 :2: its feathers and sharp beak are made of shining bronze. that can climb over obstacles to get at prey. They are rare H=E
B Stymphalian birds get their name from a flock that lived in nature, but may be summoned by certain spellcasters or £
= g by Lake Stymphalus in Greece before being destroyed by in response to divine action. They have been the death of E
[ _J_____% Hercules as one of his famous 12 Labors. They are found more than one treasure-seeker who attempted to violate the ;‘Z/
£ g in marshes and by lakes in remote areas. Stymphalian birds ancient tombs of the pharaohs in Egypt. E=
2 z stand about 3 feet tall, and weigh around 20 pounds. Els|BL=""1
IE 2 (OMBAT H ==
=== (omBAT A scorpion swarm seeks to surround and attack any living f:;::%é gl
H = H Man-eating Stymphalian birds attack as a flock, being it encounters. E H % 2
-.rg § overwhelming enemies with repeated fly-by attacks. Distraction (Ex): Any living creature that begins its turn in £ %
“ - g the same space as a scorpion swarm must succeed on a DC £ g
B _a-zéf SWARM, S(ORP ION 14 Fortitude save or be nauseated for 1 round. The save DC L:..,%Ig e
5 ;"*-?E: % Diminutive Vermin (Swarm) is Constitution-based. ’g !a%-;;
.“‘E § % Hit Dice: 7d8+7 (38 hp) Poison (Ex): Injury, DC 16 Fortitude save, initial and E g
i ig Initiative: +2 secondary damage 1 Con. S.ome species of scorpion have g 3 E 5
§‘=’;-"'=-'=5§ Speed: 20 ft. (4 squares), climb 20 ft. more powerful venom, ranging up to 1d4 Con. The power of g :] g ._
==z || § Armor Class: 18 (+4 size, +2 Dex, +2 natural), touch 16, the venom does not necessarily correspond to the size of the E £ ot i |
= § flat-footed 16 creatures. The save DC is Constitution-based and includes a z 5 :—%
5 E g Base Attack/Grapple: +5/— +2 racial bonus. g a i -
E’;ﬁg Attack: Swarm (2d6 plus poison) Skills: A scorpion swarm has a +8 racial bonus on Climb checks, ?gﬁ;l E |;
= |2 g E Full Attack: Swarm (2d6 plus poison) and uses its Dexterity modifier instead of its Strength modifier E: == ]
~H g Space/Reach: 10 ft./0 ft. for Climb checks. A scorpion swarm can always choose to take z e
= =2 Special Attacks: Distraction, poison 10 on a Climb check, even if rushed or threatened. E 15E
?“ﬁ Special Qualities: Darkvision 60 ft., immune to weapon ?’5”'%] H
: ié damage, swarm traits, tremorsense 30 ft., vermin traits YALE E - |
—1- Saves: Fort +6, Ref +4, Will +3 ) o . o . £l e=—==
= ;E_ Abilities: Str 1, Dex 14, Con 12, Int —, Wis 13, Cha 11 Found in Ethiopia, the yale is something like a bull, with a 5 = '
s Skills: Climb +10, Survival +5 black or tawny body and a short tail like that of an elephant. i_mq g gl
== Feats: Track B It head looks like the head of a boar, but lacks tusks. The yale’s 2l £ § 2
=5 . ) horns are long and straight, and it has the ability to swivel
g Environment: Desert, underground, or warm hills them forward or back, fighting with each horn alternately. ==

O ization: Solitary, 2-4 , the (7-12
rganization: Solitary, mass ( swarms), or swathe ( The yale has the same statistics as a bison. It deals 1d10+9
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= LECENDARY RACES =il
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=z E § ’Severa'l legenc’iary races are featgres of Roman folklor'e, and ( ENTAVURS £ | _.E'.’ |
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fact that in their lands is an immense hoard of gold, guarded oo Achilles.
by fierce griffons. The Arimaspi fight perpetually with the

griffons, but are never able to take the gold, much to their
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- CHAPTER SEVEN: BESTIARY -

no mention of them on the island. They may be encountered
in the more remote parts of Sicily, or on other desolate
islands in the western half of the Mediterranean Sea. They
are identical to stone giants, except that their single eye
limits depth perception and gives them a —2 penalty to all
ranged attacks.

HYPERBOREANS

'The name “Hyperboreans” translates as “the people beyond
the north wind.” Worshipers of Apollo, they live in a land
of perpetual sunshine and plenty. The Greek historian
Herodotus places them in southern Russia near the
Arimaspi. Hyperboreans are humans.

LAESTRYCONIANS

A race of man-eating giants living on an island somewhere
in the western Mediterranean, thought by some to be
Corsica. Use statistics for hill giants.

N EREIDS

The nereids are all daughters of Nereus, an ancient sea

god. Neptune married a nereid named Amphitrite, and
became the god of the sea. Classical sources disagree over
how many nereids there were; some say 50 and some 100.
Nereids can be treated as nymphs, except that their preferred
environment is temperate and warm seas.

- NoN-HUMAN RACES -

While the Eternal Rome setting is designed on the
assumption that human are the only race available for
player characters, a GM wanting a campaign with a much
more fantastic flavor can introduce some of the standard
d20 non-human races for PC use, modified to fit the
Roman world.

DWARVES AND GNOMES

Dwarves in the folklore of the people surrounding Rome
usually look very much like shorter, stockier versions of local
humans. One common theme is a hat or hood of a certain
color that is a prized possession of every dwarf and that he
will do anything to recover if it is lost or stolen. In some
traditions, the hat is a spell focus, and the dwarf is magically

powerless without it. Dwarfs can have a range of magical
powers, the most common being the ability to become
invisible at will.

Dwarves sometimes help travelers lost in bad weather in
mountainous terrain, but seldom speak and generally have

a grumpy demeanor. They guard their mines zealously, and
humans who trespass usually receive a fatal punishment,
usually as a result of mysterious rockslides and cave-ins
instead of direct combat. Sometimes regular offerings of food
can induce them to let humans work close to their mines.

In such cases, the sound of dwarven hammers and picks can
lead human miners to rich deposits of ore and gems. They
also throw pebbles and give other warnings of impending
cave-ins.
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- (CHAPTER SEVEN: BESTIARY -

Dwarves can come from any of the mountainous areas of the
Empire. They are identical to those in the PHB, except that
their racial bonus to saves against spells is replaced by the
ability to cast invisibility (self only) once per day (caster level
equal to the dwarf’s character level).

In European folklore, there is no distinction made between
dwarves and gnomes; treat gnomes as Small dwarves.

ELVES

Elves are part of a northwestern European tradition, and
may be encountered in Gaul, Germania, Britain, and lands
beyond the northern and western frontiers of the Empire.
In Italy and Greece, however, nymphs and satyrs are more
common (see below).

HALFLINGS

'There are similarities between the Roman conception of the
Picts (see page 13) and halflings as presented in the PHB.
At the GM’s option, Picts may be treated as halflings rather
than humans.

HALF-ORCs

Half-orcs (as described in the PHB) in an Efernal Rome
campaign can be from any of the wilder parts of the Empire,
or from the barbarian lands beyond the frontiers. The orchi
of folklore are renowned for smelling foul, and this trait may
be passed on to their half-breed offspring.

NYMPHS AND SATYRS

In Classical myth and legend, nymphs and satyrs filled the
same role occupied by elves in northwestern Europe: wild
spirits of the woods. Nymphs are always female and satyrs
are always male; they interbreed freely, and are treated as a
single race with extreme sexual dimorphism. They are also
fond of dalliances with good-looking humans, and more
than one Roman family numbered nymphs among its
ancestors.

NYMPHS

Nymph characters possess the following racial traits.
* Female only.

* +6 Dexterity, +2 Constitution, +6 Intelligence, +6
Wisdom, +8 Charisma.

* Medium size.

* A nymph’s base land speed is 30 ft.

* Low-light vision.

* Racial Hit Dice: A nymph begins with 6 levels of fey,

which provide 6d6 hit dice, a base attack bonus of +3, and
base saving throw bonuses of Fort +1, Ref +4, and Will +4.

Racial Skills: A nymph’s fey levels give her skill points
equal to 6 x (6 + Int modifier). The nymph’s class skills
are Bluff, Handle Animal, Hide, Knowledge (nature),
Listen, Move Silently, Perform, and Spot. Nymphs

have a +4 racial bonus on Bluff, Handle Animal, Hide,
Knowledge (nature), Listen, Move Silently, Perform, and
Spot checks.

Racial Feats: A nymph’s fey levels give her three feats.
Combat Casting, Dodge, and Weapon Finesse are
standard although the player may substitute others with
the GM’s agreement.

Special Attacks: Blinding beauty, spells, spell-like abilities,
stunning glance. See MM for details.

Special Qualities: Damage reduction 10/cold iron,
unearthly grace, wild empathy.

Automatic Languages: Sylvan, Greek. Bonus Languages:
Aquan, Celtic, Latin.

Favored Class: Druid.
Level Adjustment: +7.

SATYRS

Satyr characters possess the following racial traits.

Male only.

+2 Dexterity, +2 Constitution, +2 Intelligence, +2
Wisdom, +2 Charisma.

Medium size.
A satyr’s base land speed is 40 ft.
Low-light vision.

Racial Hit Dice: A satyr begins with five levels of fey,
which provide 5d8 Hit Dice, a base attack bonus of +2,
and base saving throw bonuses of Fort +1, Ref +4, and
Will +4.

Racial Skills: A satyr’s fey levels give it skill points equal
to 8 x (6 + Int modifier). Its class skills are Bluff, Hide,
Knowledge (nature), Listen, Move Silently, Perform, and
Spot. Satyrs have a +4 racial bonus on Hide, Listen, Move
Silently, Perform, and Spot checks.

Racial Feats: A satyr’s fey levels give it two feats. A satyr
receives Alertness as a bonus feat.

+4 natural armor bonus.

Natural Weapons: Head butt (1d6).

Special Attacks (see above): Pipes. See MM for details.
Special Qualities (see above): Damage reduction 5/cold

iron.

Automatic Languages: Sylvan. Bonus Languages: Greek,
Latin.

* Favored Class: Orphic bard.

Level Adjustment: +2.
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CHAPTER ElCHT: THE EMPIRE

The Roman Empire reached its greatest extent during the
reign of Trajan (see page 116). His successor, Hadrian,
reorganized the frontiers, letting go of some land in the
interests of defensibility. For most of the next 300 years, the
borders of the Empire were constant. This chapter gives brief
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rampaged around Italy for 15 years, coming right up to the
walls of Rome on one occasion, and throwing a spear inside the
city, although he did not mount an actual attack. Many Italian
cities deserted Rome and either accepted Hannibal’s rule or
struck out for independence, and when the war was over these
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descriptions of the provinces that Hadrian and his successors ~ communities paid a high price for their lack of loyalty. £ ?L
ruled; GMs intending to run a campaign set befor.e 100AD 1,73 BC, a revolt headed by the Thracian gladiator E § =
or after a.bout 400 AD should refer to .Ch.apter lele for Spartacus led to a powerful army of escaped gladiators and =T
information on the extent of the Empire in those times. runaway slaves moving through Ttaly, plundering towns and .

driving off the forces sent against them for two years, until
they were finally defeated by a Roman army under Crassus
in 71 BC.

The final battles of the Roman Empire in the west were

[TALY

Rome’s first steps towards greatness involved throwing off
Etruscan rule, and then expanding its own rulership over the
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rest of Italy. Campaigns set in the period of the Kingdom
and the early Republic focus on action in Italy, with the PCs
as farmer-warriors of Rome or a neighboring people.

For most of Roman history, Italy was a tranquil province,
providing taxes, materials, and manpower vital to Roman
expansion. But when the situation changed, the changes were
dramatic. In 309 BC, a large force of Gauls crossed the Alps,

fought against invading Visigoths, over 500 years later.

ADVENTURES IN [TALY

Any of the more dramatic periods in Italy’s history could
form a good backdrop for adventure. In more peaceful times,
Italy was largely rural, and people with ambition (including
would-be adventurers) went to Rome to seek their fortunes.
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i b :ag g devastating Italy and even sacking Rome, which was forced The turbulent politics of the late Republic and the Imperial
f =H to pay a heavy tribute before the Gauls withdrew. court offer great opportunities for intrigues, while those
| e— 4 = . . . .

Sk Tn 218 BC, the Carthaginian general Hannibal made his seekl'ng action and adVCIltl'er gravitate toward the frontier

‘%] g ?;’; famous crossing of the Alps with elephants and all and provinces or seek a career in the arena. e
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- CHAPTER EI1¢HT: THE EMPIRE -

S1ciLy, CORSICA,
AND SARDINIA

As Rome was expanding its influence
beyond Italy, these three islands
featured an assortment of native
farming communities dotted with
Greek and Carthaginian trading
colonies. By the end of the Punic
Wars in the 2nd century BC, all
three islands were in Roman hands,
and remained so until the final

collapse of the Empire in the West.

ADVENTURES IN THE
WESTERN
/MEDITERRANEAN

There’s good money to be made

transporting grain from North Africa to
Italy throughout Roman history, and early
on hazards like pirates add to the challenges.
In a fantasy version of the Efernal Rome setting,

sea monsters and other fantastic problem would also

have to be overcome. Many of the hazards encountered
by the Greek hero Odysseus in the Odyssey (such as the
island lairs of the sirens and the enchantress Circe) were
in the western half of the Mediterranean, offering many
opportunities for monster hunts and similar adventures to
early Romans.

- NORTH

'The Roman Empire controlled the coast of North Africa as
far south as the start of the Sahara Desert. Most of Africa
was taken from the Carthaginians during the Punic Wars
(see page 104). In Roman times, North Africa was a major
source of grain for the Empire; later climate shifts and the
northward spread of the desert have made it less fertile today.

MAVURETANIA

In Trajan’s time, Mauretania (present-day Morocco

and Algeria, north of the Sahara) was divided into two
provinces: Mauretania Tingitana in the west and Mauretania
Caesariensis in the east. The main city in Mauretania
Tingitana was Tingis (modern Tangiers), and the capital of
Mauretania Caesariensis was Caesarea, one of several cities
of that name throughout the Empire.

ADVENTURES IN MAVURETANIA

During the Punic Wars, Mauretania was a strategically
important province because it offered the shortest

passage between Africa and Europe, across the Pillars of
Hercules (now called the Straits of Gibraltar) to Spain.
Action-oriented adventures could include commando-style
raids to neutralize strategic forts and other installations; if

SPAIN

'The Mediterranean coast of Spain was controlled by Carthage
at the start of the Punic Wars, with a chain of ports
running all the way to the south of France. While
Hannibal was campaigning in Italy, Roman
general Scipio attacked the Carthaginian
possessions in Spain before crossing to

and return to defend his homeland. After
the Punic Wars, the Roman conquest of

the whole peninsula was in Roman hands.
Spain became a staunchly Roman territory; as
thoroughly Romanized as Italy itself.

For administrative purposes, Spain was
divided into three provinces: Tarraconensis in
the north and east, Baetica in the south, and
Lusitania extending from the center to what is
now Portugal.

ADVENTVRES IN SPAIN

Spain was vital to the Carthaginian supply lines
during the Punic Wars, and was an ideal location for
commando-style raids against Carthaginian ports. In
the conquest that followed the Punic Wars, adventure
opportunities existed on both sides.

Some of the fiercest fighting took place in northwestern Spain
against the Celtiberians, an ethnically Celtic people with
distinctive weapons and equipment, including a machete-like
slashing sword called the falcata (the equivalent of a scimitar).

AFRICA -

Rome had seized control of the straits in time, Hannibal
would have been stuck in Africa and never got the chance to
march his elephants across the Alps. The Carthaginian navy
was more powerful than the Roman fleet early in the Punic
Wars, so raids against naval ports, aimed at destroying ships
or stealing plans for the latest type of trireme, would also be
potentially history-changing.

The Roman Empire began with Emperor Augustus’s
conquest of Egypt and the death of Cleopatra VII. But
Cleopatra’s daughter, Cleopatra Selene, was queen of
Mauretania at the time. Could the nascent Empire have
survived if Cleopatra Selene’s son Ptolemy had sailed at the
head of a mercenary fleet to seat himself on the throne of
his grandfather? Would the people of Egypt have rallied to
the cause of Pharaoh Ptolemy XVI? Historically, Emperor
Caligula had Ptolemy assassinated, to prevent those
questions from being answered.

In all time periods, Mauretania’s position on the northwest
tip of Africa made it an ideal jumping-off point for
expeditions down the west African coast, and an important
link in the supply chain of exotic African beasts for the
arena. All kinds of fantastic creatures lived in the jungles of
sub-Saharan Africa, but bringing them back alive would be
a challenge.

-90-

North Africa, forcing Hannibal to leave Italy

Spain moved northward and westward, until
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- (CHAPTER EI1¢HT: THE EMPIRE -

- AFFRICA -

The Roman province of Africa occupied an area
corresponding roughly to modern-day Tunisia and the
western two-thirds of Libya. The site of Carthage is just
outside modern-day Tunis; destroyed by the Romans at
the end of the Punic Wars, Carthage was later rebuilt as a
Roman colony.

ADVENTURES IN AFRICA

Following the Punic Wars, Carthage was razed to the
ground, the site was ritually cursed, and it even had salt

plowed into the ground in hopes that nothing would

ever grow there again. A few years later, Rome decided to
build a new colony on the same site. Trouble with undead
was almost sure to follow, as the spirits of the defeated
Carthaginians found a new supply of Romans close at
hand; or perhaps a crazed survivor of the wars who studied
necromancy in Egypt could rebuild Carthage in all its
glory—even if the citizens are all undead.

- (YRENAICA -

'The province of Cyrenaica corresponded roughly to the
eastern third of modern Libya and the western third of
Egypt. It was one of the more fertile African provinces, and
its capital was at Cyrene, north of modern Benghazi. It was
originally ruled by Egypt, and entered the Roman Empire
with the death of Cleopatra.

ADVENTURES IN (YRENAICA

During the Punic Wars, Cyrenaica was a border area between
the independent Egyptian and Carthaginian Empires. If
Rome could gain a foothold in neutral Cyrenaica, it would be

able to put pressure on the Carthaginians from two directions.

Roman spies and diplomats could converge on Cyrene,
with instructions to find out what the Egyptian governor is
thinking, and, if necessary, organize a revolt.

EcypT

Egypt had several thousand years of history before Rome
arrived on the scene, and was once the greatest power in the
eastern Mediterranean. Conquered by Alexander the Great,
Egypt became a Greek kingdom, ruled by the dynasty of
the Ptolemies from their new capital of Alexandria. Roman
Egypt occupied approximately the eastern two-thirds of
the modern country, along with parts of northern Sudan. In
Trajan’s time, it was a major grain-producing province and,
with the rebuilding of a canal from the Nile to the Red Sea,
the gateway to Arabia and India.

ADVENTURES IN ECYPT

During the Punic Wars, Egypt was a strategic neighbor
of Carthage, and the outcome of the war (and the future

history of the Mediterranean) could depend on whether

or not Egypt could be drawn into the war on one side

or another. The PCs might find themselves disguised as
Carthaginians, and mounting attacks on Egyptian shipping
and ports intended to provoke Egypt into entering the war
on Rome’s side.

Conquered by Greeks, and then by Romans, Egypt was
reduced from a great power to a provider of grain and a

historical theme park for wealthy Greek and Roman tourists.

A proud Egyptian (perhaps an ancient lich or mummy lord
who remembers first-hand the glory of the old days) might
raise an army of mummies and other creatures and try to
kick the foreigners out.

On a smaller scale, one of Egypt’s many claims to fame was
the Library of Alexandria, the greatest collection of learning
in the ancient world. Who knows what tomes of lost power
and forbidden lore may be found on its shelves? The keepers
of the library took extensive security measures (both magical
and mundane) to prevent thefts, but that just makes the task
of finding a lost manuscript there more challenging. Or if

a tome of forbidden lore fell into the wrong hands, a group
of heroes could be hired to somehow prevent the earth-
shattering spells in the book from being voiced and return
the tome to the library.

Nearby Judea was the center of many revolts against the
Romans, culminating in the razing of Herod’s Temple

by Roman forces. At the height of one of these revolts, a
separatist Jewish mage might travel to Egypt to revisit the
biblical plagues on Rome’s largest provider of grain. Locusts
alone could weaken Rome’s economy and the supply lines
of the Roman forces in Judea quite severely, but what effect

might all 12 plagues have?

- THE MIDDLE EAST -

At its greatest extent, the height of its powers, the Roman
Empire controlled the eastern coast of the Mediterranean
inland to the start of the Arabian Desert, as well as Assyria
and Mesopotamia down to the Persian Gulf. This did not
last forever, but it represented the the peak of the Roman
conquest of the world.

ARABIA

'The Roman province of Arabia corresponds roughly to the
western part of present-day Jordan and the Sinai Peninsula.
Its greatest wonder was the city of Petra, cut out of solid
rock. The Sinai was known from biblical times for its copper,
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ADVENTURES IN JUDEA
Before the destruction of the Temple in 70 AD, Judea was

a turbulent province, with various political factions within
the Jewish population taking different approaches to Roman
rule and rebellions breaking out from time to time. The PCs
could very easily be caught up in one of these rebellions,
either taking an active role on one side or the other, or
simply trying to survive. Many Jews were waiting for a
warlike messiah who would deliver them from Roman rule.
If a messiah arose with divine powers to sweep the Romans
from the Holy Land, the Roman administration would face
a revolt like no other.
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For a few years around 30 AD, religious movements led by
John the Baptist, Jesus of Nazareth, and others infuriated the
Jewish establishment and the Roman administration. Having
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I 5 ;:' the PCs caught up in the events of the New Testament E -
=1 g % could make for a memorable and challenging roleplaying E p——
E;-.-é_ campaign, altbo.ugh the GM .must take great care not to £ . E '_
offend the religious sensibilities of the players. =1:| £ |2
===

Just as recovering the lost eagles of the XVII, XVIII, and
XIX Legions in the German forests is a possible PC quest
during the reigns from Augustus to Claudius (see page 113),
) ) ) ) the eagle of the XII Legion was taken by the Jewish rebels in
turquoise, and other mineral wealth, and during periods 66 AD, but it had been regained by 136 AD. History doesn't

wfh[e{n the p}iowdnces Zf%\/l?so’potamlla anﬁ A].zs}c,insa were out record how the eagle was recovered—an opportunity perfect
of Roman hands, and Trajan’s canal to the Red Sea was for PC intervention.

inoperable, the most direct route for gems and luxury goods
from India to reach the Roman Empire was by caravan

across the Arabian Desert. SYR lA

'The Roman province of Syria corresponds roughly to
ADVE NTUVRES IN ARAB A Lebanon and the modern country of Syria, extending

Petra makes an interesting site for an adventure, since it’s northward into the mountains of eastern Turkey. The south

essentially a city that takes the form of a dungeon. Who of Syria was the homeland of the Phoenicians, based around
knows what secret passages link some of the buildings, and the port cities of Tyre and Sidon, cities that achieved a

what unspeakable rites were conducted in hidden, rock-hewn near—{nonopoly on sca t'r ade in the easter{l Medlterranean
temples to ancient Eastern gods? early in the Roman period. The greatest city in the northern

part of Syria was the port of Antioch (called Antioch in
Syria in the New Testament, to distinguish it from the
nearby city of Antioch in Pisidia).
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The Arabian desert held secrets of its own. It was here, for
- o— example, that the legendary phoenix was said to fly into the
hottest part of the desert to die in a flaming pyre and be
reborn from the ashes. Many wealthy Romans, the Emperor

included, would pay a fortune for a live phoenix. A wizard or ADVE NTURES IN SYR]A

alchemist might be able to study a phoenix and discover the ~ Carthage started out as a Phoenician colony in the western
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= g secret of immortality. Mediterranean, but quickly eclipsed its homeland. The £
—= g g Phoenicians played no active part in the Punic Wars, because §
= Eé % J V D E A Carthage was too far away and too independent for them z
E?:____,é to care about. However, if they had thought otherwise, 2
A= H During the late Republic, Judea had managed to wrest they might have been able to establish a Mediterranean £
— ﬂg £ independence from the Seleucid Empire, but after only a empire to rival Rome. With the wealth they'd gained from §
- %_E g century Pompey the Great conquered the nation for Rome. trade, the Phoenicians could have hired large numbers of g

It was to be ruled by client kings (beginning with Herod the =~ mercenaries from Greece, Egypt, and elsewhere in the
Great) for another century before the last king of Judea was ~ eastern Mediterranean, and either sent them to aid Carthage
replaced by a Roman governor. directly or mounted an attack through Greece and Illyricum
that would force Rome to fight a war on two fronts. The
PCs could be involved on either side, mounting raids on key
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'The province of Judea corresponds roughly to modern Israel
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- (CHAPTER EI1¢HT: THE EMPIRE -

fortresses, rescuing prisoners, escorting shipments of gold to
b >
pay mercenaries, or taking various other roles.

The gods of the Phoenicians were reviled as demons by their
Jewish neighbors, inspiring accusations of child sacrifice and
ritual sex, among other atrocities. High-level PCs might be
Roman or Jewish demon-hunters, members of a secret and
esoteric order, sent to confront the demons and wipe their
followers from the face of the Earth.

MESOPOTAMIA

'The Roman province of Mesopotamia correspond roughly
to modern Iraq and western Iran. In pre-Roman times, this
area was the homeland of the Persian Empire, but it had
been conquered by Alexander the Great and overlaid with

a veneer of Greek culture by the time Roman rule extended
to it. Mesopotamia was short-lived as a Roman province,
largely because it was difficult to defend from raiding
Parthians; it was added to the Empire by Trajan in 114 AD,
and quickly abandoned by his successor Hadrian by 120
AD. It was retaken by Septimius Severus in 197 AD, and
then fought over for the next two centuries, changing hands
multiple times.

ADVENTURES IN MESOPOTAMIA

The Parthian Empire was a constant threat on the Roman
Empire’s eastern frontier, and a number of inconclusive wars
were fought against these renowned horse-warriors. The PCs
could be involved as scouts or spies, or in a number of other
capacities.

One of the most important benefits of ruling Mesopotamia
is that it gave access to the Persian Gulf, and tha meant
access to the riches of India and the other lands further
east. The PCs could find themselves sent to India in search
of fabled treasures, or to find the lost cities founded by
Alexander the Great. India is also a source of tigers and
elephants for the arena, and Indian elephants are much
easier to train for war and other purposes than their
African relatives; animal-hunters could easily make a
fortune there.

Within Mesopotamia lie the remains of more than one lost
empire, whose treasures and secrets are simply waiting to be
discovered. Lost cities in the desert, legendary creatures like
the lammasu, and powerful, immortal Babylonian magi may
await western heroes here.

- AsiA MINOR -

The region of Asia Minor corresponds roughly to modern
Turkey and Armenia. In Roman times, it was divided into

a number of provinces, and it was also divided culturally.
The western part was a conglomeration of Greek-speaking
states descended from Greek trading colonies, while the
east and the mountains of the interior were home to fiercely
independent tribes.

ASIA

'The province of Asia consisted of a coastal fringe, extending
from the southern shores of the Sea of Marmara to the
southwestern edge of the Turkish peninsula, along with the
mountains that lay behind. Lying on the sea-route between
Greece and the Middle East, it derived most of its wealth
from trade, although the hills and mountains of the interior
had some mineral wealth. Its largest city was Ephesus, which
was a cosmopolitan port city and home to many different
nationalities. The temple of Diana at Ephesus was famous
throughout the world. A contemporary account of the city
can be found in the Acts of the Apostles.

ADVENTURES IN ASIA
Ephesus is the kind of large, polyglot trading city that is a

standard in many roleplaying campaigns, and adventures
can spring off from there in all directions. The PCs might
head into the mountainous interior in search of wild beasts
for the arena, or looking for fabled lost cities and legendary
monsters.

In the northwestern part of Asia are the ruins of the fabled
city of Troy, whose location was lost in antiquity and would
not be recovered until the 19th century AD. An expedition
to find the city and recover the famous Trojan Horse (or

other treasures, such as artifacts related to Aeneas, one of
Rome’s legendary founders) could run into hazards ranging
from hostile ghosts to powerful demons, drawn to the ruined
city because of the resonating aura of violence from the
ancient war.
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Al Ciaua, PAMPHYLIA, ADVENTURES IN S
= AND LYCIA GALATIA AND CAPPADOCIA ﬁiﬁ

Adventures in Galatia might include the search for fabled
lost mines in the Anatolian mountains, or enforcing the pax
romana (“the peace of Rome”) between the Galatians and
their neighbors. Bears and other beasts wanted for the arena ]
were also to be found in the mountains.

¥

These three provinces took up most of the southern coast of
what is now Turkey. The area was notorious for its pirates,
who operated unchecked until Pompey mounted a huge
campaign against them in the late Republic period. For the
rest of the Roman period, the area was fairly peaceful.

ADVENTURES IN CICILIA,
PAMPHYLIA AND LyciA
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In the late Republic, Caesar’s campaigns in Gaul might
prompt the Celts in Galatia to stir up trouble, to draw —
Roman forces eastward from their cousins in the west. This
never happened in history, but it might in a roleplaying
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B The campaign against the pirates in 66 AD offers plenty of campaign. E- ?EE'_:
Ehﬁfﬁ possibilities for adventure, with the PCs playing either the In remote antiquity, the Hittites built some of the world’s F"ﬂﬂ%l H ;
s pirates or their Roman pursuers. In history, neither side was first cities in Anatolia. Who knows what ancient treasures E ;_;gﬁ
/--; able to call upon supernatural resources and allied aquatic and forgotten secrets may be lying among the ruins, waiting g é_’l_____._’l

to be discovered? Who knows what primordial spirits and 5
other hazards might be guarding them? L:..,—,.é] g

creatures, but in an Eternal Rome campaign, these advantages
might tip the balance one way or the other.
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As with Mesopotamia to the south, Armenia was never a
firm possession of the Empire.

CYPRVS
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The island of Cyprus was culturally a part of Greek Asia,

LA LT

i although it sat between Asia and the Middle East in the ADVE NTVRES IN ARM ENIA ,ﬂgsf%lg E
Al eastern Mediterranean. It had its share of pirate bases before ~ Between Roman Armenia and the China of the Han Empire 212 2 1=

,.E ;E: they were wiped out by Pompey, and was a major link in the  lay the Parthian Empire, the Kushan Dominions, and the

ol sea route from the Middle East to Greece and Rome. g .

Himalayas. All might be avoided by taking a northerly
route across the Caspian Sea to the Aral Sea, and heading
eastward to the Great Wall of China. There is no indication

ADVENTURES IN CYPRVS
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Cyprus is a crossroads, were people headed in all directions
cross paths. Political exiles one step ahead of arrest and
execution, provincial governors headed east to take up

that the Roman and Han Empires were aware of each other’s
existence, even though their goods were traded back and
forth along the Silk Road. An expedition by enterprising
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- (CHAPTER EI1¢HT: THE EMPIRE -

After subduing the pirates in the eastern Mediterranean,
Pompey went on to subdue Bithynia and Pontus. Later,
Rome’s power extended along the entire southern Black
Sea coast.

ADVENTURES IN
BiTHYNIA AND PONTUS

Across the Black Sea lay barbarian country every bit as wild
as the hills of southern Scotland or the forests of Germany.
Much of the northern coast was controlled by the Scythian
horse nomads. The Sarmatians were also there, a people
identified by some with the legendary Amazons. It was from
Colchis, north of Roman Armenia in the foothills of the
Caucasus Mountains in modern Georgia, that the Greek
hero Jason had recovered the famous Golden Fleece. Scythia
and the lands beyond were said to be home to all kinds of
monsters and the most fabulous of treasures.

Pontus is a natural starting point for adventures across the
Black Sea, with hazards varying from Scythian hordes

to Amazons to rampaging griffons. If any of the region’s
fantastic beasts could be captured alive and sent back to
Rome, any promoter of arena games would be prepared to
pay a fortune for it. And who knows what treasures might be
found to eclipse the Golden Fleece and make the PC more
famous even than Jason and the Argonauts?

THRACE AND MACEDONIA

These wild, rugged lands to the north of Greece
(modern-day Macedonia, southern Albania, and southern
Bulgaria) were famous for the ferocity of their warriors;
although they were not regarded as equal to their Greek
neighbors in science and culture, nobody doubted their
toughness and effectiveness on the battlefield. The Thracian
was one of the most popular gladiator types, and the
renowned Spartacus, who led the slave revolt in 73 BC,
was a Thracian. Macedonia was famous as the birthplace of

Alexander the Great.

Although Thrace and Macedonia were more or less inherited
by Rome, among the other remnants of Alexander’s
conquests, they retained the air of wild frontier provinces in
contrast to the more pliant and “civilized” lands of Greece.

Despite its wild reputation, Thrace was to become the center
of the eastern Empire as power shifted away from Italy

and the West. The city of Byzantium (later Constantinople;
modern Istanbul) stood on the coast of Thrace facing Asia
Minor across the Dardanelles, and it was here that the
Byzantine Empire would endure for centuries after the fall
of Rome.

ADVENTURES IN

THRACE AND MACEDONIA
PCs might go to Macedonia to seek the birthplace of

Alexander the Great, whose historical stature and mystique
was as great in Roman times as was that of any of the
Emperors. Perhaps some pretender has arisen in the eastern
Mediterranean, claiming to be a descendant of Alexander,
and thereform the leagl heir. Such a usurper could be
stirring up rebellion. Or perhaps one of the PCs is told by
a soothsayer that he or she is Alexander’s kin, which would
lead to great celebrity and perhaps some wealth—if it could
be proven. In either case, the purported heir might head to
Macedonia to look for clues that would prove the family
link, and other parties would be just as interested in making
sure this never happens.

Thrace, although it was within the boundaries of the Roman
Empire, remained a wild place, about which wild stories were
told. In an Eternal Rome campaign, Thrace offers a perfect
hunting ground for PCs in search of fantastic beasts to slay,
or to capture and sell for the arena.

Late in the Empire period, the PCs could be involved in
the political and military maneuvering that saw power in
the eastern half of the Empire devolve to Byzantium, and
the struggle to keep the eastern Empire alive while the
west crumbled.

- GREECE -

To the Romans, Greece was the acknowledged cradle of
civilization, birthplace of democracy, science, and philosophy;
a place of history and culture, degraded by time and fallen
from its once-powerful place in the world, but still well
worth visiting. An upper-class Roman’s education wasn’t
complete without a visit to Greece.

'The Romans divided Greece into two parts: Epirus in the
west and Achaea in the east and south. The islands of Crete
and Rhodes were governed separately.

EPIRVS AND ACHAEA

These two provinces encompassed the whole of mainland
Greece, along with most of the Aegean islands and the
Cyclades. In Achaea could be found the great cities

of Athens, Sparta, and Corinth, Mount Olympus, the
legendary home of the gods, and many other sites that
resounded in the Roman imagination from history and

legend. Epirus (modern Albania) was the lesser of the
Greek provinces, culturally as well as in land area; its
only claims to fame were as the birthplace of Alexander’s
mother, and as the site of a short-lived regional power in

the 3rd century BC.

ADVENTURES IN

EPIRVS AND ACHAEA

PCs visiting the sites of myth and legend in Greece might
find all kinds of adventures. The ghost of Oedipus might
want his side of the story told, and it might be very different
from the version that has come down from the Greek
playwright Sophocles. The gods might have decided to leave
Olympus because of all the mortal tourists and pilgrims
who have come looking for them. Or they might decide to
reassert their old power and clear mortals away from the
sacred mountain.
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= 5|2 'The sphinx (or one of its descendants) might still be advanced culture who traded with the ancient Egyptians, £ ?I'E_?:%
==z haunting lonely mountain roads, eating anyone who cannot and were famous for their bull-dancing rituals where an EERHE

E;’ff answer its riddle. It might have a tougher riddle this time, unarmored dancer took the horns of a charging bull and —--f:;l g

since every Greek and Roman with even a smattering of
education knows how Oedipus solved the first one.

somersaulted over its back. The legendary King Minos of
Crete ruled here in the great palace of Knossos, and here he
had the master architect and inventor Daedalus create the

[

v
L

\m\\nuu

L

[

T

Descendants of winged Pegasus might still be found in some
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remote area, prompting business-minded PCs to capture

a few and establish a breeding herd for profit. Somewhere,
satyrs and centaurs might still exist in wooded enclaves,
desperately resisting the pressure of human expansion, first
from Greeks and now from Romans, that could leave them
with nowhere to live, driving them to a nomadic lifestyle
similar to that of the Gypsies a millennium later.

Also in Achaea is Delphi, home to a temple of Apollo, which
held the most famous oracle in the ancient world. Generals
and Emperors consulted the oracle regularly to learn the will

labyrinth to contain the terrible Minotaur. With the help of
Minos’ daughter Ariadne, the Greek hero Theseus penetrated
the labyrinth and slew the creature.

'The Minoan civilization apparently never recovered from
the destruction wrought by the eruption of the volcano

on the island of Thera (also known as Santorini), some 75
miles to the north, around 1650 BC. Some have suggested
that the tidal waves and earthquakes that accompanied this
massive eruption were the inspiration for the myth of the

sinking of Atlantis.
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of the gods; what might she tell the PCs?
In 280 BC, Pyrrhus of Epirus, a second-cousin of
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ADVENTURES IN CRETE
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E _EEE% Alexander the Great, launched an invasion of Italy, barely The labyrinth of Minos, if it can be found, could contain all

—= |5(E defeating Roman armies in a number of engagements, but manner of other monsters, as well as some of Minos’ famous —
— | % % in the end being driven from the peninsula. At the same wealth. After all, what safer place to put one’s treasure than

5___&'_’______.:% time, Rome was facing the Gauls and the Samnites; to in a maze filled with monsters?

many in the capitals of the Mediterranean nations, Epirus
looked like the nation to back in the struggle, and a group
of powerful or clever PC mercenaries could have turned the
tide decisively against Rome.

It could be, of course, that the great Minotaur of myth

was not the only one of its kind. Perhaps its relatives and
offspring stalk the mountains and hills of Crete, terrifying
peasants and eluding military patrols from the local Roman
garrison. Anyone who could capture a minotaur for the arena
could become very rich as a result.
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CRETE

Crete lies to the south of the Greek mainland. In
pre-Classical times it was the home of the Minoans, an

L LT
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If there is a link between the Minoan civilization and
Atlantis, then all kinds of wonders and lost knowledge
might still lie buried in the ruins of Atlantean cities on the
island of Crete.

RHODES

Lying off the coast of Greek Asia, Rhodes was most famous
in ancient times as the home of the Colossus, a massive
bronze statue of the sun god Helios (an aspect of Apollo)
that towered above the harbor. It was one of the Seven
Wonders of the World, and even after it fell to an earthquake
in 226 BC, its shattered remains were still an object of
wonder to those who came to the island. There were many
offers to rebuild the Colossus, but all were declined after an
oracle forbade it. The ruins remained in place for the rest of
the Roman era.

ADVENTURES IN RHODES

History does not record why the oracle advised against
rebuilding the fallen Colossus, beyond some vague fears of
the displeasure of Helios. However, this is just the sort of
project that might appeal to a megalomaniac Emperor like
Nero or Caligula. When a mysterious curse or a series of
inexplicable accidents begins to strike the reconstruction
crew, the PCs might be sent to investigate. It is quite
possible that Apollo is not at all displeased with the idea
of rebuilding the Colossus; it’s just that he objects to the
great statue’s face being replaced with a likeness of Nero or

Caligula.
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- (CHAPTER EI1¢HT: THE EMPIRE -

Alternatively, the PCs might be sent to recover the pieces of
the fallen statue, and ship them back to Rome for reassembly
as part of a lavish new Imperial palace. In that case, the PCs

will have to deal with local resistance as well as the possible
displeasure of the gods, and it may be difficult to tell the
difference between the two.

- THE DANUBE FRONTIER -

For most of the history of the Roman Empire, the frontier in
Europe followed the Rhine and Danube Rivers. It was from
this direction that pressure mounted in the late Empire,
leading to the incursions of the Goths and other Germanic
peoples that triggered the collapse of the Empire in the west.

The establishment of the Danube frontier was the result
of an ongoing military campaign that lasted over a century
from the reign of Augustus to that of Trajan. The area was
kept heavily garrisoned against barbarian from the north,
and the Danube army was the largest single force in the
Empire. For a while, the generals of the Danube took turns
at being Emperor as though it were their right, and Rome
could certainly not have resisted had they brought their
troops to Italy to press their claim.

MOESIA

Moesia was north of Thrace and Macedonia, running from
the border of Illyricum to the western shores of the Black
Sea. It was divided into two parts, Moesia Superior in the
west and Moesia Inferior in the east (“Superior” meant closer
to Rome when used in province names), and occupied parts
of modern-day Serbia and northern Bulgaria.

DACUA

Dacia was the only Roman province across the Danube, and
occupied parts of modern Romania. Like Moesia, it was a
frontier province, heavily garrisoned and the site of regular
skirmishes with local tribes. It was first taken by Trajan

in 106 AD, but was abandoned to the invading Goths in
272 AD. Many later Emperors would retake, and then lose
again, parts of Dacia, but it was never wholly restored to the

Empire.

PANNONIA

Pannonia lay between Illyricum and the Danube, including
parts of modern-day Bosnia, Croatia, Slovenia, and Austria.
Like Moesia, it was divided into two parts: Pannonia
Superior and Pannonia Inferior.

NoRrI¢UM

Noricum was west of Pannonia, south of the upper Danube,
in western Austria and southern Germany.

RHAETIA

Rhaetia was west of Noricum and south of the Danube’s
headwaters. The Danube itself formed the border between
Rhaetia Inferior and Rhaetia Superior; the latter lay in

the angle formed by the headwaters of the Rhine and the
Danube, and was protected by a fortification called the Zimes

(“frontier”) built between the two rivers to create a shorter
and more defensible frontier.

ADVENTURES ON
THE DANVUBE FRONTIER

The Danube provinces were heavily garrisoned frontier areas
for most of their history, under the almost constant threat
of attacks from across the river. PCs in this region could be
special agents of the Empire (either Romans or recruited
barbarians), sent on daring raids across the river to sow
confusion and uncertainly among the massing barbarians, or
they could be the barbarians themselves, constantly testing
the strength of the Roman frontier and the resolve of the
troops who manned it.

[LLYRICUM

The Roman province of Illyricum ran along the east coast

of the Adriatic Sea, covering parts of present-day Slovenia,
Croatia, Bosnia-Herzegovina, and Montenegro. It became a
Roman province around 53 BC, but 20 years later Octavian
(the future Emperor Augustus) was still campaigning to pacify
the region. Illyricum was a vital land link to Greece, and in

the early years of the Empire it was also a frontier province,
threatened by unconquered tribes from Pannonia and Moesia.

ADVENTURES IN [LLYRICUM

Except for the period of its initial conquest and the final
collapse of the northern frontier of the Roman Empire
centuries later, Illyricum was mostly peaceful. In a campaign
set in either of these periods, the PCs could fight on one
side or the other, but in other periods, they are most likely
to be passing through, either on their way from Rome to the
Danube frontier or traveling between Italy and Greece.

GERMANIA

The Roman province of Germania consisted of more than
modern-day Germany: Germania Superior included much
of Switzerland and part of France, while Germania Inferior
included parts of Belgium, the Netherlands and much of
Germany.

Like the Danube frontier, Germania was heavily garrisoned,
but it also included some considerable Roman cities.

ADVENTURES IN GERMANIA

According to Pliny the Elder, the forests of southern
Germany were home to the hercynia, a rare bird whose
feathers glowed in the dark (see page 83). They were also
renowned for their larger animals, and supplied many bears,
boars, and bison for the arena.
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= = The other claim to fame of Germany’s forests is that they The Roman province of Belgica encompassed Belgium,
it are the last known resting place of three entire legions, Luxemburg, and parts of France, Germany and the B
= E which were slaughtered almost to a man in 6 AD. This Netherlands, including Augusta Treverorum (modern Trier) % ff_.ﬁ; ol e
= %E defeat was the worst in Rome’s history and halted Roman and Colonia Agrippina (modern Cologne). The Belgae were 8 %E:vx-:w
- :__g expansion into Germany. If the PCs had been with very similar to the Gauls culturally. g Ej Eﬁzl%
5 = E.
]

General Varus and his army, perhaps the disaster might
have been averted. Or, later, perhaps the PCs are given ADVE NTVRES IN CA\_]L
the task of recovering the lost eagles of the XVII, XVIII,
and XIX Legions in the Teutoberg Forest, the standards
of the three destroyed legions (historically, two were
recovered by Tiberius’s adopted son Germanicus, and the
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'The most famous Gauls today are Asterix and Obelix, the
stars of a long-running French comic book series that has
been translated into many languages including English.
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=] § third by Claudius’s general Publius Gabinius Secundus ’Ihan'k s o a maglc potion k?rewed b}i the druid, thelr village g g E:W--
— 2 ; P remains unconquered despite Rome’s best efforts, and they 1) (p—
. —JE Cauchius). As well as hostile tribesmen and dangerous . ) ElE S
== o . . travel to every corner of the Empire causing havoc and HEe=hHEE
= wildlife, they may have to contend with the restless spirits tine history. There is a lot of inspiration here f B £
f: of almost 15,000 dead legionaries. If the Germans find a FEWTIHNG ISTOLY. SACTC 19 8 10t OF Inspiration here fof =
= . . roleplaying campaign with a humorous tone. g :
necromancer capable of raising them and turning them £ -
against their former countrymen, the whole of the Rhine In a more serious vein, player characters may be involved in 4 o
frontier could be in danger. Caesar’s conquest of Gaul on either side, playing a number of £ H
different roles. Caesar’s victory was due in no small part to the E a2
C AV L AN D B E LC l ( A fractious nature of the Gallic tribes, who failed to unite against g =
this threat from without until it was too late, and were absorbed E
Gaul (modern France) was conquered by Julius Caesar in into the Roman Empire piecemeal. Gallic PCs could have the E
=H a series of campaigns from 58-51 BC, and was divided task of persuading the tribes to put aside generations of blood g
=JEElS into three parts: Narbonensis in the south and southeast, feuds and ancient grudges to unite against the common enemy; H
— 12 E H Aquitania in the southwest, and Lugdunensis in the north or they could be Roman agents sent to persuade the leaders E
=k and northwest. Most Romans, however, thought of Gaul as of key tribes to give in without a fight, or to remove the more g i
divided into two: gallia togata (“toga-ed Gaul”), which had warlike leaders and establish pro-Roman chiefs in their place. Z 7

adopted Roman culture, and ga/lia comata (“long-haired
Gaul”) which retained the traditional Celtic (in Roman eyes,
uncivilized) culture and way of life.

The last gasp of Gallic independence was the rebellion of
Vercingetorix. This charismatic leader managed to hold
together a powerful alliance of tribes in an ill-fated revolt
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- (CHAPTER EI1¢HT: THE EMPIRE -

that ended in a siege at Avaricum (modern Bourges). This
dramatic episode offers opportunities for adventure to both
Roman and Gallic characters.

It was in a forest in Gaul, according to Caesar’s commentaries,
that the druids of the entire Celtic world (or at least the
whole of Gaul) held a great convocation. PCs who are Celtic
druids (see page 17) or who have been charged with the task
of escorting a local druid have an opportunity to witness great
things, and perhaps advance in their own training. On the
other side of the coin, Roman PCs might be sent to break up
the meeting or to make sure that some of the most powerful
and independence-minded druids never arrive.

More than 400 years later, as the Roman Empire crumbled
in the west, there was a short-lived attempt to establish an
independent Gallic Empire and stave oft the flood of Germanic
invaders from across the Rhine. Among those who took
troops to help was a British warlord by the name of Artorius
Riothamus, who would later be identified by some with the
legendary King Arthur. Perhaps his remains do not lie on the
fabled Isle of Avalon (or in the Abbey of Glastonbury) after
all, but are somewhere in the countryside of Gaul. Perhaps the
great sword Excalibur was never returned to the Lady of the
Lake either, but awaits discovery by a new wielder. Or perhaps,
the heroes accompanied Artorius in his expedition to Gaul, and

became the prototypes for the Knights of the Round Table.

BRITANNIA

Although Julius Caesar visited Britain twice during his
campaigns in Gaul, it was not until almost a century later, in
43 AD, that the Roman conquest began with four legions
sent across the English Channel by Emperor Claudius. At an
early stage, the frontier was established along a diagonal line
dividing modern England roughly in half from northeast to
southwest. Over time, Wales was pinned down by forts along
the coast and along the line of the later border with England.

In 61 AD, during the reign of Nero, the tribes of the southeast
rebelled under the famous Queen Boudicca (also known as
Boadicea), destroying one Roman colony and causing serious
damage to Londinium (London) as well. During the reign of
Domitian, the Roman general Agricola pushed northward,
advancing the frontier at least to the line where Hadrian’s
‘Wall was later built. According to his biographer Tacitus,
Agricola pushed to the very farthest reaches of the British

mainland, and received the surrender of the farthest and most
warlike tribes, but Tacitus was Agricola’s son-in-law, and his
account may not be entirely impartial.

Over time, the frontier settled along the line of Hadrian’s
Wall; the later Antonine Wall, built further north, proved

to be too easy to circumvent by sea. It was overrun a few
times by attacking Picts and Scots, most seriously during the
so-called barbarica conspiratio (“barbarian conspiracy”) of 367
AD, when the Saxons joined in from across the North Sea
and the whole north of Britannia was overrun.

Increased raiding by the Saxons (anticipating what the
Vikings would later do to Saxon England) led to various
responses and reorganizations, none of which were entirely
effective. Rome formally abandoned Britannia in 410 AD,
withdrawing the legions to fight to protect the capital of
the Empire.

ADVENTURES IN BRITANNIA

The rebellion of Boudicca was squashed in history, but in
an Eternal Rome campaign this needn't be the case. The
player characters could fight on either side, or be busy
trying to persuade neutral tribes to enter the fray on one
side or the other.

Ireland was visible from England and Wales on a clear day,
but the Romans never set foot there. According to Roman
sources, Ireland was thought to be a wondrous country
where gold was lying on the ground in great quantities, and
various other marvels took place. There was even a rumor of
a “bridge of sand”: a causeway exposed at low tide by which
it was possible to walk from Britain to Ireland, and there are
unsubstantiated claims that detachments of Roman troops
were sent to find it. In an Eternal Rome campaign, this might
be a job for the PCs, and Ireland might be more full of

wonders than even its own fantastic literature attests.

The period immediately after the withdrawal of Roman rule
from Britain, as the invading Anglo-Saxons conquered the
Celtic Romano-Britons, is the setting for the earliest stories of
King Arthur, and many scholars believe that he was an actual
person: a Christian Briton fighting to defend both his religion
and Roman culture in Britain from the savage invading pagan
Saxons, perhaps with the name Artorius Riothamus. PCs in
this period could fight alongside him, or against him, and help
form one of the greatest legends in the English language.
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CuAPTER NINES

According to tradition, the city of Rome was founded in 753
BC.The fall of the western half of the Roman Empire can be
arbitrarily pinned to the year 476 AD—the date when the last
Emperor was deposed, although the Western Empire had been
a mere shell for decades before that date. To Romans living at
the end of the Empire, the foundation of the city was as long
ago as the beginning Viking age is to a 21st-century reader.

Both the city of Rome and Roman culture saw many
changes over the centuries. Initially a kingdom, Rome
became first a republic and then an empire; its influence
spread from a single city-state to embrace most of the known
world; and its religious life went from Etruscan-influenced
paganism through liberal polytheism to Christianity. These
changes were not without upheaval, and the Roman Empire
endured a number of civil wars and periods of anarchy, along
with barbarian invasions, plagues, and other disasters.

This chapter offers a brief outline of Roman history. The
bibliography gives references to more detailed histories that
the GM can use to research a particular period in more
detail for campaign planning.

ANCENT ITALY

Like most of Europe, Italy in the Bronze Age and early
Iron Age was peopled by a collection of scattered tribes,

[HISTORY

with different cultures and languages. Out of these emerged
the Etruscan civilization, which dominated central Italy
from around 800 BC until its cities were conquered by the
expanding Romans in the 4th and 3rd centuries BC. As the
Etruscans expanded, they came across Greek colonies in Sicily
and the south of the Italian peninsula: Rome grew up between
these two powers, and ultimately conquered both of them.

'The heartland of Etruscan civilization was in the region of
Etruria, which lay west of the Appenines between the Arno
and Tiber Rivers. To the east lay the Umbrians and Sabines,
and to the south were the Aequi and the Latins. Together with
the Samnites and Oscans further south, these Italic peoples
were culturally and linguistically different from the Etruscans.

THE FOUNDING OF ROME

According to legend, Rome was founded by and named
after Romulus, one of a pair of twins born to a princess of
the nearby city of Alba Longa. Their mother, Rhea Silvia,
was forced to become a Vestal Virgin after her father, King
Numitor, was deposed by his brother. When she became
pregnant, she claimed that the god Mars was the father of
her children.

Rhea Silvia was imprisoned by her wicked uncle, and when
she gave birth to twin boys they were thrown into the Tiber.
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- (CHAPTER NINE: RomAN HISTORY -

When a shepherd found them, they were being suckled by
a she-wolf—a popular artistic theme in the early days of
Rome. The shepherd took them home and reared them as
his own sons, but they found out about their true heritage,
restored their grandfather Numitor to the throne of Alba
Longa, and set out to found their own city.

As the boundaries of the new city were being laid out on a
hilltop above the Tiber, Romulus and Remus quarreled and
Remus was killed. Romulus went on to rule Rome for 40
years. It is said that he disappeared in a whirlwind in the
Campus Martius, but another tradition holds that the /apis
niger (“black stone”), a slab in Rome’s Forum inscribed with
an early Latin law code, covers his tomb.

'The early inhabitants of Rome were a mixed bag of fugitives
and landless wanderers, farming the surrounding hills and
plains. As they were predominantly male, a shortage of
potential wives threatened the city’s future. Romulus solved
the problem by inviting the neighboring Sabines to a festival
in the newly-founded city; at a given signal, the Romans
kidnapped wives for themselves from among the attending
Sabines. The “Rape of the Sabines” was a popular subject in art
up until the 19th century AD, and led, understandably, to war
with the Sabines. However, the war was short-lived (tradition
credits the mothers of the stolen women with intervening to
make peace), and the Romans intermarried with the Sabines.

AENEAS AND TROY

Early traditions paint the founding fathers of Rome as a
collection of bandits and outcasts, and later it was thought
necessary to create a nobler heritage for a city that was fast
becoming the ruler of the known world. During the reign
of Augustus, the poet Virgil, perhaps drawing on an existing
tradition, wrote the Aeneid, an epic poem in the style of
Homer’s Odyssey, which tells of the adventures of Aeneas,
the son of a Trojan prince (or a shepherd, according to some

TYRRHENUM

MARE

traditions) and the Greek goddess Aphrodite, who survived
the destruction of Troy by the Greeks.

After escaping the fall of Troy, Aeneas made a long and
eventful journey that ended with him and his men landing
in Italy, where, after initial conflicts, he made peace with the
native Latins and married a Latin princess. His son Ascanius
(also known as Iulus) founded the city of Alba Longa,

making Romulus and Remus descendants of Aeneas.

- THE KIN¢pOM OF RomE (753510 BQ) -

'The Roman monarchy was not hereditary.