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INTRODUCTION

UELCONE

Fantasy Flight Games is pleased to present
Dungeoncrafi, the latest volume in our
Legends & Lairs line of sourcebooks for the
d20 System. Dungeoncraft gives players and
DMs everything they need to create and play
exciting dungeon adventures and campaigns.

Chapter 1 presents new rules for player charac-
ters in dungeons, including new prestige class-
es, feats, and equipment uniquely suited to
dungeon environments. The chapter also pro-
vides tactics and advice for playing each of the
core classes in dungeon adventures.

Chapter 2 describes the role of magic in dun-
geons. It presents a host of new spells and magic
items that will prove invaluable to characters
adventuring in dungeons and subterranean
realms.

Chapter 3 describes the dangers of dungeons,
including rules for environmental hazards, new
systems for generating random encounters, and
several new monsters that lair in dungeon envi-
ronments.

Chapter 4 presents comprehensive information
on designing and running dungeon adventures.
It includes a complete dungeon design system
that will help you map a dungeon and quickly
stock it with monsters appropriate to your
party’s level. This chapter also includes new
rules for monster morale and social geography
in the dungeon, as well as dungeon templates
that allow you to quickly and easily customize
the dungeons you design.

Chapter 5 concludes the book with a number of

fully detailed and unique encounter areas. such
as the Chamber of Winds, the Rapids, and the
Machine.

THE OPEN GANE LiCENSE

The following text is designated as Open Game
Content. The names, game rules, and game sta-
tistics for prestige classes, feats, equipment.
magic items, spells, and monsters; the rules and
stat blocks describing environmental hazards:
the morale rules; the game rules and statistics
describing dungeon templates and encounter
areas: all game rules and statistics derived from
the d20 System Reference Document.

All illustrations, pictures, and diagrams in this
book are Product ldentity and the property of
Fantasy Flight Publishing, Inc.., © 2002.

The Open Game License is printed in its entire-
ty at the end of this book. For further informa-
tion, please visit the Open Gaming Foundation
website at www.opengamingfoundation.org.
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CHAPTER ONE

CHARACIERS

CHARACTERS I
tHE DUNGEO

Dungeon adventuring demands a few specific
skills and talents from characters if they want
to survive and prosper. Compared to city,
wilderness, and other adventures, dungeons
present more traps, tougher environmental con-
ditions, and frequent combat in tight quarters.
This section gives you recipes and ideas for
building characters optimized for dungeon
adventuring.

BARBARIAN

While barbarians tend to wear lighter armor
than other combatants, their rage, fast move-
ment, and uncanny dodge abilities make them
better suited to handling dungeon encounters
beyond combat. While other fighters may fall
victim to traps, the barbarian’s speed and agili-
ty allow him to avoid such hazards. In battle,
the barbarian can provide devastating attacks
while raging, but if caught winded a barbarian
can be quickly overwhelmed.
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Skills: In a dungeon, the barbarian’s Climb,
Intuit Direction, Jump, and Listen skills see a
lot of use. These four skills allow a barbarian to
cross most natural obstacles, such as cracks in
a dungeon floor, navigate mazes, and detect
enemies before they can get the drop on the
party.

Feats: While most players opt for Power
Attack and Cleave for a barbarian, do not over-
look the utility of Expertise, Dodge, Mobility,
and Spring Attack. Your barbarian can use
these feats to improve his poor AC or avoid his
foes' attacks. Power Attack and Cleave are
great against weak, numerous foes. Against the
powerful villains and monsters that pose the
greatest threat to a party, the barbarian needs a
good AC to survive. All too often, barbarians
fall victim to purple worms, giant scorpions,
and other monsters that rely on grapple and
swallow attacks to overcome adventurers.

Two-Weapon Fighting is a very useful feat for
a barbarian. While raging, your penalties to hit
are reduced. Since your rage lasts for a limited
time, this feat allows you to milk as many
attacks as possible from those rounds.



N\

)

BARY

.
-
S
5
<
5
S

C

While bards present a mix of skills, combat
ability, and spellcasting talent, in practice they
function similar to rogues and clerics. They
make good supporting combatants, though they
rarely should stand alongside the party’s bar-
barians and fighters in battle. Their musical
abilities improve the abilities of everyone in
the party. Even if a bard does not have a direct
impact on a battle, his skills, combat abilities,
and spells make the party as a whole stronger.

Skills: For bards who plan to spend a lot of
time in dungeons, Climb, Concentration,
Decipher Script, Diplomacy, Hide, Intuit
Direction, Jump, Listen, and Move Silently are
excellent choices. These skills allow you to
deal with hazards common to the dungeon
environment, serve as a scout, and translate
runes that may hold hints to progressing
through the dungeon.

Feats: Since bards cannot wear heavy armor
and reliably cast spells, they should never go
toe-to-toe with the party’s foes. Instead, you
must rely on reach and missile weapons to take
advantage of your good base attack bonus.
Point Blank Shot, Rapid Shot, and Precise Shot
combine to make a bard an excellent archer.
Throw in Weapon Focus for an added punch.
Alternatively, your bard can make use of reach
weapons such as the long spear, glaive, or
spiked chain. While you must use a feat to gain
proficiency with these weapons, they allow you

to hide behind the heavily armored members of

the party and rain blows upon your foes. The
guisarme’s ability to trip foes allows you to
take an opponent out of the fight and give vour
allies a bonus to hit him. Expertise combined
with Improved Trip and Improved Disarm can
turn your bard from a middling fighter into a
critical component in the party’s tactics. While
you disarm and trip the enemy with your pole
arm, the fighter and cleric move in for the kill.

LERIC
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The combat medics of the party, clerics are
expected to fix the damage incurred by fighters
who stumble into traps, rogues who skirt too
close to a melee, and wizards who earn the
attention of a squad of orc archers. While cler-
ics are typically viewed as healers, the “com-
bat™ portion of “combat medic™ should not
be overlooked. They have a good base

attack progression and can wear the heaviest
armors available. Even a cleric who is a poor
warrior can stand at the front lines and draw
attacks away from other characters.

Domains: War is obviously a good choice,
since it allows you to come close to a fighter’s
combat talents at low levels. Do not overlook
the utility of the Healing domain. The addition-
al bonus to cure spells pays off when the party
needs healing. The Magic domain gives you
limited arcane abilities. Invest a few gold
pieces in arcane scrolls and wands and you can
add damaging spells to your repertoire.

Skills: Concentration and Heal are the cleric’s
two most important skills. Concentration
allows you to stand alongside the party’s war-
riors and heal them without losing your spells.
Heal is critically important to preserving char-
acters who fall in battle. Eventually, Scry
becomes important if you wish to use divina-
tions to scout ahead.

Feats: Combat Casting is a great feat for cler-
ics, since it allows them to use cure spells on
fighters who are in melee and make use of
magic that improves AC or provides other
bonuses after the enemy engages the party.
Furthermore, Combat Casting lets you cast
touch spells such as inflict light wounds in
melee. Power Attack and Cleave are underrat-
ed feats for clerics, especially since they have
no base attack bonus prerequisite. A Ist-level
cleric with the War domain can chop through
kobolds, goblins, and even orcs with ease.
Alertness is frequently overlooked as a good
feat for clerics. Combined with their typically
high Wisdom scores, they can serve as sentries
and detect hidden threats even though neither
Listen nor Spot are class skills.

DRUIO

The druid’s ties to nature make him seem like a
poor choice for a dungeon adventure, but his
animal companion’s versatility and his blend of
wizard and cleric spells make him a flexible
spellcaster. In a pinch, a druid can fight along-
side the party’s fighters but his typically poor
AC makes this an option of last resort. Druids
make up for this weakness with animal com-
panions, who sometimes can rival the party’s
fighters in effectiveness.




Animal Companions: Bats work well as
scouts. Since they can see in the dark, you can
send your bat companion forward to find mon-
sters and report back using speak with animals
or similar spells. With their ability to trip oppo-
nents, wolves disrupt your opponents and can
set them up for a devastating attack from a bar-
barian or fighter. For raw fighting ability, bears,
lions, and other big creatures can handle large
numbers of weak monsters. Stock up on spells
that improve your companions’ AC or attacks,
such as magic fang. Animals with the scent
ability make ideal guards, as they can sense the
approach of hidden or invisible creatures.

Skills: Animal Empathy and Handle Animal
improve the druid’s ability to work with his
companions, making them critical skills if you
rely on your animals for help in dungeons. Heal
allows a druid to preserve wounded characters,
an especially important skill if you prefer to
prepare spells other than cures.

Feats: Spell Focus is an overlooked feat for
druids. Since your druid can prepare flaming
sphere and a few other attack spells, this feat

FIGHTER
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improves their efficiency against creatures,
especially at high levels as the monsters” sav-
ing throw bonuses mount. Track fits with the
druid’s skills and can prove useful in dungeons,
as it can reveal what kind and how many crea-
tures lurk in the area. You should avoid melee
because of your druid’s poor AC, so Point
Blank Shot and Precise Shot turn your druid
into a good ranged weapon fighter. Combine
those feats with Quick Draw to make the opti-
mal use of thrown weapons.

The fighter stands at the center of every battle
the party fights. His good hit points, excellent
AC, and many feats make him a skilled, flexi-
ble combatant. A fighter can range from an
expert archer, to a swordmaster, to a spiked '
chain specialist who cleaves through his ene-
mies’ ranks. While fighters lack the flashy abil- l
ities of paladins, barbarians, and rangers. they
can reliably draw on their talents in each and
every battle. Unlike other characters, they /
are not constrained by the limits of using ‘
spells or activating the rage ability. r ’
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Feats: The core talent of fighters, the feats you
choose will define your fighter’s role in the
party. If the group has more than one fighter, it
is a good idea to work together with the other
players to produce a balanced range of abilities.
The following feat chains illustrate some of the
specialties a fighter can take and their strengths
and weaknesses.

The Archer: The archer can lay down a lot of
fire in a short period of time, though when
caught in melee he loses some of his effective-
ness. Take these feats: Point Blank Shot.
Precise Shot, Rapid Shot, Weapon Focus (any
missile weapon), Weapon Specialization, and
Improved Initiative. These feats allow you to
make more attacks with a missile weapon per
round than is possible with a melee weapon
while improving your damage. At close range,
this combination is lethal.
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The Destroyer: Designed to produce a fighter
who can overcome many weaker monsters in a
short period of time, the destroyer wades into
battle outnumbered but never outclassed. Take
these feats: Exotic Weapon Proficiency (spiked
chain), Power Attack, Cleave, Combat
Reflexes, Great Cleave, Weapon Focus (spiked
chain), Dodge, Mobility. Spring Attack.
Expertise, Whirlwind Attack. Stir in a dozen
orcs, and blend to a fine, red mist.

The Eliminator: This feat chain produces a
fighter who excels at neutralizing powerful,
individual monsters. These creatures pose a
tremendous threat to your fighter, as you must
wade into combat against them to allow the rest
of the party to use their abilities. Take the fol-
lowing feats in this order: Expertise, Weapon
Focus, Dodge, Improved Initiative, Improved
Disarm, Improved Trip. Expertise and Dodge
nullify your opponent’s base attack bonus and
help defend you against grapple, swallow, and
improved grab attacks. Improved Disarm and
Trip allow you to wear down an opponent’s
abilities and leave him vulnerable to attacks.

[1lonkK

A monk’s primary features are his ability to
fight without weapons, his mobility, and his
diverse selection of unique magical talents.
While no match for a fighter in direct con-
frontation, the monk is second only to the bard
in his ability to make other combatants perform
better in battle. Monks function best as scouts




and flankers. Their high speed and saving
throws make them ideal for skirting around a
group of monsters to strike at a spellcaster.

Skills: Tumble is perhaps the monk’s most
important skill. Combined with his high speed,
he can move through large groups of beasts to
take up a flanking position, strike at a vulnera-
ble spellcaster, or move past guards with ease.
Hide and Move Silently are useful for similar
reasons, as a monk moving in stealth can main-
tain the same pace of armored fighters and cler-
ics at 3rd level. With the monk’s leap of the
clouds ability, Jump is a must have skill. With
it, he can vault over traps, scale walls in a sin-
gle bound, and jump over monsters.

Feats: The optimal feat chain for a monk is to
take Dodge, Mobility, and Spring Attack.
These three feats play off his high speed and
make him the most maneuverable character in
almost any battle that does not involve flying
creatures. For monks that serve as a fighter.
Power Attack, Cleave, and Weapon Focus all
improve his unarmed strikes. In some cases,
Weapon Finesse vastly improves a monk’s base
attack bonus.

PaLooin

As a mixture of a fighter and cleric, the paladin
stands at the front line while wielding spells
and abilities that can sustain the rest of the
party. Paladins should normally function as
fighters. Their healing abilities nicely comple-
ment a cleric’s talents, but they are not exten-
sive enough to replace them. In a party where a
druid or bard is the party’s primary healer, the
paladin’s talents prove critical.

Paladin’s Mount: One of the stickiest issues
for a paladin in a dungeon is the care and well
being of his mount. Many dungeons are poorly
suited for horses and similar riding creatures.
Generally speaking, it is best to leave a horse in
town or outside of the dungeon guarding the
party’s horses and supplies. For extended dun-
geon expeditions, it is usually a good idea to
hire a few men-at-arms to watch over extra
food, water, and other supplies kept near the
dungeon’s entrance. The horse’s improved
Intelligence and combat abilities make it a
faithful guardian to augment a group of
hirelings. There are some simple tricks to lead-
ing a horse into a dungeon. Spells such as
reduce, levitate, and floating disk can all allow

RANGER

a horse 10 avoid traps and cross pits and other
difficult barriers.

Skills: Since a paladin’s class abilities hinge on
the Charisma score. Diplomacy is his most
vital skill. Like the fighter, he has few skills
that can make a tremendous difference in a
dungeon environment. With Diplomacy, he can
serve as the party’s spokesmen in dealing with
good or neutral creatures or while parlaying
with evil humanoids who could serve as tem-
porary allies.

Feats: Since paladins forge a close bond with a
horse or pony, the logical feat path for them
includes Mounted Combat, Spirited Charge,
Ride-By Attack, and Trample. In dungeons,
these feats are much less useful, but if the
party’s wizard knows the mount spell you can
guarantee that you have a horse for an impor-
tant battle no matter what the conditions.
Otherwise, Weapon Focus, Improved Initiative,
and Leadership, especially when combined
with a paladin’s high Charisma, all aid his com-
bat abilities.

SYHOVIHD) “JUOMILITHD

Like druids, rangers are normally associated
with the outdoors. In a dungeon environment. a
few of their skills lose their utility but their
combination of stealth and combat abilities
makes them well suited as scouts and point
men. Since they favor light armor, they should
try to avoid melee against powerful creatures.
A ranger with a high Strength score could carry
a suit of heavy armor to don before an impor-
tant battle, though he does lose the use of Two-
Weapon Fighting and Ambidexterity. Still, the
improved AC is worth it against giants, out-
siders, and similar foes.

Favored Enemies: In a dungeon environment,
animals, beasts, fey. and plants make for poor
choices as favored enemies. For the other cate-
gories, giants are usually too large to be found
in the deepest dungeon levels, as are dragons.
While much depends on the nature of the cam- |
paign, magical beasts and aberrations are both
good choices. They are vulnerable to the addi-
tional damage a ranger gains and many of them
are intelligent, allowing the bonus to Bluff and

7

Sense Motive to come into play.

Skills: Rangers serve as the party’s eyes
and ears in a dungeon. Their spellcasting
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requires a good Wisdom score. Combined with
ranks in Spot and Listen, they can uncover hid-
den dangers before they threaten the party.
Wilderness Lore is critical for using Track, a
feat that can uncover information on the type,
number, and habits of creatures in a dungeon.
Hide and Move Silently are critical while
scouting, while a few ranks in Heal may also be
useful.

Feats: As rangers can fight with two weapons.
any feat that improves their accuracy helps
compensate for the few penalties they face
when fighting in that manner. Weapon Focus is
a good first choice, particularly if a ranger uses
the same weapon in both hands, such as a short
sword. Dodge can help compensate for wearing
light armor, while Alertness improves his
already solid potential with Spot and Listen.

ROGUE

As scouts and explorers without parallel.
rogues are a critical component to any dungeon
expedition. Their talent with traps makes them
the only characters capable of dealing with
such threats, while their many skills give them
the flexibility to deal with a wide range of dan-
gerous situations. With their sneak attack dam-
age, rogues are the ideal supporting fighters.
Once the party’s warriors engage the monsters,

a rogue can sneak around the enemy to deliver

a devastating series of strikes. However, the
rogue’s light armor and poor hit points force
him to stay on his toes as one powerful attack
can take him out of the fight.

Skills: As the ultimate skill class, rogues have
a lot of options in picking over their talents.
Most rogue skills have some use in the dun-
geon. Disable Device and Search are critical in
dealing with traps, while Search is also impor-
tant in uncovering hidden treasures and secret
doors. Move Silently and Hide allow a rogue to
sneak ahead of the party or surprise an oppo-
nent. Open Lock defeats a common dungeon
barrier and helps win access to closely guarded
treasure. Tumble allows a rogue to slip past his
enemies and gain position for a sneak attack.
Those six skills form the core of the rogue’s
abilities.

While Use Magic Device is only useful at high
levels, a rogue with this skill and a few wands
can serve as a backup spellcaster. Spot and
Listen are good choices if the party other-

wise lacks a sharp watcher, while Diplomacy
and Bluff can prove useful if no one else in the
party can handle negotiations. Escape Artist,
Balance, Climb, Jump, and Swim all serve to
help a rogue escape from trouble spots that may
crop up in a dungeon. Generally, a rogue’s
remaining skills should fill out any glaring
needs among the other characters of the party.

Feats: Rogues face two paths in selecting feats.
Those who wish to participate in melee need
Dodge, Mobility, Spring Attack, and Weapon
Finesse. All of these transform a rogue into a
reasonably competent supporting fighter. For a
rogue who prefers a distant touch, Point Blank
Shot and Precise Shot are critical choices. Like
bards, rogues can also benefit from investing in
a reach weapon that allows them to strike foes
without exposing themselves to return attacks.
However, since rogues rely on flanking oppo-
nents to maximize their damage., reach
weapons lose some of their utility. ldeally a
rogue moves to surround opponents rather than
hide behind the party’s fighters.

SORCERER ANo WIZARY

While these two classes have a distinct
approach to magic, they share enough common
ground that their general approaches to dun-
geons are the same. Bother sorcerers and wiz-
ards have poor AC and few hit points. If they
are caught in melee, monsters of moderate abil-
ity can quickly overwhelm them. Their
strengths lie in their spells, allowing them to
destroy a monster or a large horde of weaker
humanoids with a single incantation.

Spells: A good mix of spells is critical to build-
ing a competent wizard or sorcerer. In the tight
confines of a dungeon, arcane spellcasters must
strike a careful balance between magic that
affects many targets and spells that cripple a
single target. Arcane spells with an area of
effect are often superior to those that harm or
immobilize one target. Normally, a single,
powerful creature has high enough save bonus-
es that it can avoid enchantments and spells
that are negated by a successful save. Against
such opponents, magic that enhances the
party’s fighters and nullifies a monster’s
attacks works better. A fireball or ice storm can
scythe through mobs of orcs, goblins, or ogres.
preventing the creatures from surrounding the
party’s fighters and moving in to attack any
poorly armored or injured characters.




Some of the most useful spells are those that
have only indirect use in combat. As mentioned
above in the paladin advice, mount is a great
way to ensure that a mounted combat specialist
always has a horse nearby. Rope rrick allows
the party to rest and regain spells in relative
safety and is also a nearly foolproof method to
evade pursuit. Bull’s strength and other spells

that increase ability scores for long periods of

time pay off every time the party’s fighter
enters melee against a monster.

Skills: Concentration is critically important to
wizards. It helps ensure that during the most
pressing, desperate circumstances, such as
when an arcane caster is trapped in melee, a
wizard or sorcerer can still use his spells. The
Knowledge skills and Spellcraft also come in
handy when deciphering clues or attempting to
glean evidence from a dungeon’s crumbling
ruins.

Since sorcerers have high Charisma scores,
they should invest cross-class ranks in
Diplomacy. Bluff, and Intimidate. These skills
can come in handy if no one else in the party
has a talent for negotiation. With their high
Intelligence scores, wizards are likely to have
more skill ranks than they need to maintain
their core skills. Invest a few ranks in Hide.
Move Silently, and others skills that function
better for characters who do not wear armor. A
quick Hide check can keep a wizard out of
melee, and since arcane casters cannot wear
armor they can use these skills at their maxi-
mum efficiency.

Feats: Just as Concentration is a critical skill,
Combat Casting is a must have for any sorcer-
er or wizard who expects to be caught in a bat-
tle. Spell Focus is another excellent feat.
Against powerful monsters, every little bit that
boosts a save DC helps. In the long run, item
creation feats provide the party with cheap, dis-
posable magic items. Wands and potions can
spell the difference between victory and defeat.

The metamagic feats are primarily a matter of

taste. Silent Spell and Still Spell work well for

fighters and rogues who take a few levels of

arcane casting ability.

PRESTIGE
CLASSES

C

Dungeons are a common destination for adven-
turers, both because they hold untold treasures
and because they are natural lairs for evil crea-
tures that prefer to evade the sun’s gleaming
light. As such, several sects, schools of magic,
and schools of weapon mastery have arisen to
train adventurers and crusaders to survive in
this environment. The following prestige class-
es are all designed to function at their best in an
underground environment. They represent spe-
cialists and elite orders that concern themselves
with matters relating to dungeons and other
underworld environments,

AVE RANGER.
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Among the dwarves, the cave rangers are
respected as elite scouts, explorers. and war-
riors. When a dwarf stronghold uncovers a pre-
viously unknown passage into a dungeon or
cave complex, the cave rangers invariably form
the vanguard of the effort to map the region and
clear it of orcs, undead, and other threats. Cave
rangers excel at finding their way through sub-
terranean passages. Their keen senses and
years of experience exploring caverns allow
them to accurately predict the layout of dun-
geon passages that lie ahead of them. More
than one dwarf expedition has been led to safe-
ty or prepared for a potential ambush by a cave
ranger who accurately predicted the lay of the
passages around them.

The cave rangers recruit young dwarves who
show promise in their craft. After a short peri-
od of time during which the recruits’ ability to
fight and survive in the subterranean wilds is
sharply tested, the rangers choose which
recruits are worthy of further training. Those
chosen are paired with an elderly cave ranger
who drills the youngster in the cave ranger’s
art. As a final exercise, the prospective ranger
is given a poison that temporarily blinds him
and is taken into a small maze. The ranger must
walk out of the maze in less than a minute.
Those who pass this test are welcomed into

the fold. Those who fail return 10 their pre-
vious lives, though some who exhibit a

tenacious drive to join the cave rangers
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TaBLE 1-1: THE CAVE RANGER.

Base
Class Attack Fort Ref Will

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

may try again if they prove themselves capable
warriors or explorers.

Cave rangers who pass this trial join the elite,
highly respected core of dwarf warriors. In
dwarf holds, these explorers are given their
own separate halls where they rest, train, and
plan their next forays into the deeps. The
rangers tend to be more boisterous, daring, and
outgoing than other dwarves. The long periods
of time they spend away from civilization
makes them more independent and less tradi-
tion-bound than normal. Rangers display odd
clothing for dwarves, adopting the style of
dress found among elves, gray dwarves, drow.
and other races to better blend in with the envi-
ronment.

The cave rangers consider themselves the best
of the best, the toughest a dwarf stronghold has
to offer. Sometimes, this arrogant, daredevil
attitude leads them into confrontations with the
hold’s leaders. “Trying out for the rangers™ is a
dwarf phrase to describe anyone who is odd,
argumentative, or overly arrogant. In some
cases, the dwarves agree to train humans,
gnomes, and even elves in the cave ranger’s art.
When the threat of drow or duergar invasion
forces the surface races to join together in an
alliance, the dwarves grudgingly train outsiders
to become cave rangers. While normally reluc-
tant to reveal their secrets, the dwarves’ great
hatred of the evil humanoid races drives them
to use every weapon at their disposal to defeat
them.

Hit Die: d10.

Special

Dungeon sense 1/day, trap sense
Spelunker

Trap springer

Dungeon sense 2/day

Improved Blind-Fight

Deep tracker, improved dungeon sense
Dungeon sense 3/day

Stone sense

Supreme dungeon sense
Dungeon sense 4/day

REQUIREMENTS
To qualify to become a cave ranger, a character
must fulfill all the following criteria.

Base Attack Bonus +5.

SKills: Listen 8 ranks, Wilderness Lore 8 ranks.
Feat: Blind-Fight,

Special Ability: Stonecunning.

Special: A character who wishes to become a
cave ranger but does not gain stonecunning as
a racial ability may still join this class. At the
DM’s option, a character who adventures in a
dungeon environment or has journeyed under-
ground for an extended period of time may gain
stonecunning by spending a feat selection.

CLASS SKILLS

The cave ranger’s class skills (and the key abil-
ity for each skill) are Climb (Str). Craft (Int).
Disable Device (Int), Escape Artist (Dex).
Handle Animal (Cha), Hide (Dex), Intuit
Direction (Wis), Jump (Str), Listen (Wis),
Move Silently (Dex), Profession (Wis). Search
(Int), Spot (Wis), Swim (Str), Use Rope (Dex),
and Wilderness Lore (Wis).

Skill Points at Each Level: 4 + Int modifier.

CLA8S FEATURES

All of the following are class features of the
cave ranger prestige class.

Weapon and Armor Proficiency: The cave
ranger gains proficiency with all simple
weapons and light and medium armor. Note




that armor check penalties for armor heavier Spelunker: The cave ranger gains a +2 com-
than leather apply to the skills Balance. Climb. petence bonus to Wilderness Lore checks while
Escape Artist, Hide, Jump, Move Silently, Pick underground.

Pocket, and Tumble. Swim checks suffer

a —1 penalty for every 5 pounds Trap Springer (EX): At 4th level, the cave
of armor and equipment car- ranger gains the ability to use the Disable
ried. Device skill to disarm magical traps as per

the rogue character class.

Dungeon Sense (Ex): The
cave ranger’s experience in
exploring  dungeons  and
knowledge of their design allows
him to predict the layout of corri-
dors and chambers that lic ahead of
him. He takes stock of the flow of air,
notes the disbursement of dust in the
area, and draws on his experience to men-
tally map the area. To use this ability, the
cave ranger makes a Wilderness Lore
check. The total result equals the
radius in feet that the cave
ranger can sketch a map that
reflects the dungeon terrain.
For example, a cave
ranger  whose  total

Improved Blind-Fight (Ex): The cave
ranger learns to handle himself in pitch
darkness, as the simplest mishap can

’ leave him blinded in a dungeon’s
depths. When fighting in the dark, he
may check his miss percentage due 1o
concealment before making his first
attack for the round. After seeing
the result of this check, he may
choose to take a different action
for the round such as moving and
then attacking a different target.
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Deep Tracker: While under-
ground, the cave ranger gains
the use of the Track feat. If the
Wilderness Lore result is 25 cave ranger already has the
can draw a map that shows the Sl _ Track feat, he gains a +4 com-
dungeon passages within 25 feet 7 i () petence  bonus  to  his
of his position. The map shows ‘ : Wilderness Lore check when
those areas that the cave ranger tracking.

could reach without leaving the
area covered by his skill check.
The cave ranger can predict the

area beyond normal doors but
not secret ones.

Improved Dungeon Sense
(Ex): When the cave ranger
uses his dungeon sense ability,
double the result of his
Wilderness Lore check.

The cave ranger may use
this ability once
per day at Ist
level, twice at
4th  level,
three times
at 7th
level, and
four times
per day at
10th level.

Stone Sense: The cave
ranger’s innate sense for a
dungeon’s layout and his expe-
rience in exploring subter-
ranean areas give him an
innate ability to spot secret
doors. When a cave ranger
passes within 10 feet of a hid-
den door, he automatically
makes a Search check to notice
its presence.

Trap Sense (Ex):
Cave rangers are
skilled in uncovering

Supreme Dungeon Sense
(Ex): At 9th level, the cave

. \ - . ik
snares, pits, and other traps. ranger triples the result of his
They may find traps that have a Search DC Wilderness Lore check when
greater than 20 as per the rogue class. using his dungeon sense ability.
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EEP DRUIO
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The deep druid belongs to a tiny, secretive cult
that worships the power of elemental earth and
finds comfort in the endless darkness of the
earth’s womb. Deep druids operate in the
underworld much as standard druids do in the
forests, deserts, and plains of the surface world.
Their dedication to the caverns and dungeons
they tend to gamers the attention of the ele-
mental lords of earth, who reward them with
the mark of their favor. Deep druids slowly lose
all color from their skin, hair, and
eyes as they spurn the sun’s rays.
but in return their eyes adjust to
the darkness. With training
and experience, a deep druid
has no need for light of any
sort.

In addition to their abili-
ty to see in the dark,
deep druids nurture

a strong
alliance with the ﬁ,
powers of ele-
mental earth., They
gain the ability to
call upon them as

companions and 7
allies and can /
wildshape  into \

their forms just as v
a standard druid _

can assume the
guise of a mun-
dane animal.

D eep

druids come
from a wide
range of races.
though they are
most commonly

dwarves who [
tend to the J A
mushroom -
)
patches &

and other liv-
ing caverns that provide

dwarven strongholds with their food and water.
In some cases, a deep druid is merely a hermit
from any race who finds solace in a deep cavern.

Some sages theorize that deep druids draw

their powers from the great earth dragon

-

.

(see the earth dragon savant prestige class
below). As the dragon is said to possess the
ability to sunder mountains and flatten cities
should he ever be aroused from his slumber,
many view deep druids as dangerous threats.
Their odd appearance and isolation from soci-
ety has on more than one occasion driven an
over-gager inquisitor to put one of these druids
to death. For this reason, many deep druids
shun civilization. Even good-aligned ones pre-
fer to aid those in need from a distance, keep-
ing to the protective grasp of the darkness to
hide their identity and prevent any possible
pursuit. An adventuring party saved from an
orc ambush or given food and water to help
them survive may credit their luck to a deep
druid’s good deeds.

Hit Die: d8.

REQUIREMENS

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

Skills: Intuit Direction 8
ranks, Wilderness Lore 8
ranks.

Feat: Blind-Fight.
Spells: Ability to pre-
pare and cast 3rd-level
divine spells.

CLa8s SKILLS

The deep druid’s class skills
(and the key ability for each
skill) are Animal Empathy
(Cha), Concentration (Con),
Craft (Int), Diplomacy (Cha),
Handle Animal (Cha), Heal

(Wis), Intuit Direction

(Wis)., Knowledge (nature)

(Int), Profession (Wis),

Scry (Int), Spellcraft (Int),

Swim (Str), and Wildemness
Lore (Wis).

Skill Points at Each Level: 4 + Int
modifier.

CLass FEATURES

All of the following are class features of the
deep druid prestige class.




TABLE 1-2: THE DEEP DRUI0

Base
Class  Attack  Fort Ref Will
Level Bonus Save Save Save

Ist +0) +2 +0 +2
2nd +1 +3 +0 +3
3rd 42 +3 +1 +3
4th +3 +4 +] +4
5th +3 +4 +1 +4
6th +4 =45 +2 ey
7th +5 +5 +2 +5
8th +6 +6 +2 +6
9th +6 +6 +3 +6
10th 57 +7 +3 +7

Weapon and Armor Proficiency: The deep
druid takes up the path of a nature priest. As
such, he incurs the same weapon and armor
restrictions as the druid core character class.
The deep druid gains proficiency with light and
medium armor and all weapons usable by
druids. Note that armor check penalties for
armor heavier than leather apply to the skills
Balance, Climb, Escape Artist, Hide, Jump,
Move Silently, Pick Pocket. and Tumble. Swim
checks suffer a —1 penalty for every 5 pounds
of armor and equipment carried.

Spells per Day: When a new deep druid level
is gained, the character gains new spells per
day as if he had also gained a level in a spell-
casting class he belonged to before adding the
prestige class. He does not, however, gain any
other benefit a character of that class would
have gained, except for an increased effective
level of spellcasting. If a character had more
than one divine spellcasting class before
becoming a deep druid, he must decide to
which class he adds the new level for purposes
of determining spells per day.

Underworld Survivor (Su): The deep druid
draws on the ambient energy of the earth, using
it to fuel his body. While underground, the
druid can survive without food and water. As a
result of this change, the druid’s skin turns an
alabaster white, the color drains from his hair.
and his eyes become a bright pink. This trans-
formation marks the deep druid’s dedication to
the earth and his decision to refute the surface
world.

Special

Spelleasting, underworld survivor
Eyes of the underworld
Wildshape (1/day)

Shadow of the underworld
Wildshape (2/day), underworld denizen
Wildshape (3/day)

Blindsight

Wildshape (4/day)

Elemental companions

Power of the earth
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Eyes of the Underworld (Ex): The deep druid
gains darkvision to a range of 60 fi. If the druid
already possesses this ability, its range extends
by 60 ft. Furthermore the deep druid can see
through magical darkness effects that he cre-
ates using his magic. The druid ignores the
effect of darkness and deeper darkness spells
he casts using his divine or arcane casting abil-
ity, innate racial abilities, or his class features.

Wildshape (Sp): The deep druid gains the abil-
ity to wildshape as the druid core class. He may
use this ability once per day at 3rd, 5th, 6th,
and 8th levels.

Shadow of the Underworld (Sp): If the deep
druid does not have darkness and deeper dark-
ness on his divine spell lists, he may add them
at their cleric spellcasting level. Furthermore,
he may cast darkness three times per day as a
free action.

Underworld Denizen (Su): At 5th level, the
deep druid learns to assume the form of a tho-
qqua using his wild shape ability. He gains all
of the thogqua’s supernatural, extraordinary,
and spell-like abilities. Otherwise, the standard
rules for wild shape apply as normal.

Blindsight (Ex): At 7th level, the deep druid’s
senses merge with the ebb and flow of earth
magic to grant him incredibly keen senses of
smell and hearing. He can ascertain all foes
within 40 feet as a sighted creature would in
magical darkness and other areas where see-
ing, even with darkvision, is impossible.
Beyond that range, the druid treats all tar-
gets as totally concealed.
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The druid is susceptible to sound and scent
based attacks, however, and is affected normal-
ly by loud noises and sonic spells (such as
ghost sound or silence) and overpowering
odors (such as stinking cloud or incense).

Elemental Companions: The deep druid may
use the spell animal friendship to forge a bond
with any creature that has the earth descriptor
attached to its creature type, such as a gargoyle
or thoqqua. Multiply these creatures’ Hit Dice
by 1.5 to determine how many HD worth they
count for purposes of the spell.

Power of the Earth: At 10th level, the deep
druid is infused with the power of the earth. He
may use his wild shape ability to take the form
of any Small, Medium-size, or Large creature
with the earth subtype attached to its creature
type. The druid’s wild shape functions as nor-
mal but he gains the elemental creature’s super-
natural and extraordinary abilitics.

EARTH DRAGON SavAnt

According to fragments of the Codex
Terrastrium, the world is infused with the spir-
it of a great draconic creature whose flesh
forms the earth, its bones the mountains, its
blood the seas. While the codex offers little
more than a few scraps of information concern-
ing this supposed beast, the implications of
such a truth draw many cabalists and seekers of
lost knowledge to study them. If the world is in
fact a single, sentient energy, a spellcaster who
could bind that creature to his will would enjoy
supreme power. With a word. he could level
kingdoms, flatten mountains, boil seas, and
sunder the earth. In many realms, the Codex
Terrastrium is strictly controlled. Copies are
turned over to inquisitors for study or burned
before their knowledge can be used for evil.
Despite these controls, a small number of wiz-
ards and sorcerers delve into the few surviving
manuscripts and attempt to unlock their secrets.
As fewer than two dozen of the codex’s hun-
dreds of pages survive, study of the book
serves as little more than a starting point to
unlocking the mystery of the earth dragon.

An earth dragon savant uses the Codex
Terrastrium to unlock the earth dragon’s
secrets. Through study and experimentation, he
learns that this draconic spirit does indeed
exist, though its power is much diminished
compared to the wild tales that speak of a

world-crushing beast. Instead, the earth dragon
is merely an observer, a passive inhabitant
trapped in this world and content to slumber
through the eons. When the world was young,
the earth dragon was charged by the gods with
forming the earth. Since then, it has slumbered
in vivid, wondrous dreams gifted to it by the
gods in return