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elcome to The Advanced Player’s Manual! Some time ago,

I sat down with Chris Pramas of Green Ronin Publishing

to discuss the limits of fantasy campaigning under the d20
rules and just where those limits needed pushing back. I thought
about that conversation for a long time afterward, and this book
is based on my conclusions. This book has less to do with pushing
the envelope (though purists will find plenty of that in these pages)
and more to do with removing roadblocks to good campaigning.
It reflects my way of dealing with the frustrations that GMs and
players seem to encounter fairly regularly. Here, then, is what I've
cooked up for you (with help from the Green Ronin staff and
anyone I've ever joined in a debate about the merits of game rules):

CuAPTER. ONE: ABILCTY GCORES
The d20 game’s six basic abilities do a pretty good job defining

a character’s capabilities, but from time to time characters face
situations that have very little to do with their capabilities. GMs, too,
often must deal with tiny little details that they must simply make
up on the spot. To deal with these situations, I offer the Luck ability.
Luck provides several ways for players and GMs to quickly handle

minor details and occurrences that could affect the flow of the game.

(PR (wo: Kacrs

What’s a new rulebook without a few new races? Alas, time on this
project ran out before I could tackle the subject. So, Green Ronin’s
Robert J. Schwalb offers a system for tweaking your character’s
race just about any way you like. This material fits the booK’s
overall theme beautifully because it puts you, the player, in control
of your character’s racial attributes.

CAPTER THREE: CHARACTER. CLASSES

The six character classes in this chapter offer you new choices

not only during character creation, but also throughout your
character’s whole career. As a character gains levels in these
classes, new options open up. When choosing one of these classes,
consider your character’s ability scores carefully and consider what
opportunities might lay ahead for you.

. Eldritch Weaver: This class represents my take on magical
specialization. An eldritch weaver is an arcane spellcaster
similar to a wizard, except the character collects spells
according to an overarching theme that I call a thread.
Follow a thread far enough, and you develop special abilities
related to that thread.

. Ewvangelist: This class might best be described as a worldly
priest (and haven't we seen plenty of examples of that
recently). Your evangelist might prove something of a
scoundrel, but don’t overlook the possibilities an altruistic
evangelist might bring to your games.

. Scout: Here’s a class for players who just can’t wait to find
out what’s around the next corner or over the next hill.
Depending on how you build your scout, your character
could be at home in the dungeon, the wilderness, or in cities.

. Spellmaster: If you just plain like to cast spells, consider a
spellmaster. The spellmaster’s magic is often a long time
coming, but a spellmaster never truly runs out of spells.

. Thanemage: This class came to life late one evening when I
was thinking about a certain albino swordsman/spellslinger
and what that fellow had in common with a certain
travel-worn do-gooder who met some bewildered novice

adventurers in a crowded inn one autumn evening. The
thanemage combines arcane knowledge and spellcasting
with respectable fighting ability. The class also has access to

a slate of supernatural abilities for attack and defense.

. Warpriest: The warpriest is a divine spellcaster who can pack
a considerable offensive punch. The character chooses a
personal repertoire (like the sorcerer and the bard), which
makes the character fairly easy to play. A warpriest also does
quite well in mass combat.

(artER FOUR: GRILLS

T'll make a confession here: I've never met a new skill for the d20
game that I really liked. Of course, some d20 products introduce
new concepts that just cry out for new skills, but those cases are
pretty rare. So, I'm not offering any new skills in this chapter.
Instead, I offer alternate uses for existing skills and I'm giving you
ways to deal with skills when the creature using them isn't your
run-of-the-mill humanoid.

CuapPtER. FIVE: FEATS

Feats are perhaps the best way to introduce new character options
into the d20 game. The ones presented here have a decidedly mass-
combat flavor, but anyone who relishes overthrowing the enemy
will find them useful.

CHAPTER §ex: DESeroreon

This chapter has two major parts. The first contains nuts and bolts
material for randomly determining starting ages for the new classes
presented in Chapter Three. The remainder of the chapter looks at
the concept of alignment in detail. It offers a method for converting
standard alignments into numerical values, or alignment scores. You
can use an alignment score to help track changes in a character’s
alignment over time. Even better, you can use an alignment score
just as you use an ability score to make alignment checks.

(IAPER GEVEN: Masgs COMBAT

When the earth in your campaign trembles under the impact of
troops on the march, don't despair. This chapter offers a detailed
system for handling big numbers of combatants.

CuareR Efont GPELLS

T've devoted the final chapter in this book to new spells. In general,
the spells in here fall into three broad categories: Spells necessary
to round out the eldritch weaver’s various threads, spells that help
complete the class spell lists for the other new classes in this book,
and spells that I just up and wrote because I could.

APPENDICES

The book also includes two appendices. In Appendix 1 Steve Kenson
provides an alternate system for handling psychic powers. This
material originally appeared in Green Ronin’s Psychics Handbook and
it fills a role very similar to the psionics system in Appendix I of the
1st Edition PHB. Remember what I said about new skills earlier? This
system is one of those rare exceptions. Appendix IT provides unit stats
for many of the most common creatures of the MM, so you can use
the mass combat rules in Chapter 7 with ease.

That completes our brief tour of what’s in this book. Dive in, take
what you like, and have fun with it.

—Skip Williams, August 4, 2004
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hrough the dark night, the hero trails the assassin to a final

confrontation in a squalid poorhouse, only to later emerge

bloody but victorious after a viscious struggle to the death.
Though he clutches the long-sought clue to the miscreant’s
identity—a bloodstained dagger bearing a strange device on the
pommel—the challenge has only begun.

Sometime this night, the assassin’s shadowy superiors will hear of
their minion’s untimely demise, but how soon? And how much of

a head start will the hero gain in his race to elude them? The dark
streets he slips through operate under their own laws, the corrupt
city watch still makes its random patrols, and in every shadow
lurks a potential witness to a presumed killer fleeing the scene.

A dire situation, to be sure. Trailed by assassins, desperate to avoid
capture by the authorities, the hero’s future is uncertain. With a
little luck, the escape might be possible—but just how lucky is he?
And how will that luck run in the end?

- Lueg -

Luck measures just how kind fate is to your character, determining
whether circumstances always seem to conspire to defeat him, or
whether things more often than not happen to go his way. Luck
also reflects a character’s ability to choose a favorable alternative
from among several apparently random choices, or can allow a
character to accomplish difficult objectives or avoid deadly mishaps
when his abilities or training might not be up to the task.

How Lucgv?

As an ability, Luck works just like any other ability score, and has a
typical range of 3—-18. As with any other ability, a character’s Luck
score gives him a Luck modifier as shown on Table 1-1: Ability
Modifiers and Bonus Spells in the PHB.

Usive LUk

The Luck ability offers GMs a tool for objectively determining
how fate affects a character’s life, particularly when factors that the

GM can't control (or simply hasn't planned for) come into play.
As well, Luck can provide an effective way for players to minimize
some of the more destructive whims of fate (see the following
section—Luck Points).

Luck CHECKS

A Luck check determines how some coincidence or chance event
works either for or against a character, and uses the character’s
Luck modifier added to the result of a d20 roll like any other
ability check. Unlike a normal ability check, though, on a roll of
20, roll once more and add the second roll to the first—but don’t
roll again if the second roll is also a 20.

In many cases, the GM will make the check secretly so a player
isn’t automatically aware that fate is in play. Generally, only the
GM can call for a Luck check, and though players can ask for a
check if they feel circumstances warrant, the GM has final say.

'The DC for a Luck check depends on how likely a favorable
outcome would be for the given circumstances if simply left to fate.




TaBLE 1-1. EXampLE LUCK §CORES

Luck Score Luck Modifier Example
1 -5 Everything that can go wrong for the character will go wrong ()
2-3 —4 Likely to be killed by a flash flood in the desert E
4-5 -3 Has one bad day after another ~3
67 -2 Usually loses at cards (é
8-9 -1 Fate provides the occasional annoyance p->
10-11 +0 Not noticeably lucky or unlucky
12-13 +1 Fate provides the occasional favorable break g
14-15 +2 Wins at cards without knowing the rules o=
16-17 +3 Leads a charmed life
18-19 +4 Iflost in the desert, will find the only oasis gl
20-21 +5 Can trust to luck and get away with it more often than not F
—
=
DC -5: Any outcome normally guaranteed to occur— who leaps out a window and lands in the back of a passing 53

getting wet in the rain, being burned by fire, suffocating
after being buried.

DC 0: Outcomes which are virtually guaranteed—being
robbed after bragging about your wealth in a thieves
guild, finding a forge in a blacksmith’s shop, attracting the
attention of the local constabulary by uttering threats in
public.

DC 5: Outcomes that are highly likely—finding a room at a
local inn on a typical day, meeting a traveler on a busy road,
exposure to parasites in a filthy sewer, finding a particular
mundane item for sale in a small town, finding criminals

in a seedy tavern. For DCs of 5 or below, making a Luck
check usually isn’t worth the effort unless you want to play a

failure for laughs.

DC 10: An outcome just as likely to occur as not—
disparaging a local lord in a busy place and having word
reach his ears, finding a particular masterwork item for sale
in a small town, stumbling onto a crime in progress in a bad

neighborhood.
DC 12: A normally even outcome weighted slightly by

circumstance—disparaging the same local lord as above but
not knowing that a member of the lord’s militia is listening,
being able to commit a crime in a bad neighborhood
without attracting attention.

DC 15: An outcome roughly half as likely to occur as not—
choosing the right path when confronted by three possible
escape routes with no idea which two lead to danger, trying
to find a particular NPC by hanging around her favorite

haunts.

DC 18: An outcome that’s fairly improbable—a spell of
rain in the desert, trying to find an NPC by hanging around
places you only think she might frequent.

DC 20: An outcome that’s downright improbable—a
snowstorm in the desert, checking into an inn and just
happening to get the room next to the NPC you're seeking.

DC 22: An outcome that defies prediction—a ship arriving
by happenstance to rescue a character stranded on a desert
island that’s located off the main trade routes.

DC 25: An outcome that might be unremarkable by itself

but which occurs at exactly the right moment—a character

hay wain.

. DC 30: An unlikely and completely fortuitous outcome—
looking down to discover a pouch full of gold or secret
documents in the street.

DC 35: A fortuitous outcome that arises as the result of a
whole chain of unlikely events—a character who discovers
that some trinket he’s always carried is actually the key to
the door of a secret crypt at the climax of an adventure.

. DC 40: An outcome so improbable that it defies belief—a
character with a fully laid-out lower-class history discovers
that he’s actually the last scion of a noble family.

LUCK (v THE GAME

It’s important to note that for many of the actions a character
might take, the degree of luck involved in any possible outcome
will always be affected by other factors. Take, for example, the
character who looks down to find a bag of gold at his feet. It’s
clearly sheer luck that sees the bag dropped where he could find it,
but the relative ease of his finding it might well change depending
on his having some prior indication that a bag of gold had gone
missing in the area, or if he was making a Search check for some
other object at the time.

As well, over and above providing a formal mechanism for working
random chance into your game, Luck checks can be used in some
specific ways.

Piexmyve Ay UVLUCKY CHARACTER

When there’s a more or less equal chance for any one member

of a party to be affected by some action, circumstance, or twist of
fate, rather than the GM simply rolling randomly, each character
can make a Luck check to determine which one is affected. In this
way, ranged weapons which go astray, nonintelligent monsters who
need to pick a single target, or traps and effects which normally hit
creatures at random will all target the unluckiest characters.

KaNDOM ANNOVANCES

Anyone can have a bad day now and then, and if an extra level

of sometimes-humorous realism fits your game, the GM can use
Luck checks to throw small mishaps at characters. For example,
characters exploring a steamy tropical jungle might encounter the
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occasional falling coconut (or other suitably large and potentially
funny produce). Every hour or so,a DC 15 Luck check might

be required to avoid getting hit, with a failed check dealing some
small amount of nonlethal damage (or perhaps just injuring a
character’s pride). Likewise, Luck checks could be used to avoid
slipping in mud puddles, tripping on stairs, and other minor
mishaps (though for any actions with serious consequences, saving
throws or skill checks are probably more appropriate).

COLLATERAL EFFrcts

When a character suffers a major or dramatic mishap (falling into
a pit, failing a Climb or Jump check by a wide margin, and so
on), you can use a Luck check (DC 15 to 20, depending on the
violence of the mishap) to determine if any items the character
wears or carries become damaged or lost.

Example: If a boat carrying a character capsizes, a DC 15
Luck check will determine if that character inadvertently
drops any items into the water, loses her grip on a weapon
or shield, or has some piece of clothing torn off in the current
(1d4 items lost on a failed check, with small items carried in
pouches or pockets most likely to be affected).

Likewise, possessions could be broken or lost when a character is
subjected to massive damage (see Chapter Eight: Combat of the
PHB). For items dropped or lost, the GM can choose or consult
Table 1-2: Items Dropped or Lost as appropriate.

Oroy 1: Luek a5 A SuestrutToy

One great way to use Luck in your games is to allow players to
substitute their Luck modifier for another ability score. In this
option, you could substitute your Luck modifier for Dexterity
when making a Balance check, or Luck for Wisdom when making
a Will save. While any check, even attack rolls and initiative for
that matter, can substitute your Luck modifier, you are limited to

TaBr 1-2: (Mg Drovvep oR Lost

d% Roll Lost Item
01-35 Stowed item
36-60 Sheathed item
61-77 Item in hand
78-87 Jewelry {except rings)
88-92 Shield
93-94 Ring
95-100 Clothing

the amount of times you can use your Luck score in this way. Each
character may substitute his Luck score a number of times per day
equal to one-quarter his character level (minimum of once per
day), so an 8th-level character can substitute Luck for any other
ability twice per day.

Example: Rob has a 12 Dexterity and an 18 Luck. His
party fights a band of orcs, being careful to conceal the sounds
of battle behind a well-placed silence spell. Howewver, one

of the orcs makes a break for it to alert the rest of the tribe.
Rob has one opportunity to drop the orc. He makes a ranged
attack with his masterwork longbow, but, he’s not a very
good shot, so he substitutes his Luck modifier for his Dexterity
modifier when making the attack, giving him a far better
chance of dropping the orc than he ordinarily would.

Ortoy 2: Luek Poms

Luck points make a character’s Luck score a tool for players,
granting them a bit of control over the fickleness of fate by
modifying any die roll they make during play. This ability tends

to make characters slightly more powerful than normal, so luck
points are most suitable for low-magic campaigns or particularly
challenging scenarios where characters need all the advantage they
can get.

Each day, a character receives one luck point for each point of
positive or negative Luck modifier she has (so that a character
with a Luck score of 10 or 11 receives no luck points, a character
with 8 or 9 Luck has —1 luck points), which can then be spent to
reroll any attack, check, or saving throw the player makes. In the
case of negative luck points, the GM can call for the character

to reroll any one roll of a d20, taking the worse result of the two.
The decision on whether to spend a luck point to reroll is made
after the original d20 roll but before the roll’s resolution by the
GM, so the player may have to decide whether to reroll without
knowing whether the roll is a success or failure. Once the character
rerolls, she can use either the new roll or the original, or can spend
another luck point to reroll again (up to as many times as she has
luck points available).

Any unused luck points are lost at the end of each day, and
characters cannot save unspent points for later use. As well, luck
points can’t be spent when taking 10 or taking 20 on a skill check,
as either of these approaches implies an attempt to beat the odds
by removing luck as a factor.

Oroy 3: Luck Tokeys

In this option, using luck depends entirely on how much or how
little your dice like you. Every time you roll a natural 20, you get
a lucky token. Thereafter, you can spend your token to substitute




WARANT Keepmve LUCK GECRET

As one possible variant, the GM can keep a character’s
Luck score secret, thereby always keeping the players
wondering just when, exactly their luck will run out, or

whether they have good luck or bad luck on their side.
To take things further, GMs can generate a new luck
score for a character at regular intervals, monthly, at the
beginning of a new adventure, maybe even daily, to show
just how fickle fortune is.

your luck modifier for any other Ability Score, just as described

in Option 1. If you have a negative luck modifier, or no modifier,
you may spend your lucky token, but instead of substituting the
result, you reroll the check, apply the Luck modifier in place of the
normal ability modifier.

Every time you roll a natural 1, you gain an unlucky token. The GM
can use unlucky modifiers to apply your luck bonus to an opponent’s
roll, or apply your luck penalty to any roll of a d20 you make.

If you have an unlucky token, and then roll a natural 20,

instead of gaining a lucky token you cancel the unlucky

token. Likewise, if you have a lucky token and roll a natural 1, it
automatically cancels out your lucky token. Note, characters with a
negative or no Luck modifier who roll a natural 1 cannot spend a
lucky token to reroll this result.

Use pennies, extra dice, marbles, paper chits, or even glass beads to
mark your lucky and unlucky tokens.

CENERATUING A LUCK GCORE

'The easiest way to generate a character’s Luck score is to treat Luck
as any other ability, so when creating a new character, a player will
roll seven ability scores using whatever method the GM approves. In
a campaign that uses a point-buy system, it’s usually best to increase
the number of points by just enough to allow the purchase of one
additional ability score of 10. A player will then need to decide
whether to spend the extra points elsewhere and have an unlucky
character, or to increase a character’s luck at the expense of other
abilities. Alternatively, if your game uses a default array of ability
scores for characters, add an additional score of “10.”

Alternatively, Luck can be treated not as an ability but as a
characteristic derived from a character’s Wisdom and Charisma
(add together, divide by 2, and round down to the nearest whole
number). Wisdom represents a character’s willpower, common sense,
perception, and intuition—all things that lucky people tend to have
in abundance. Likewise, Charisma represents force of personality
and self-confidence, both key components of fortune. Since
Charisma tends to be a throwaway ability for many d20 character

Fove-Tuvve Luek

Granting one luck point per point of Luck bonus each day
gives characters a modest boost in power, but to make the
most of their luck, players need to be fairly choosy about

when to spend their points. To give a bigger power boost,

consider granting luck points every hour or every encounter,
making them plentiful enough that characters can push the
envelope a little, increasing the exciternent level of the game
by taking risks they might otherwise not take.

Alternatively, luck points could be granted only every
week, month, or character level, making them precious
enough that most characters will reserve them only for
life-or-death situations.

Luck Pomyts
AND TTHE LUck Domary

Cleries with the Luck domain gain a +2 bonus to their
Luck score, granting them the additional reroll described
in the Luck demain entry.

classes, this averaging method tends to either give most players
average Luck scores while concentrating luck points in those classes
and characters which rely on Charisma, or to give players a reason to
think about keeping Charisma high at the expense of other abilities.
For example, paladins and evangelists (see Chapter 3) tend to have
better than normal Luck scores under this system because both
classes place an emphasis on Wisdom and Charisma.

If you're using this method, changes to a character’s Wisdom
or Charisma score (temporary or permanent) also change the
character’s Luck score and their Luck point bonus.

LLUCK §CORES FOR AONSTERS AND NP(S

If you're treating Luck as a new ability generated separately from a
creature’s other six ability scores, it’s easiest to simply assign Luck
scores of 10 (granting no luck points if you use the luck points
rules) to most monsters. If you customize a monster by assigning
its ability scores, you can always assign it a higher Luck score and
give it a few luck points, just as you should assign Luck scores to
NPCs the same way you assign their other abilities.

If you're treating Luck as a characteristic derived from a creature’s
Wisdom and Charisma scores, calculate a creature’s Luck score
and bonuses accordingly. Note that under this method, dragons
(particularly older ones), fey creatures, and many outsiders will
prove very lucky.

FORTUNE-BLESSED AND
FORTUNE-SPURNED [EMPLATES FROM THE ADVANCED BESTARY

Green Ronin's Advanced Bestiary presents two templates, one favored by luck, and the other spurned, fortune-blessed and
fortune-spurned, respectively. If you use both this book and the Advanced Bestiary, characters or monsters with the fortune-
blessed template gain a +4 bonus to their Luck scores, while those with the fortune-spurned template take a —4 penalty to
their Luck scores.
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he PHB offers a survey of balanced core races, each with its

own unique flavor but assuming a number of technological,

social, and environmental similarities between them. The
D and MM offer examples of many variations on those core
themes, with subraces (the xenophobic wild elves and nefarious
drow, the svirfneblin and forest gnomes, and many more) all
with appropriate guidelines for how each might be adapted to
standard play. In the end, though, much of the variation among
subraces amounts to either minor adjustments in ability scores or
major departures from the baseline which promise excitement but
are hobbled by level restrictions that make them difficult (if not
impossible) to effectively play.

This chapter presents a closer look at the mechanics behind races,
offering players unprecedented control over what racial features

their characters can acquire simply by selecting an archetype. Each
racial archetype offers race points with which a player can purchase
racial features, all internally balanced so as to allow you to recreate
any race as presented in the core rulebooks and a variety of other
sources.

Before delving into the mechanics too deeply, it’s important

to note that these rules apply only to normal player character
races—humans, dwarves, elves, gnomes, halflings, half-elves, and
half-orcs. They allow you greater flexibility when building characters
from those races, but are not intended for default use with monster
characters (even the humanoid races such as goblins and orcs), most
of which are already designed with level adjustments and racial Hit
Dice to balance them. If you wish to modify a nonstandard race,
work with your GM using these rules as guidelines.

- MECHANI(CS -

Each race has two separate sets of race points with which a player
may purchase his character’s racial features. Modifier List points (10
points) apply to skill-oriented modifiers, while Ability List points
(20 points) applies to feat-oriented abilities. In addition, each race
has a set of options available should a player opt to take a level
adjustment for a character—alternatives which can significantly
increase a character’s power. You cannot spend race points from the
Modifier List on the Ability List and vice versa, but you can spend
race points earned from level adjustment or racial Hit Dice on either
category. Race points not spent during character creation are lost.

Players and GM can adjust the power level of their games easily
using this system, simply doubling or halving the number of starting
race points (or adjusting modifier costs up or down) accordingly.

ABILITV GCORE MODIF(ERS
AND FAVORED (CLASS

For the most part, a core race’s favored class depends on whether or
not that race has ability modifiers. Races with no ability bonuses or
penalties (such as half-elves and humans) treat their highest-level class
as their favored class when determining whether multiclass characters
take an experience point penalty (see Chapter Two of the PHB).

A character who voluntarily accepts a favored class (limiting her
ability to take multiclass levels later) gains 5 race points which
may be spent on either the Modifier List or the Ability List. For




TaBLE 2-2: ARMLITV LisT

Feature Cost Feature Cost
Bonus Feat 20 +2 racial bonus on saving throws against a psionic 2
Weapon Familiarity (one exotic weapon) 2 discipline

Weapon Proficiency (one simple weapon) 05 +2 racial bonus on saving throws against a school of 2
Weapon Proficiency (one martial weapon) 1 magic

Tt (55 5, 0 ) 20 +2 racial bonus on waing throws against one 1
subschool of magic®

Low-light vision 5 . .
) . Immunity to one subschool of magic? 6

Improved low-light vision (3x normal range) 6 . . L

. Immunity to a school of magic or psionic discipline 12
Darkvision 30 ft. 5 .
Darkvision 60 f 6 Power resistance 11 + character level 20

arkvision 60 ft.

. Spell resistance 11 + character level 20
Darkvision 90 ft. 8 ]

o Resistance 5 to one energy type* 3
Darkvision 120 ft. 10

Spell-like ability or psionics! Resistance 10 to one energy type*
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Resistance 5 to two energy types* 7
+1 attack rolls against one creature type? 1 .
. Resistance 10 to two energy types* 14
+1 on attack rolls with thrown weapons 10 .
Resistance 5 to three energy types* 8
+2 dodge bonus to AC against one creature type? 2 .
Resistance 10 to three energy types* 16
+4 dodge bonus to AC against one creature type? 4 .
Immunity to one energy type* 10
+1 racial bonus on one saving throw 5 . .
. ) Immunity to two energy types 20
+2 racial bonus on one saving throw or +1 to two 7 . .
. — Immunity to three energy types 30
o 5
+1 racial bonus on all saving throws 10 12 @ ey el (7 seone 8
+2 racial bonus on all saving throws 15 il el et bomes
+2 racial bonus on saving throws against disease, 1 +2 natural armor bonus E
poison, or paralysis +3 natural armor bonus 12
Immunity to disease, poison, or paralysis 6 Stability +2° 2
+1 racial bonus on saving throws against spells and 4 Stability +4° 4
spell-like effects
+2 racial bonus on saving throws against spells and 6

spell-like effects

! The formula for determining the cost of a spell-like ability for any race is 5 x spell or power level (count 0-level spells and powers as 0.5) x the
number of uses per day {count at will or continuous use as 10/day).

2 Choose a type of creature from the ranger’s favored enemy list (see Chapter Three of the PHB).

3 Serying (from the divination school), charm or compulsion (from the enchantment school), and so forth.

* Choose from acid, cold, electricity, fire, or sonic.

> If you take a corresponding penalty or penalties (see Ability Score Equivalencies in Chapter Six of the DMG), there is no cost as long
as the bonus does not exceed +2. Calculate the cost of higher ability score modifications as follows (matching ability bonuses to penalties
according to the DMG guidelines).

Summed Balancing Penalties Cost
Bonuses
+4 —4 to one ability or —2 to three abilities 4
+6 —6 to one ability or —4 to two abilities 6

+8 —8 to one ability or —6 to two abilities 4

TAKIJE 2‘1: MOD (F [EK [J[gT ¢ Apply a stability bonus on ability checks made to resist being

bull rushed or tripped when standing on the ground.
Feature Cost

+4 racial bonus on checks with any one skill 8
+2 racial bonus on checks with any three skills
+2 racial bonus on checks with any two skills
+2 racial bonus on checks with any one skill
+1 racial bonus on checks with any three skills

+1 racial bonus on checks with any two skills

N W A Oy

+1 racial bonus on checks with any one skill
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TAKLE 2-3:
ADDITUONAL RACE POy

Condition Race Points Acquired
Level Adjustment +1 20
Level Adjustment +2 40
Level Adjustment +3 60

2 racial Hit Dice' 10

3 racial Hit Dice! 20

4 racial Hit Dice! 30

5 racial Hit Dice! 40

6 ractal Hit Dice! 50
Light blindness? 20
Light sensitivity’ 10
Slow for Small size 5
Slow for Medium size 10
—2 to any ability score 6

! When determining racial Hit Dice class skills for a race
that does not ordinarily have racial Hit Dice, use the
skills of their favored class, plus any skills in which they
receive a racial bonus. For races which already have racial
Hit Dice, use the race’s class skills as listed in the MM.

% Abrupt exposure to bright light (such as sunlight or a
daylight spell) blinds a creature for 1 round. On subsequent

rounds, it is dazzled as long as it remains in the affected area.

3'The creature is dazzled in bright sunlight or within the

radius of a daylight spell.

example, a human who selects a favored class could apply the race
points she earns to acquire a psionic or spell-like ability from the
Ability List assortment, or to gain skill bonuses reflecting a focus

untypical of the default human background.

MOD(FER LST OPToNs

'The Modifier List covers racial points used to modify skills, either
by increasing a skill modifier or granting additional skill points.
For any race, the basic costs are listed in Table 2-1.

ABILITY LT OPTioNy

The Ability List provides a selection of featlike racial abilities,
including such things as bonuses on saving throws and attack rolls,
darkvision, low-light vision, psionics, and inherent spell-like abilities.

Cayye MORE Porys

With all the options available under this system, players will
undoubtedly want all the race points they can get. A character may
acquire more race points by selecting a favored class if his character
lacks any ability score modifiers 