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INTRODUCTION

INTRODUCTION

Green Ronin Publishing released The Black Company Campaign
Setting at the close of 2004, offering for the first time a complete
game treatment of Glen Cook’s popular fantasy setting. While
there were many challenges in bringing these books to the game
table, perhaps the greatest was in redefining magic to capture
and reflect that used by the iconic wizards of the novels. What
we needed was a system that placed complete control over the
spell’s effects in the hands of the caster (and by extension the
player, of course). The world of The Black Company novels was
not one where wizards pored over dusty spellbooks, preparing
their spells in advance, but rather one in which wizards tapped
some inner reservoir and just made things happen. We found
interesting, evocative, and imaginative uses of magic, and
certainly no two spells were ever alike. It was clear from the
outset that spells as d20 System players knew them would
simply not work in this world.

For the better part of a year, we worked on designing and
developing a magic system for this setting, binding the wild
and unpredictable to rules that ensure balance at the gaming
table. And the result of all that effort was an interesting, albeit
complex, system of magic. [ never expected the magic system to
eclipse many of the other aspects of the setting, and soon after
Green Ronin released the book, there was a lot of excitement
and interest in adapting the magic system for other worlds.
Requests for new spells, questions about marrying this system
with standard magic, and even using this magic system for epic-
level play were all topics that bounced back and forth on various
message boards and in e-mails. It was clear there was more to
be said and done with The Black Company’s magic system. And
s0, a little over a year later, we have True Sorcery.

This book contains revised and expanded magic rules for use
with any d20 System game, whether for the standard dungeon
crawl games or even for use with the d20 Modern Roleplaying
Game. We paid extra attention to clarifying the rules where
needed, adding additional examples, and offering new spells.
If you're not familiar with The Black Company Campaign Setting,
have no worries; this book is a complete adaptation and
includes everything you need to build a spellcaster using True
Sorcery. And if you like what you find here, be sure to check
out the setting that inspired it.

USING THIS BOOK

True Sorcery presents a toolset for transforming d20 System
games from high fantasy to low. With these rules, spellcasters
have alot more freedom to do what they want with their spells,
not bound by a fire-and-forget spellcasting system. However,
these rules change the game, blurring the traditional boundaries
between divine spellcasting and arcane spellcasting.

It’s no coincidence this book is entitled True Sorcery, as the
easiest way to use this product is to replace the sorcerer in the
PHB with the spellcaster class presented here. The spellcaster
class has a series of talents she learns to use in more powerful
ways as she becomes more adept at manipulating magic energy,

as would be expected for someone perfecting innate abilities
discovered through trial and error. While the spellcaster may
seem somewhat weaker than a wizard at least in regards to
casting time, gaining new spells, refreshing daily spell totals,
and the speed with which she casts spells, she can sacrifice
personal energy to cast greater spell effects and use individual
spells with more versatility.

A more extensive modification to a campaign would be to replace
the entire existing magic system with this one. In this case,
there’s no difference between arcane and divine spellcasting;
clerics and wizards are all folded into one class. True Sorcery is
written from this point of view, but that shouldn’t make using
one of the other options more difficult.

An alternative that splits the difference is to replace the
standard d20 System magic rules with True Sorcery’s, but keep
the class distinctions as they are, restricting certain spells to
certain classes (such as Healing Lore to clerics and druids).
Using this option, every time a spellcasting character gains
a new spell level, she gains a new instance of the Talent feat.
Furthermore, a cleric, druid, sorcerer, or wizard improves
her magnitude at the same rate as a spellcaster. Paladins and
rangers gain the Dabbler feat when the class first grants the
spellcasting ability, but their magnitude does not improve.
Bards gain the Dabbler feat at 1st level, Student of Magic at
4th level, and First Magnitude at 10th level.

When replacing the d20 System magic rules with those presented
in True Sorcery, there are a few things to consider when it comes
to monsters. For monsters that have spell-like abilities, it’s best
to leave them as written. Doing so makes monsters a bit tougher
in comparison to spellcasters (and adventuring parties that
include them) since they can often cast spells faster than PCs.
To correct this imbalance, increase the monster’s CR by +1 and
by an additional +1 for every full 5 caster levels (i.e., +1 for CL
1st through 5th, +2 for CL 6th through 10th, +3 for CL 11th
through 15th, +4 for CL 16th to 20th).

For monsters that prepare spells in advance in the manner of
wizards, clerics, druids, and others, the matter becomes a bit
more tricky. The best solution is to treat these monsters as
having effective levels in the spellcaster class equal to their
base Challenge Rating. So a CR 4 monster that can cast spells
like a wizard would have the spellcasting ability of a 4th-level
spellcaster, gaining bonus feats and other class features as
described on Table 1-1: The Spellcaster (but not the base
attack bonus, saving throw bonuses or additional skill points).
Also, if the monster does not have Spellcraft, recalculate its
skill point expenditures so that it does. Select spells that
seem appropriate to the monster. Don’t modify the monster’s
caster level.

Magic items are another sticky point. If this magic system
is imported whole cloth, you should use the new magic item
creation rules described in Chapter Four: Magic Items.
However, if you replace the PHB sorcerer with the spellcaster
class, then both magic item systems can be used side-by-side.



CHAPTER ONE: THE SPELLCASTER

In True Sorcery, all magic is the same. Whether you are a
priest, a warlock, a magician, a shaman, or any other user of
magic, the mechanics are identical. Magic is the miraculous,
a departure from the ordinary, the ability to bring about a
new thing, a new phenomenon, an effect that lies outside
what is ordinarily possible. Through force of will, spellcasters
change the essential nature of the world, altering the fabric

of reality to suit their needs. Whether calling forth a demon
from the Abyss or evoking a lightning from her fingertips,
the spellcaster restructures the laws of reality to achieve a
desired end. Sure, a priest invokes the blessing of his god,
while a wizard recalls complex magical formula, but the
process and energy harnessed is the same regardless of
the user.

THE SPELLCASTER

Spellcasters have the following game statistics.

Abilities: Charisma is the most important statistic for
spellcasters, as it is the determining score for her magical
abilities. Constitution is vital as it determines starting spell
energy. Intelligence is also useful: It helps a spellcaster
prepare her spell effects in advance. Dexterity is another
useful stat, improving the spellcaster’s defenses.

MAGNITUDES

Optional Rule: If you prefer to mimic the PHB distinctions
between spellcasters, you may allow a player to choose a key
ability (Intelligence, Wisdom, or Charisma) for Spellcraft.
Spellcasters who use Intelligence are likely to be wizards,
those using Wisdom are clerics and druids, and those who
use Charisma might be witches or bards.

Hit Die: d6.

Starting Gold: 3d4 x 10 gp (75 gp).

Magnitude is the measure of a spellcaster’s power. Magnitude has several effects on a spellcaster’s ability to manipulate magic
as follows. For more information on magnitude, see Chapter Two: System of Magic.

Spell Selection: Many spells require a certain magnitude in order to select them.

Bonus to Spellcraft checks: Magnitude awards an insight bonus to Spellcraft checks.

Modifies Casting Time: Magnitude modifies casting time for spell effects (see Casting Time on page 20).

Maximum Spell Energy Expenditures: A spellcaster’s magnitude limits the amount of spell energy she can expend each
round. Dabblers and Students can spend 1 point of spell energy each round, First Magnitude spellcasters may spend 2 points,
Second Magnitude spellcasters may spend 3, Third Magnitude spellcasters may spend 4, and Fourth Magnitude spellcasters
may spend any amount.
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TABLE 1-1: THE SPELLCASTER

Base
Attack  Fort Ref will

Level Bonus Save Save Save Special f

1st +0 +0 +0 +2 Bonus feat, Student of Magic, i " .

Talent

2nd +1 +0 +0 +3 —

3rd +1 +1 +1 +3 Skill Focus (Spellcraft), Talent 2} "1

4th +2 +1 +1 +4

5th +2 +1 +1 +4 Bonus feat, First Magnitude, , !

Talent \ A L .

6th +3 +2 +2 +5 — ALY \ -

7th +3 +2 +2 +5 Talent \"; T \" A

8th +4 +2 +2 +6 — ! N ) e
9th +4 +3 +3 +6 Talent i - ¥

! ] Nappthivd
10th +5 +3 +3 +7 Second Magnitude, bonus feat { T \
11th +5 +3 +3 +7 Talent f v N/ \
i ."{ I

12th  +6/+1  +4 +4 +8 — /ﬁ ) ' 4
13th +6/+1 +4 +4 +8 Talent i 4 Y t /
14th  +7/+2 +4 +4 +9 — { & !

15th +7/+2 +5 +5 +9 Bonus feat, Talent, Third _ . A I-t

Magnitude v ¢ )

16th  +8/+3  +5 5 +10 — i Moo 4 ¥

17th +8/+3 +5 +5 +10 Talent F [ . '

18th +9/+4 +6 +6 +11 — v

19th +9/+4 +6 +6 +11 Talent

20th  +10/+5 +6 +6 +12  Bonus feat, Fourth Magnitude f

CLASS SKILLS : : W

The spellcaster’s class skills (and the key ability for each skill) are
Bluff (Cha), Concentration (Con), Decipher Script (Int), Detect
Magic (Int), Ghost Sound (Cha), Knowledge (all skills, taken
individually) (Int), Prestidigitation (Cha), Resistance (Con), Speak
Language (n/a), and Spellcraft (Cha)*. See Chapter Four: Skills LA

in the PHB for skill descriptions. See Skills in this chapter and and "
Chapter Two: System of Magic in this book for details on new
skills. In order to place ranks in any of the magic skills, a character
must have the Dabbler feat or the Student of Magic class feature.

*In True Sorcery, Spellcraft is an extension of a spellcaster’s
ability to make use of magical energy and so it is an
expression of force of will and strength of personality. Hence,
Charisma is its key ability (unless the optional rule under
Abilities above is used).

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

CLASS FEATURES

All of the following are class features of the spellcaster class. o

WEAPON AND ARMOR PROFICIENCY ' 4 ' )
(' .|.' 1

Spellcasters are proficient with all simple weapons, but not
with armor or shields.
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SKILL FOCUS

At 1st, 5th, 10th, 15th, and 20th levels, a spellcaster gains a
bonus feat. At each instance, she can choose any magic feat
(see Feats in this chapter for details). The spellcaster must
meet all prerequisites for the bonus feat, including caster level
minimums. These bonus feats are in addition to the feats a
character ordinarily gains from advancing levels and the bonus
feat a human character gets at 1st level.

STUDENT OF MAGIC (EX)

A spellcaster gains spell energy equal to her Constitution
modifier +1 (minimum of 1 point of spell energy). See Chapter
Two: System of Magic for details on spell energy and its
uses. In addition, the spellcaster gains a +2 insight bonus on
Spellcraft skill checks.

TALENT

Starting at 1st level, and every two levels thereafter, the
spellcaster gains an instance of Talent as a bonus feat.

At 3rd level, the spellcaster gains Skill Focus (Spellcraft) as a
bonus feat.

FIRST MAGNITUDE (SU)

At 5thlevel, the spellcaster’s insight bonus to Spellcraft checks
increases to +4. She gains 1 point of spell energy.

SECOND MAGNITUDE (SU)

At 10th level, the spellcaster’s insight bonus to Spellcraft
checks increases to +8. She gains 2 points of spell energy.

THIRD MAGNITUDE (SU)

At 15th level, the spellcaster’s insight bonus to Spellcraft
checks increases to +16. She gains 4 points of spell energy.

FOURTH MAGNITUDE (SU)

At 20th level, the spellcaster’s insight bonus to Spellcraft
checks increases to +32. She gains 8 points of spell energy.

THE MODERN SPELLCASTER

In the modern world, there are skyscrapers, fast cars, blazing
guns, gangs, planes, and computers. Add magic to this mix.
Sorcerers lob fireballs while hanging out the window of a
speeding car, battle demons in the subways, or engage in
incredible duels for mastery over a city. The True Sorcery
spellcaster can be easily adapted for the d20 Modern Roleplaying
Game or other games using similar rules. In a modern-era
game, the spellcaster functions as an advanced class instead
of a base class as presented for traditional fantasy games.

The fastest path into the spellcaster advanced class is from the
Charismatic hero basic class, although Smart and Dedicated
heroes are also possible.

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

Skills: Craft (chemical) 3 ranks, Decipher Script 3 ranks,
Knowledge (arcane lore) 6 ranks or Knowledge (theology
and philosophy) 6 ranks, and Research 3 ranks.

Feat: Dabbler.

The following applys to the Spellcaster advanced class.

HIT DIE

The Spellcaster gains 1d6 hit points per level. The character’s
Constitution modifier applies.

ACTION POINTS

The Spellcaster gains a number of action points equal to 6 + one-
half her character level, rounded down, every time she attains
a new level in this class.

TABLE 1-2: THE MODERN SPELLCASTER

Base Attack

Level Bonus Fort Save Ref Save
1st +0 +0 +1
2nd +1 +0 +2
3rd +1 +1 +2
4th +2 +1 +2
Sth +2 +1 +3
6th +3 +2 +3
7th +3 +2 +4
8th +4 +2 +4
9th +4 +3 +4
10th +5 +3 +5

Defense Reputation
Will Save Special Bonus Bonus
+2 Talent +1 +1
+3 Student of Magic +1 +1
+3 Talent +2 +1
+4 First Magnitude +2 +2
+4 Talent +3 +2
+5 Second Magnitude +3 +2
+5 Talent +4 +3
+6 Third Magnitude +4 +3
+6 Talent +5 +3
+7 Fourth Magnitude +5 +4
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CLASS SKILLS

The Spellcaster’s class skills are as follows.

Computer Use (Int), Concentration (Con), Craft (chemical)
(Int), Craft (pharmaceutical) (Int), Craft (writing) (Int),
Decipher Script (Int), Detect Magic (Int), Ghost Sound (Cha),
Investigate (Int), Knowledge (arcanelore, art, earth
and life sciences, physical sciences, popular
culture, technology) (Int), Prestidigitation
(Cha), Profession (Wis), Read/Write Language
(none), Research (Int), Resistance (Con), Speak
Language (none), and Spellcraft (Int).

Skill Points at Each Level: 7 + Int modifier.

CLASS FEATURES

The following are features of the Spellcaster
advanced class.

SPELLCASTER SKILLS

A Spellcaster has access to the following spellcaster
skills: Detect Magic, Ghost Sound, Prestidigitation,
Resistance, and Spellcraft. These skills are described
later on in this chapter.

TALENT

At1st, 3rd, 5th, 7th, and 9th level, the Spellcaster gets
Talent as a bonus feat.

STUDENT OF MAGIC

At 2nd level, a Spellcaster gains spell energy equal to her
Constitution modifier + 1 (minimum of 1). See Chapter
Two: System of Magic for details on spell energy and
its uses. In addition, the Spellcaster gains a +2 insight
bonus on Spellcraft skill checks.

FIRST MAGNITUDE

At 4th level, the Spellcaster’s insight bonus to Spellcraft
checks increases to +4. In addition, she adds 1 point of
spell energy to her spell energy pool.

SECOND MAGNITUDE

At 6th level, the Spellcaster’s insight bonus to Spellcraft
checks increases to +8. In addition, she adds 2 points of
spell energy to her spell energy pool.

THIRD MAGNITUDE

At 8th level, the Spellcaster’s insight bonus to Spellcraft
checks increases to +16. In addition, she adds 4 points of
spell energy to her spell energy pool.

FOURTH MAGNITUDE

At 10th level, the Spellcaster’s insight bonus to Spellcraft
checks increases to +32. In addition, she adds 8 points of
spell energy to her spell energy pool.
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SKILLS

In addition to the standard skills found in the PHB, True
Sorcery presents several new skills specifically designed to work
with the True Sorcery magic system. All skills described in this
chapter are class skills for the spellcaster class.

CONCENTRATION

(INT)

The True Sorcery magic system changes the dynamics of how
Concentration works in regard to spellcasting. The following
information supercedes that presented in the PHB as it relates
to magic.

Check: Concentration works exactly as described in the
PHB, except as it relates to spellcasting. If you're called on
to make a Concentration check while casting a spell effect
(in distracting environments, for example), and you fail the
Concentration check, you do notlose the spell effect. Instead,
the Spellcraft DC to cast the effect increases by +4 for each
failed check.

If you're damaged (directly or continuously) while casting a
spell effect, you must make a Concentration check as normal.
Except, because True Sorcery doesn’t use spell levels, you
instead makes a Concentration check against a DC 20 + the
damage dealt. As always, on a failed Concentration check,
the effect’s Spellcraft DC increases by a cumulative +4 for
each failed Concentration check. The same rule applies to
continuous damage.

Special: In True Sorcery you can use Concentration to cast
a spell effect in a way that enables you to avoid attacks of
opportunity altogether.

To cast a spell effect defensively, you must succeed on a DC
25 Concentration check. If you succeed, you may attempt the
action normally without provoking any attacks of opportunity.
If the Concentration check fails, the Spellcraft DC to cast the
spell increases by +4 and you provoke an attack of opportunity
as normal. A successful Concentration check still doesn’t
allow you to take 10 on another check if you are in a stressful
situation; you must make the check normally.

Note: In True Sorcery, the Combat Casting feat allows you
to add your caster level to your Concentration check when
damaged during the casting of a spell effect.

DETECT MAGIC

(INT, TRAINED ONLY)

You can detect magical auras and sense the ability to cast spell
effects in others.

Check: On a successful check, you detect magical auras. The
range of your sense depends on the magic you try to detect:
powerful spellcasters are easier to sense and from farther away
than minor hedge wizards. This skill’s range of effectiveness
as it applies to spellcasters is as follows:

Magnitude of Subject Range
Dabbler 30 feet
Student 60 feet
First Magnitude 120 feet
Second Magnitude 1,200 feet
Third Magnitude 1 mile
Fourth Magnitude 10 miles

The amount of information revealed depends on the level of
your success on the check.

Detect
Task Magic DC
Presence or absence of magical auras in area, 10
object, or individual
Number of different magical auras and the 15
power of the most potent aura.
The strength and location of each aura. 20
The spell (if any) used to create the effect’s aura. 25

An aura’s power depends on the Spellcraft check rolled during
its creation. If the aura falls into more than one category, such
as in the case of a blended spell effect, a Detect Magic check
indicates the stronger of the two.

Aura Power Magnitude
Faint Dabbler or Student
Moderate First
Strong Second
Powerful Third
Overwhelming Fourth

Lingering Aura: A magical aura lingers after its original source
dissipates (in the case of a spell) or is destroyed (in the case of
amagicitem). A Detect Magic check identifies an aura strength
of dim (even weaker than a faint aura). How long the aura
lingers at this dim level depends on its original power:

Original Strength Duration of Lingering Aura
Faint 1d6 rounds
Moderate 1d6 minutes
Strong 1d6 x 10 minutes
Powerful 1d6 days
Overwhelming 1d6 weeks

This skill can penetrate barriers, but 3 feet of wood or dirt,
1 foot of stone, 1 inch of common metal, or a thin sheet of

lead blocks it.

Action: It takes a full-round action to detect magic in a 60-foot
cone; 4 full rounds to detect magic in a complete circle.
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Special: If you have 9 or more ranks, you may detect the
presence or absence of magic as a swift action (see the Swift
and Immediate Actions sidebar). At 14 or more ranks, you
also determine the number of different magical auras and the
power of the most potent aura. At 19 or more ranks, you also
sense the presence and location of each aura. Finally, at 24 or
more ranks, you also determine the type of spell (if any) used
to create the aura.

Detect Magic can also be used passively. The GM may call for
you to make a Detect Magic check when you aren’t actively
looking or searching. In such instances, you take a -10 penalty
on your roll.

Synergy: If you have 5 or more ranks in Spellcraft, you get a
+2 bonus on Detect Magic checks.

Restriction: You must have at least 1 point of spell energy
to use this skill.

GHOST SOUND

(CHA, TRAINED ONLY)

You can create a volume of sound that rises, falls, recedes,
approaches, or remains at a fixed place.

Check: A successful use of this skill lasts for 1 round. You may
extend the duration of the sound by making successive Ghost
Sound checks. You choose what type of sound you create, but

MAGIC SKILLS

once you have chosen the sound, the type of sound remains
until the effect ends. You may end the effect as a free action.

The average volume of sound created depends on your
check.

Ghost
Sound DC Result

10 As loud as four normal humans talking,
walking, or marching.

15 As loud as a horde of rats running and
squeaking.

25 As loud as four humans running in armor.

30 As loud as dogs barking or four humans
singing or shouting.

35 As loud as a lion roaring.

40 Asloud as a peal of thunder.
50 As loud as a dragon roaring.

+5 For each additional four humans.

You can decrease the volume over the course of the round
at will. You can increase it to just less than the next volume
category during the round, but if you want to make the ghost
sound even louder you must make a new check against the
higher DC on the next round.

To place ranks in a magic skill, a character must have at least the Dabbler feat or the Student of Magic class feature. In addition,
magic skills require a character to have a certain amount of spell energy in order to use them.



CHAPTER ONE: THE SPELLCASTER

"W B 4 Action: Initiating the use of Ghost Sound requires a full-round
' 5 action; maintaining a ghost sound requires a swift action. The
DC to maintain a volume of sound is the same as the original
T b O check. If you try to maintain the sound but fail at your check,
: you can either end the ghost sound or maintain it at the

© volume your check would allow.

U Special: You can initiate a Ghost Sound as a swift action, but
- ' at a -10 penalty.

~ ‘ : Synergy: If you have 5 or more ranks of Bluff, you gain a +2
% \ i bonus to Ghost Sound checks.
¢ | g ‘e 1 s Restriction: You must have 1 point of spell energy to use
' this skill.

£lBEC hacd Bood K. \ PRESTIDIGITATION

(CHA, TRAINED ONLY)
You can perform minor magical tricks.

. P IR mmy © Check: Your Prestidigitation check allows you to perform a
A [ whL H 1 ] simple magical effect. The effects are always minor and have
LS \ severe limitations. Effects usually last 1 round. The caster can
oy o 199 R THT ] am maintain the effect by concentrating, but she can then only
il - take move actions. The DC depends on the desired effect, as

' this non-exclusive list illustrates.

Prestidigitation
Task DC
Retrieve an object hidden on your 10
person
Chill, warm, or flavor 1 pound of 15
nonliving material
Color, clean, or soil item in a 1-foot 15
cube each round
Generate light, equal to candlelight 20
Create small, crude, and obviously 25

illusory object

Action: Initiating the use of Prestidigitation requires a
full-round action; maintaining a use requires a standard
action.

Special: If you have 9 or more ranks in Prestidigitation, you
can perform any DC 10 Prestidigitation effect as a swift action.
If you have 14 or more ranks in Prestidigitation, you can
perform any DC 15 or lower Prestidigitation effect as a swift
action. With 19 or more ranks, you can perform any DC 20 or
lower Prestidigitation effect as a swift action. With 24 or more
ranks, you can perform any DC 25 or lower Prestidigitation
effect as a swift action.

£ Synergy: If you have 5 or more ranks in Sleight of Hand, you
P o) N, gain a +2 bonus to Prestidigitation checks. If you have 5 or
: more ranks in Prestidigitation, you gain a +2 bonus to Sleight

e~ of Hand checks.

Restriction: You must have at least 2 points of spell energy
to use this skill.
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RESISTANCE

(CON, TRAINED ONLY)

You can use this skill to help resist the effects of poison, to
minimize the effects of inhospitable climes, or to help avoid
the effects of a spell.

Check: You can temporarily increase your saving throws, gain
a bonus on a save to resist a particular malady, or reduce the
effects of an uncomfortable climate. The DC varies depending
on the desired effects.

Adapt: On a successful check, you gain a +2 resistance bonus
to Fortitude saves made to avoid nonlethal damage from
hot or cold environments (see The Environment in the
DMG for details).

Boost Save: You may make a Resistance check to add a +1
resistance bonus to any one saving throw for 1 round.

Ignore a Caltrop Wound: If you step on a caltrop, the injury
reduces your speed to one-half normal. A successful
Resistance check removes the movement penalty for 10
minutes.

Resistance to Disease: Before making your Fortitude save
to prevent instances of repeated damage and to recover
from a disease, make a Resistance check; if it succeeds,
you gain a +1 bonus to your Fortitude check for every
5 points by which you succeeded on your check result
(minimum +1).

Resist Fear: Whenever you fail a save against a fear effect, on
the following round you may attempt a Resistance check
against the effect’s DC. If you succeed, you shrug off the
effects of fear. If you fail, you cannot attempt to shrug off
that particular fear effect.

Tolerate Poison: Before making a saving throw against any
standard poison’s secondary damage or effect, make a
Resistance check; if it succeeds, you gain a +1 bonus to your

SWIFT AND IMMEDIATE ACTIONS

save for every 5 points by which you succeeded on your check
result (minimum +1). You may not use the Tolerate Poison
effect of Resistance against a poison’s initial saving throw,
but you may use the Boost Save effect.

Effect Resistance DC
Adapt 10
Boost Save 15
Ignore a Caltrop Wound 18
Resistance to Disease Disease’s DC
Resist Fear Fear effect’s DC
Tolerate Poison Poison’s DC

Action: Varies. Making a Resistance check to adapt is a full-
round action. Otherwise, Resistance is either an immediate
action (see the Swift and Immediate Actions sidebar on
page 11) when attempted reactively (such as in the case of
boosting a save, or ignoring a caltrop; limited to once per
round)or part of another action when attempted actively.

Try Again: No.

Special: If you have 9 or more ranks in this skill, you always
have a +2 to your Fortitude saves made to resist nonlethal
damage from natural hot or cold environments.

Restriction: You must have at least 2 points of spell energy
to use this skill.

SPELLCRAFT

(CHA, TRAINED ONLY, ARMOR

You can use this skill to cast spell effects and to identify spell
effects cast by others.

Cast Spell Effects Check: When casting a spell effect, the
DC of your Spellcraft check depends on the particular effects
of a given spell, as described in the spell’s description.

Swift Action: A swift action consumes a very small amount of time, but represents a larger expenditure of effort than a free
action.

You can perform 1 swift action per turn without affecting your ability to perform other actions. In that regard, a swift action is
like a free action. However, you can perform only a single swift action per turn, regardless of what other actions you take.

You can take a swift action any time you would normally be allowed to take a free action. Casting a spell effect with a casting time
of 1 swift action doesn’t provoke attacks of opportunity.

Immediate Action: Much like a swift action, an immediate action consumes a very small amount of time, but represents a larger
expenditure of effort than a free action. However, unlike a swift action, an immediate action can be performed at any time --
even if it’s not your turn.

Using an immediate action on your turn is the same as using a swift action, and counts as your swift action for that turn. You
cannot use another immediate action or a swift action until after your next turn if you have used an immediate action when it
is not currently your turn -- effectively, using an immediate action before your turn is equivalent to using your swift action for
the coming turn.

You cannot use an immediate action if you are currently flat-footed.
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spell’s effects without modifying the spell’s Spellcraft DC. When
multiple spellcasters work together, they can achieve greater
results by reducing the casting time, performing Aid Another
attempts to assist in the Spellcraft check, donating spell energy
to expedite the spell, or even distributing the spell’s drain.

Action: Varies by the spell cast. You make the Spellcraft check
during the last action of the spell’s casting time.

Try Again: Yes, but each failed attempt drains you as if you
had successfully cast the spell. See Drain in Chapter Two:
System of Magic for details.

Identify Spell Effects Check: You can identify spells and
magic effects. The DCs for Spellcraft checks relating to various
tasks are summarized on the table below.

Identify Basic Property of Magic Item: This use of the skill
reveals the most important magic property of a single magic
item. It cannot be used on an artifact.

Identify All Properties of Magic Item: This use of the
skill reveals all properties of a single magic item (including
command words and charges remaining). If an item has
different caster levels for different properties, use the highest
caster level. It cannot be used on an artifact.

Action: Varies, as noted above.

Try Again: See above.

Special: A caster’s magnitude confers a bonus to Spellcraft
checks. Dabblers receive no bonus. Characters with the Student
of Magic class feature gain a +2 bonus. First Magnitude

Every spellcaster knows how to modify spells with a variety of
spellcasting techniques. By incorporating extra components
into the spell or by expending spell energy, a caster can increase a

IDENTIFY SPELL EFFECTS

Spellcraft DC Task

15 + (2 x spell magnitude) Identify a spell effect being cast. You must see or hear the spell’s verbal or somatic components. No
action required. No retry.

20 + (2 x spell magnitude) Identify a spell effect that’s already in place and in effect. You must be able to see or detect the effects
of the spell effect. No action required. No retry.

20 + (2 x spell magnitude) Identify materials created or shaped by magic, such as noting that a stone wall is the result of an
Earth Lore spell effect. No action required. No retry.

20 + (2 x spell magnitude) Decipher a written spell (such as a scroll) without using a Language Lore spell effect. One try per day.
Requires 1 round.

20 + (1/5 item’s Spe