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such items have established prices in epic markers

. E
I I t o d u Ctl on magic items include armor, weapons, scrolls, rods, riri

The rules in the Dunceons & Dracons® core rulebooks staffs, and wondrous items. And because epic charactf
are not enough for you. Your game promises more than often find themselves in the presence of artifacts, Chapt
what the rules can contain. Your plots run deeper and 4 includes more artitacts to use in your epic campaig
vour imagination burns stronger. Twenty levels of power Monsters (Chapter 5): Here vou will find monsi
are too few, character options are too limited, and the of sufficient power to challenge, awe, and perhaps e
monsters are too weak. Until now: scare epic characters. Favorites from earlier versionsg

Welcome to the next level of power. the D&D* game include the demilich and the wing

wight. Mostly, new monsters are provided, includi@

WHAT IS AN EP [C many abominations (a new grouping of outsider), [.,15%

s ,} I.J.]'ilg_ﬂ‘l'.l'-i.. giron !_:l'r HU] EIns, Hl'll] crearures hl.'l‘l'ﬂ I.]!ﬂ,"l,,ﬂ'n .
C H P\. RAC E R H nightmare. A few templates such as the paragon are

Put plainly, an epic character is one who has achieved provided so you can create epic monsters from th
215t character level, Though the Players Handbook lesser kin in the Monster Manual and other sources,
describes character progression up to 20th level, legend An Epic Setting (Chapter 6): To helpstartupane
and literature are replete with heroes and villains who campaign, you'll find epic organizations that develop
have gone beyvond normal limits. Now your character prestige classes from Chapter 1; the city of Union, wh ;
gets 1o join them and assume a role in legend. provides a base of operations; an adventure starting

the city; and several other adventure ideas.

Appendices: If you include epic rules in your g
WM vou'll want the 1'5u1'1pl:3'_n'vr characters (NPCs) E'mmj.

This book gives you evervthing you need to create and campaign to be likewise enhanced. That's why we
play epic characters, including epic items, epic spells, done the work for you and provided versions of &
and even epic foes. 1t fearures the following chaprers: illustrious figures as Elminster (from the Forcor
Characters, Skills, and Feats (Chapter 1): This chap- REALMS campaign setting) and Mordenkainen (from
ter provides instructions for developing epic progressions GREYHAWE campaign setting) in all their epic level gl
for nearly any class or prestige class. It also provides spe- Finally, NPCs from all the classes in the Player’s Hand
cific epic progressions for the classes in the Player's Hand- are provided from levels 21st to 30th in the style of
book, as well as the prestige classes found in the Dusceon NPCs in Chapter 2 of the Dunceon MAsTERS Guide.

Master’s Guide and the psion and psychic warrior from the L .
Psionics Handbook. Chapter 1 also reveals epic tasks formany  WHAT S NEW?

of the skills in the Player’s Handbook, offering skill check There's no ceiling to the levels you can attain anym
Ditficulty Classes (DCs) only an epic character could hope and no limits on the power of the foes you face, Yo
to make. Finally, Chapter 1 provides more than 150 new find enough feats, spells, items, and abilities 1o prov
epic leats—enough feats to provide well over one hun- endless play. Now no matter how good your char
dred levels of advancement for any character. gets, there's always something more. There's someth
Epic Spells (Chapter 2): Chapter 2 reveals how 1o more for your character to strive for, and somethi
leave the standard levels of magical power behind and more to stand in your way.
begin to cast epic spells. A few dozen epic spells are pro- That said, you'll find a lot of the Epic Level Handl
vided as a sample, but Chapter 2 gives player characters tamiliar. Epic feats work like regular feats, and ¢
(PCs) the ability to create their own epic spells. Sample magic items work like their more ordinary counterpa
epic spells include damnation, time duplicate, eidolon, and They're just better. Likewise, the experience and rrea
combingen! resurrechion, tables look like the ones you're already using. The bigg
Running an Epic Game (Chapter 3): This chapter departure from the D&D rules you're familiar with is
discusses how epic characters and creatures can best be Spell Seeds section in Chapter 2
handled in the game. Advice ranges from specifics such If you've played high-level rules for previous editi
as information on walls of epic strength to general tips on of the D&D game, you may notice a few elements f
how to structure your campaign and handle characters previous systems, Most notably, the section on e
who accumulate significant wealth. The Encounters and spells was inspired in part by true dweomers in the B
Rewards sections provide tables tor constructing epic Level Handbook. D&D is such a viral, resilient, and ve
encounters and awarding experience points to characters tile system that we discovered that we could go fun
who overcome the epic challenges you set for them, than we ever could betore. The rules inherent to
Epic Magic Items (Chapter 4): The difference D&D game provide the essential ballast for the Epi
between epic magic items and artifacts is that artifacts are Handbook, ensuring balance no matter how wild or ¢
unique items generated by a one-of-a-kind event or forg- the epic abilities become.
ing. Many epic magic items are just as powerful as arui- Do not fear the Epic Level Handbook. Rather, embrace

facts, but epic characters know how 1o make them, and and all the power it offers.
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‘aba :-'ii";.!ga. Condli'thé Barbarian. Cu l’.‘ihufa'i.: Iy 21st level? ?-;un:u Iluﬁ};mn Masters { DMs) might
Elminstdr of SHadowdale. Elric of Melnibd 13 simply allow a character to reach 21st level by gain-
| and the'Gray Mouser. Gandalf, L:iﬁﬁm_-n;:h. ing the 210,000 XP indicsred on Table—2: Experi-
Hid .ﬂﬁ_i?ﬂj}'ﬁﬂtllﬂ.j_ 4 AR ence apd Lével Deperdent Benefits However,
T _ céfn%_haﬁﬁ of power. Names/of glory) = ' this option may be' tdo mafiding for some players
el L rf*.::';' - Ak and DMs, who prefer thar the transition to epic

M“*E“”e“ﬁh;ﬂﬁﬂ 1agicters: heroas gaming be accompanied by asuitable event such
=T

-

e guntﬁéwﬁﬁiﬁhe néry aits 0bskill, battle as a holy quest, series of tests, or similar great
prowess, and magieal mighe-Wehilestill mortal beings, challenge. Chapter 3: Runningan Epic Game has
thesq Individals = and those like them—wield powers moré information on this topic.

i ther charactets (Bwen 20th-level ones) can unij,j_“‘, W
dr "Em. UN " CLASS AND LEVEL BONUSES
racters gffcastspells thar kill withowra gefrure Regardless of the methoed by which you

sound, wield their weapons so siipetbly fhar whole achieve 2151 level, ance you reach that point
tey o emulate their technigueg{ship into and but (' voware considered an epic chatacter. Epic
_dfimpenetrable fortresses, challenge a gotls moral authior- CSpeliamgters——those whose character level is
ityand write songs that will be sung ¢ thousahd yedrs "‘,!--.:12-:':5_ t higher—are handled slightly differ-
.. hence. Epic characters set their feerfupaie the Emd ﬁ!f I Entl from nongpic characters. While you

omnipotence. Given time, they rival the poy cantinud o gain most of the benefits of gain-

ANO ¥31LdVHD

This book is abourt those powers, and now your char- ing levels, some benefirs are replaced by
acter can do more than dream about Thﬂh' alternative gains.
, Despite the20th-level limit indicated in
/ 1 the Player's Handbook, vou can advance a class
O level beyond 20th byswusing the rules in this
When a character reaches 20th level, your normal pro- book! You can also advance the class level of 2
gression ends. However, this is by no means the end of ten-level prestige class (such as those pre- ‘
the character’s career But how can a charicter achieve sented in the ]-'_':I|'\;._I_||'|~q_.li|.i_.-.||,,-i-;{'-; Guide) ;

3




beyond 10th level, but only if your character level is
already 20th or higher. You cannot advance the class
|.E""|'L'! l:}i. H IL'I:I.E'.S “'i'll-l !.I:'T'-'f"l' !h:in [en ]I.:"'«"t‘["ﬁ EJI’."{.""T:ILI ll'!l:
maximum described for that class, regardless of vour
character level.

Epic Save Bonus: Your base save bonus does not in-
LlEd8E ;I::-‘ L0 YL I'.'!'l.ﬂrﬂi:‘l.l.'."r ]L‘"-'L'] Tl.'i‘l':,']]l'h 2 i'l. 1 h.""a"-'l'."h't'f.
you do receive a cumulative +1 epic bonus on all saving
throws at every even-numbered level beyond 20th, as
shown on Table 1-1: Epic Save and Epic Attack Bonuses.
It other words, vou have a +1 epic bonus on all saving
throws at 22nd level, a +2 epic bonus on all saving throws
at 24th level, and so on. To quality for any feat that
requires a minimum base save bonus, use the sum of vour
base save bonus and epic save bonus,

Epic Attack Bonus: Similarly, your base artack bonus
does not increase atter vour character level reaches 20th.
However, you do receive a cumulative +1 epic bonus on
all attacks at every odd-numbered level bevond 20th, as
shown on Table 1-1: Epic Save and Epic Attack Bonuses.
To qualify for any fear that requires a minimum base
attack bonus, use the sum of your base attack bonus and
epic attack bonus.

Experience Points: This column on Table 1-2:
Experience and Level-Dependent Benefirs shows the
experience point total needed to achieve a given char-
acter level. For multiclass characters, experience
points determine overall character level, not individual
class levels.

Though Table 1-2 only shows experience point rotals
through 30th level, vou can easily calculate the expen-
ence points needed to reach 315t level and higher. Simply
add your current level times 1,000 XP to the experience
points required for your current level. For instance,
reaching 31st level would require an additional 30 x

BEHIND THE CURTAIN: EPIC LEVELS AND
PRESTIGE CLASSES

These rules allow you to go beyond the normal level limit in a
prestige class, but only if it is a ten-level class. Why can't you
add levels to a prestige class with fewer than ten levels?

It's Too Easy: Maxing out a ten-level prestige class takes a lot
of time and effort, detracting significantly from your pursuit of
the Plaper's Handbook classes. If you could gain additional
levels in a prestige class with only five levels, for instance, you
haven't taken more than a short detour from your main class
or classes,

It's Not Significant Enough: Characters with ten levels in the
blackguard prestige class undoubtedly think of themselves
as blackguards, regardless of the fact that they also have ten
levels in one or more other classes. If you've taken fewer than
ten levels in a prestige class, those levels represent a smaller
fraction of your character's identity.

It's Hard to Build an Epic Progression: With only a few levels
to guide you, it's hard to determine what an appropriate
progression of class features would be tor the class. The rate of

1,000 XP (or 30,000 XP), taking the character’s XP ol
from 435,000 to 465,000,

Class Skill Max Ranks: The maximum number of
ranks a character can have in a class skill is equal to his o
her character level +3.

Cross-Class Skill Max Ranks: For cross-class skill:
(skills neither associated with nor forbidden 1o the char
acter’s class), the maximum number of ranis is one-half
the maximum for a class skill.

Feats: Every character gains one feat (which may be an
&PIC OF nonepic tear at the ]:-J;Lyu:r':t choice) at every lavel
divisible by three (21st, 24th, 27th, and so on). These feats
are in addition to any bonus feats granted in the class
descriptions later in this chaprer.

Ability Increases: Upon gaining any level divisible by
tour (20th, 24ch, 28th, and so on), a character increases
one of his or her ability scores by 1 point. The player
chooses which ability score to improve.

For multiclass characters, feats and ability increases
are gained according to character level, not class level
Thus, a 13th-level wizard/11th-level fighter is a 24th
level character and eligible for both a feat and an ability
score increase

TaeLe 1-1: Epic SAVE AND Epic ATTack BoNUSES

Character Epic Save Epic Attack
Level Bonus Bonus
215t +0 +1
22nd +1 +1
23rd +1 +2
24th +2 42
25th +2 43
26th 3 3
27N +3 +44
28th +4 +4
29th +4 +5
30th +5 45

improvement of a special ability might be too fast to extrapo-
late over an infinite number of levels, or there might simply be
too few class features to build & unigue epic progression. Epic
class progressions are described later in the chapter.

That said. if your DM wants to allow a character to gain epic
levels in a prestige class with fewer than ten levels in its progres-
sion, that's okay. Work together with your DM to create an epic
progression for the class (see the Behind the Curtain: Building
an Epic Progression sidebar later in this chapter).

NO LIMITS

Although most of the tables in this book only show infarma-
tion up to a certain level (oftten 30th), that level is by no means
the limit of a character's advancement. Because of space
limitations, we generally show advancement only ten levels
beyond what's given in the Player's Handbook. Once you've
read this chapter, you should know how to calculate the
proper va ues for levels beyond those shown on the tables.
You can generally assume that any patterns on a particular
table continue infinitely.




Tante 1-2: EXPERIENCE AND LEVEL-DEPENDENT BENEFITS

Class Cross-Class
Character Skill Max  Skill Max H.bilil;r
Level XP Ranks Ranks Feats Increases
Mh 190,000 23 112 - 5th
215t 210,000 24 12 Bth® —_
Ind 231,000 325 1212 — —
1ird 253 000 26 13 —_— -
Jith 276,000 Fi 1312 Oty Gith
fatl] 300,000 2B 14 - —
¥h 325000 29 W 2 e =
2hh 351,000 30 15 10th=
Mh 378000 N 1512 — Tth
h 406,000 32 16 —_— -
Wh 435,000 33 161/2  1ithe —
+1 #1,000 +1 #1f2 +1*"perd +1 per 4

current level
*fou can choose an epic feat or a nonepic feat.

LLASS FEATURES

Because the Player's Handbook only contains information

on advancement up to 20th level in any class, this book

expands each class’s progression of class features beyond
20th level. In addition, this book presents an expanded
advancement for each of the prestige classes presented in
the Dunceon MasTer's Guide

Many, bur not all, class features continue to accumulate
after 20th level. The following guidelines describe how
the epic class progressions in this section work.

* As noted earlier, vour base save bonuses and base artack
bonus don't increase after 20th level. Thus, there are no
columns for base save bonuses or base artack bonuses
tor these classes. Instead, use Table 1-1: Epic Save and
Epic Attack Bonuses to determine the character’s epic
bonus on saving throws and attacks.

BEHIND THE CURTAIN: A LIMIT TO ATTACKS
1 AND SAVES
Why don't base attack bonus and bate save bonus increase
after 20th level? Ultimately, these are game play issues

If base attack bonuses continued to increase, every charac-
ter would eventually have so many attacks per round that the
game would slow to a crawl. What's worse, only the first few
attacks would be significant, because the drop-off in attack
bonuses means that later attacks have almost no chance to
hit. For this reason, the rules establish a cap on a character's
base attack bonus, because the base attack bonus determines
the number of attacks per round a character can make, After
dlth level, your base attack bonus never improves. You gain
#pic and other bonuses to your attack roll, but these don't ever
increase your base attack bonus and thus never grant you
additional attacks.

This limit doesn’t apply to the base attack bonus derived
'Wf strictly from a monster's Hit Dice. For instance, a titan with 21
thHD' using the monster advancement rules in the Monster
jef Monual has a base attack bonus of +21. Thus, another cap
sl exists: A high base attack bonus never grants a creature more
than four attacks with any given weapon using the full attack

VR S 2

I V. . S

-a.-

&

* You continue to gain Hit Dice and skill points as normal
beyond 20th level.

* Generally speaking, any class feature that uses your
class level as part of a mathematical formula, such as a
paladin’s lay on hands ability, the Difficulty Class (DC)
to resist a monk's stunning fist attack, or a bard's bardic
knowledge check, continues to increase using your
class level in the formula. A 22nd-level paladin with a
Charisma of 20 (+5 bonus) can use lay on hands for (22
¥ §) 110 hit points per day. The DC to resist a 24th-
level monk's stunning artack would be 10 + 12 (half
the monk’s level) + Wisdom modifier. A 30th-level
bard would add +30 (plus his Intelligence modifier) to
bardic knowledge checks.

Any prestige class teature that calculates a save DC
using the class level (such as the assassin's death
attack) should add only half the characters class
levels above 10th. Thus, the death artack of a 24th-
level assassin with an Intelligence of 18 (+4 bonus)
would have a save DC of 31: 10 (base) + 4 (Int) + 10
(first ten class levels) + 7 (fourteen class levels
beyond 10th at 1/2 per level).

* For spellcasters, vour caster level continues to
increase after 20th level Thus, a 23rd-level wizard
casts as a 23rd-level characrer, while a 24th-level
paladin's caster level is 12th (one-half her class level).
However, your spells per day don't increase after 20th
level. The only way to gain additional spells per day
(other than the bonus spells gained from a high abil-
ity score) is to select the Improved Spell Capacity
epic teat

* The powers of familiars, special mounts, and fiendish
servants continue to increase as their masters gain levels.

option. Other effects (such as haste, certain feats, and class
abilities such as the monk's special unarmed attack progres-
sion) may grant additional actions or attacks that exceed this
limit. But regardless of how high a creature’s base attack
bBonus gets, it can never make more than four attacks with that
weapon using a full attack action

The limit to the base saving throw bonuses is also a game
play issue. Because saving throw bonuses progress at different
rates (“higher” versus “lower” saves), the difference between a
character's base save bonuses will eventually grow so great
that two different situations with the same save DC would
present two threats of wildly differing magnitude. The differ-
ence between the higher and lower saving throw bonuses for a
60th-level character, for example, is 12 points {+32 versus +20).
Add In the bonuses from high ability scores and magic items
that a character probably has, and you can expect the gap to
widen further. This leads to situations where a character might
succeed at a given Fortitude save with a die roll of 2 or higher,
but might require a roll of 20 to succeed at a Reflex save
against the same DC. For this reason, base save bonuses don't
increase after 20th level, although the epic save bonus
increases at a fived rate for all epic characters.




» Any class features that increase or accumulare as part
of a repeated partern {such as a rogue’s sneak arrack or
the number of times per day a barbarian can rage)
also continue to increase or accumulate after 20th
level at the same rate. A 27th-level rogue adds <14dé
damage to her sneak artacks. A 32nd-level barbarian
can rage nine times per day. An exception to this rule
is any bonus fear granted as a class feature. If you ger
bonus feats as part of a class feature (such as the feats
gained by fighters and wizards}, these do not increase
with epic [1:1-\.]:-, Instead, these classes
get bonus feats at a different rate
(described in each class below!.

» In addirion to the class features rerained
trom nonepic levels, each class gaing a bonus
feat every two, three, four, or five levels after
20th. This augments each class’s progression
of class features, because nor all classes
otherwise improve class teatures atter
20th level. You must
select these feats from
the list of bonus feats for
that class, much like the
nonepic fighter selects his
bonus fears from the specific
list in the Player's Handbook. These
bonus feats are in addition to the
tear that every character gets
LVEDY |]'l'|'1_'.|,,: ]L"'\.":"[:';-
(as per Table 1-2:
Experience and Level-
Dependent Benetits).
You aren't limited to selecting
from your class list when vou select
fears from Table 1-2

* You don't gain any new class teatures,
i'.li.‘l:‘::lr.l"ﬁ-‘L' [I.-l{"'l't‘ ::.1'1.'|'II1 d11y It
features described for these levels.
Class fearures with a progression
that slows or stops before 20th
level (such as the monk’s
unarmed u.i:lrn.'lgc'- and teatures
that have a limited list of options
(such as the rogues special abilities)
do not improve as you gain epic levels.
Likewise, clase features that are L’;‘lihvd L1n|'g.'
at a single level (such as a barbarian's fast movement)
do not improve.

Adding a Second ["I 155
When vour single-class epic character gains a level, you
may choose to increase the level of vour current class or
pick up a new class at 1st level. The standard rules for
multiclass characters in the Player’s Handbook sti
but epic characters must keep in mind the rules for
epic advancement.

The epic characrer gains all the 1st-level class skills,
weapon proficiency, armor proticiency, spells, and other

class teatures of the new class, as well as a Hit Die of the
appropriate type, In addition, the characte
skill points from the new class. Just as with standard mul-
ticlassing, adding the second class does not confer some
of the benelits tor a 1st-level character, including maxi-
mum hit points from the first Hir Die, quadruple the per-
level skill points, starting equipment, starting gold, or an
animal companion.

An epic character does not gain the base artack
bonuses and base save bonuses normally pmud when
:tddm; a second elass, Instead, an ¢ pic charae-
ter uses the epic atrack bonus and epic save
bonus progression shown on Table 1-1: Epic

Save and Epic Attack Bonus. When-
= ever an epic character is allowed 1o
pick up a feat as part of character level
advancement, he can choose either 2

nonepic feat or an epic teat (see Table
1-2; Experience and Level-Diepen-
dent Benefits). All class descriptions
provide a list of bonus feats thar
characters must choose from
When you have to choose trom a
list of borus feats in vour second
class, you can also choose

trom the bonus epic

feats described for each
specific class below

E—"[l' I]1.r. 1.Ibl:.||

EPIC BARBARIAN
The epic barbarian is a terror to
behold. The very incarnation of rage, this
furious warrior can cut his opponents to
ribbons with awe-inspiring ease.

Focus on increasing thie power of your
rage while picking up other feats thar boost
your overall damage-dealing (and
damage-resisting) power. Chaotic
Rage, Thundering Rage, and
other rage-boosting fears are
tailor-made for the epic
barbarian. Epic Tough-
ness, Damage Reduc-
tion, and Fast Healing
.'I:|.|.l."1."- ol O Coniinue {lh_\_]'l.[”'.lh_
long after others have dropped

dead, while the leaps of a barbarian with Legendary
Leaper are truly stupendous.

Ability increases should go into Strength and Consti-
tution, unless vou need ability boosts to quality for
other fears.

Other Options: Consider selecting feats from the
Power Attack feat path, eventually taking Devastating
Strike. If your saves are poor, think about Epic Resis-
tance, Spell Resistance, or Energy Resistance. And if
vou really w ning barbarian, Blinding Speed
is the way to go

Hit Die: d12.




TasLE 1-3: THE Epic BARBARIAN

i Put most lIJ-:m'I[ all your .'|l-1E||:.' increases in Charisma,
Foxal Special because .'rh-.m- the key to most of your powers. Of course,
715t (0] an occasional boost to Dexterity or Intelligence is never a
Lind Uncanny dodge (+5 against traps) bad idea.
23rd Damage reduction 5/- Other Options: If you already have combat-related
24th Rage 7/day, bonus feat feats such as Weapon Focus or Point Blank Shot, consider
25th Uncanny dodge (+6 against traps) picking up the epic feats that use them as prerequisites.
ig:: E_mmag-: reduction 6/ Improved Spell Capacity lets you work vour way toward
28th Uncanny dodge (+7 against traps), bonus feat 4[|1-Frv:l[ spells l_:tn.d that in turn allows access to the auto-
20th Damage reduction 7/- matic metamagic feats).
30th — Hit Die: de.

Skill Points at Fach Additional Level: 4 « Int modifier
Skill Points at Each Additional Level: 4 + Int modifier. Spells: The bard's caster level is equal to his class level

Barbarian Rage: The epic barbarian gains one use of
rage per day every four levels after 20th (24th, 28th.
32nd, and so on

Uncanny Dodge: The bonus on the bar-
barian’s saving throws against [raps
increases by +1 every three levels
above 19th (22nd, 25th, and 5o on),

Damage Reduction: The
epic barbarian’s damage reduc-
tion increases by 1 point
every three levels above
20th (23rd, 26th, 29th,
and o on)

Bonus Feats: The epic
barbarian gains a bonus
feat (selected from the list
of epic barbarian bonus
teats) every four levels
after 20th (24th, 28th,
32nd, and so on),

Epic Barbarian Bonus
Feal List: Armor Skin, ~ ¥
Chaotic Rage, Damage Re-
duction, Devastating Critical,
Dire Charge, Epic Endurance,
Epic Prowess, Epic Speed, Epic
Toughness, Epic Weapon Focus,
Fast Healing, Incite Rage, Leg- "\
endary Climber, Legendary Leaper, '--. .
Legendary Rider, Legendary Tracker, e
Legendary Wrestler, Mighty Rage, Over-

The bard's number of spells per day does not
increase after 20th level. The bard does not learn
additional spells unless he selects the Spell
Knowledge feat (see the Fears section below),

Bardic Music: The bard gains no new bardic
music effects from his Perform ranks. However,
he may select epic feats that grant new bardic
music effects (see the Bonus Fears section

below),

Bardic Knowledge: Add the bard's class

level + Intelligence modifier to all bardic
knowledge checks, as normal.
Bonus Feats: The epic bard gains a bonus
feat (selected from the
list of epic bard bonus
 feats) every three levels
after 20th.

Epic Bard Bonus Feal List: Aug-
mented Alchemy, Deafening
. song, Epic Inspiration, Epic Lead-
R ership, Epic Repuration, Epic Skill
S Focus, Group Inspiration, Hinder-
N,  ing Song, Improved Combat
i : .. Casting, Improved Mera-
";:E ‘_. s N \;,\L::,ﬂmagir. Improved Spell

Y- k ] 2
peae. 1Y i o ]

Capacity, Inspire Excel-

' lence, Lasting Inspira-

tion, Master Staff, Master

Wand, Music of the Gods,
Permanent Emanation, Polyglot,
Ranged Inspiration, Rapid Inspiration,

whelming Critical, Ruinous Rage, Terrifving Reactive Countersong, Spell Knowledge, Spell
Rage, Thundering Rage stowaway, Spell Opportunity, Tenacious Magic.
l
PIC BARD TABLE 1-4: THE Epic BARD
§ The epic bard's music can move even the cruelest, most Bard :
: : ; | Lewel Special
soulless creature, or inspire his allies to the heights of 27st -y
pawer and h_l':l-.'ur\'. _ 22nd .
§  Firstand foremost, you must focus on improving your 23rd Bonus feat
gpic bards ability to perform his bardic music, Epic skill 24th
Focus (Perform) is the obvious choice, but Lasting Inspi- 25th =
ftion and Inspire Excellence are crucial as well, Gaining ig': Bonus feat
$additional spellcasting abiliry is useful. Don' forger that zﬂ-:a. —
',"Clll” t[]” ]"r.' in |_‘._1!-n'|~_.‘-|[ FroviTy fime [0 fme, so L]-,,n: i:l!-"}“._ E?[h —— fgat
855 is 1 good selecrion 30th
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EPIC CLERIC

In a typical world, the epic cleric stands as one of his deiry's
most elite servants. In an adventuring party, he must also
stand as the solid center of the group, providing power and
assistance to his companions.

Like most spellcasters, you should consider improving
vour spellcasting ability ar regular intervals. Epic Spell-
casting is a must, and metamagic fears help fill your
higher-level spell slots, Think strongly abour increasing
your turning abiliry as well, such as with Planar Turning,
Epic Skill Focus (Diplomacy) can help you changs ene-
mies into allies

Your Wisdom controls your spellcasting
power, so thats where you should put vour abil
ity increases, Charisma is a reasonable second
option, particularly if vou use your turning or
rebuking powers frequently.

Other Options: A combat-oriented
cleric can look to Epic Weapon Focus, 4
Epic Toughness, and Armor Skin to
enhance his fighting capability, Effi-
cient Item Creation can help vou 44
pump out powerful magic items
at an increased rate. If your
cleric rebukes undead rather
than turning them, he should §
consider Undead Mastery %
and Zone of Animarion.

Hit Die: ds.

Skill Points at Each
Additional Level: 2 + Int
moditier.

Spells: The cleric’s
caster level is equal to his
class level. The clerie’s |
number of spells per day |
does not increase after
20th level. L

Turn or Rebuke Un-
dead: Use the cleric’s class
level 1o determine the most
powerful undead affected
by a turn or rebuke check
and rthe turning damage,
just as normal.

Bonus Feats: The epic
cleric gains a bonus feat (selected
from the list of epic cleric bonus feats) every three levels
after 20th.

Epic Cleric Bonus Feat List: Armor Skin, Automatic
Quicken Spell, Automatic Silent Spell, Automatic Still
Spell, Bonus Domain, Enhance Spell, Epic Spell Focus,
Epic Spell Penerrarion, Epic Spellcasting, Ignore Mate-
rial Components, Improved Alignment-Based Casting,
Improved Combat Casting, Improved Heighten Spell,
Improved Meramagic, Improved Spell Capacity, Inten-
sity Spell, Multispell, Negative Energy Burst, Perma-
nent Emanation, Planar Turning, Positive Energy Aura,

-~ T
f

Spectral Strike, Spell Stowaway, Spell Opportunity,
Spontaneous Domain Access, Spontaneous Spell, Tena-
cious Magic, Undead Mastery, Zone of Animation.

TaBLE 1-5: THE Epic CLERIC
Cleric
Level Special
215t —
22nd —
23rd Bonus feat
24th —
25th —_
26th Bonus feat
27th —
28th —
29th Bonus feat
30th —

® EPIC DRUID

», The epic druid is a mighty symbol of the power
: / of the natural world, able to focus the primal
e, forces of the elements to do her bidding,

Take Improved Spell Capacity to gain
T higher-level spell slots. Broaden your wild
{ shape horizons by picking up Beast Shape,
Improved Elemental wild Shape, and other
,  wild fears. To improve your ability te cast
o spells while in another form, focus on the
il Auromatic Still Spell and Ignore Material
Components feats (or pick up Improved
Metamagic).
e Boost your Wisdom to

improve your spellcasting
power. Most other abilities are rea-
\ sonable second choices, but they all pale

| Qushlu Wisdom.
3 Other Options: If you don't

.rl‘ care about spellcasting while in
\
O

/X wild shape, consider picking up
Y different metamagic fears, such as
|;_ Automatic Quicken Spell. Weapon
k- Focus (claw) and Epic Wezpon
Focus (claw) can apply to the nat-
ural attacks of a wide variety of
wild shapes.
Hit Die: d&.
Skill Points at Each Addi-
tional Level: 4 + Int modifier.

TagLE 1-6: THE Epic DRUID

Druid

Level Special

215t —

22nd Wild shape 7/day
23rd ==

2éth Bonus feat

25th —

26th Wild shape B/day
27th —

28th Bonus feat

29th -

i0th Wild shape 9/day




Spells: The druid's
CASIET ]‘l"'.'l.'l s l.‘li.!ll..'ll [ ._'!
her class level. The
druid’s number of
spells per day does L
pot increase afrer
Jur'n level

Animal Companion:
The druid may have a max-
imum number of animal
companions equal to twice
her class level, as normal:  [%s

Wild Shape: The epic
driid can use this ability
to take the form of an

fighter who forgets to pick up defensive abilities may
not live to regret it. Think abour Epic Toughness and
Armor Skin (or Damage Reduction and
Fast Healing if you meet the prerequi
sites). Because your saving throws, par-
ticularly against most spells, are your
weak point, consider Spell Resistance
and Epic Resistance.

Strength is the ability score you
b should increase, though you should
, : boost Dexterity if vou favor ranged

-

combat. Extra hit points alwavs 51:=]p.
so Constitution is a good occasional
choice as well.

Other Options: The fighrer
animal one additional who focuses on ranged weapons
time per day every four . 1 can ignore a little defense in
levelsafter 18th(22nd, &8 5 LU favor of offensive feats such as
26th, and so on). 48 i, o . Uncanny Accuracy and Hail of
Note that 4 : '
an epic
druid gains the ex-

Arrows. You might also consider
MR pursuing the Dodge and Exper-
tise teat progressions it you've
previously disdained rthem.
Evenrually you can gain Im-
proved Whirlwind Arrack.
Hit Die: d10.
Skill Points ar Each Addi-
tional Level: 2 + Int modiher.
epic druid gains a Bonus Feats: The epic
bonus feat (selected from the list of epic druid bonus tighter gains a bonus fear (selected from the
feats) every four levels after 20th list of epic fighter bonus fears) every two levels
Epic Dvuid Bonus Feat List: Automatic Quicken Spell after 20th
Automatic Silent Spell, Automatic Still Spell, Beast Epic Fighter Bonus
Companion, Beast Shape, Colossal Wild Shape, Diminu-
tve Wild Shape, Dragon Shape, Energy Resistance, En-
hance Spell, Epic Spell Focus, Epic Spell Penetration,
Epic Spellcasting, Fast Healing, Fine Wild Shape, Gar-
gantuan Wild Shape, Ignore Material Components, Im-
proved Combat Casting, Improved Elemental wild
Shape, Improved Heighten Spell, Improved Metamagic,
Improved Spell Capacity, Intensity
B Spell, Magical Beast Shape, Multi-
spell, Perfect Health, Permanent
Emanation, Plant 5]1.:]1-:, !'-'-p:r!]
$ Stowaway, Spell Opportuniry,
Spontaneous Spell, Tenacious
Magic, Vermin Shape

EPIC FIGHTER
The epic fighter is a combat
machine, a master of more bartle
maneuvers than any other character in the
game. More than a mere sword-swinger, the
epic figh[cl' knows how to best his opponents
in any arena.

Like the class name says, you're all abour fight
ing, so there's no point in ignoring Epic Weapon Focus
and Epic Weapon Specialization. However, the epic

traordinary abili-
ties of whatever

creafure s - ’ '
bec cmes. . e Ly W
Bonus e . ! _ I i

i [

Feats: The

Feal Lisl: Armor
Skin, Com-
bat Archery,




TagLe 1-7: THE Epic FIGHTER

-
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Fighter

Level Special
215t —

22nd Bonus feat
23rd -

2éth Bonus feat
25th —_

26th Bonus feat
27th —

28th Bonus feat
20th —

30th Bonus feat

Damage Reduction, Devastating Critical, Dire
Charge, Distant Shor, Epic Endurance, Epic
Leadership, Epic Prowess, Epic Toughness, Epic
Weapon Focus, Epic Weapon Specialization,
Exceptional Deflection, Improved Combar
Retlexes, Improved Manyshot, Improved
stunning Fist, Improved Whirl-

wind Attack, Infinite De-
tlection, Instant Reload,
Legendary Commander,
Legendary Rider, Leg-
endary Wrestler, Over-
'.‘p'hr_']ﬂ‘.-ihg Critical, Pene-
trate Damage Reduction,
Pertect Two-Weapon Fight-
ing, Retlect Arrows, Spellcasting
Harrier, Storm of Throws, Supe-
rior Initiative, Swarm of
Arrows, Two-Weapon Rend,
Uncanny Accuracy.

In addition to the feats on
this list, the fighter may treat
any fear designarted as a fighter
bonus feat, but not listed here, as
being on his bonus feat list.

PIC MONK

The epic monk has achieved
an inner tranguility thar lesser
characters can't even dream of.
Her speed, power, grace, and
torce of will are unmatched by
mortal beings.

Your epic monk has a wide vari-
ety of options available to her, so it's
best for vou to focus on a few areas of
improvement, at least early in your epic
career. Improved Ki Strike means you don't have to
rely on anything other than your fists and feer to
damage creatures, while defensive fears such as
Exceptional Deflection, Armor Skin, Damage Reduc-
tion, and Fast Healing allow you to stick around longer
in a fight. Improved Stunning Fist and Keen Srtrike
make your unarmed attacks truly epic in nature, and
the maneuverability provided by Blinding Speed is
prefty awesome,

The only ability scores you shouldnt worry abour
boosting are Intelligence and Charisma, unless you're
playing a very atypical monk. Wisdom, Dexterity,
Strength, and Constitution are all viable places to put
your ability increases,

Other Options; Beef up your staying power with
Epic Toughness, Damage Reduction, and Fast Healing.
Epic Prowess and Epic Weapon Focus {unarmed strike)
let you keep up with the fighters. Shattering Strike is
great at ki:.‘k‘.l:l’:g rhmltgh doors and walls, as well as
destroying your opponents’ weapons and shields.
Speed Climbing lets you scamper up a wall faster than

most characters can run.

. Hirt Die: ds.

Skill Points at Each Additional
Level: 4 + Int modifier,

Armor Class Bonus: The monk’s
bonus to Armor Class when un-
armored increases by +1 evary
tive levels after 20ch (25th, 30th,
and so on).

Unarmed Strike: The

damage for a monk’s un-

armed strike does not increase
after 16th level

Stunning Attack: Use the
monk's class level when deter-
mining the DC to resist this
attack, as normal.

Fast Movement: The
epic monk's speed when
wearing no armor increases
by 10 feet every three levels
after 20th (23rd, 26th, 29th,

® and so on). The unarmored
speed of Small and dwarven
monks increases by 5 feer
_— every three levels after 20th.
Wholeness of Body:
The epic monk can cure up to
twice her class level in hit

points each day, as normal.
Ki Strike: The monk's ki strike
abiliry does not automarically
increase with class level after 16th
level. However, the monk can select
the epic feat Improved Ki Strike to increase
the effective enhancement bonus of her un-

armed strikes.

Abundant Step: Use the monk's class level when derer-
mining the effective caster level of this ability, as
normal.

Diamond Soul: The epic monk's spell resistance is
equal to her class level 410, as normal

Quivering Palm: Use the monk's class level when
determining the DC ro resist this artack, as normal.

Empty Body: Use the monk’s class level when deter-
mining the durarion of this effect, 2s normal




TanLe 1-8: THE Epic MonK

Monk AC Unarmored

Level Bonus® Speed® Special
st +4 100 ft. (65 ft.)

2ind +4 100 fi. (65 ft.)

rd +4 100 f. (65 ft.)

241h +4 110 ft. (70 ft.)

25th +5 110 f. (70 ft.) Bonus feat
26th 5 10 f. (70 )

27 +5 120 f. (75 fi.)

Thth +5 120 ft. (75 f.)

Zth +5 120 fi. (75 ft.)

J0th +6 130 ft. (80 ft.) Bonus feat

*This figure plus the monk’s Wisdom modifier is added to the
monk's Armor Class (if this figure plus the monk's Wisdam
modifier is not a positive number, do not add it). The Armor
Class bonus is 1/5 the monk's level,

®The number in parentheses indicates the speed of Small and
gwarven monks,

Bonus Feats: The epic monk gains a bonus feat
(selected from the list of epic monk bonus fears)
every five levels after 20th %

Epic Monk Bonus Feat List: Armor Skin, Blinding
Speed, Damage Reduction, Energy
Resistance, Epic Prowess, Epic
Speed, Epic Toughness,
Exceptional Deflection,
Fast Healing, Improved
Combat Im-
proved Ki Strike, Improved
Spell Resistance, Improved
Stunning Fist, Infinite
Deflection, Keen Strike,
Legendary Climber,
Legendary Wrestler,
Reflect Arrows, Right-
eous Strike, Self-
Concealment,
Shattering f"
Strike, Vor-
pal Strike.

f
il
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Reflexes,
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JEPIC
PALADIN
# The epic

b paladin stands ar
the forefront of
the battle against chaos
and evil in the world,

d shining as a beacon of
hope to all who fight the
good fight.

As an epic paladin, you'll
want to improve your combat
ability (Epic Weapon Focus
and Holy Strike) while
not forgerting about
defense (Epic Tough-

b ness, Armor Skin, Energy Resistance,
and Spell Resistance). Planar Turning

lets you deal with those pesky fiends that keep getting
in your way.

Charisma, Strength, and Wisdom are all good choices
for ability increases.

Other Options: If you enjoy spellcasting, consider
Improved Spell Capacity and metamagic fears. Epic
Leadership can get you a pretty big dragon to ride, and
thar’s something few paladins refuse. If you have a high
Constitution score, consider Fast Healing and Damage
Reduction. Epic Skill Focus (Diplomacy) can turn
would-be enemies into allies to the cause.

Hit Die: d10.

Skill Points at Each Additional Level: 2 + Int
modifier.

Lay on Hands: Each day a paladin can cure a total
number of hit points equal 1o her Charisma bonus (if any
T'l mes h i l..[:.'l L1 ]‘l"'.'l"]. dh ThQ H‘m:t].

Smite Evil: The epic paladin adds her class level 1o
damage with any smite evil attack, as normal.

Remove Disease: The epic paladin can use remove disease
one additional time per week for every three levels above
18th (21st, 24th, 27th, and so on).

Turn Undead: The paladin turns undead as a cleric of
two levels lower, as normal.

Spells: The paladin’s caster level is equal to one-half

her class level, as normal. The paladin’s number of
spells per day does not increase after 20th level

Special Mount; The epic paladin’s special mount
continues to increase in power. Every five levels after
20th (25th, 30th, 35th, and so on}, the special mount

gains +2 bonus Hit Dice, its natural armor increases by
+2, its Strength adjustment increases by +1, and irs

Intelligence increases by +1. The mount’s spell resist-

ance equals the paladin’s class level + 5.

Bonus Feats: The epic paladin gains a bonus fear
(selected trom the list of epic paladin tears) every three
levels after 20th (23rd, 26th, 29th, and so on).

Epic Paladin Bonus Feat List: Armor Skin, Devastating
Crirtical, Epic Leadership, Epic Prowess, Epic Reputation,
Epic Toughness, Epic Weapon Focus, Great Smirting,
Holy Strike, Improved Aura of Courage, Improved
Combat Casting, Improved Spell Capacity, Legendary
Commander, Legendary Rider, Overwhelming Critical,
Perfect Health, Permanent Emanation, Planar Turning,
Positive Energy Aura, Spectral Strike, Spontaneous
Spell, Widen Aura of Courage

TagLE 1-9: THE EPic PALADIN

Paladin

Level Special

215t Remove disease 7 /week
22nd -

23rd Bonus feat

24th Remowe diseose § lweek
25th —

26th Bonus feat

27th Remove disease 9 /week
28th -

29th Bonus feat

30th Remove disease 10/ week




EPIC RANGER

'Il;";'IE'I I.'|.I:Il"|' CLnnimg FI'I:"H."'I.'H"._ I_'lj. th‘l_" '|.'|.'|..|I_i or l._'l:"lll_[' |_'I|I:‘|:I {[I’_‘[!
hunter of the weak, the epic ranger is one with the
wilderness, moving with deadly grace and keen mind
[l".l'l.]llg]'l. Il."l L I'.I.:Itl.:ll'::.l ".'-'l:"'l.'ll.i.

Like tha epic ].'-:.!u].’lJih, vou should divide vour efforts
between improving your offensive prowess (Epic
Weapon Focus, Bane of Enemies, and Death of Enemies)
while remembering the value of defense (Epic Tough-
ress and Fast Healing). Epic Skill Focus (Wilderness
Lore} is a must for any sericus rracker.

Improve your Dexterity and Wisdom with most abil-
ity increzses, while throwing an occasional boost 1o
Strength or Constiturtion.

Other Options: If you like to cast spells, think about
picking up Epic Spellcasting and one or more mera-
magic fears. Epic Skill Focus { partic ularly for "-urlu'-t
Listen, and other scouring skills) can be quire useful as
well. If you prefer thrown weapons to archery, try Storm
of Throws, and Distant Shot works equally well with any
ranged weapon.

Hit Die: di0,

Skill Points at Each Additional Level: 4 + Int modifier,

Spells: The ranger’s caster level is equal to one-half his
class level, as normal. The ranger's number of spells per
day does not increase after 20th level.

Favored Enemy: The epic ranger gains one addi-
tional favored enemy (and his bonuses against all exise
ing favored enemies go up by +1} every three levels after
20th (231d, 26th, 29th, and so on),

Bonus Feats: The :.rli-. F’I'lht!’lhlll'l'ﬁ 1 bonus feat
(selected from the list of epic ranger feats) every three
levels atter 20th

Epsc Ranger Bonus Feaf Lisi: Bane of Enemies, Blinding
Speed, Combat Archery, Death of Enemies, Distant Shot
Epic Endurance, Epic Prowess, Epic Speed, Epic Tough-
ness, Epic Weapon Focus, Fast Healing, Improved
Casting, Improved Favored Enemy, Improved
Manyshot, Improved Spell Capacity, Legendzary Climber,
Legendary Rider, Legendary Tracker, Perfect Health, Per-
tect Two-Weapon Fighting, Permanent Emanation, Spon-
faneouy !'::;'H'li, Storim of Throws, Swarm of Arrows. Two
Weapon Rend, Uncanny Accuracy,

Combat
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Ranger

Level Special

21st —

2ind —

23rd Banus feat

Z4th :

25th Bth favored enemy
26th Baonus feat

27th —

28th —

29th Bonus feat

30th 7th favored enemy

EPIC ROGUE

The epic rogue is a trickster and a thief, a trap-detector
and a tale-spinner. Her skills are legendary, and her tales
of derring-do even more so. If you listen to the stories
theres nothing she can't do.

Your epic rogue must split her attention among three
goals: offense, defense, and skills. Improved Sneak
Atrack, Lingering Damage, and Sneak Artack of Oppor-
llmi1}' are all grear feats for the battle-minded rogue.

['I_j"-.’l’u"-. D(}Libt and Self-Concealment he |]'!I protect
you from danger. Epic Skill Focus is useful in any
number of skills (particularly Hide), while other skill-
based feats such as Trap Sense and Speed Climbing
come in very handy

TagLe 1-11: THE Eric ROGUE

Rogue

Level Special

21st Sreak atack +11d6

22nd —

23rd Sneak attack +12d6, uncanry dodge (+3 against
traps)

24th Bonus feat

25th Sneak aftack +13d6

26th Uncanny dodge (+6 against traps)

27th Sneak attack +14d6

28th Bonus feat

29th Sneak attack +15d6, uncanny dodge (+7 against
traps)

30th —_



For most rogues, it’s all abour the Dexteriry score. How- can choose a rogue special ability from the Player’s Hand-
ever, don't neglect Intelligence and Wis- book (crippling strike, defensive roll,
dom, because many 1;;*1_.' rogue skills wse
those abilities. Fast-talking rogues
should improve Charisma as well.

Other Options: Trap-minded rogues
should pick up Epic Skill Focus
[Search) and Epic Skill Focus (Dis-
able Device ). If you find yourself
in combat frequently, think about
Epic Prowess and Epic Toughness.
Consider L'u:m]alﬂing the
Dodge and Expertise fear
progressions if you haven't
already, 1":.'1'an1.1|]1.' reach-
ing Improved Whirlwind
Aitack. The various ranged
attack fears (Distant Shot,
Uncanny Accuracy, and so
on) are usetul for rogues who
F'I'L‘[L'f o l-ighl from a distance.

Hit Die: ds.

skill Points at Each Addi-
tional Level: 8 + Int modifier

Sneak Attack: The epic /3§
rogue’s sneak arrack dam-
age increases by +1ds6 at
EVETY l"']ll'“'l.lm.l.':ﬂ_"ﬁ."l.i ]1_"'-'!;,"[
{215, 23rd, and so on).

Uncanny Dodge: The
bonus on the rogue's "
saving throws against (raps
increases by +1 every three
bevels above 20th (23rd, 26th, and so on)

Special Abilities: The rogue does not gain metamagic feats. But you
additional rogue special abilities after 19th level, but must also give at least a passing nod to defensive feats

improved evasion, opportunist, skill
t'l'l.i.-l'.‘-ll:"'l":.'. &L "1|'|!."'r| Cry 'I'I'II.I'ILl 'in'!‘-Tl."J '.i ﬂ!—
a bonus fear.

Bonus Feats: The epic rogue gains

2 bonus fear (selected from the list of

epic rogue feats) every four levels
atter 20th.

Epic Rogue Bonus Feal List: Blinding
Speed, Combat Archery, Dexterous
Fortitude, Dexterous Will, Epic Dodge,
Epic Reputation, Epic Skill Focus, Epic
Speed, Improved Combat Reflexes, Im-
proved Sneak Attack, Legendary Climber,
Lingering Damage, Sell-Concealment,

Sneak Arrack of Opportunity, Spellcasting

Harrier, Superior Initiative, Trap Sense,
Uncanny Accuracy.
The rogue may choose a special rogue
ability from the Payer's Handbook instead
of a bonus teat

LPIC SORCERER

The epic sorcerer has honed his natu-
ral arcane ability to mythical levels,
bur the need for ever greater

FL“.TL'! NEVET Ceases
At first glance, your epic
sorceret's path is clear:
- H“P!UTL‘ YO HI'."I.‘!'.t‘.l.:"[l.l'lg
ability through Epic Spell
Focus, Epic Spellcasting,
Spell Knowledge, and

FAMILIARS AT EPIC LEVEL

TasLe 1=13: Eric FAMILIAR SPECIAL ABILITIES®

special abilities granted to a familiar continue to grow as the Master Matural
level of its master inereaces '!_'lc':.lcln:i: 20th, as shown on Table Class Level Armar Int SF-Ei:ia|
I-1%: Epic Familiar Special Abilities. Even though the table 215t-22nd +11 16 Familiar Spell
shows advancement only to 42nd level, that is not the limit. 23rd-24th #12 17
The patterns in the table continue infinitely. Familiar special ggt:_gglt "’:3 13
abilities pained at less than 20th level also continue to 29:51-.-31];?1 :]; J?:
improve. For instance, the familiar's spell resistance is 26 if her 315t-32nd 16 71 Familiar Spell
master (5 21st oyl 33rd-34th +17 73
Familiar Spell: The familiar gains the benefit of the Familiar 35th-16th +18 73
spell epic feat for the spell you choose. 37th-18th +19 24
39th-40th +20 25
41st—42nd +21 6 Familiar Spell

A psion's psicrystal uses part of this table, Matural armor
does not increase, but the psicrystal's hardness increases by
| point at 21st level and every additional two levels there-
after (23rd, 25th, 27th, and so on). The psicrystal's
Intelligence improves as indicated. Familiar Spell is gained
in its “psionically Havored™ version: Psicrystal Power




TapLe 1-12: THE EpiC SORCERER Intensity Spell, Master Staff, Master Wand, Multispell,

f:;:v;!rﬂr Special Permanent ]_Imﬂ:nul:it'm.. Spell Knowledge, Spell Stow-
215t - away, Spall Opportuniry.
" ==

gir; Bonus feat EPIC WIZARD

24th - [o the epic wizard, knowledge is power, and the quest for

Z3th == knowledge is never-ending. The secrets of greater magic

g?:: Bonus feat and the creation of artitacts tempt the epic wizard, who

lg-th 2 ]"'U rslies these SeCrels acnoss [i'l.L" P]:'.Tl &5

2tk B e Your epic wizard has more options than an

I0th — - N epic sorcerer. In addition to the obvious (Epic
Spr“ Focus, Epic Spelleasting, and meta-

magic feats), Efficient Item Creation is
& extremely usetul. Muluspell is an absolute
must-have; it you don't already have Quicken

such as Spell Resistance and Epic Toughness.
]:i11:||l1_.'. Epic Skill Focus F}"Ell-;.' ralr) 1K a —
bad choice.

A sorcerer’s success begins and ends with his
Charisma score, though an occasional boost
to Dexterity and Constitution can help
.IL1|'||M_|"'1|:,"TT|1 S r1."l1.'.Jl.

Other Options: If you favor spells
that require ranged arracks, think
ibout Epic Weapon Focus (Ray
Armor Skin
works jusi
s well for a
SOTCEerer as JI( | |
tighter, and En-
ergy Resistance can
help protect against those
pesky meteor swarms. 1f
vou ever want to pick up
Multispell, you'll have to "waste” a
tear slot on Quicken Spell trst.

Hit Die: d4.

Skill Points at Each Additional Level: 2
+ Int moditier.

Spells: The sorcerer's caster level is equal
to his class level. The sorcerer’s number of
spells per day does not increase atter 20th
level. The sorcerer does not learn addi
tional spells unless he selects the Spell
Knowledge feat

Familiar: The sorcerer’s familiar con-
[inueés ro increase in power. Every two

Spell, get i first. Don't forget some defense, such
as Epic Toughness.

The wizard must place most or all of her
ability increases in Intelligence. Constitution
and Dexterity can help survival prospects, but
without spellcasting,
you're useless,

Other Options: Epic
Weapon Focus (ray) can be
useful, depending on what
yvour tavorite spells are. Energy
Resistance and Spell Resistance are
strong defensive feats, and Perma-
nent Emanation can make
invisible dangers a thing of
ji'l e F‘.ib-"[- .‘::EJLJI'ﬁl:t]'lI.!';]'l.l':-
Spell means you're
never without your
favorite ~,=p-|.'|]
Hit Die: d4.
Skill Points at Each Addi-
tional Level: 2 + Int moditier.

Spells: The wizard's caster level
Hﬁ“f is equal o l'!er class level. The

= wizard's number of spells
per day does not
increase afrer 20th
level. Each rime the
wizard achieves a new

levels beyond 20th (22nd, 24th, 26th, and so level, she learns two new spells of any spell
on), the familiar's natural armor and Intelligence each levels that she can cast (according 1o her new level),
Increase 1-.~~:- ¢, ]jl:-:. t:j!1!'uE:|::l"- spell resistance is equal to TABLE 114 T HE ERic WiZAED
the master’s class level + 5 : Wizard
Bonus Feats: The epic sorcerer gains a bonus feat Leal special
selected from the list of epic sorcerer bonus teats) every 215t -
three levels after 20th. 22nd —
Epic Sorcever Bonus Feat List: Augmented Alchemy, 23rd Bonus feat
Automatic Quicken Spell, Automatic Silent Spell, 241
Automatic Still Spell, Energy Resistance, Enhance ggm 'ﬂ_ﬂnuq‘-'e-t
Spell, Epic Spell Focus, Epic Spell Penetration, Epic 3 7eh = "
Spellcasting, Familiar Spell, Ignore Material Compo- 28th
nents, l1.':.pr-;:-‘.-'r;'|.1 Combat Casting. [mpmru& H:':ighh::n 20tk Baonus feat

Spell, Improved Metamagic, Improved Spell Capaciry, 30th —



Familiar: The wizard’s familiar
continues (o increase in power.
Every two levels atrer
20th (22nd, 24th, 26th,
and 50 on) the
tamiliar’s natu-
ral armor and
Intelligence each
increase by +1. The
familiar's spell resist-
ance is equal to the
master’s level + 5.

Bonus Feats: The epic
wizard gains a bonus feat
(selected from the list of
epic wizard feats) every
three levels afrer 20th.

Epi Wizard Bonus Feal
List: Augmented Alchemy,
Automatic Quicken Spell,
Automatic Silent Spell,
Automatic Still Spell, Combat
Casting, Cratt Epic Magic
Arms and Armor, Craft Epic
Rod, Craft Epic Staff, Craf
Epic Wondrous Item, Efficient
Item Creation, Enhance Spell,
Epic Spell Focus, Epic Spel
Fenetration, Epic Spellcasting,
Familiar Spell, Forge Epic Ring,
Ignore Material Components,
Improved Combatr Casting,
Improved Heighten Spell, Im-
proved Metamagic, Improved
Spell Capacity, Intensify Spell,
Multispell, Permanent Emanation, Scribe Epic Scroll,
Spell Focus, Spell Knowledge, Spell Mastery, Spell Pen-
etration Spell Stowaway, Spell Opportunity, Sponta-
neous Spell, Tenacious Magic.

In addition to the teats on this list, the wizard may
select any item creation teat or metamagic feat not
listed here

determined 1o look elsewhere, a Constitution boost can
give much-needed hit points.
Other Options: If your spellcasting powers are more
than a mere afterthought, look to additional
Improved Spell Capacity and metamagic feas
You might also need to improve your defen-
sive capabilities more than noted here, in
which case vou should consider Armor Skin,
Also, consult the epic paths for vour other
class or classes for alternative options

Hit Die: d&.

Skill Points at Each Additional Level: 4 + Int
moditier.

Enchant Arrow: For every two levels beyvond 9th, the
potency of the arrows fired by the arcane archer
increases by +1 (+6 at 11th, +7 at 13th, and so on).

Hail of Arrows: In lieu of her regular attacks, once
]'!lL']" '.L:l'fa' ||:|1.' HELATIC i!l.'li.'l':ll"l.' Lin I'-l.rl;" dn Arrow at 1_'..'|I_'|-|
and every target within range, with 2 maximum
number of targets equal to her arcane archer class
level, as normal.

Bonus Feats: The arcane archer gains a bonus
fear (selected from the list of epic arcane archer
PR fcats) every four levels after 10th,

.5‘(""- i Epic Arcane Archer Bonus Feat List: Blinding Speed,

" »i.*‘. Combat Archery, Distant Shot, Epic Prowess, Epic

J Speed, Epic Toughness, Epic Weapon Focus (any
bow other than a
crossbhow)., Im-
'|."|'L'l".'i.‘".|. Arrow
of Death,

PIC ARCANE ARCHER

The epic arcane archer is a living extension of the bow,
capable of achieving wonders of archery that cause lesser
beings to gape in awe.

As an epic arcane archer, the path you pursue
depends greatly on the path vou took o qualify for the 72
E]J"‘i Ij'll."1 Ll 1 r:l1'|'=-|r.‘ daHUTTN S :h.l[ il r.I.TI._'I.I'iI_'L‘I on "'f
combat abilities, picking up spellcasting only as an
atterthought. In this case, Epic Weapon Focus is your
tirst stop, with Distant Shot and Uncanny Accuracy
coming soon after. While any archer hopes to never
need defense, you don't have the luxury of ignoring fears
such as Epic Toughness and Energy Resistance

For ability increases, the arcane archer has three
good choices—and all of them are Dexterity. If you're




Improved Combat Casting, Improved Low-Light

TABLE 1-16: THE Epic AssASSIN

Special

Sneak attack +6d6

+b save against poison

Sneak attack +7d6

+7 save against poison, bonus feat
Sneak sttack =Bd6

+8 save against poison

aneak attack —9d6

+3 save against poison, bonus feat
Sneak attack <1046

+10 save against paisen

can greatly improve your spelleast ng capability. Depend-
ing on which other skills you favor, additional Epic Skill

Focus feats can greatly improve vour aptitudes,

Vision, Improved Manvyshot, Swarm of Arrows, Un- f:::tssm
canny Accuracy. 11th
12th
TaBLE 1-15: THE EPic ARCANE ARcCHER 13th
Arcane 14th
Archer 15th
Level Special 16th
11th Encnant arrow +6 17¢h
12th  — 18th
13th Encnant arrow +7 19th
14th Bonus feat 20th
15th Enchant arrow +8
16th .
17th Enchant arrow +9
158th Bonus feat
19th Enchant arrow +10
20%h

EPIC ASSASSIN

The epic assassin flits from shadow to shadow, lyin gin
wait unril his target is vulnerable, then striking like a
cobra and leaving only a cold cor pse behind.

Also, consult the epic paths for your other class or
classes for alternative options.
Hit Die: dé.

Like the epic rogue, the epic assassin must pay
attention to offense, defense, and skill

im provement a

loughness gives you some
staying power in a fight (at
least enough to ger away from
vour foes) while Epic Skill
Focus ( Disguise, Hide,
and Move Silently)
can ensure thar you
don't get into a
tight until you
choose to,

The assassin
can use ability in-
Creases In a variety

ot scores, including
Dexterity, Inrtelli-
gence, Wisdom,

and Charisma.
Other Options:

An epic

who finds himself in

the midst of combar

with frequency should

consider giving up some

sneak attack capability

in favor of Armor Skin,

Self-Concealment, and

other defensive feats. Im-

proved Spell Capacity and

one or more metamagic feats

BE5455IND

s he plots his path to power -
It's easy to see the power of Improved /
Death Arttack and Improved Sneak . y
Attack, but don't torger the useful-
ness of Lingering Damage and
Blinding Speed as well. Epic

Skill Points at Each Additional Level: 4 + Int
modifier.

Sneak Attack: The epic assassin’s sneak atack demage

increases by +1dé every two levels after

oth (11th, 13th, and so on),
Death Attack: The assassin counts
only half his elass levals bevond
10rh when determining the DC to

resist this ateack.

Spells: The assassins caster level is

equal to his class level The assassins

number of spells per day does not
increase atter 10th level. Each 1'Lrnn:'
the assassin achieves a new level, he
learns two new spells of any spell

levels that he can cast (according to

his new level).

and so on),

after 10th,

ferous

Epic Assassin Bonus Feal
Fortitude, Dexterous Will,
Improved Combar Casting, Im-
proved Death Attack, Improved
Sneak Arrack. Improved Spell Ca-
pacity, Legendary Tracker, Lingering

Uncanny Dodge: The assas.
sin's uncanny dodge bonus on
saves against traps doesn'’t

increase after 10th level,

because it shows no partern
during the normal ten-
level progression,
Saving Throw Bonus
against Poison: The assas-
sin’s bonus on saves
poison increases by +1 every
two levels after 10th (12th, 14th,

against

Bonus Feats: The epic assassin
;1__:|i1'.|=i a bonus feat (selected from the list
of epic assassin feats) every four levels

Lasl: Dex-



Damage, Sneak Attack ot Opportunity, Spell Knowledge,
Spentaneous Spell, Superior Initiative, Tenacious Magic,
Uncanny Accuracy.

EPIC BLACKGUARD
The epic blackguard is a rwisted reflection of the epic
paladin, radiating evil
power from every pore
of his body.

The epic blackguard
should focus on his
combar prowess, in-
cluding such feats as
Epic Weapon Focus,
L"rlhu“.' Srrike. and Im-
proved Sneak Arttack.
He can boost his ability
o command undead by
picking up Undead Mas-
tery and Planar Turning,
i”-.;uwmg him to lead
an army of undead
and tiends. Finally,
delensive teats such
28 Epic Toughness
and Armor Skin en-
sure that hell survive
the bartle and plague
the forces of good on yet
another day.

The blackguard needs
' hlgh Charisma score,
but Strength and Wis-
dom can also use ability
increases from time to
time

Other Options: An
E"P“: i"l:lL'L;.FI.I:I |'|.| Inter-
ested in L'-alj'nlh.uuiil'ug
more mundane armies
should look to Epic Leadership. Improved Spell Capac-
ity expanc
Spell Resistance a
C:Il F"'I"I-".'I;'r"u

Also, consult the epic paths for your other ¢lass or

s the blackguard’s meager spell ability, while
lows him to withstand his foes' magi

l-ljl:"?:l.:':‘; I‘.l."'t .||h'r|'..1| 1V l\."'_["”l."':'l.‘-

Hit Die: d10

Skill Points at Each Additional Level: 2 + Int
moditier

Spells: The blackguards caster level is equal to his class
level. The blackguard’s number of spells per day does not
increase after 10th level,

Smite Good: The epic blackguard adds his class level
to damage with any smite good artack, as normal

Command Undead: The blac |-'._L1‘.|u[..'l commands un-
dead as a cleric of two levels lower, as normal.

Sneak Attack: The epic blackguard's sneak arrack
damage increases by +1dé every three levels after 10th

(13th, 16th, 19th, and so on

Fiendish Servant: Up to 20th character level, a
fiendish servant’s powers depend on its master’s charac
ter level, not his blackguard class level. After that, they
depend on his blackguard level. For every five black-
guard levels above 10th (15th, 20th, and so on), the
Hendish servant gains
2 bonus Hit Dice, its
natural armor in-
creases by +2, and its
Strength and Intelli-
gence each increase
by +1

Fallen Paladins:
A blackguard who
trades in more than
ten levels of paladin
can gain more than
ten levels of black-
guard, bur only if his
character level is 21st
or higher

Bonus Feats: The
epic blackguard gains
a bonus teat (selected
trom the list of epic
blackguard feats
every three levels
after 10th

Epic Blackguand Bonus
Feat List: Armor Skin,
Devastating Critical
Epic Leadership, Epic
trowess, Epic Repu
tation, Epic Tough
ness, Epic Weapon
Focus, Great Smiting,
Improved Aura of
Despair. Improved
Combar ¢ asting, Im
proved Sneak Attack, Improved Spell Capacity, Leg-
endary Commander, Legendary Rider, Lingering Dam-
age, Negative Energy Burst, Overwhelming Critical,
Perfect Health, Permanent Emanation, Planar [urning,
spontaneous Spell, Undead Mastery, Unholy Strike,
Widen Aura of Despair, Zone of Animation

TaBLE 1-17: THE ErIC BLACKGUARD
Blackguard
Lavel Special
11th —_
12th —
13th Sneak attack +4d6, bonus feat
14th
15th —
| Gth Sneak attack +5d6, bonus feat
17th —
18th -
19th Sneak attack +6d6, bonus feat
20th




TasLe 1-18: THE Eric DwaARVEN DEFENDER

EPIC DWARVEN DEFENDER
The epic dwarven defender be-
comes the very definition of
immovable ob-
ject, This stal-
Wart warrior can
stand his ground
against virtually
any toe imaginable.

Your epic dwar-
ven defender’s first
priority is improv-
ing his already
impressive defen-
sive capabilities with
teats such as Epic
Toughness, Fast Heal-
ing, and Damage Re-
duction. Boost the
power of your defen-
sive stance with Bul-
wark of Defense and
Mobile Defense (you'll
]?'['ﬂ]'.‘l'lh]"r have to l,;
spend a feat slot
on Spring r"ar—
tack as well).
Don't forger i
to Increase
your offen-
sive ability with
Epic Weapon Focus
as well

While Constitution seems the default choice for the
dwarven defender, chances are good that you've already
got more hit points than anybody else in the group, Con- ¢ -—'

:"

Skill Points at Each Additional Level: 2 + It
modifier.

Defensive Stance: The epic dwarven defender gains
one additional defensive stance per day every two levels
. above 9th (11th, 13th, and s0 on).

Defensive Awareness: The dwarven
defender’s defensive awareness bonus on
saves against traps doesnt increase after 10th
level, because it shows no pattern during his
normal ten-level progression.

Damage Reduction: The epic dwarven
defender’s damage reduction increases by 3
points every four levels above toth (14th, 18th,
and so on).

Bonus Feats: The epic dwarven defender gains
a bonus feat (selected from the list of epic dwarven
defender feats) every three levels after 10th.

Epic Dwarven Defender Bonus Feat List: Armor Skin,
Bulwark of Defense, Damage Reduction, Devastating
Critical, Energy Resistance, Epic Endurance. Epic
% Prowess, Epic Toughness, Epic Weapon Focus, Fast

Healing, Improved Combat Reflexes, Improved Dark-
vision, Instant Reload, Mobile Defense, Overwhelming

Critical, Perfect Health, Spellcasting Harrier,

EPIC LOREMASTER

If the epic loremaster doesn't know
something, it probably isn't worth
knowing. This champion of

% secret tales stores the
y‘-ﬂ teachings of the ancients
B~ in her mind.

You need to
balance the need
tor more spell
power (with Epic
Spellcasting
and metamagic
i feats) with the
% improvement of

I vour skills [with

Epic Skill Focus).
il Other fears thar
¥ expand your pow-
ers include Per-
manent Emana-
tion (for your

sider Strength or even Wisdom (the better to spot or hear
your foes).

Other Options: Take a close look at other defen- 4
sive teats, such as Energy Resistznce and Spell Resis-
tance. If you have Weapon Specialization, pick up %‘tg
Epic Weapon Specialization as well.

Also, consult the epic paths for vour other class or
classes for alternative options.

Hit Die: d12.

Dwarven ; ! .
Defender il wide variety of
Level Special & divination spells),
Tith Defensive stance 6/day Spontaneous Spell
12th — (so you're never
H:: EEE”SM "‘E:a"tc"' ?-"E"dal'" bonus feat caught without a
amage reduction 9/- St
15th E'E[Eﬂfivf stance §/day “ o "d”'E or legend T
16th Bowitrs: heat and Polyglot (to
17th Defensive stance 3/day h'-"iF' df’-’-[?hff that
18th Damage reduction 12/- strange map you
15th Defensive stance 10/day, bonus feat just found).

20th = . B |



The loremaster's choice for ability increases depends TABLE 1-19: THE EPIC LOREMASTER

wholly on which ability score controls her spellcasting: Loremaster :
; . : ' ' Level Special
intelligence, Wisdom, or Charisma 11th =

Other Options: Loremasters who focus on combat 12th :
may want to sacrilice some knowledge tor ottensive and 13th Bonus feat
defensive capabilities (such as additional metamagic 14th e
Bts o Evic T hiiess). Those who like to create . 15th _
teats or Epic Toughness). Those who like to create magic

1 ] e Rl 16th Bonus feat

tems should consider Etficient Item Creation and the 17th
various epic magic item feats. 18th EXZ

Also, consult the epic paths for your other class or 19th Bonus feat
clasees for alternative options. 20th

Hit Die: d4.

§kill Points at Each Additional Level: 4 + Int EPIC SHADOWDANCLER
moditier. While the epic assassin uses the shadows, the epic

Spells: The loremaster's caster level is equal ro the sum shadowdancer becomes the shadows, indistinguishable
of her class levels of loremaster and whatever from the darkness cleaking her.
|"rh|.'r l.l..]"l"l ]11." “1["1"“['3"‘!-[]”]_" .1 tiL‘l'F".'t‘lj
trom. The loremaster does not learn
lljljl.tl.l.l‘l'l.ull. '\]_'H_'.”."; l]l‘lh‘“_ﬁ‘ﬁ 1]11_' "il_'l.l,"['["i
the Spell Knowledge feat.

Secret: The loremaster
doesn't gain additional
secrets alter 10th level,
because there is a built-in
limit to the number of
secrets that can be gained,
but you can choose a lore-
master secret instead of a
bonus feat. Remember
that vou can't select the
M secret l'.'..'il,'l._'.

Lore: Add the loremaster's
class level + Intelligence
moditier to all lore checks, as
normal.

Your best bet is to focus on stealth and defense with
feats such as Legendary Dodge, Spell Resistance, Self-
Concealment, and Epic Skill Focus, leaving combat tor
the less subtle. However, Blinding Speed

and Improved Combar Retlexes make you
a formidable opponent for anyone

Dexterity is a shadowdancer's

best choice for ability increases,

'_ 511:_H.|g]1 Si runl.:1|"| and Constitution
' can be useful, oo,

Other Options: Other
Epic Skill Focus feats might
be appropriate, based on your
skill selection. Epic Prowess

can help in combar, and if

YLl :"'I-|;|.|'rI.'Li UL as a |".3?:{|.H'.
Improved Sneak Artack
makes an attractive choice,
Also, consult the epic
Bonus Feats: The epic loremaster gains a bonus
feat (selected from the list of epic loremaster feats) every
three levels after 10th

paths for your other class
or classes for alternative
options
Hit Die: ds.
Skill Points at Each Addi-
tional Level: 6 + Int moditier
Uncanny Dodge: The shadow
dancer’s uncanny dodge bonus on
saves against traps doesn't increase
alter 10th |r.“'.'1.'|., because it shows no
pattern during her normal ten-level
progression.

Summon Shadow: Every three
levels atter 9th (12th, 15th, and so on), the shadowdancer
may summeon an additional shadow and adds +2 Hit Dice
(and the requisite base attack and base save bonus

Epic Lorermaster Bonus Feaf List: .-\L:gmrr.tr-J Alche my,
Automatic Quicken Spell, Automatic Silent Spell,
Automatic Still Spell, Cratt Epic Magic Arms and
Armor, Craft Epic Rod, Crafr Epic Staff, Craft Epic
Wondrous Item, Efficient Item Creation,
Enhance Spell, Epic Spell Focus,
Eplt ‘."Cpf“ Penetration, Epic Hpr“-
gasting, Forge Epic Ring, Ignore
Material Components, Improved
Combat Casting, Improved
Heighten Spell, Improved Meta-
magic, Improved Spell Capacity,
Intensity Spell, Master Staff, Master

Wand, Multispell, Permanent Ema- : increases) to all her shadow companions

pation, Polyglot, Scribe Epic ! L4 } Shadow Jump: The rotal distance of a shadowdancer’s
P8croll, Spell Knowledge, Spell = > shadow jump doubles every two levels after 10th (12th

Stowaway, Spell Opportunity, Spontaneous Spell, Tena- 14th, and so on

clous Magic. Bonus Feats: The epic shadowdancer gaing a bonus

In addition to the feats on this list, the loremaster can feat (selected from the list of epic shadowdancer feats
tselect a loremaster secrer instead of a bonus feat. every three levels atter 20th.




TasLe 1-20: THE EpPic SHADOWDANCER

Shadowdancer

Level Special

11th —

12th Summon shadow (four of 8 HD each],
shadow jump (320 fi.)

13th Bonus feat

14th Shadow jump (640 ft.)

15th Summon shadow (five of 10 HD each)

16th Shadow jump (1,230 ft.}, bonus feat

17th —

18th Summon shadow (six of 12 HD each),
shadow jump (2,560 ft.)

19 Bonus faat

20 Shadow jump (5,120 )

Epic Shadowdancer Bonus Feal List: Blinding «g
Speed, Dexterous Fortitude, Dexterous Will,
Epic Dodge, Epic Skill Focus, Epic Speed,

Reflexes, Improved Darkvision, Improved
Whirlwind Artack, Infinite Deflection, A
Legendary Leaper, Retlect Arrows, Sell-
Concealment, Spellcasting Harrier, Supe-
rior Ininative.

EPIC PSIONICS
The Psionics Handbook has information on
creating and playving psionic characters. If
you have the Paonics Handbook, use the tol-
lowing epic progressions for the psion and /3
psychic warrior

Epic Psion
The epic psion has evelved his inborn
mentzl abiliries, achieving mental
mastery of lesser mentalities. But the
path of the mind beckons still.
As a psion, you are a specialist in

one of six disciplines, but no -8
matter which discipline /SeSeEg

L

YL t:L:ll.l‘l_:"l‘r.: '!.'I:_"l.tlf Wiklng £
enhance your manifest-
ing ability through Im-
proved Manifestation, as
well ac psionic versions
of Epic Spellcasting,
Spell Knowledge, and metamagic feats.

Don't forget to continue to improve your key ability
SC0re, 1|'l'i'|j|.1i'| I‘l'k"i-'l.{l‘l‘."- '|1|.:|1.1.'¢,'.r i"l_']]ﬂﬂ. iE'lI,,'ﬂ,".:Ibl:,"d r”:.'-_. (&
avoid your psionic powers, and all the usual benefits of a
high score.

Other Options: If you favor powers that require
ranged attacks, think about Epic Weapon Focus (ray).
Energy Resistance is also likely to be useful.

Hit Die: d4

Skill Points at Each Additional Level: 4 + Int
modifier.

Powers: The psion's manifester level is equal ro his
class level. The psion's number of power points per day

4 Ty

Exceptional Deflection, Improved Combat A

does not increase after 20th level. Instead, each time theg
psion achieves a new level, he gains 34 power points

Psicrystal: The psion’s psicrystal continues te
increase in power. Every two levels afrer 20th (22nd
24th, 26th, and so on), the psicrystal’s hardness and
Intelligence each increase by +1, The psicrystal’s power
Fesistance is :*n_]t|u| to the master's level + 5.

Bonus Feats: The epic psion gains a bonus fes
(selected from the list of epic psion feats) every three
levels after 20th

Epic Psion Bonus Feal List Augmented Alchemy, Aute
matic Quicken Spell, Automaric Silent Spell, Automatic
=B Siill Spell, Combar Casting, Craft

¥ Epic Magic Arms and Armor

Cralt Epic Rod, Cratt Epic Statl
Craft Epic Wondrous Item, Efficient
[tem Crearion, Enhance Spell, Epic
Spell Focus, Epic Spell Penetration
Epic Spellcasting, Familiar Spel
Forge Epic Ring, Ignore Material
Components, Improved Combat
Casting, Improved Heighten
Spell, Improved Metamagic
Improved Manifestation, Inten-
sify Spell, Mulrispell, Permanemnt
Emanation, Scribe Epic Scroll
Spell Focus, Spell Knowledge,
Spell Mastery, Spell Penetration,

Spell Stowaway, Spell Opportunity,

Spontanecus Spell, Tenacious Magic

In addition to the feats on this

list, the psion may select any item
creation teat or metapsionic feat
not listed here. For example, a feat
called Cratt Epic Crystal Capaci-
_tor, which does not appear in
9 this book but which mighi
ey eventually be published or
g developed by the DM

Ak = could conceivably allow

. L

o 4 psion to create a crystal capac

o itor with higher power point

[ storage limirs.

As noted in the Epic Feats
section later in this chapter, psions learn

“psionically flavored” versions of feats, as appropriate.

e
i
o

1
-=.i=-l

TaeLe 1-21: THE Eric Psion
Psion
Level Special
215t -
22nd —
23rd Banus feat
2ith
25th —
26th Bonus feat
27th —
28th =
29th Bonus feat
30th —



Epic Psychic Warrior Spells: The psychic warrior's caster level is equal to

You are a meld of mental and martial prowess. All fear her class level. The psychic warrior’s number of power
your psionically enhanced blade. points per day does not increase after 20th level. The

As a warrior, you should divide your efforts psychic warrior does not learn additional powers
between improving your offensive po- 4 unless she selects the Spell Knowledge feat,

tency (Epic Weapon Focus, Overwhelm
ing Critical, and Devastating Critical
and detensive prowess (Epic
[oughness and Fast Healing).

Improve your Strength with
most ability increases, but occa-
sionally boost Dexrterity and
Constitution

Other Options: :-5-.-

though in psionic parlance, the feat would be
called Power Knowledge
Bonus Feats: The epic pwaln-. war-
rior gains a bonus feat (selected from the
list of epic p:-;'-.'t'hi-:' warrior bonus

f feats) at 21st level and every
/ L three levels thereafter
7 il

Epic Psychic Warrior Bonus Feat
List: Armor Skin, Combat Archery,
2 Damage Reduction, Devastating
" {.’ j:.} Critical, Dire Charge, Distant Shot,

(.l:_“.l_l YR % Epic Endurance, Epic Leadership,
C,;.‘ v Epic Prowess, Epic Toughness,
¥ Epic Weapon Focus, Epic Weapon
Specialization, Exceptional Deflec-
tion, Improved Combar Reflexes, Im-
proved Stunning Fist, Improved Mani-
testation, Improved Whirlwind Attack,
Intinite Detlection, Instant Reload,
Legendary Commander, Legendary
Rider, Legendary Wrestler, Over-
whelming Critical, Penetrate Damage
Reduction, Perfect -|"..1.'|._|-"-."'.-'|_I:|P.|_'|]'|_ 1-1F!1|-
ing, Reflect Arrows, Spellcasting Har-
rier, Storm of Throws, Superior Initia

.l'a—-\.\_\.

P
]

your psionic skills do not "n'.'lh *
I-]E1_Lf.l.ll'i|1. v.‘v.l|1.~.1LlL'rl.rkmg ”& }':) ”
dlew more Inner Strength J
fears (from the Psionics
Handdbook) 1o really pump /oo
“.F' YOur Fl:l"l.'l.'l_" i_'ll_ll]'l_[ re e w
serve. If you prefer thrown .
weapons to archery, try ‘.5; i
Storm of Throws. Distant II\..
Shot works equally well .,h
“'”]'I any f-'l!'l:l_!l"l.i Wi I,"I-L'II'I

Hit Die: ds

Skill Points at Each Addi-
tional Level: 2 + Int modifier

TasLe 1-22: THE Eric PsycHIC WARRIOR
Peychic Warrior

Level Special tive, Swarm ol Arrows, Two-Weapon
Nt Bonus feat ‘i Rend, Uncanny Accuracy.
izin: In addition to the feats on
f = T this list, the psychic warrior
:;:L Ei':’”'-'" feat = may .wlm': any feat designated
26th = ' oasa !ighh'r or psychic warrior
- 20 e st bonus feat but not listed here
Wth As noted in the Epic Feats section later in this chaprer,
20th — psychic warriors learn “psionically flavored” versions of
30th Bonus feat tears, as appropriate
. e = : =l = B
CREATING CHARACTERS ABOVE 20TH LEVEI TaBLE 1-23: STARTING EQUIPMENT FOR PCs ABOVE
When creating a character above 20th level, use Table 1-23: 20TH LEVEL
; Starting Equipment for PCs above 20th Level to assign a value Character Character
i for the character's starting gear Level Wealth Level Wealth
For game play purposes, your DM might wish to rule that no .%:"EI::I : EI;-% BP LY s.t. f."?[ﬁ].ﬂl}ﬂ £p
mewly created character can select any single item that repre 11'1;::' 1;30:'&0 EP i;:dtl ;g‘gﬁ EP
sents more than 25% of that character's starting wealth, and 24th 1 800,000 EE 34th 7 000,000 EE
o maore 1_h.=|n three items wc-.*!h more than 10% of his starting 25th 2,100,000 gp 15th 7,900,000 gp
wealth. Thus, a newly created 22nd-level character couldn't 26th 2,500,000 gp 16th #,800,000 gp
have any single iterm worth more than 400,000 gp and could 27th 2,900,000 gp 1Ttk 9,900,000 gp
have no more than three items worth more than 120,000 gp. 28th 3,300,000 gp 18th 11,000,000 gp
This prevents characters from loading up with a few ultra- 20th 3,800,000 gp 35th 12,300,000 gp
powerful items (which probably isn't a very realistic picture of i0th 4,300,000 gp 40th 13,600,000 gp

the average character). Of course, this doesn't apply to char-
acters who reach that level through normal play.

— . — — — — — — ——— ""—l—-.__ =5 - sE—
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NEW EPIC PRESTIGE
CLASSES

There are prestige classes, and then there are truly pres-
tigious classes—epic prestige classes, 1o be exact. These
are classes that characters cannot pursue until they
have already become epic characters in some other
fashion. Characters add levels of epic prestige classes
using the same rules as when multiclassing into a new
character class at epic levels. In other words, base save
and attack bonus progressions are replaced by epic save
and attack bonus progressions. As with other epic
classes, you can take as many levels in an epic prestige
class as you desire.

GENT RETRIEVER

Finding items, especially long-lost ones, is an agent
retriever's specialty, A member of this class has a knack
tor hunting down unique and valuable items, unrelent-
ingly following every clue, every whispered rumor, and
every trail, no marter how cold, until the object (or
person)is in hand. He is the ultimate bounty hunter, able
to move among the planes in his quest.

Although a focused ser of skills paves the way 10
becoming an agent retriever, several classes exhibir the
l.i||.'nth .-ll::i.':ﬂ.l.l'."'l.] o t":‘i{':l:"l at Thi..&' l_"l':l'..iL';l"h'UT. R.r:n:g_q.'l':i. bﬂrdﬁ,
and rogues most commonly rake this epic prestige class,
but spellcasters, especially those with scrying capabilities,
also make good agent retrievers. Other classes rarely
become agent rerrievers.

While many agent retrievers function independently,
working for hire on a freelance basis, most work with the
Gleaners (see Chapter é), an organization that trains
them in their unique abilities.

Hit Die: dé.

Reguirements
To qualify 1o become an agent retriever, a character must
fulfill all the tollowing criteria.

BEHIND THE CURTAIN: BUILDING AN EPIC
PROGRESSION

Even though the classes are relatively balanced at levels 1st
through 20th, simply continuing normal progression after 20th
level would severely unbalance the classes, That's because not
all class features continue to accumulate after 20th level, For
example, many of the monk's special abilities are gained only
at a certain level and never improve after that point.

That's why every class gets a bonus feat progression in addi-
tion to the class features that accumulate, For some dasses,
such as the fighter, this bonus feat pragression is essentially the
only class feature available at epic levels, so it is very rapid at one
feat every other level. For other classes, such as the monk or
rogue, this feat pro gression is only one of several class features,
so it is much slower at anly one feat every four levels.

— e

Alignment: Any lawtul.

Skills: Gather Information 24 ranks, Knowledge (the
planes) 15 ranks

Feats: Track.

Class Skills

The agent retriever’s class skills (and the key ability for
each skill} are Appraise (Int), Decipher Script (Int),
Diplomacy (Cha), Forgery (Int), Gather Intormation
{Cha), Inruit Direction (Wis), Knowledge (arcana]
(Int), Knowledge (geography) (Int), Knowledge ( his-
tory) (Int), Knowledge (local) (Int), Knowledge (the
planes) (Int}, Listen (Wis), Search (Int}), and Spot
(Wis). See Chapter 4: Skills in the Player’s Handbook for
skill descriptions.

Skill Points at Each Level: & + Int medifier.

Class Features

The tollowing are class features of the agent retriever
prestige class,

Weapon and Armor Proficiency: An agent retriever
gains no proficiency with any weapons, armor, or shields.

Spells per Day/Spells Known: Ar each agent
retriever level, the character gains new spells per day
(and spells known, if applicable) as if he had also gained s
level in a spellcasting class to which he belonged before
adding the prestge class level. It already an epic spell-
caster, the character gains only the benefit noted under
the Spells entry for that epic class. He does not, however,
gain any other benefit a character of that class would
have gained (improved chance of turning or destroying
undead, metamagic or item creation fears, and so on), If
the character had more than one spelleasting class before
becoming an agent retriever, the plaver must decide to
which class to add the new level for the purpose of deter-
mining spells per day.

Uncanny Location (Sp): When a agent retriever spends
one day attuning himself to a person or object he is seeking

—— e — [ [ e— P e = =

IF you're creating an epic progression for a class other
than the ones described in this book, you'll need to compare
it to the classes here to assign an appropriate bonus feat
progression. For example, f your class has essentially no
class features {or a few very weak features) after 20th level,
it's probably similar to the fighter. Thus, you might assign it
a bonus feat progression of one feat per two levels. A class
with plenty of features (or extremely powerful features) after
20th level might have a bonus feat progression of ene feat
per four or even five levels,

The size of the bonus epic feats list is also signiticant, but
not nearly as important as the rate a class gains bonus feats. A
larger list (such as the druid’s) is worth more than a smaller
list (such as the arcane archer’s).



(speaking with others who knew the person or object, desires, up 1o a maximum of seven days. A captured arger

examining items that belonged to that person or written does not count toward the capacity of the agent retriever's
descriptions of the object, researching histories, or the plane shift ability, and the agent retriever can plane shift
like), he automatically determines that person’s or item's with the target despite the presence of the force sphere,
location as the discern location spell. Once he has established 'he agent retriever can use this power once per day at
asense of the location, the agent rerriever can maintain this 3rd level, plus one additional time per day every five
uncanny link even if the target moves, but only so long as levels thereafter (8th, 13th, and so on).

he hunts down this person or item to the exclusion of all Ethereal Jaunt (Sp): The agent retriever can use ethereal
other pursuits. 1f he ever turns aside ro undertake a second jawnt as a 14th-level caster once per day ar 4th level, plus
pursuit, the uncanny location ends, and the agent retriever one additional time per day every five levels thereafter
must spend another day to reattune himself to the arget, (9th, 14th, 19th, and so on).

Tracking Bonus (Ex): The agent retriever develops a Bonus Feats: The agent retriever gets a bonus fear ar
keen sense of the path his quarry is likely to take and a s5th level and an additional bonus fear every five levels
better understanding of how that quarry will attempt to thereafter (10th, 15th, 20th, and so on). These bonus feats
shake pursuit. This keen sense gives the agent retriever a must be selected from the following list: Epic Endurance,
#10insight bonus on Wilderness Lore checks to track the Epic Prowess, Epic Speed, Epic Toughness, Epic Weapon

Lquarry. This bonus increases by +10 every five levels Focus, Fast Healing, Improved Combat Casting,
 thereafter (+20 at 6th level, +30 at 11th level, +40 at 16th Improved Spell Capacity, Legendary Climber, Legendary
level, and so on). Rider, Legendary Tracker, Perfect Health, Permanent

. Hlane Shif (Sp): The agent retriever can use plane shift as Emanation, Spontaneous Spell, Storm of Throws, Swarm

4 I4th-leve] caster once per day starting at 2nd level, plus of Arrows, and Uncanny Accuracy.

one additional time per day every five levels thereafrer

Bk 12th. 17th. and so on. TasLe 1-24: THE AGENT RETRIEVER

Force Sphere (Sp): Without the abiliry to capture a targer, :Efr?:“r
[tnﬂ_mg it does no good. Gleaner training allows the agent skl Special Spells per Day
retriever to call forth a foree spherve. The agent retriever can 1st Uncanny location, +1 level of existing class
aftempt o enclose any creature or object he can see within tracking bonus +10
30 feet. The target is allowed a Reflex saving throw (DC 20 2nd Plane shift 1/day +1 level of existing class
#1/2 the class level of the agent retriever + the agent ird Force sphere 1 /day +1 level of existing class
rerriever's Dexterity modifier). Those who fail are then ath Ethereal jaunt 1 /day 1 level cl[cmﬂ!ng class
encapsulated in a sphere of force with a radius of up to E’:h ?un:s &:' \20 *: IIE"'"L]I C'Iﬂ”s"m! clﬁ“
50 feet (the sphere is only as large as it needs to be, up to i"t; P:;-: ‘nf- — Bl S linl B
. : L ne shift 2/day +1 level of existing class
its maximum radius). Those trapped inside cannot escape ath Force sphere 2 /day +1 level of existing class
except with methods that can bypass or destroy a wall of Sth Ethereal jaunt 2/day  +1 level of existing class
force. The sphere persists as long as the agent retriever 10th Bonus feat +1 level of existing class

T e e 1 L L T TSN e,

EPIC CHARACTERS IN THE ForGoTTEN REALMS MONSTERS AS EPIC CHARACTERS

CAMPAIGN SETTING As first introduced in the Foscormen Reaims Campaign Setting

The FowcoTTen REALASE I:ﬂmr}q:l.'gﬂ Sﬂllmg presents basic rules [and discussed in detail in _Sﬂp-ggg Species), the effective char-
FI:II‘ EhiFEE[EFS q}bﬂl'ﬂ't 20th level, ‘While those b.‘ﬁi{_ ruileg acter legel {EL‘:LJ uFan:,.' creaturé more pqwernjl than the stan-
formed a starting point for the rules in this book, characters  dard races in the Player's Handbook is equal to the creature's
created using the material in that book won't match charac-  Hit Dice and class levels (if any) plus its level adjustment. This
ters created with the Epic Level Handbook. If you are using  replaces the rule in the Monster Manual that states that a crea-
such ForcoTTin Reaums characters in your campaign, feel free  ture’s “rmonster level” is equal to its Hit Dice
10 change their abilities to take full advantage of the new rules Regardiess of its ECL, a monster with class levels uses the
presented here (particularly the epic feats). base attack bonus and base save bonus progressions of its
IFyou don't want to change the characters, that's fine too.  class (rather than the progression shown on Table 1=1) until it
The characters adhere closely enough to these rules that you  has 20 character levels. Beginning with its 21st character level,
shouldn't have problems. If they're only interacting with other it uses the progressions shown on Table 1-1,

characters of 21st level or higher who were also created using In any other place in this book where “character level” is
those basic rules, they'll be relatively balanced against one indicated, you can use effective character level instead. For
anather. example, a creature with a level adjustment of +5 who is also a

Updated versions of the epic characters in the Foscorren  13th:dlevel fighter/3rd-level blackguard is ECL 21 and eligible to
REALMS Campaign Setting are presented in Appendix 1 of this  select an epic feat provided he meets the prerequisites
book. You'll also find bonus Greveaws campaign setting NPCs Savage Species has level adjustments for most mansters in
of renown in Appendix 2 of this book. the Monster Manual, Use these madifiers to estimate appro-
priate modifiers for other nonstandard PC races that you might
choose to include.




COSMIC DESCRYER

The cosmic descrver is interested in the infinite variety
of the planes and fascinated by the different lavers of the
multiverse. She uses experimentation to grow knowl-
edgeable in the whirl and gyre ot the cosmos, developing
an extraordinary aftinity for all things planar. Further-
more, she derives power from that fundamental under-
standing. She is particularly adept in the summoning
arts, able to call and command the most powerful out-
siders known, She can travel to other planes with ease,
adapring herself to those otherworldly environments no
matter how alien.

By necessity, spellcasters are the only classes eligible to
become cosmic descryers. But most spellcasters, whether
divine or arcane in nature, can eventually advance into
this epic prestige class.

The cosmic descryer can serve a variety of capacities in
an ongoing campaign, She is a useful part of an adventur-
ing group that rravels wo different planes of existence or
that has frequent need of an outsider’s help, Even if she
doesn't travel very often, a cosmic descrver can help
anyone who seeks knowledge through scrying or com-
munication with outsiders. The Gleaners employ cosmic
descryers, as does the Planar Cartographic Sociery (see
Chapter 6).

Hit Die: d4.

Requirements
To gqualify to become a cosmic descryer, a character must
fulfill all the following criteria.
Skills: Knowledge (the planes) 24 ranks.
Feats: Spell Focus (Conjuration).
Epic Feats: Energy Resistance,
Spells: Ability to cast gate and any planar ally spell.
Special: Must have previously traveled to any other
plane of existence.

Class Skills

The cosmic descryer’s class skills (and the key ability for
each skill) are Alchemy {Int), Bluff {Cha), Concentration
(Con!, Craft (Int), Diplomacy (Cha), Knowledge (arcana)
(Int}, Knowledge (religion) (Int}, Knowledge (the planes)
(Int), Profession (Wis), Scry {(Int), Sense Motive (Wis),
and Spellcratt (Int). See Chapter 4: Skills in the Players
Handbool: for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the cosmic descryer
prestige class.
Weapon and Armor Proficiency: A cosmic descryer
gains no proficiency with any weapons, armor, or shields.
Spells per Day/Spells Known: At every other
cosmic descryer level, the character gains new spells
per day (and spells known, if applicable) as if she had
also gained a level in 2 spellcasting class to which she
belonged before adding the prestige class level. If

already an epic spellcaster, the character gains only the
benefit noted under the Spells entry for that epic class
Sl“.‘. i.il:"t"'q not, ]'l.'i:l'i"r'l:,""«"["'l'.. ;_!,:Iin dany r_:|t|'||;':' b[‘]lfﬂf ul ':h:.] racs
ter of that class would have gained (improved chance of
turning or destroying undead, metamagic or item cre
ation feats, and so on). If the character had more than
one spellcasting class before becoming a cosmic
descryer, the player must decide to which class to add
the new level for the purpose of determining spells
\

per day.

Superior Planar Summoning (Ex): Beginning ar
151 [ﬂ"ﬁ"ﬂ']. [|:'||.=' COSmIc l;.lt"il‘l',pr‘l.:l- LAY j]'l{']'l;':i';l'l.,' rhl;' FII:_'I'HH_"T o
any of the following spells—clemental swarm, gate, greats
planar ally, greater planar binding, summon monster 1X, of
summon nature’s ally IX—to affect or summon outsider:
of 4 Hir Dice higher than the spell’s normal limir o
conjure creatures with 4 Hit Dice of advancemeny
Thus, greater planar binding summons an outsider of 28]
HD rather than just 24 HD. Every four levels thereafter
the cosmic descryer can increase the number of extn
Hit Dice by 4

Naturalization (Ex): Starung at 2nd level, the cosmic
descryer develops a natural affinity for one plane that she
has visited, becoming resistant to any spells and spell-like
effects that would normally atfect any creature not narive
to that plane (such as banishment). Every two levels there
after, the cosmic descryer gains naturalization to one
additional plane (two planes at 4th, three planes at 6th
four planes at 5th, and so on).

Enduring Cate (Su): Starting at 3rd level, as a full
round action, the cosmic descryer can make any casting
of the gate spell remain for a full day, rather than disap-
pearing after 1 round per caster level. Every three levels
thereatter, the cosmic descryer can increase the duration
of gale l'r". one additional day (two davs at éth, three days a
ath, four days ar 12th, and so on).

Bonus Feat (Ex): The cosmic descryer gains a bonus
fear ar 5th level and an additional bonus feat every five
levels thereafter (10th, 15¢h, 20th, and so on). These
bk feats st b geleated Eroni thi following list
Augmented Alchemy, Automatic Quicken Spell, Auto-
matic Silent Spell, Auromaric Stll Spell, Combar Cast-
ing, Craft Epic Magic Arms and Armor, Craft Epic Rod
Craft Epic Staff, Craft Epic Wondrous Item, Efficient
Item Creation, Enhance Spell, Epic Spell Focus, Epic
Spell Penetration, Epic Spe . Familiar Spell, Forpe
Epic Ring, Ignore Material Components, Improved
Combat Casting, Improved Heighten Spell, Improved
Meramagic, Improved Spell Capacity, Intensify Spell
Multispell, Permanent Emanation, Seribe Epic Scroll
Spell Focus, Spell Knowledge, Spell Mastery, Spell
Opportunity, Spell Penetration, Spell Stowaway, Sponts-
neous Spell, Tenacious Magic.

Cosmic Connection (Su): At 7th leve
descryer may join with the massive energy of the mul-
verse once per day, plus one additional time per day every
five levels thereafter (12th, 17th, 22nd, and so0 on). The
cosmic descryer can remain connected for 2 number of

, the cosmic



minutes equal to her class level. The cosmic connection is
a transcendent experience for the devotee, and she is
transfigured by i,

While connected, she is immune to critical hirs, is a
native on any plane she visits, and can use dimension dooy
at will as a 20th-level caster. Using her exceptional
knowledge, the cosmic descryer can draw off excess
energy from the multiverse itself to increase her ettective
caster level or enhance any attack roll, saving throw, skill
check, or ability check. Drawing off excess energy from
the multiverse is dangerous, and it deals the cosmic
ﬂﬁrl".'rt' § points of damage for each +1 bonus ::p'plivd o
uilng]r roll or +1 caster level on a single spell. For
instance, a cosmic descryer could add a +5 bonus on her
next attack roll or saving throw, but in doing so she takes
25 points of damage.

Tasee 1-25: THe Cosmic DESCRYER
Cosmic
F
Special
Tst Superior planar
summoning (+4 HD)

g

Spells per Day

Ind Maturalization +1 level of existing class
(1 plane)

3d Enduring gate (1 day)

ith Maturalization #1 level of existing class
[2 planes)

Sth Bonus feat, superior
Pllﬂif summaoning

; (+& HDY)

§ &h Maturalization ¢1 level of existing class

(3 planes), enduring
gate (2 days)
Tth Cosmic connection 1/day
fth Maturalization
(4 planes)
Superior planar
summaoning (+12 HD),
k enduring gate (3 days)
e 1h Maturalization
(5 planes), bonus feat

+1 level of existing class

+1 level of existing class
i
sBIVINE EMISSARY

i Deities have need of powerful servants, many of whom
Share epic clerics, paladins, and other characters. Some
lﬂds also have -ipr.'L"L.ﬂ, ha mlpit;kﬂi agents who HFIL':J.L'.
with their authority,. However, the same deities may
thoose a single proxy through whom a little of their
own power tlows,

Called divine emissaries, these characters are second 10
pone in the god's favor, They act with thar god's full bless-
ing and some of its divine power. Divine emissaries who
l]:ll.l.se their powers (in the eves of the deity) may be
wsripped of them.

Divine emissaries are often instruments of war, and
bthus paladins and blackguards are often chosen to serve
iihis role. However, some deities also choose clerics.
iDespite being the highest representative of a deity, a
divine emissary usually travels with comrades who sup-
fplement the emissary's strength.

When a deity gives an important decree to mortals,
lesser agents often serve as that deity’s voice. But when a
gmi peeds o back up its decrees with force, a divine emis-
sary has a new mission.

Hit Die: d10.

Hl'l_;!ll:l ements

To become a divine emissary, the character must fulfill all
the following criteria.

Base Attack Bonus: +23

Feats: Weapon Focus (deity's favored weapon).

Epic Feat: Grear Smining,

51'-’.“'5' Hrl'.“'-'tt‘l.:l_l:l" 1 ft"!l:.;'il.'l“ 1 10 '|'i|:]'|.k.:‘i-.

Special: Must have a patron deity. Furthermore, the
potential divine emissary must complete some quest
that turthers his deiry's goals so much thart it impresses
the deity. If the deity has no other divine emissary (or is
".'l.'l“”'lg [ OUSE []'H.' current ';.li".'”'l.l‘ :‘r:lli:-'ﬂ'-.]l '| » []11.' l.'l:‘l\"n.‘l
may choose the character. The DM makes this choice,
not the player

Llass Skills

The divine emissary's class skills (and the key abiliry for
each) are: Concentration (Con), Craft (Int), Diplomacy
(Cha), Disguise (Cha), Gather Information {Cha), Heal
(Wig) Intimidate (Cha), K:luﬂ.'.'h'dgu.' '1'-.*||gm:|1 {Int),
Profession (Wis), Search (Int), Sense Motive (Wis),
Spellerate (Int), Spot (Wis), and Use Magic Device
(Cha). See Chapter 4: Skills in the Player's Handbook for
skill descriptions,

Skill Points at Each Level: 4 + Int modifier

Class Features
All the following are features of the divine emissary pres-
tige class.

Spells per Da!,?,."'SpE"s Known: At each divine emis
sary level, the character gains new spells per day (and
spells known, if applicable) as if he had also gained a level
in a ‘iFIt'lll_'ﬁ:iTﬁ]'l.’_' ['l.l'_-;‘-. (s ] "."-']'l.l.l:_']'l. I.-I';," i"‘":'l.‘l.:ll'l.b_l'Li h 'j.l.:lf‘l.'
adding the prestige class level. If already an epic spell-
caster, the character gains only the benefit noted under
the :'-p::]hq. ntry tor that epic class. He does not, however,
gain any other benefit a character of that class would
have gained (improved chance of turning or destroying
undead, metamagic or item creation feats, and so on). If
the character had more than one spellcasting class before
becoming a divine emissary, the player must decide to
which class to add the new level for the purpose of deter-
mining spells per day.

Special Mount: If he has one, the divine emissary’s
special mount continues to increase in power. Every five

levels after 15t (6th, 11th, 16th, and so on), the special

mount gains +2 bonus Hit Dice, its natural armor
increases by +2, its Strength adjustment increases by +1,
and its Intelligence increases by +1. The mount’s spell
resistance equals the divine emissary's class level + the
class level that provided the special mount + 5




Granted Domain (Ex): A divine emissary gains
access to one of his deity's domains, as well as the
granted power of that domain. The extra domain
expands a paladin’s selecrion of spells, but he does not
gain the ability to cast higher-level spells than he oth-
erwise could. Clerics gain an additional domain bur
otherwise use the rules for preparing spells from their
domains normally.

Divine Inspivation (Sp): A divine emissary gaing a +2
luck bonus on his attack and damage rolls for 10
rounds, once per day ar 1st level, plus one additional
time per day every three levels thereafter (4th, 7th,
t1th, and so on).

Extra Smite (Su): A divine emissary can use his
smite ability two extra times per day, plus one addi-
tional rime per day every three levels thereafter (Sth,
8th, 11th, and so on). To determine the damage with
any smite attack, a divine emissary adds together his
divine emissary levels and class levels thar originally
conferred the smite ability.

Greater Planar Ally (Sp): The emissary can call a greater

planar ally (as the spell) once per day at 3rd level, plus one
additional time per day every ten levels thereafter (13th,
23rd, 33rd, and so on). The ally does not request a return
favor when a divine emissary uses this ability.
Bonus Feats: The divine emissary gains 2 §
bonus fear at 5th level and an additional bonus i
tear every ten levels thereafter (15th, 25th,
35th and so on). These bonus feats must be |
selected from the following list: Armor L
Skin, Devastating Critical, Epic Leader-
ship, Epic Prowess, Epic Reputa-

tion, Epic Toughness, Epic | |
Weapon Focus, Great Smiting, | -
IIQ]':.' Strike, Improved Aura '
of Courage, Improved Com- ' ~
bat Casting, Improved Spell f

Capacity, Legendary Com-
mander, Legendary Rider,
Owerwhelming Critical, Per-
tect Health, Permanent Ema-
nation, Planar Turning, Posi-
tive Energy Aura, Spectral
Strike, Spontaneous Spell,
Widen Aura of Courage

Divine Hand (Su): Some-
times the divine emissary
teels the touch of his deity.
As a free action, the emis-
sary gains a +20 sacred (or
profane if appropriate) bonus
on his next melee or ranged
attack roll, as long as the attack is made
with the deity’s favored weapon. The emis-
sary can use divine hand once per day at
ath level, plus one additional time per day
every ten levels thereatrer (19th, 29th,
and so on).

TasLe 1-26: THE DiviNE EMISSARY

Diving

Emissary

Level Special

15t Civine inspiration 1 day, granted domain
2nd Extra smite 2 /day

3rd Creater planar ally 1 /day
4th Difwine inspiration 2 fday
5th Extra smite 3 /day

Bth Bonus feat

Tth Divine inspiration 3 [day
ath Extra smite 4 /day

Otk Divine hand 1/day

108k Divine inspiration 4/day

EPIC INFILTRATOR

The epic infiltrator is an agent of espionage, an under-
cover operative, and sometimes a saboteur. He is the
plant in the enemy’s forces, going incognito to retrieve
secret battle plans or steal a valuable item. He excels ae
pretending to be someone other than he is, convincing
everyone around him t|1rn1:gh disguises and an
uncanny ability to tell people what they want to hear
He may use special equipment to aid him in his mis-
sion, bur his most important tool is his own ability 1o
stay calm in a tight spot. His grace under pressure helps
him ger the informartion he needs 1o succeed without
getting caught.

Rl.':ly_i.l.!'.".": :ll'llJ. |.':|i.'|r'|j!'-| d1e !'!'IL".‘:T ‘:'ll.ic:,"l.,l fl.]'r hl.'_"cl:lrllllng E'_Fli_l:
infiltrators, bur fighters, wizards, and sorcerers
also work well undercover. Other classes turn to

espionage less often. Barbarians, druids, and

paladins do not usually work well as spies

except in very unusual circumstances.

Epic infiltrators often work

for governmenrs or powerful

merchant lords. Sometimes

they acceprt short-term, one-

shot missions, bur often they

engage in long-term infiltra-

tion operations. Many epic

infiltrators operate freelance,

taking contracts through a

third party. Occasionally, an

epic infiltrator may be found as

part of an adventuring group,

putting his talents to use asa

scout, The Regulators have

many epic infiltrators AMOng

their ranks, and the Gleaners,

the Garrote, and the Godkissed all

employ them from time to time (see
Chapier 6).

Hit Die: dé.

F-:.l.-'l,.ll.“ll"lfl‘.'lllﬁ

To qtl'.'||'ll.'g.' to become an epic

infiltrator, a character must ful-

till all the following criteria
Alignment: Any nonchaotic




Skills: Bluff 24 ranks, Diplomacy 10 ranks, Disguise 24
manks, Read Lips 10 ranks.

Feats: Alertness.

Epic Feat: Polyglot.

Special: Must have successfully spent one month
using the Disguise skill to pose as someone else.

K lass Skills

The epic infiltrator’s class skills (and the key ability for
each skill) are Appraise (Int), Balance (Dex), Bluff
{Cha), Climb (Str), Craft (Int), Decipher Script (Int),
Diplomacy (Cha), Disable Device (Int), Disguise (Cha),
Escape Artist ( Dex), Forgery {Int), Gather Information
{Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha),
Jump (Str), Listen (Wis), Move Silently (Dex), Open
Lock (Dex), Pick Pocket (Dex), Profession (Wis), Read
Lips (Int}, Scry (Int), Sense Motive (Wis), and Spot
{Wis). See Chaprer 4: Skills in the Player's Handbook for
skill descriptions.

Skill Points at Each Level: 8 « Int modifier.

klass Features
§ The Fﬂ“ﬂ-'l."-'ll'lg are class features of the epic infiltrator
8 prestige class.

Weapon and Armor Proficiency: An epic infiltrator
s proficient with all simple and martial weapons, all
i§ armor, and shields.

~ Improved Cover Identity (Ex/Su): At 1st level, an
bepic intiltrator establishes three specific cover identi-
ties, plus one additional cover identity every four levels
thereafier (5th, 9th, 13th, and so on). An epic infiltrator
B8t work must keep his true identity secret, so he pre-
btends 1o be a merchant, a stable boy, or an innkeeper, or
fpossibly a fighter, a low-level wizard, or some other
selass. A cover identity allays others' suspicions and
9 leads opponents to underestimate the epic infiltrator
gintil it is too late,

While operating in a cover identity, the epic infiltra-
f0r gains a +4 circumstance bonus on Disguise checks
nda +2 circumstance bonus on Bluff and Gather Infor-
mation checks.

When the epic infiltrator has the option of adding a

ew cover identity, he may instead work on further per-
flecting a cover identity already possessed. An improved
fover identity grants a +6 circumstance bonus on Dis-
sgtiise checks and a +4 circumstance bonus on Bluff and
Gather Information checks while operating in that iden
ity A specific cover identity may be improved again and
jgain, each time adding +2 to the bonuses.
The web of different cover identities inside the epic
pfiltrator’s mind makes it impossible to derect his align-
ment with any form of divination. This ability functions
EX l‘,-’ like an undetectable alignment spell, except thar it is
fiways active as a supernatural abiliry. Only divinations
are confounded; spells that function only against certain
plignments, such as protection from awil and holy smite, affect
e epic infiltrator normally.

Should the epic infiltrator wish to “retire” a cover
i.1jL'|'1['i['f¢' L‘l]'l.lj 'IIL"':"I.']I:TP d NEW one, hl.,' miust ";'P‘{"['IL‘I one
week rigorously practicing subtle vocal intonations and
body language before he earns the bonuses. Cover iden-
tities do not in themselves provide the epic infiltrator
with addirional skills, proficiencies, or class features
that others might expect of the pretended professions;
however, a successful Bluff check at the right time is
enough to deter suspicion.

The epic infiltrator can switch cover identities or
don a disguise using the Disguise skill in 1d3 minures.
He can also put on or take off armor in one-half the
normal time.

Sneak Atrack: If an epic infiltrator can carch an
oppenent when she is unable to defend herself effec-
tively from his atrack, he can strike a vital spor for
extra damage. Basically, any time the epic infiltrator's
target would be denied her Dexterity bonus to AC
(whether she actually has a Dexterity bonus or not),
the epic infiltrator’s attack deals +1d6 points of
damage. This extra damage increases by +1dé points
every three levels (+2deé at 5th level, +3dé at 8th level,
vdd6 at 11th level, and so on). Should the epic infiltrator
score a critical hir with a sneak attack, this extra damage
is not muldplied.

It takes precision and penetration to hit a vital Spot, 50
ranged attacks can only count as sneak attacks if the
target is 30 feer away or less.

With a sap or an unarmed strike, the epic infiltrator
can make a sneak attack thar deals subdual damage
instead of normal damage. He cannot use a weapon thar
deals normal damage to deal subdual damage in a sneak
attack, not even with the usual —4 penalty, because he
must make optimal use of his weapon in order 1o execute
the sneak artack,

An epic infiltrator can only sneak attack living crea-
tures with discernible anatomies—undead, constructs,
oozes, plants, and incorporeal creatures lack vital areas
to artack. Additionally, any creature immune to critical
hits is similarly immune to sneak artacks. Also, the epic
infiltrator must also be able to see the targer well
enough to pick our a vital spot and must be able 1o
reach a vital spor. The epic infiltrator cannot sneak
attack while striking at a creature with concealment or
by striking the limbs of a creature whose vitals are
beyond reach.

If an epic infiltrator gets a sneak attack bonus from
another source (such as rogue levels), the bonuses to
damage stack.

Specialist Training (Ex): At 2nd level, the epic infil-
trator gains the benefir of focusing his craft on a partic-
ular type of work, specializing in one of the following
categories and receiving a +3 bonus on all checks with
the listed skills. Every three levels thereafrer (sth, 8th,
11th, and so on), the epic infiltrator gains specialist
training again. He may select the same category more
than once.

Concealment: Blutf, Disguise, Forgery, and Innuendo.




Subterfuge: Hide, Move Silently, Open Lock, and Pick
Pocket.

Espronage: Listen, Read Lips, Search, and Spot.

Interaction: Diplomacy, Gather Information, Intimidate,
and Sense Motive.

Read Thoughts (Su); Beginning at 3rd level, the epic
infiltrator can “hear” the surface thoughts, once per day,
of any single rarget he selects. Every four levels thereafter
(7th, 11th, 15th, and so on), the epic infiltrator can per-
torm this ability one additional time per day. This ability
tunctions as the detect thoughts spell cast by a 15th-level
caster, except that it targets a single mind.

Far Senses (Su); Starting art 4th level, the epic infilera-
tor can extend his vision or hearing into an area beyond
his normal range, once per day. to a distance of 20 feer
plus an additional 20 feetr per epic infiltrator level. The
epic infiltrator must have personally visited the physical
location earlier to use far senses on it. Barriers do not
impede far senses, and low-light vision or darkvision
tunction normally if the epic infiltrator has one or both
of those abilities. Far senses can also apply to the epic
infiltrator's read thoughts ability. Every two levels
beyond 4th {6th, 8th, 10th, and so on), the epic infiltrator
can pertorm this ability one additional time per day. This
ability functions as the camudience/clairvoyance spell cast
by a 15th-level caster, except for the limit on range, the
need to know the locale betorehand, and the ability to
use the read thoughts ability.

Mind Blank (Sp): At 3rd level, the epic infiltrator can
become immune to all mind-affecting spells and divina-
tions by rigorously silencing his mind once per day, plus
one additional time per day every eight levels thereafter
(11th, 19th, 27th, and so on). This ability works as the
Irlr.lhf H-l[.llllf Epi‘“. Ca50 1'."!.' a 151 |'.|']l‘."|'|.:j Castern
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Epic

Infiltrator

Lawvel Special

15t Improved cover identity {3), sneak attack -1d6
2nd Specialist training

3rd Read thoughts 1 /day, mind blank 1/day

ath Far senses 1/day, sneak attack +2d6

Sth Specialist training, improved cover identity (4)
bth Far senses 2/day

Tth Read thoughts 2/day, sneak attack +3d6

8th Far senses 3/day, specialist training

Ath Improved cover identity {5}

10tk Far senses 4/day, sneak attack +4d6

GUARDIAN PARAMOUNT

The guardian paramount is an extraordinary bodyguard, a
protector of others who is skilled in preventing harm to
his charge. He often places himself in danger, taking the
brunt of attacks meant for the person he is protecting. He
displays unparalleled prowess in defending his charge,
keeping her trom harm and returning her to health
should she be injured.

Cuardian paramounts most often come from the
ranks of rogues, rogue/fighters, and rogue/clerics.

Rogue/wizards, sorcerers, and druids rarely answer the
call to defend. because their martial skills are not up 1o
the demands of such work,

The guardian paramount is a valued member of society
a mercenary willing to accept the dangers of attack in
exchange for payment. Most guardian paramounts work
independently, although some belong to the Order of the
Shield (see Chapter 6). It is fairly uncommon to have a
guardian paramount as part of an adventuring group,
although a wizard or a sorcerer may employ one or
recruit a guardian paramount as a cohort.

Hit Die: d10.

Reguirements

To qualify to become a guardian paramount, a characrer
must fulfill all the following eriteria.
Base Attack Bonus:; +15.
Skills: Spot 13 ranks
Feats: Alertness, Lighting Reflexes.
Epic Feats: Blinding Speed, Superior Initiative.
Special: Uncanny dedge, evasion.

Llass Skills

The guardian paramount’s class skills (and the key
ability for each skill) are Bluff (Cha), Climb (Str]
Diplemacy (Cha), Innuendo (Wis), Intimidate (Cha)
Jump (Str), Listen (Wis), Profession (Wis), and Spot
(Wis). See Chaprer 4: Skills in the Player's Handbook for
skill descriptions.

Skill Points at Each Level: 4 + Int modifier

Class Features

The following are class features of the guardian para-
mount prestige class.

Weapon and Armor Proficiency: A guardian para-
mount is proficient with all simple and martial weapons,
all armor, and shields.

Bonus Feats: The guardian paramount gers 2 bonus
feat at st level and an additional bonus feat every
three levels thereatter (4th, 7th, 10th and so on). These
bonus feats must be selected from the following list
ﬂ]intling Speed, Bulwark of Defense, Combat Archery,
Damage Reduction, Dexterous Fortirude, Dexterous
Will, Epic Dodge, Epic Fortitude, Epic Reflexes, Epic
Reputation, Epic Skill Focus, Epic Speed, Epic Tough-
ness, Epic Will, Exceptional Deflection, Fast Healing,
Great Dexterity, Improved Combat Reftlexes, Improved
Sneak Attack, Improved Spell Resistance, Intinite
Deflection, Legendary Climber, Lingering Damage,
Mobile Defense, Perfect Health, Reflect Arrows, Self-
Concealment, Sneak Artack of Opportunity, Spell-
casting Harrier, Superior Initiative, Trap Sense, and
Uncanny Accuracy.

Uncanny Dodge Enabler (Ex): The guardian para.
mount must have the uncanny dodge class feature 1o
quality for the prestige class, so at a minimum the
guardian paramount has the extraordinary ability to




retain his Dexterity bonus to AC (if any) regardless of
being caught flat-footed or struck by an invisible
stiacker. It is possible that the character has higher-level
apects of the uncanny dodge ability, such as a bonus 1o
wvoid traps. Whatever the level of uncanny dodge
atined by the character, the guardian paramount can
extend the features of his uncanny dodge ability to
include any one creature he designates within s feer of
him (he can designate a creature or change designations
(81 ree action once per round ). Thus, if a gua rdian para-
tmount retains his Dexterity bonus to AC when flat-
tooted, the designared target retains it as well. The
Lpuirdian paramount can extend his uncanny dodge abil-
ity three times per day at 1st level, plus one additional
time per day every three levels thereafter (4th, 7th, 10th,
and 50 on).

Evasive Preceptor (Ex): The guardian paramount
bmust have the evasion class feature, which allows the
tharacter to take no damage from an area artack with a
successtul Reflex save. He may also have improved eva-
sion, though this is not a prerequisite. The character can
extend evasion or improved evasion to include any one
creature he designates within § feet of him. The guardian
pimount can extend his evasion ability once per day ar
2nd level, plus one additional time per day every three
levels thereafter (Sth, 8th, 11th, and so on).

Protective Aura (Sp): Starting at 3rd level, the guardian
pmmount can use a special form of shield other once per
ay, plus one additional time per day every three levels
thereafter (6th, 9th, 12th, and so on). When a guardian
'FIH]'IlL'-UI'J! creates a proleclive aura, the transferred
wounds are dealt 1o the guardian paramount as subdual
famage, not normal damage, as with the shield other
Spell. Otherwise, the guardian paramount’s protective
g tunctions like the shield other spell cast by an Sth-
evel cleric.

Adjust Probability (Ex): On reaching Sth level, the
guirdian paramount gains the ability to affect proba-
Bility twice per day, plus one additional time per day
pet three levels thereafter (8th, 11th, 14th, and so on).
fhe gpuardian paramount can force a reroll of one
fitack roll, check, or saving throw that another crea-
ure within 25 feet—friend or enemy—just made. The
mardian paramount often uses this ability to allow his
ward to reroll a saving throw, but he could also use the
ility ro make an enemy striking his ward reroll a suc-
eessful artack.

The guardian paramount can find out whether the
lH-IEi". roll, check, or save would have succeeded
Petore using this ability. The recipient must take the
second roll, whether it's better or worse than the orig-
ihal roll. The use of this ability takes place ourside the

pormal initiative order, but the paramount guardian
gant use i if he is Hat-footed or L||1:Ll'.-|¢.' to see the situ-
gation resulting in the roll. The guardian paramount
st decide whether to reroll as soon as the result of

fhe attack roll, check, or save is known; otherwise he
oSt wait for another opportunity. When possible,

the guardian paramount player should notify the DM
prior to another character’s roll, stating his intention
to use this ability immediately if the outcome appears
lInLl!‘\'\lr.ﬂh]{'.

Call Back (Sp): On reaching éth level, the guardian
paramount gains the ability to return a dead creature thar
he has previously used any of his other class abilities on
back to life, as if he had cast true resurrection as a 20th-level
cleric. The character can use this ability once per day, plus
one additional time per day every six levels (12th, 18th,
24th, and so on).

TasLe 1-28: THE GUARDIAN PARAMOUNT

Guardian

Paramount

Level Special

1st Borus feat, uncanny dodge enabler 3/day

andg Evasive preceptor 1/day

3rd Protective ouro 1 /day

dth Bonus feat, uncanny dodge enabler 4/day

5th Adjust probability 2/day, evasive preceptor 2/day
Gth Call bock 1 /day, protective aura 2/day

7th Bonus feat, uncanny dodge enabler 5/day

ath Evasive preceptor 3 /day, adjust probability 3/day
9th Protective oura 3 /day

10th Bonus feat, uncanny dodge enabler 6/day

HIGH PROSELYTIZER

The high proselytizer is the holy inspiration that begins
religious movements. She is the word of her deity, spread-
ing the teachings of her god and sharing her beliefs in a
truly stirring display of raprure and fervor. All who listen
to her preaching find it easy to accept her words as truth.
They come wo understand that committing themselves 1o
the dogma of the high proselytizer's order will grant
them enlightenment in her deity’s name. Entire nations
have tallen under the g|n:ru_:|.:ﬁ sway of a high pr-;:-:::‘-]'i.'-
tizer's ardent zeal.

Clerics most often command the attention of the
pecple well enough to begin the work of a high prosely-
tizer, and paladins sometimes hear the calling as well,
Druids and rangers rarely experience such a calling, and
other characters simply do not have the proper relation-
ship with their deities.

High proselytizers generally work within a sociery
already worshiping the character’s deity, although it is
not uncommon tor a high proselytizer to be ar odds
with the established religious leaders of the temple,
Otten, a high proselytizer's deity takes a particularly
active role in the events of her world and leads the deity’s
followers to action.

Hit Die: ds.

:.".:.!'IZI Hirements

To quality to become a high proselytizer, a character must
fulfill all the following criteria

Skills: Diplomacy 12 ranks, Knowledge (religion) 24
ranks

Feats: Leadership.

Epic Feats: Epic Leadership.
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Spells: Ability 1o cast 5th-level divine spells.
Special: Must have a patron deiry.

LClass Skills

The high prosalytizer's class skills (and the key ability for
each skill) are Concentration {Con), Craft {Int), Diplo-
macy (Cha), Heal (Wis), Knowledge (arcana’ (Int),
Knowledge (religion) (Int), Profession (Wis), Scry (Int),
Sense Motive (Wis), and Spelleeaft (Int). See Chapter 4
Skills in the Player’s Handbook for skill descriptions

Skill Points at Each Level: 2 + Int modilier,

_lass Features

The following are class features of the high proselytizer
prestige class,

Weapon and Armor Proficiency: High proselytiz-
Ers are prn;:lﬁc.‘:iuht with all si I11i:l-]r_L Weapons, all armor,
and all shields

Spells per Day: At every other high proselytizer level,
the character gains new spells per day as if she had also
gained a level in a divine spelleasting class to which she
belonged before adding the prestige class level. If already
an epic spellcaster, the character gains only the benefit
noted under the Spells entry for that epic class. She does
not, however, gain any other benefit a character of thar
class would have gained (such as an improved chance of
turning undead). If the character had more than one
divine spellcasting class betore becoming a high prosely-
rizer, the player must decide to which class to add each
hif_.’,h PTITI‘_i{‘l,‘_.'I'..-’ZI,‘T level for the purpose of :it:trfmihing
spells per day.

Proselytize (Sp): At 1st level, the high proselytizer gains
the ability to preach the word of her deity to large crowds
with great effect. She may speak in such a manner once
per day, plus one additional time per day per ten class
levels thereafter (11th, 21st, 31st, and so on)

Proselytize has three effects. First, any time the high
proselytizer is speaking in this manner, she is treated as
t!“':l'l.l.gh :I.FFL,'I.'IL,'L! |.'.|'!|-' A sanchuary '111-'1.'.“. F{'l‘ﬁhﬂ.!. ]H‘I‘ volce
can be heard clearly by anyone within a radius of 100
feet plus 50 feet per class level, regardless of back-
ground noise, and her speech can be understood as
though the audience were affected 1:-1_.' a comtprehend lan-
guages spell. Finally, everyone in the range of the high
proselytizer's voice immediately has a chance of
becoming enraptured:

Effect

Automatic it 10 or fewer HD,
otherwise Will save (DC 20 +
1/2 high proselytizer's class
level + Wis modifier)

Others of the same alignment  Automatic if 5 or fewer HD,
otherwise Will save (as above)
Wil save [as above)

Type of Listener
Followers of the same dzity

All athers

Enraptured audience members act as though affecred
by a symbol of persuasion (see the symbol spell), changing

alignment as appropriate and otherwise functioning
according to the charm person spell. The high proselytize
can inspire the crowd o take any of a number of actions
depending on her alignment. She might urge an army i
tight with courage or convince an urban crowd to dé
good deeds in the streets of the city. In the case of
chaotic or evil high proselytizer, she mighe incite a mot
to wreak havoc and vandalize the city or seek our ang
punish nonbelievers. Any suicidal suggestion grans
audience members a new saving throw to break the rap
ture {with the exception of low-level followers of the
same deity, who never got a save in the first place), The
rapture lasts for 10 minutes plus an addirional § minus
per high proselyrizer level.

At 3rd level, the high proselytizer’s proselytize ability alsa
includes deific touch. During her speech, she can mon
among the enraptured, shaking hands, caressing a brow
and otherwise rouching audience members. Anyone o
touched is healed of 1d4 points of damage and cured
any natural disease or poison. Up to six individuals pe
mlln(] can h:’," S} -'Ir"ll:,"'l,,'[t'l::l. An ﬂ.'l.ll.iil,,"]'l:l:_'l:_\' ]'l'.i:,"'l'l.'.lhf"]' Can L]ﬂ!.'l
benefit from deific touch once par proselytize session. The
high proselytizer can use deific touch as long as her prosly
tize ability lasts,

At 5th level, the proselytize ability includes detfic wor
once per day, plus one additional time per day per teq
levels thereafter (15th, 25th, 35th, and so on). The words
spoken by the high proselytizer can, if she chooses, tuné
tion as a triple-strength sound burst spell (3d8 points o
sonic damage and a Will save to avoid being stunned fos
3 rounds) to all who are not enraprured, as the spell cag
by a 20th-level cleric, The deific word can occur at any
point during her proselytize speech.

At 7th level, the proselytize ability includes deific face once
per day, plus one additional time per day per ten levels
thereafrer (17th, 27th, 37th, and so on). When the high
proselytizer speaks, she can cause a blinding burst o
shine from her face. Dafic face functions against all in the
audience who are not enraptured as the smburst spel
by a 20th-level cleric. The deific face can occur at any poini
during her speech.

At 9th level, the proselytize ability includes detfic aum onge
per day, plus one additional time per day per ten leve
thereafrer (19th, 29th, 39th, and so on). When the higk
proselytizer speaks, she can cause a rolling wave of deific
power to spring from her body that functions as eithers
blasphemy, dictum, haly word, or word of chaos spell (as appro-
priate for her alignment), affecting only those in the
audience who have resisted becoming enraprured. Deifi
aura otherwise functions as the relevant spell cast by
20th-level cleric. The deific aura can occur at any poin
during her speech.

Heal (Sp): At 2nd level, the high proselytizer can use
heal on herself or another creature once per day, plus one
additonal time per day per four levels thereafter (éth,
10th, 14th, and so on).

Bonus Feats: The high proselyrizer gets a bonus feu
at 4th level and an additional bonus feat every four

cal

A
-



8th, 12th, 16th, and so on). These

| .
ievels thereafrer
bonus fears must be chosen from the following list

Armor Skin, Automatic Quicken Spell, Automatic
Silent Spell, Automatic Still Spell, Bonus Domain,
Enhance Spell, Epic Leadership, Epic Repurtarion, Epic
Spell Focus, Epic Spell Penetration, Epic Spellcasting,
Epic Will, Extended Life Span, Great Charisma, Great
Wisdom, Ignore Material Components, Improved
Alignment-Based Casting, Improved Combat Casting,

Improved Heighten ?';}'u'“.:. Improved Metamagic,
Improved Spell Capacity, Intensify Spell, Legendary
Commander, Mulrispell, Negative Energy Burst, Per-
manent Emanation, Planar Turning, Polyglot, Positive
Energy Aura, Spectral Strike, Spell Stowaway, Spell
Opportunity, Spontaneous Domain Access, Sponta-
neous Spell. Tenacious Magic, Undead Mastery, Zone
of Animation.

:THLE 1-29: THE HIGH PROSELYTIZER

High

Proselytizer

Level Special Spells per Day

Ist Proselytize 1 /day

Ind Heal 1 iday #1 level of divine
spelicasting class

Ind Proselytize (deific touch) 1 /day

&t Barnus feat £1 fevel of divine
spellcasting class

3th Proselytize {deific word) 1 /day

Eh Heal Z{day +1 level of divine
spellcasting class

Tth Proselytize (deific foce) 1/day

ith Bonus feat +1 level of divine
spellcasting class

Geh Proselytize (deific oura) 1/day

108k Heal 3/day +] level of divine

spellcasting class

E'GENI.'.-\F-.T I. I_.'-| fM'..']I';_HlT

The legendary dreadnought is the ultimate foot soldier, an

B absolute force of destruction, a total warrior who excels at
sheer combat prowess. While some rely on cunning and
peflexes in a fight, and others uphold a code of honor or
engape in combat from horseback, the |.|;*:|_r|1:|‘||,i,|!|'". dread-

J “mought “'T'F"I"f' wades into bartle, completely bent on
relentless, steady destruction. When the ride of combat

@ Mlows against him, he stands like a rock. It is the legendary

Mdreadnought who has the might to breach the seemingly
Sunbreachable gates.

Fighters, rangers, and barbarians most often seek to
fbecome legendary dreadnoughts, as do ex-paladins and
blackguards. Clerics, paladins, and monks may occasion.
l'r' '-'h-'lﬂgll.' their focus and become h*;‘_r.'ndﬂr*.' dread-
Imughu-. but druids, FOEUEs, SOTCerers, and wizards
seldom do.

Legendary dreadnoughts may function as brure

them m:ILHIF-'I:nP most des VASTAtIng combart units in an
¥ On occasion, a legendary dreadnought might
B¥e a5 a champion for a prominent ruler or noble

fﬂnrman i'i.‘l't't'1'|'||."|:|.:|1L group, but small groups of

.IL-|||'|!_5' a5 a sl |'|;"|"|b_r| aArm or li."l'l}[-l!:l['l;.: 111 “'l[.‘!!.lt"l.l |_'|_1]'|'!||_'I.,'|['\-|.
for monev

Hit Die: d12

REQUITEMENTS

L_lASY

[o quality to become a legendary dreadnought, a charac
ter must tulkill all the h"”.:‘-'-'l'm_g criteria

Base Attack Bonus: +23,

Skills: Intimidate 15 ranks

Feats: Combar Reflexes, Great Cleave, Improved Bull
Rush, le1;}:tu.'1'-.| Critical.

1A5s SEILS
and the key
Int),

1 ne '-

ability for each skill) are Climb (Str), Crafi Intimi-
date (Cha), Jump (5tr), and Swim (Sir). See Chaprer 4:
Skills in the Player's Handbook tor skill descriprions

Skill Points at Each Level: 2 + Int modifier
| EATUES
[he tollowing are class teatures of the legendary dread
nought prestige class.

Weapon and Armor Proficiency: A legendary dread-
Tll.ll]_["h1 I rlrnllll._'lu,‘1‘41 'i":']tl_l .'|[| ﬁiﬂl'rl.l e .il'l1.|. ]'I':I.'l.."'rl.'ll Wil Fll.":'l"l.
all armor, and all shields.

Unﬁtﬂppﬂhlr{]_'i:l. Ar 1st level, the legendary dread
nought can concentrate his power, turning himself into
an unstoppable force once per day, plus one additional
time per day every five levels thereafter (ath, 11th, 16th,
and 5o on). This ability grants the character a +20 bonus
on his I"'~1l'|r.‘|‘|!._',1|'| check to break or burst a door or item

G Hl";':al-ung Crpen Doors in {,'!1:1;"1;".'-1 Skills and Break-
ing ltems in Chapter & Combat in the Players Handbook).
As a special use of this ability, the legendary dreadnought

can attempt to break a wall of force {Strength DC 32, and
the character applies his unstoppable bonus to this check
s 'l"u'l.‘]!. a"'l][l'."'l'j'.al“"«'fl"-'. IJ:H.‘ J|:|!.'_;‘I1L]:|r'.' IJ.I'I.".’.ti.['ll.”.]b:J"-[ edn
pply the +20 bonus to a single artack roll.

Unmovable (Ex): At 2nd level, the legendary dread-
!1{"[]5;_]1' can concéntrate ]'l.l.‘- ;"'l.l"'."-'I_T mis 'I|\.|"|L ]'ll.'l'l"l‘\{"'"
unmovable once per day, plus one additional time per day
every hive levels thereafter (7th, 12th, 17th, and so on
This power grants the character 2 +20 bonus on any one

of the following:

» A prapple check made to avoid being grabbed with the
improved grab ability

* AStrength check to avoid the ettects of a bull rush, trip
;I“I.':'I'I.]“. L '1|11'|L|:3r ellect

» A Strength check against any effect that would move
the character either physically or magica

* Any one saving throw

If an effect that would move the character either physi-
cally or magically does not normally allow a saving
throw, the legendary dreadnought can use this ability 1o
gain a Will saving throw. He still gains the +20 bonus on
the saving

||'|[l.."'.'l.' 11 11lLL'|i'I d Ly




Shrug oft Punishment (Ex): The legendary dread-
nought grows more and more able to withstand the
injuries that would fell lesser men, gaining 12 bonus hit
points at 3rd level and 12 more every five levels there-
after (8th, 13th, 18th, and so on),

Thick Skinned (Ex): At 4th level, the legendary
dreadnought learns 1o ignore the miner nicks and cuts
of battle, gaining damage reduction 3/-. This does not
stack with damage reduction granted by magic items or
nonpermanent magical effects, but it does stack with
any damage reducrion granted by permanent magical
effects, class features, the Damage Reduction feat, and
this ability itself. The damage reduction improves by 3
points every five levels thereafter (9th, 14th, 12th, and
S0 0n

Bonus Feats: The legendary dreadnought gets a
bonus feat at Sth level and an additional borus feat
every five levels thereafter {at 10ch, 15th, 20th, and so
on). These bonus feats must be selected from the fol-
lowing list: Armor Skin, Devastating Critical, Dire
Charge, Epic Fortitude, Epic Prowess, Epic Toughness,
Epic Weapon Focus, Epic Wezpon Specialization, Fast
Healing, Great Constitution, Great Strength, Improved
Combat Reflexes, Overwhelming Critical, Penetrate
Damage Reduction.
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Legendary

Dreadnought

Level Special

1st Unstoppable 1/day
Znd Unmovable 1/day

ird Shrug off punishment
4th Thick skinned

Sth Bonus feat

Gth Unstoppable 2 /day
7th Unmovable 2/day

Bth Shrug o punishment
Oth Thick skinned

10th Bonus feat

PERFECT WIGHT

The perfect wight is a master of skulking, the ultimare
prowler and thief. She has transcended the extraordinary,
honing her talents to supernatural levels. She can bypass
any protection and slip through any defense. Few see her
coming, and she does not leave evidence of her passing.
She quite literally is a shadow in the night.

Only the sneakiest and stealthiest of characters can
become a perfect wight, so rogues are the most likely can-
didates. Assassins sometimes enhance their own skills by
spending some time as a perfect wight, although the per-
fect wight's focus on stealth and evasion comes at the
expense of some offensive abilities. Few other classes
ever excel ar the ralents necessary to become perfect
wights, although the occasional sorcerer or wizard might
find herself in a position to do so.

Perfect wights are true thieves, cat burglars in the
extreme. They have heightened the art of breaking and
entering 1o a new level, and they consider it an exciting

challenge to test their mertle against the best securiry thi
mulriverse has to offer. Most operate solo, although som
may work with a group or perhaps use their talents to aif
in protecting rather than stealing.

Hit Die: dé.

Reguirements

To qualify to become a perfect wight, a character mus
fulfill all the tollowing criteria.

Skills: Hide 24 ranks, Move Silently 24 ranks.

Epic Feats: Self-Concealment.

Special: Sneak artack +10dé.

Class Skills

The perfect wight's class skills (and the key ability fof
each skill) are Appraise (Int), Balance (Dex), Bluff (Chal
Climb (Str), Craft (Int), Disable Device { Int), Diplomacs
(Cha), Disguise (Cha), Escape Artist (Dex), Gathe
Information [Cha), Hide (Dex), Innuendo (Wish, Inrun
Direction (Wis), Jump (Str), Knowledge (any) (Int
Listen (Wis), Move Silently (Dex), Open Lock (Dey)
Search (Int), Spot (Wis), Tumble (Dex), and Use Ropt
(Dex). See Chapter 4: Skills ir the Player’s Handbook foé
skill descriptions.

Skill Points at Each Level: 8 + Int modifier

Class Features

The following are class features of the perfect wight pres
rige class.

Weapon and Armor Proficiency: A perfect wight
gains no proficiency with any w eapons, armor, ot shields

Improved Invisibility (Su): Starting at 1st level, the
perfect wight gains the benefit of improved invisibility once
per day, plus one additional time per day every five level
thereafter (6th, 11th, 15th, and so on). The improved invi
bility is as the spell cast by a 20th-level caster.

Improved Legerdemain (Su): A perfect wight can
perform the following class skills ar a range of 30 feet
Disable Device, Open Lock, Pick Pocket, and Search. I
desired, the perfect wight can take 10 on the check. Any
object manipulated during the skill check must weigh
100 pounds or less. Alternatively, the perfect wight can
use improved legerdemain to make one melee sneald
attack against any creature within 30 feet. The perfec
wight executes the sneak attack (or death artack, if appls
cable) as if arracking from a flanking position. IFf the
attack is successful, the vicrim is dealt the appropriate
sneak attack damage despite the fact thar the perfect
wight and her weapon do not physically cross the inrer
vening distance. A petfect wight can use improved leg
erdemain once per day at 2nd level, plus one additional!
time per day every five levels thereafter (7th, 12th, 17tk
and =0 on).

Incorporeal (Su): At 3rd level, the perfect wight can
become incorporeal once per day, plus one addiriona
rime per day every five levels thereafter (8th, 13th
18th, and so on}. A perfect wight can remain incorpored
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Perfect
- Wight

Level Special

Ist improved invisibility 1/day

Ind improved legerdemain 1 /day

Ird Incorporeal 1 /day

4th shadow tarm 1/day

Sth Bonus feat

fth Improved invisibility 2/day

Tth Improved legerdemain 2/day

dth Incarporeal 2 /day

Sth Shadow form 2/day

10th Bonus feat
for a number of rounds equal to 20 + her purlb{[ wight
level. As an I!I1-:'|_'|T['Il.'ll't‘:!| creature, the pu:rllgr-_'a u.'jgh: Can
be harmed only by other incorporeal ereatures, +1 or
better magic weapons, and spells, spell-like abilities, and

supernatural abilities. She is immune to all nonmagical
ﬂll-'H.']-i I'.U-l'l'l'lh'. Even 1.‘.']1;‘]]; h'i[ 1‘:-'-. '\.Fu:l]t. Or Magic weapons,
the perfect wight has a 50% chance to ignore any
damage from a corporeal source (except for force effects,
such as magic missile, or artacks made with ghost touch
weapons). An incorporeal perfect wight has no natural
armor but has a deflection bonus ;_h_]l_l..]l. to her Charisma
modifier (always ar least +1,
even if her Charisma score
does not normally provide
lhﬂ'n“‘i

An incorporeal perfect
-wighr can pass r]11'u|_|gh
solid objects at will, but not
Morce offects. Her artack
ipasses through (ignores
matural armor, armor, and
shields, ﬂE[hquh deflec-
ftion bonuses and force
elfects (such as mage armor
work normally against ir.
BAn incorporeal perfect
Bwight moves silently and
peannot be heard with Listen
; c]lrv:h if she doesn't wish
o be. While Incorpo real,
the perfect wight has no
Strength score, so her Dex-
fletity moditier applies to
jeboth her melee and her
ranged attacks.
Shadow Form (Su): At
th level, the perfect wight
iBan take shadow form once
¥ [liﬂ'!-'- P|IJ'\~ one additional
Rtime per day every five
devels thereafrer (9th, 14th,
09th, and so on). The perfect
s wight's shadow form lass 1
minute per level of the pres-
ige class. The shadow form -

is the ultimate expression of the perfect wight's power,
F!'I.l' i5 im'nr]*L:-n':Ll [Sap ,Ib-;'-'. a8l \.|:1|: i5 immune o .._'|'g|[||_';}]
hits, and she can flv at a ‘-.'|_‘.||.'|.'1J of 100 feet good )

The pertect wight can also use the substance of her
own shadow to en

wance her effective level on any
attack roll, check, or saving throw. Drawing power
from her own shadow form deals the perfect wight 7
points of damage for each +1 bonus on a single roll or
+1 effective level for any other single use, For example,
] 1"L'I'1.1't'f '-'n"-j.'_h! could add a +5 bonus on her next artack
roll or saving throw, bur in doing so she takes 35 points
of damage.

Bonus Feats: The perfect wight gets a bonus feat ar
Sth level and an addirional bonus feat every five levels
thereafter (10th, 15th, 20th, and so on).
teats must be selected from the following list Blinding
Speed, Combar Archery, Dexterous Fortitude, Dexter-
ous Will, Epic Dodge, Epic Reputation, Epic Skill
Focus, Epic Speed, Improved Combar Reflexes,
Improved Sneak Attack, I.vj;l:l'ldar'-. Climber, 1 ingering
Damage, Self-Concealment, Sneak Attack of Opportu-
nity, Spellcasting Harrier, Superior Initiative, Trap
sense, Uncanny Accuracy

Fhese bonus

UNION SENTINEL
A Union Sentinel is 2 member of an elite
|."1."E:Il..'1‘ r-url".' i I!|'1.'II _|.11].31'|.1'-. rhl_' I,ir.'l'|‘.:']_‘-|.|hr_‘
city of Union (see Chapter 6). Union Sen
tinels patrol the city streets, enforcing the
laws of Union and ensuring that peace
reigns supreme. A Union Senrinel is
trained to caprure lawbreakers and
imprison them for trial rather than
killing them, A Union Sentinel
uses lethal force only as a last
resort, or he calls in higher beings

to aid him when his own power

proves ineffective

[ Union Sentinels often come
from fighter, ranger, or cleric

- backgrounds, and paladins occa-
sionally take up the mantle of
union sentinel, too. Rogues and
monks occasionally have enough

battle prowess to serve as Union

Sentinels, but druids, sorcerers, wiz-

ards, and barbarians lack either
the raw fighting skill or the
R discipline necessary to serve
in Llnion,

Union Sentinels are
regular sights in Union,
appearing in small units
\ of two to tive. They are
" stoically true to the law,
™ serving the mercanes that
Y run the city with unswerv-

ing loyalty. Off-duty Union




Sentinels occasionally take up other professions and
might even agree to join adventuring groups if the rask at
hand doesn't interfere with their dury. But in any case,
they rarely leave the citv.

Hit Die: d10,

R'I"I:.I ||i|l'|'||'.'J||"'\-
To qualify to become @ Union Sentinel, a character must
fulfill all the following criteria.
Alignment: Any lawful
Base Attack Bonus: +21.
Skills: Diplomacy 8 ranks, Knowledge (local) &
Feats: Alermess, Improved Disarm.
Epic Feats: Armor Skin.
Special: Must reside in the demiplane-ciry of Union.

ranks.

lass Skills
The Union Sentinel's class skills (and the key ability for
each skill) are Diplomacy (Cha), Gather Information
{(Cha), Intimidate (Cha), Knowledge (local) (Int), Listen
{(Wis), Profession (Wis), Search (Int), Sense Motive {Wis),
and Spot (Wis). See Chapter 4: Skills in the Player’s Hand-
book tor skill descriptions.

Skill Points at Each Level: 2 + Int madifier.

Clazs Featiires
The following are class features of the Union Sentinel

Weapon and Armor Proficiency: Union Sentinels
are proficient with all simple and martial weapons, all
armor, and all shields.

Sending (Sp): Ae 1st lavel, the Union Sentinel gains the
use of the sending spell as a spell-like ability once per day,
plus one additional time per day every seven levels there-
after (8th, 15th, 22nd, and so on), Union Sentinels nor-
mally use sending to contacr their superiors if their patrol
meets a threat they can't handle. This ability functions as
the spell cast by a 15th-level caster.

Shield of Law (Sp): At 1st level, the Union Sentinel
gains the use of the shield of laur :;r.w]l a5 a ::]_‘.u’.'”-]l.]-;E ;1L‘|l]i[1.'
once per day, plus one additional time per day every three
levels thereafter (4th, 7th, 10th, and s0 on). Union Sen
tinels normally use shield of law prior to confronting a
threat in the streets. This ability functions as the spell cast
by a 15th-level caster.

Freedom (Sp): Ar 2nd level, the Union Sentinel gains
the use of the freedom spell as a spell-like ability once per
day, plus one additional time per day every six levels
thereatter (Sth, 14th, 20th, and so on). This ability func-
tions as the spell cast by an 18th-level caster.

Knock (Sp): At 2nd level, the Union Sentinel gains the
use of the knock spell as a spell-like ability once per day,
plus one additional time per day every four levels there-
after (6th, 10th, 14th, and so on). This ability functions as
the S]:I-E” Citsl |."'g.‘ a 15th-level caster

Dimensional Anchor (Sp): At 3rd level, the Union Sen-
tinel gains the use of the dimensional anchor 5]:'1*“ a5 a

spell-like ability once per day, plus one additional tim#
per day every three levels thereafter (6th, oth, 12th, and
so on). This ability funcrions as the spell cast by a 156
level caster.

Portal Guardian (Su): A 4th-level Union Sentinel cat
become a portal guardian once per day, plus one adds
tional time per day every six levels thereafter (10th, 1668
22nd, and se on). The Union Sentinel must positios
himself within 5 feet of a portal or gate, and while ¢
remains, the portal cannot be activated from either sids
by any means. The Union Sentinel can defend himscl
and use any of his other abilities normally, as long as hé
remains adjacent to the blocked portal. This ability onli
functions against portals and the gate spell, not againg
creatures with other spell-like or supernatural interpls
nar traveling abiliries.

Forcecage (Sp): At 5th level, the Union Sentinel gains
the use of the forcecage spell as a spell-like ability once pa
day, plus one additional time per day every five levels
thereafter (10th, 15th, 20th, and so on). This ability fune
tions as the spell cast by a 20th-level caster.

Imprisonment (Sp): At 7th level, the Union Senting
gains the use of the imprisonment spell as a spell-liks
ability once per week, plus one additional time pe
week every five levels thereafter (12th, 17th, 22nd, and
s0 on ). This ability functions as the spell cast by a 20tk
level caster.

TaBLE 1=32: THE UNION SENTINEL

Union r
Sentinel

Level Special

15t Sending 1[day, shield of low 1 /day

Znd Freedom 1 /day, knock 1 /day

3rd Dimensiornal anchor 1 /day

dth Portal guardian 1/day, shield of faw 2/day
5th Forcecage 1day

Bin Dimensional anchor 2/day, knock 2 fday

7th Imprisonment 1 fday, shield of law 3 /day

th Freedom 2(day, sending 2 /day

9th Dimensional anchor 3 /day

10tk Krock 3/day, forcecage 2 /day, portal guardian

1/day, shield of law 4/day

EPIC LTEADERSHIP

In the Dunceox Master's Guide, Table 2-25 notes that
no additional effects are achieved with a Leadership
score of greater than 25. However, by selecting the Epicl
Leadership fear, a character gains access to Table 1-33)
Epic Leadership.

All epic characters should automatically qualify for the
“reputation of special power” Leadership modifier a¢
noted on Table 2-26 in the Dunceon Masten’s Guide, and
most also qualify for the “reputation of great prestige
modifier as well

Table 1-34: Example Special Epic Cohorts presens
some powerful creatures that make good cohorts for
epic characters.



TasLE 1-33: Eric LEADERSHIP

Leadership Cohort

Score Level st 2nd ird 4th
15 17th 135 13 7 4
ib 18th 160 16 8 4
17 13th 190 19 10 3
8 19th 220 22 1 6
29 19th 260 26 13 7
0 20th 300 10 15 ]
] 20th 350 35 18 9
1 215t 400 40 20 10
13 215t 460 46 23 12
LA} 2nd 520 52 26 13
L} 22nd 590 39 30 15
36 23rd 660 66 13 17
E) 23rd 740 74 37 19
2 24th 820 82 a7 21
L 24th 910 a1 46 23
4 25th 1,000 100 50 25
per +1 #1f2% 2100 t 1
Leadership Score: A character's Leadership score equals his level

Number of Followers by Level

Sth 6th Tth Eth Sth 10th
2 2 1 — e —_—
. 2z 1
1 2 1 — — —
3 2 ] - —
4 2 1 — e —
4 Z 1 - e
5 i 2 ] — —
5 3 Z 1 =
2] 3 2 1 — —_
[ E Z 1 -
3 4 2 1 = —
9 § 3 Z 1 —

10 § 3 2 1 _
1M [ 3 ? 1

12 [ 3 2 1 —
11 F) 4 s ] —
i ] T T i 1

plus any Charisma modifier. Qutside factors can affect a charac-
te1's Leadership score, as detailed in Table 2-26; Leadership Modifiers in the Duscros Mastes Cuid

Lohort Level: The character can attract a cohort of up to this level. Regardless of the character's Leadership score, he can't recruit
@ cohort of his level or higher,
Number of Followers by Level: The character can lead up to the indicated number of characters of each level, For example, a charac-
Bt with 2 Leadership score of 31 can lead up to 350 1st-level followers, 35 2nd-level followers, and so on
*Your maximum cohort level increases by 1 for every 2 points of Leadership above 40,
*Your number of 1st-level followers increases by 100 for every point of Leadership above 40,

-

20th; see the Exceptional Followers section abave)

Creature

" Matral deva

Ancient silver dragon
Cloud glant

| Ghaele eladrin

. Storm giant

' Wyrm brass dragon
ﬂrlg,un turtle
12-headed

Roc
Ancient green dragon
Gelugon (devil)

Cloud giant

Glabrezy (deman)
Succubus (demon)
Wyrm white dragon

FOLLOWERS

Alignment
Any good
Lawful good
Lawful good
Meutral good
Chaotic good
Chaotic good
Chaotic good
MNeutral
Meutral
Meutral
Lawful evil
Lawful avil
Meutral evil
Chaotic evil
Chaaotic evil
Chaotic evil

LE 1-34: ExampLE SPECIAL EPic COHORTS

Level Equivalent

22nd
I0th
18th
19tk
PR
20th
27th
17th
19th
17th
28th
215t
14th
23rd
14th
26th

BIIONAL RULE: EXCEPTIONAL

Ehough followers are normally warriors, experts, or
sommoners, your DM mighrt allow you to have charac
fers of other classes as followers. If vou use this
gptional rule, adept or aristocrat followers count as fol-
15 of two levels higher than their acrual character
el A follower with any levels in a PC class counts as
@lollower three levels higher than his character level,
@t lollower with any levels in a prestige class counts as a
pllower five levels higher than his character level. This
llects the fact that such characters are rarely followers

{Tou can command one-tenth as many 2nd-level followers as 1st-level followers. You can command one-half 3¢ many 3rd-level
followers as 2nd-level followers, one-half as many dth-level followers as 3rd-level followers, and so on (round fractions up, except
an less than 1 rounds to 0). You can't have a follower of nigher than 20th level (or whose effective follower level is greater than

dlly

and are much more likely to be unique characters in
their own right.

For example, a 6th-level commoner, warrior, or
expert counts as a 6th-level follower, A 6th-level adept
or aristocrat would count as a 7th-level follower. A
6th-level fighter or 3rd-level aristocrat/3rd-level
wizard would count as an Sth-level follower. A sth-
level rogue/1st-level assassin would count as an 11th-
level follower.

EPIC SKILLS

Lidda the epic rogue can hustle across a hair-thin
thread, put her ear to a door, and hear a cat breathing
three rooms away. Ember the epic monk can scramble
up a pertectly smooth surface faster than a normal
person can run. Devis the epic bard can fast-talk a lich
into giving up its phylactery, and Jozan the epic cleric
can turn a pack of snarlmg barbarians into diehard
tanatics for Pelor.

These are examples of epic level skill use. Some are
merely logical extensions of the skill descriprions in the
Player'’s Handbook, while others seem almost mystical in
their execution.

Skill checks work just as I|31:}' alwavs have: Roll 1d20
and add your skill modifier. Tasks either have a parncu-
lar Ditficulty Class (DC) or are opposed by another roll
(usually a skill check of the same or an opposing skill).
Your maximum skill rank is equal to your character




level +3 (for class skills) or half that number (for cross-
class skills). Characrers gain skill points each level
based on their class (see the appropriate class descrip-
tion for details).

Despite the near-magical nature of some epic level skill
uses, all uses of skills are considered exceprional abilities
(except it noted otherwise), and thus function normally
even within areas of ant imagic.

OMBINING SKILL ATTEMPTS
When more than one character tries the same skill ar
the same time and for the same purposes, their efforts
Ty I'l"|'l."'|':.|!_'
JOEIONEN Kule: Cooperation
The Mayer's Handbook describes how characters can coop-
erate to increase the chance of success at a task. Since
TU|5II‘|_L1 aliuwor §1|p_|h"l' on a skill check becomes almos
meaningless tor an epic character, vou can use this
optional rule to allow epic characters to achieve even
greater results through cooperation.

Increase the circumstance bonus granted by coopera-
tion by +1 for every 10 points of the helper's skill check
above 10. Thus, a roll of 10-19 would grant a +2 circum-
stance bonus (as normal}, a roll of 20~29 would granta +3
circumstance bonus, 30—-39 a +4 circumstance bonus, and
so0 on. (To determine the circumstance bonus quickly,
simply divide the helper’s check by 10, round down, and
-'-II-.lI.] |

Since this optional ru

e has the potential of dramati-
cally increasing the results of some skill checks, con-
sider it carefully before adding it to your game. You may
want to limit strictly the rypes of skill checks that can
gain this level of bonus

You can use this same optional rule in
nonepic play as well, if you want 1o encour-
age cooperation between characters.

";l:"'li. ”"\-I!I.-":||.|
Many skills are noted as granting
a synergy bonus to the use of
..:lt'l‘l:lﬂ".t"]' h-]'l:E” 1.'.'|':u_‘r'| Yol
h.;:l Ve &5 OF more !'.JI'II‘QH {hi]
the first skill. This syn-
ergy bonus increases by
+2 j.{1r every addi-
tional 20 ranks you
have in the skill.

For instance, }
the Playver’s Hand-
J.'i"'l"lu' AOLeEs 1]1;[!
if vou have § or
more ranks in
Tumble, yvou
get a+2 5yn-
ergy bonus
on Balance
checks. If

-

SKILL DESCRIPTIONS

you have 25 or more ranks in Tumble, this synergy ke du
increases (o +4, with 45 or more ranks to +6, and so 8 ar

ciai

ale
This section describes new DCs and new modifien® oy
the familiar skills of the Players Handboek. OFf cours ap
truer than ever before thar characters will come upi ™
uses for skills that aren't covered in the rulebook ™ mi
DM should use his or her best judgment in assignis™ da
DC for such a task, Don't be afraid to set a DC of (8D
100, or more for a truly mythical rask.

See the Players Handbook for full skill descriptions

You can create more powerful alchemical substand
create alchemical substances more quickly than befs
..It'II.E Zil.[r.‘]'l[l.".' IL-l.J|.'.l"--|;||'|".|.' &5 1N *i{'l._'{:l]}d*i

Task DC (or DC Modifier)
Quick creation +10 or more to DC
Quick identification DC 50

Create augmented substance +20 or more to DC

Cuiick Creation: You can voluntarily increase the IX
creating an alchemical item or substance by any mubi An
of 10. This allows vou to create an item more quick

since you'll be multiplying this higher DC by vour g |
check result to determine progress). You must decided
increase to the DC before you make the check.

Quick Identification: You can identify a substance
potion in the tield as a full-round action, without
alchemical lab or anv cost. You can't retry this check
take 205 if vou fail, you must use vour alchemical laby
identify the substance

Lreale .".||_|,;rr:|'|I!|'|| ,-'-,I,h.-u.....-.' I

. or Substarnce: This requires the Ag

P mented Alchemy fear, and allos
4 vou to create alchemical ites
and substances of greater pow
than normal
': To augment an alchemical s
stance, add +20 to the I¥
required to create th
1TEIm il.l"ll.i T!'I!I.llli,"l". [:_"
cost by 5. If the ites
or substance dedl
L '|.[.'|]'|'|:.'|H!"- I:‘Il,'lll:lﬂl_" ||':'
damage dealt. 1f the
item or substanc
doesn't deal dam
age, double the de
ration of its effec
If the item or sub
stance doesn' deal dam
J.E:‘I.' Jt'llj '.[-.H'H:l‘.'r ]'I..'I'l.'l."_“ |

P, .,

-ipn.'l.'il-i-. listed
duration (o
has an in
L stantaneous



duration), double all dimensions of its area. If the item
or substance doesn't fit any of these categories, then it
cannot be improved in this manner. A list of the
glchemical items and substances from the Player's Hand-
bok, along with the effects of augmenting them,
appears below

You can create an item with m ultiple degrees of aug-
mentation. For every additional mu|[|p]|er i pplied 1o
damage, duration, or area, add an additional +20 to the
DC and add an additional 5 to the cost multiplier. For
example, a twice-augmented flask of alchemist's fire
would deal triple damage, would have a +40 modifier to
the DC required to create it, and would cost 10 rimes as
imuch as normal alchemist’s fire,

Item Effect of Augmenting
 Aid Direct hit 2d6, splash 2
Alchemist's fire  Direct hit 2d6, splash 2
 Antitowin Duration 2 hours
\ Smakestick Smoke fills a 20-foot cube
* Sunrod Glows for 12 hours
Tanglefoot bag  Becomes brittle and fragile after 20 minutes
' Mo effect

timal Empathy

Biou can turn an animal into a fanatic follower, Refer to
l]:l.t:li'tl:lmpmj. ing table

 Initial —— New Attitude ——M—
Attitude Hos Unf Indif Friend Help Fanatic

Host Less than 20 20 25 35 50 150

Unfriendly Less than5 5 15 25 40 120

nGifferent  —  Lessthan 1 1 15 0 90
Friendly e — Lessthan1 1 20 &0
aat — — — Lessthan1 1 50
Hex: hostile. Unf: unfriendly. Indif indifferent. Friend: friendly.
e heloful

Fanatic: In addition to the attitudes listed in the Dungron
AASTERS Guide, the attitude of fanatic is added here, In
ddition o the obvious effects, any animal whose arri-
fide is fanatic gains a +2 morale bonus to Strength and
Lonstitution scores, a +1 morale bonus on Will saves, and
=1 penalty to AC whenever fighting for vou or your
e This artitude will remain for one day plus one day
per point of your Charisma bonus, at which point the
#imals artitude will revert to its original attitude (or
ditterent, if no artitude is specified),
@ reat the {anatic attitude as a mind-affecting
gnchantment effect for purposes of immunity, save
ponuses, or being detected by the Sense Motive skill.
gifice it is nonmagical, it can't be dispelled; however,
iy effect that suppresses or counters mind-affecting
bifects (such as calm emotions) will affect it normally, A
anatic animal’s artitude can't be further adjusted by
e use of skills (that is, you can't use Animal Empathy
B change an animal’s artitude from fanatic to some-
hing else ).

-
.

Attitude Means Possible Actions
Fanatic  Will give life Fight to the death against
to serve you overwhelming odds, throw self

in front of onrushing dragon

Appraise

You can sense magical auras in objects.

Task DC
Detect magic 50

Detect Magic: You can sense if an item has a magical aura,
You can then use Spellcraft to learn more abour the item
as if you had already cast delect magic on the item. This
requires a full-round action

H.1i.-|||; [

Surface DC
1-2 inches wide 20
Uptol inch wide 40
Hair-thin (a0
Liguid® g0
Claud 120

"Includes any other surface that couldn’t support your
weight, such as a tragile branch.

B luff

You can implant a nonmagical suggestion in a target,
display a false alignment, or disguise vour surface
thoughts.

Sense Motive
Example Circumstance Modifier
Instill suggestion in target +30
“I'll bet you could use a cooling swim. A dip in that
pocl of acid would be refreshing.”

Task DC
Display false alignment 70
Disguise surface thoughts 100

Instill Suggestion in Target: This is identical to the effect of
the suggestion spell, except thar it is nonmagical and lasts
for only 10 minutes. It can be sensed as if it were an
enchantment effect (Sense Motive DC 25)

Display False Alignment: You can fool alignment-sensing
effects by displaying a false alignment of vour choice,
Once set, a false .'||1t_.an:|'|E:|1I rematns as |:1ng 5 YO remain
conscious and awake, Serting or changing a false align-
ment requires a full-round action.

Disguise Surface Thoughts: You can fool spells such as detect
thoughts (or similar effects) by displaying false surface
thoughts. While you can't completely mask the presence
of your thoughts, you can change your apparent Intelli
gence score (and thus your apparent mental strength) by
as much as 10 points and can place any thought in your
“surface thoughts™ to be read by such spells or effects. If a
character attempts o use Sense Motive o detect your
surface thoughts (see the Sense Motive skill description),
this becomes an opposed check (though any result lower
than 100 automatically fails).




Climb
You can climb
]| |':II.'T1.'-'|."|I.' LIn-=
climbable surfaces.

DC Surface

70 A perfectly smooth,
flat, vertical surface

100 A perfectly smooth,

fiat, overhang or
ceiling

Rapid Climbing: You can climb yvour speed as a move-
equivalent action, or double your speed as a full-round
action (requiring rwo Climb checks), but yvou take a =20
penalty on your check

Special: The Legendary Climber feat allows vou to
ignore any penalties for accelerated or rapid climbing.

Loncentration

You can cast spells with somaric components even while
grappled

Task
Cast spell with somatic
component while grappled

D
50 + spell level

You can craft items more I_]‘.I::.']s.l'g.' than normal.

Task
Quick creation

o
+10. or more to DC

Quick Creation: You can voluntarily increase the DC
of crafting an item by any multiple of 10 (10, 20, 30,
and so on). This allows vou to create an item more
quickly (since you'll be multiplying this higher DC by
vour skill check result to determine progress). You
must decide the increase to the DC before you make

the check

- . .
LMECiphner 3Cript

You can decipher magic scrolls,

Task

Decipher a written spell

[such as a scroll) without using
read magic. One try per day.

DC
50 + 5 times spell I

Diplomacy
You can turn a person into a fanatic follower. Refer o8
accompanying table.

Imitial Mew Attitude

Attitude Hes Unf  Indif Friend Help Fang
Hostile Less than 20 20 25 35 50 1%
Unfriendly Lessthan§ 5 15 25 40 13
Indifferent — Lessthanl ) 15 0 W
Friendly - — Lessthan1 1 20 &
Helpful — — — lessthan1 1 b

Hos: hostile. Unf: unfriendly, Indif indifferent. Frignd: friend
Help: helpful.

Fanatic: In addition to the attitudes listed in the Dusa
Master's Guide, the artitude of fanatic is added herel
addition to the obvious effects, any NPC whose atring
is fanatic gains a +2 morale bonus to Strength and Ca
stitution scores, a +1 morale bonus on Will saves, and -
penalty to AC whenever fighting for you or your cams
This attitude will remain for one day plus one day p
point of your Charisma bonus, at which point the NK
attitude will revert 1o its original atritude (or indifferes
if no attitude is specified),

Trear the fanatic artitude as a mind-affecting enchas
ment effect for purposes of immunity, save bonuses, s
being detected by the Sense Motive skill. Because it
nonmagical, it can’t be dispelled; however, any effect the
suppresses or counters mind-affecting effects (such#
calm emotions) will affect it normally, A fanaric’s arritué
can't be further adjusted by the use of skills (that is, v
cant use Diplomacy to change a person’s artitude fros
fanatic to something else).

Attitude Means
Fanatic  Will give life
to serve you

Possible Actions

Fight to the death against
overwhelming odds, throw self
in front of enrushing dragon

Lisable Device

E

You can rush your Disable Device attempt, reducing th

amount of time it takes to perform the attempt.

Reduce to DC Modifier
1 round +20
Move-equivalent action +50
Free action +100



squise
0w can change your apparent height and weight much
more than normal.

ise Modifier
SChange height andfor weight 119 to 25% -25%
Lhange height and for weight 26% to 50% -50%
*Lan be negated by any effect that can duplicate a height
#ndjor weight change of this degree. For instance, alter self
Pipecifically allows a weight change of up to half your original

et

srape Artist
0u can pass through spaces smaller than yvour head, or
seven through a wall of force.

Do Task
8 Edremely tight space
10 Pass through wall of force

Extremely Tight Space: This is the DC for getting
through a space when one’s head shouldn't even be able
B0 fit; this can be as small as 2 inches square for
Medium-size creatures. Halve this limit for each size
Peategory less than Medium-size; double it for each size
beategory greater than Medium-size. (For instance, a
Hupe creature could pass through an 8-inch-by-8-inch
i#pace. | If the space is long, such as in a chimney, the DM
may call for multiple checks.

Pass thirough Wall of Force: This allows you to tind a gap of
weakness in a wall of force (or similar force effect) and

Bsqueeze through it
prgery

fiou can forge handwriting that you haven't even seen

Condition Reader's Check Modifier
\ Forge document without sample +50

Forge Document without Sample: You can forge a document
without ]'lil'."lng seen g similar document or ]':a'.'ing a
ssample of the handwriting to be copied.

gather Information
Nou can gather information without eliciting suspicion.

Task Check Modifier
Fhoid suspicion -20

Awid Suspicion: By accepting a —=20 penalty on your
Gather Information check, you can avoid any suspicions
that might otherwise be aroused by someone pursuing
sensitive information.

Handle Animal
You can handle creatures other than animals, and can
t{'jlfh Or iraun in TI."II.H,'h h_':'l-h- [ime I]'I:HI.'I ]'ll."'l._”'lilli'l-' I.'l'."L]'LHrL'Li.

Task Time DC

Rear magical beast 1 year 30 + HD of magical beast

Train magical beast 2 months 40 + HD of magical beast

Rear vermin 6 months 35 + HD of vermin

Traln vermin 2 months 50 + HD of vermin

Rear other creaturs™  Varies 40 + HD of creature

Train other creature™ 4 months 80 « HD of creature

#At the DM's discretion, other creatures that don't fall inte

these categories may be trainable.

Reduce Teaching/Training to . . . DC Modifier
1 month +25

1 day +50
1 hour +75
1 minute +100

Reduce Teaching/Training: Normally, teaching or train-
ing a creature requires two months of time. You can
accelerate the process of teaching or training a creature,
reducing the time required to the listed time, by adding
the DC modifier to the base DC for teaching or training
the creature. You can't reduce the nﬂquirﬂl time to less
than 1 minute,

Heal

You can greatly speed a patient's recovery of hit points.

Task DC
Quicken recovery 50
Perfect recovery 100

Cuicken Recovery: You can allow a character to regain hir
points in a single hour as if vou had provided long-term
care for a full day (2 or 3 hit points per level, based on
activity). You can quicken the recovery ot up to six
patients at a time. No character'’s recovery can be quick-
ened more than once per dav (even by different healers).

Perfect Recovery: You can allow a characrer to regain hit
points in a single hour as it you had provided long-term
care for a full week (2 or 3 hit points per level per day,
based on activity). You can use perfect recovery on up to
six patients at a time. Mo characrer’s recovery can be per-
fected more than once per day, nor can perfect recovery
and quicken recovery both be used on the same patient in
the same day (even by different healers).

Hide

You can hide others as well as l:li-.l]hg vourself.

Task Check Modifier
Hide another =30

Hide Another: By accepting a —30 penalty on your Hide
check, you can hide another adjacent creature whose size
is no more than one category larger than your own. Mod-
ifiers to the check for the size of the creature still apply, as
do all other penalties, including those for moving faster
than half speed. Likewise, you can only hide another




creature when it is not under direct observation by a
third party. The creature you hide remains hidden unril ir
is spotted or it takes some other action thar breaks its con-
cealment, as normal

Intimidate
[ntimidate does not possess an epic usage.

Special: The DC to intimidate any creature whose atti-
tude is fanatic (see the Diplomacy skill descriprion,
above) is increased by 420,

intuit Lirection
Wherever you are, you can determine the direction 1o 2
location on the same plane.

DC Familiarity with Location
40 Very familiar

&0 studied carefully

80 Seen casually

100 Viewed once

120  Description only

With a successful check, you know the direction to the
desired location, This merely points you in the direction
of the location; it doesn't provide you with information
on how to get there, nor does it take into account any
obstacles to your path.

“Very familiar” represents a place where vou have been
very often and where you feel at home. “Studied care-
fully” represents a place you know well, either because
you've been there often or vou have used other means
(such as scrying) to study the place. “Seen casually” is a
place that you have viewed more than once, but which
you have not studied, “Viewed once” is a place thar you
have seen once, possibly using magic. “Description only”
is a place whose location and appearance you know
through someone else’s description.

Jump
Jump does not possess an epic usage,

Special: If you have the Legendary Leaper feat (or if
1.'uu're a monk), the distance of your jumps is not
restricted by your height.

:'-.I .-e1u..-;|'r'i| ||'

Knowledge does not possess an epic usage.

Listen
You can pinpoint the location of an invisible creature, or
detect an illusion with an auditory component.

DC Task
BD Defeat illusion with auditory component

Defeat Hlusion: You can automatically detect any illu-
sion with an auditory component for whar it truly is.
No Will save is required, and you don't have to interact
with the illusion (but you must be able to hear its audi-
tory component).

Special: You can use Listen to notice the presence o
invisible crearure, as discussed in the Duncron Maos
Guide (generally opposed by a Move Silently check). Ifw
beat the DC by 20 or more, you can pinpoint the locatd
of the invisible creature, though it still mainrains torsl o
cealment from you (50% miss chance)

Move Silently
Move Silently does not possess an epic usage,
Upen Lock

You can open locks more quickly than normal.

Open lockas. .. DC Modifier
Move-equivalent action +20
Free action +30

Perform

You can sway an audience’s attitude with your performang

Initial MNew Attitude
Attitude Hos Unf  Indif Friend Help Fans
Hostile Less than 40 40 45 55 o B

UnfriendlyLess than 25 25 33 45 60 T4l

Indifferent — Less than 21 21 35 50 10
Friendly — Less than 21 21 40 80
Helpful -— — — Lessthan2121 70

Hos: hostile. Unf: unfriendly. Indif: indifferent. Friend: friendy
Help: helpful

Fanatic: In addition to the attirudes listed in the Dusers
Master's Guide, the attitude of fanatic is added here. It
addition to the obvious effects, any NPC whose arrinud
is fanatic gains a +2 morale bonus to Strength and Cos
stitution scores, a +1 morale bonus on Will saves, and 2|
penalty to AC whenever fighting for you or your cause
This artitude will remain for one day plus one day pef
point of your Charisma bonus, at which point the NPy
attitude will revert to its original artitude (or indifferent
if no attitude is specified).

Treat the fanatic attitude as a mind-affecting enchany
ment effect for purposes of immunity, save bonuses, o
being detected by the Sense Motive skill. Because it i
nonmagical, it can't be dispelled; however, any effect tha
suppresses or counters mind-affecting effects (such
calm emotions) will affect it normally. A fanatic’s artitude
can't be further adjusted by the use of skills (that is, vou
can’t use Diplomacy to change a person's attitude from
fanatic to something else).

Attitude Means
Fanatic  Will give life
to serve you

Possible Actions

Fight to the death against
overwhelming odds, throw self
in front of enrushing dragon

Pick Pocket

You can litt another’s weapon and perform major feats
of legerdemain.



Task Task O

bC
50

Lift & sheathed weapon from another creature and Learn scryer 50
hide it on your person, if the weapon is no more than Return scrying 70
one size category larger than your own size. Break scrying Opposed 5cry check

8  Make an adjacent, willing creature or object of your

size or smaller “disappear” while in Learn Scryer: If you determine that you're being
iin view. In fact, the willing cres- |J| ||i|| |.-||“|| "I-||r| Iy il scried upon, you can attempt to learn the identiry
:;::Z;iﬁ:ﬁﬂmigﬁ | ; S of the being scrying upon you. If successful, you
a separate Hide check to =R | gt learn the name, race, and location of the scryer
determine how well the | Return Scrying: 1f vou determine that you're
“disappeared” creature i '.,-.. ”. .|Hl|| 8 being scried upon, you can attempt to look back
or object is hidden. .'-. through the sensor at the scryer. This allows
you to spy on the scrying being as it you had
B, castascrying spell upon that person. This
return scrying can be detected by vour targer

as normal
Break Scrying: 1E you determine thar

iProfession ﬂl'
Profession does not pos- ||t B
845 4N epic usage ;

id Lips you're being scried, you can make an
Task DC Modifier B opposed Scry check with the scryer. 1f you
iact Kps while +i0 A ' are successful, the scrving ends,
ﬁ:;sﬂidt up ad h:'l ! s .J]'I.';.I. []'I.f." SCIVEr may ]'!.I.FI sCTY '!.'l."l.l
o | B apain for a number of hours 1:1.:].1”1!
unfamiliar language +20 IR to your Intelligence moditier.

":r'nll L1l
You can sense the presence of
Magic in an area.

Promounce Unfamiliar
Langunge: This use of the
skill allows you to
‘parrot” the speech of an i
phserved creature, potentially lt!,.

Wallowing a comrade to translate 48
the speech. It doesn't grant vou %
any ability to undersiand the lan

puage spoken,

Task DC

Sense magic &

|i’|,1‘ d Sense Magic: You sense the pres-
I||'I||II (i '¢11- ence of any active magical ettects in
'I '1 ' . the area being searched. This
. |I||| {HE] | M. might include an active spell, a
A5 [ ||IJ|I | L ||||| \

magic trap, or even just a
1ot can stand upon your mount in Tl | 'hl ¥ i ': I: Ml 1 I" magic item lying amid a pile
: combar. 1; i . ) "*'“I . W of mundane items. You can'
o T derermine the number,
bC Task gL "r]l . A strength, or type of the
140 stand on mount T effects.
0 Unconscious contro -
§ L Attack from cover s Mg
Sland on Moun!: This allows you to stand on your You can discern a target’s alignment and even detect sur-
mount’s back even during movement or combat. You take tace thoughts.
no penalties 1o actions while doing so.
Unconscious Conirol: As a free action, you can attempt Task DC
o control a light horse, pony, or heavy horse while in Discern partial alignment &0
gombat. If you fail, you control the mount as 2 move- Discern full alignment &
ﬂl.li'-‘lil:nt action. You do not need to roll for warhorses Dbact siaface thoughts L
0T warponies.
Atlack frem Cover: You can react instantly to drop down ——— e

ind hang alongside your mount, using it as one-half
gover, You can attack and cast spells while using your
motint as cover without penalty. If you fail, you don't get
the cover benefit

OPFTIONAL RULE: OPPOSED SCRYING

Rather than using the DCs presented here for learn scryer and
return scrying, you can make all the tasks opposed Scry checks,
with a bonus applying to the check of the scrying character (+30
to learm scryer, or +30 for return scrying). This makes success
extremely difficult, particularly against highly skilled scryers

]

You can tell who is SCry 1t1j_ on you, prevent scry |11j_. and
Bven scry back thmugh the sensor created by the scrver S ———— T




44

SO0

Diescernt Partral Alignment: This use of the skill lers vou
discern one component of a target's alignment. When
making the check, you state whether you are trying to
discern the law—chaos or good-evil component. You cant
retry the check, and you can't use this to discern more
than one component of the alignment (but see below),
The targer must be visible and within 30 feet of vou.

Discern Full Alignment: This use of the skill lets vou
determine both components of a target’s alignment
You can't retry the check. The target must be visible and
within 30 feet of you.

Detect Surface Thoughts: This lets you read the surface
thoughts of a single target (as the 3rd-round effect of the
detect thoughts spell). There is no saving throw to resist this
effect, though the target can use Bluff 1o disguise his sur-
face thoughts (see the Bluff skill description), in which
case this becomes an opposed check (any result lower
than 100 automatically fails). The target must be visible
and within 30 feet of vou.

apelicran

You can identify properties of a magic item

DC Task
30 + caster level Identify basic property of magic item
70+ caster level Identify all properties of magic item

Identify Basic Property of Magre Item: This use of the skill
requires one round of inspection, and functions
exactly as if you had cast an identify spell on the
item. You can't attempt this on the same item
more than once

Identify All Properties of Magic Hem: This
requires one minute of inspection, and
reveals all properties of a single magic
item {including command words @
and charges remaining), You can’t
attempt this on the same item
more than once. 1f an item has dif-
terent caster levels for different prop-
erties, use the highest caster level

You can pinpoint the location of an invisible
creature, or detect an illusion with a
visual component.

DC  Task
20 Notice presence of active invisible
creature

30 Motice presence of unmoving, living
invisible creature

40  Notice presence of inanimate
invisible object

40 Notice presence of unmoving,
unliving invisible creature

80 Defeat illusion
1ou can use Spot 1o notice the pres-
ence of an invisible creature, as dis-
cussed in the Duscroxn Masrer's Guide.

The relevant DCs are reprinted here. If you beat the
by 20 or more, you can pinpoint the location of the ind
ible creature, though it still maintains roral concealme
from you (50% miss chance) '

Diefeat Hlusion: You can automatically detect any illus
with a visual component for what it truly is. No Wills
is required, and you don't have to interact with the &
sion (but you must be able to see it),

W

You can swim up vertical surfaces, or swim much fag
than normal.

DC Task
&0 Swim up waterfall 1

Swim up Waterfall: This use of the skill allows voel
swim an angled or vertical surface, as long asy
remain completely or mostly immersed in water. O L

examples might include swimming up a whirlpoals
an incredibly large wave.

Circumstance DC Modifier
Speed swimming  -20

Speed Swimming: By taking a -3
FH.'I'I:I]T}' on []H.‘ l:.'l'.ll:,'l.,'}l:. Vou Can swis
your speed as a move-equiviles
action, or double your speed as a hul
round action.

-I LEETID &

You can fall from great heights withos
taking damage, move greater distance
with an adjustment, or “climb” vertig
surfaces with a series of bounces,

OC Task

30 Treat a fall as if it were 20 feet
shorter when determining damags

35 Free stand.

45 Treat a fall as if it were 30 feet

shorter when determining damage

50 Climb vertical surface,

60 Treat a fall as if it were 40 fest

shorter when determining damape

100 Ignore fﬂ”""lg‘. damage

Free Stand: You can stand u p lrom
prone as a free action (instead of 1
move-equivalent action),

Climb Vertical Surface: You can climé
up to 20 feer (as part of normal move
ment) by jumping and bouncing of
walls, trees, or similar vertical sur
taces. You must have at least two vert
cal surfaces to bounce off, and the mwe
must be within 10 feet of each othes

Ignore Falling Damage: You can fall
from any height and take no damage

Special: A character with 25 o
more ranks in Tumble gains a +



dodge bonus when executing the fight defensively stan-
dde or ﬁ]”-[l_‘llllllj act i.I:}I'l.. |n‘|t{'fl.l'.{ ﬂrﬂ + 2 hﬂl']u!. L 0T Tl']-l:"'
+3 bonus from '|'l'.l'-."j!|111 £ or more ranks), Increase this
dodge bonus by +1 for every 10 addirional ranks above
25 the character has (+6 at 35 ranks, +7 at 45 ranks, and
so forth ),

A character with 25 or more ranks in Tumble gains a
+10 dodge bonus to AC when executing the rotal
defense standard action, instead of a +4 bonus (or the
#6 bonus from having 5 or more ranks). Increase this
dodge bonus by +2 for every 10 addirional ranks above
35 the character has (+12 ar 35 ranks, +14 at 45 ranks,
and so forth).

Use Magic Device
Use Magic Device does not possess an epic usage.

Use Rope

fou can splice ropes together quickly, tie unique knots,
and even animate a rope you hold.

Task oC
" Quick splicing 50
Tie unique knot 60
“Animate held rope 80

Quick Splicing: You can splice two ropes together as a
move-equivalent action.

Tie Uniquie Knot: You can tie a knot thar only you know
how to untie. This doesn't affect any Escape Artist checks

made to escape your bindings (since knots aren't the only
part of bindings).

Animale Held Rope: You can command any rope vou hold
88 if it had the animate rope spell cast upon it (except that
using the skill in this way doesn't grant any bonus on Use
Hope checks made with the animated rope). Each com-
mand requires a separate Use Rope check. Because the
effect isn't magical, it can't be dispelled.

Milderness Lore

Hou can ignore the effects of terrain on movement and
withstand even the harshest weather, 1f you are capable
of tracking, you can identify the races of creatures

being tracked.

DC  Task
Get along in the wild while moving at full speed.
You can provide food and water for one other
person for every 2 points by which your check result
exceeds 40,
Automatically succeed on all Fortitude saves
igainst severe weather. You can extend this benefit
to one other character for every 2 points by which
your check result exceeds 60,
Ignore overland movement penalties of terrain. You
and your mount can move at full overland speed
regardless of terrain, You can extend this benefit to
one other character for every 5 points by which your
check result exceeds 60.
identify race kind of creature(s) by tracks.*

*Requires the Track feat

PSIONIC SKILLS

If you have the Psionics Handbook, you also have access to
the following skills. Refer to the skills discussion above
tor informarion on Concentration, Knowledge, Psicraft
(Spelleraft), Remote View (Scry), and Use Psionic Device
(Use Magic Device ).,

AUTONYpPNOSsIS

You have trained your mind to ignore poison, resist
mental influence, and convince your body that vou are
tougher than normal.

DC Task

Poison’s When poisoned, you can make an Autohypnosis

DC+5  check on your next action. A successful check
indicates you do not have to make a saving
throw against the poison's secondary damage,
which you instead automatically ignore.
If a failed saving throw indicates you are affected
by any mind-affecting powers, spells, or spell-like
effects. a successful Autohypnosis check allows
an immediate second saving throw to resist the
effect. If the mind-affecting effect normally does
not allow a saving throw (such as a power or
spell delivered via a touch attack), a successful
Autohypnosis check allows a saving throw
With a successful Autohypnosis check, you
gain temporary hit points equal to 10 + your
Wisdom modifier. The temporary hit points
persist until lost. You cannot check for temporary
hit points more than once per day. Temporary
hit points gained through Autohypneosis do not
stack with tempaorary hit points gained through
any other source

Stabilize Self

Mortal wounds are less lethal for vou.

DC Task

30 If reduced to negative hit points but not dead, make
a Stabilize Self check. If successful, you do not go
unconscious and can continue taking actions until
you bleed to death or stabilize {you can also
continue making stabilization checks). If healed or
stabilized, you continue to take actions normally.
On a successful Stabilize Self check, you gain
damage reduction 2/-. The damage reduction
lasts for 12 hours. You cannot check for damage
reduction maore than once per day. Damage reduction
gained through Stabilize Self does not stack with
damage reduction gained through any other source.

EPIC FEATS

Casting spells with a glance. Firing arrows at opponents
standing at the horizon. Beheading opponents with your
bare hands. Cratting mighty magic items of unsurpassed
power. Charming liches with the power of song

This is the stuff of the epic fear.

The epic character is largely defined by his selection of
epic feats. Like the feat, the epic feat is a special feature
|h-i|[ fjthf]' gi.".'i‘!':- VOur c I_l-l racter a1 new \:itFl:.lhI |_|.| Y or
improves one he or she already has. However, the epic
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Feat Name Prerequisites

Additional Magic ltem Space —

Armor Skin

Augmented Alchemy Int 21, Alchemy 24 ranks

Automatic Quicken Spall Qui-.‘_l-l:cn Soell, Spqllcraﬁ_ 30
ranks, ability to cast 9th-level
arcane or divine spells

Silent Spell, Spellcraft 24
ranks, ability to cast 9th-level
arcane or divine speils

Still Spell, Spellcraft 27 ranks
ability to cast 9th-level arcane
or divine spells

Wilderness Lare 24 ranks, five
or more favored enemies (as
the ranger class feature)
Bane of Enemies, Wildermess
Lore 30 ranks

Beast Wild Shape, Master Wild
Shape*, Knowledge (nature)
24 ranks, wild shape 6/day
Knowledge (nature) 24 ranks,
witd shape 6/day

Wis 30, Beast Wild Shape,
Knowledge (nature) 30 ranks,
wild shape 6/day

Wis 25, Beast Wild Shape,
Knowledge (nature) 27 ranks,
wild shape 6/day

Beast Wild Shape,

Knowledge (nature) 24 ranks,
wild shape 6 /day

Beast Wild Shape,

Knowledge (nature) 24 ranks,
wild shape & /day

Dex 25

Wis 21, ability to cast 9th-level
divine spells

Automatic Silent Spell

Automatic Still Spell

Bane of Enemies

Death of Enemies

Beast Companion (W)

Beast Wild Shape (W)

Dragon Wild Shape (W)
Magical Beast

Wild Shape [W)
Plant Wild Shape (W)

Vermin Wild Shape (W)

Blinding Speed

Bonuws Domain

Bulwark of Defense Con 25, defensive stance
3/day
Chaatic Rage Rage 5/day, chactic alignment

Combat Archery Dodge, Mobility, Point Blank
Shot

Craft Magic Arms and Armor,
Knowledge (arcana) 28 ranks,

Spellcraft 28 ranks

Craft Epic Magic Arms
and Armor (I)

tear moves the realm of capabilities from the mundane
into the mythical Epic feats allow vour character 1o leap
vast chasms, to cast many spells per round, or to take the
torm of a dragon.

Though this book contains more than one hundred
fifty epic feats, it can't hope to encompass all the powers
that your imagination can create. Rather than seeing this
list as a restrictive collection of what is allowed, use it to
spur your creativity. If you can dream of an epic character
doing it, it can probably become an epic fear.

ACQUIRING EPIC FEATS

Just like regular feats, epic feats are chosen rather than
bought with points. Characters gain epic feats in the fol-
IL'I'ii'!nE Ways:

Feat Mame
Craft Epic Rod (1)

Craft Epic Staff {1}
Craft Epic Wondrous Item (1)
Damage Reduction

Deafening Song

Hindering Song

Dexterous Fortitude

Dexterous Will

Diminutive Wild Shape (W)
Fine Wild Shape (W)

Diztant Shot

Efficient Item Creation

Energy Resistance

Enhance Spell (M)
Epic Dodge

Epic Endurance
Epic Fortitude

Epic Inspiration
Epic Leadership

Legendary Commander

Epic Prowess
Epic Reflexes

Prerequisites

Craft Red, Knowledge
(arcana) 32 ranks, Spelloafl
32 ranks

Craft Staff, Knowledge
{arcana) 35 ranks, Spelicra
i5 ranks

Craft Wondrous ltem, Knowb
edge {arcana) 26 ranks,
Spellcraft 26 ranks

Can 21

Perform 24 ranks, bardic
music class feature
Deafening Song, Perform I
ranks, bardic music class
feature

Dex 25, slippery mind class
feature

Dex 25, slippery mind class §
feature

Ability to wild shape into a
Huge animal

Ability to wild shape into a
iminutive creafure

Dex 25, Far Shot, Point Blank
Shot, Spot 20 ranks

Iberm creation feat to be
selected, Knowledge (arcan
24 ranks, Spellcraft 24 ranks
Maximize Spell

Dex 25, Dodge, Tumble 30
ranks, improved evasion,
defensive roll class feature
Con 25, Endurance

Cha 25, Perfarm 30 ranks.
bardic music class feature
Cha 25, Leadership,
Leadership score 25

Cha 235, Epic Leadership,
Leadership, Diplomacy 30
ranks, must rule own kingdom
and have a stronghold

* At 21st level, and every three levels thereafter, the char
acter may select an epic feat in place of a nonepic fear

* Each character class gains bonus epic feats according o
the class description. These feats must be selected from
the list of bonus epic fears for thar class.

PREREQUISITES

Most epic teats have prerequisites. You must have the
listed ability score, fear, skill, class feature, or base attack
modifier in order to select or use thar fear. A character
can gain an epic teart ar the same level ar which he or she
gains the prerequisite, just as with regular feats.

A prerequisite expressed as a numerical value is a mini-
mum; any value higher than the one given also meets the
PICTCQUESITE,

You can't use an epic feat if you've lost a prerequisite.
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Feat Name Prerequisites

Epic Reputation —

Epic Skill Focus 20 ranks in the skill selected
Epic Speed Dex 21, Run

Epic Spell Focus Greater Spell Focus* and
Spell Focus in the school
selected, ability to cast at
least one Sth-level spell of
the school
Creater Spell Penetration®,
Spell Penetration

Spellcraft 24 ranks,
Knowledge (arcana) 24 ranks,
and ability to cast 9th-level
arcane speils

QR

Spellcraft 24 ranks,
Knowledge (religion) 24
ranks, and ability to cast 9th-
level divine spells

OR

Spellcraft 24 ranks, Knowl-
edge (nature), and ability to
cast Sth-level divine spells
 Epic Toughness —

Epic Weapon Focus Weapon Focus in the weapon
to be chosen

Epic Weapon Focus, Weapon
Focus, Weapon Specialization
(all in the weapon to be
chosen)

Epic Spell Penetration

Epic Spellcasting

Epic Weapon Specialization

L

Epic Will =
Exceptional Deflection Dex 21, Wis 19, Deflect
Arrows, Improved Unarmed
Strike

Extended Life Span —

Familiar Spell Int 25 {if your spellcasting is
controlied by Intelligence)
OR

Cha 25 (if your spellcasting is
controlled by Charisma)

Con 25

Forge Ring, Knowledge
(arcana) 35 ranks, Spellcraft
35 ranks

Ability to wild shape into a
Huge animal

" Colossal Wild Shape (W)  Ability to wild shape into a

r Gargantuan creature

I Great Charisma -

:—-—q‘lﬂ

Fast Healing

i&m Epic Ring (1

Gargantuan Wild Shape (W)

irtual Feats

MEyou effectively have a feat as a class feature or special
Il!'l'll'!u' then vou can use that virtual feat as a prerequil-

site for other feats. For instance, if yvou have some class
feature or ability that says, “This is the same as Ambi-
fexterity,” then you are considered to have the Ambi-
dexterity feat for the purposes of acquiring the Perfect
T'i'i'-t"wr:-l}'lﬂn Fighting feat. You are also treared as
ihaving any prerequisites of the virtual fear, but only for
ithe purposes of acquiring other fearts that require the
ual feat. If you ever lose the virtual prerequisite,

ou also lose access to any feats you acquired through
5 existence

TYPES OF EPIC

Feat Mame Prerequisites

Great Constitution —

Gireat Dexterity —

Great Intelligence —

Creat Smiting Cha 25, smite ability (from
class feature or domain
granted power)

Great Strength 1

Creat Wisdom

Group Inspiration Perform 30 ranks, bardic

music class feature

Smite evil class feature, any

good alignment

Ignore Material Components Eschew Materials®, Spellcraft

25 ranks, ability to cast 9th-

level arcane or divine spells

Access to domain of Chaos

Evil, Good, or Law; alignment

must match domain chosen,

ability to cast 9th-level divine
spells

Dex 19, Wis 19, Point Blank

Shot, Precise Shot, arrow of

death class feature

Cha 25, aura of courage class

feature

Cha 25, aura of despair class

feature

Combat Casting,

Concentration 25 ranks

Dex 21, Combat Reflexes

Darkvision

Death attack class feature,

sneak attack «5d6

Wis 25, ability to wild shape

Holy Strike

Improved Alignment-Based

Casting

Improved Arrow of Death

Improved Aura of Courage
Improved Aura of Despair
Improved Combat Casting

Improved Combat Reflexes
Improved Darkvision

Improved Death Attack

Improved Elemental
Wild Shape (W) inta an elemental

Improved Favored Enemy Five or mare favored enemies

Improved Heighten Spell (M) Heighten Spell, Spellcraft 20

Fanks

Wis 21, Ki strike +3

Low-light vision

Ability to manifest powers of

the normal maximum level in

at least one psionic class

Four metamagic feats,

Spellcraft 30 ranks

Dex 19, base attack bonus

+21, Manysnot®, Point Blank

Shot, Rapid Shot

Sneak attack +8d6

Improved Ki Strike
Improved Low-Light Vision
Improved Manifestation

Improved Metamagic

Improved Manyshot

Improved Sneak Attack

Examples of Virtual Feats: The monk has the vir-
rual feats Improved Unarmed Strike and Stunning Fist
at 1st level. The ranger has the virtual fears Ambidex-
terity and Two-Weapon Fighting at 1st level (but loses
them if he fights in medium or heavy armor or with a
double weapon)

FEATS
Most epic feats are general, meaning that no special
rules govern them as a group. Others may be item cre-
ation teats or metamagic feats, which follow all the
normal rules for such fears as presented in the Player's
Handbaok, excepr as specified in the feat's description.
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Feat Name
Improved Spell Capacity

Prerequisites

Ability to cast spells of the
normal maximum spell level
in at least one spellcasting
class

Must have spell resistance
from a feat, class feature, or
other permanent effect

Dex 13, Wis 19, Improved
Unarmed Strike, Stunning Fist
Int 13, Dex 23, Dodge
txpertise, Maobility, Spring
Attack, Whirlwind Attack

Cha 25, greater rage class
feature

Dex 25, Combat Reflexes,
Deflect Arrows, Improved
Unarmed Strike

Perform 30 ranks, bardic
music class feature

Quick Draw, Rapid Reload®,
Weapon Focus (crossbow type
{o be selected)

Empower Spell, Maximize
Spell, Spellcraft 30 ranks,
ability to cast 9th-level arcane
or divine spells

Improved Spell Resistance

Improved Stunning Fist

Improved Whirlwind Attack

Incite Rage

Infinite Deflection

Inspire Excellence

Instant Reload

Intensify Spell (M)

Keen Strike str 23, Wis 23, Improved
Critical {unarmed strike). ki
strike +3

Vorpal Strike Str 25, Wis 25, Improved

Critical (unarmed strike),
Improved Unarmed Strike,
Keen Strike, Stunning Fist, ki
atrike +3

Perform 25 ranks, bardic
music class feature

Dex 21, Balance 12 ranks,
Climb 24 ranks

Jurmp 24 ranks

Ride 24 ranks

Wis 135, Track, Knowledge
(nature) 30 ranks, Wilderness
Lore 30 ranks

Str 21, Dex 21, Improved
Unarmed Strike, Escape Artist
15 ranks

Lasting Inspiration
Legendary Climber
Legendary Leaper

Legendary Rider
Legendary Tracker

Legendary Wrestler

In addition, some fears are defined as divine feats or

as wild teats (first presented in Defenders of the Faith
and Masters of the Wild respectively). Such feats are

described below.

Divine Feats

The feats in this category share a few characteristics.
First, they all have as a prerequisite the ability to turn (or,
1n most CA5e5s, 1'L'h'|.|i."i.|.‘ ] l:l'll;]l.,'ﬂi_l. -]-h'l_l_i_ []1{"\' are L]FI1_-'|_'| [0
clerics, paladins of 3rd level or higher, and any prestige
class that has that ability. (An ability to turn other crea-
tures, such as fire creatures or animals, does not qualify
you to select one of these feats.

Second, the force that powers a divine feat is the ability
to channel positive or negative energy to turn or rebuke

Feat Name
Lingering Damage

Prerequisites

Sneak attack +8d6, crippling
strike class feature

Craft Staff, Spellcraft 15 rank

Master Wand Craft Wand, Spellcraft 15
ranks
Mighty Rage str 21, Con 21, greater rage

Master Staff

class feature
Dex 15, Dodge, Mability,
Spring Attack, defensive
stance 5/day class feature
Quicken Spell, ability to cas
Oth-level arcane or divine
spells
Dex 15, base attack bonus «
three or more hands,
Multidexterity, Multiweapos
Fighting
Cha 25, Perform 30 ranks.
bardic music class feature
Cha 25, ability to rebuke o
command undead, ability ta
cast inflict critical wounds, iny
evil alignment
Str 23, Cleave, Great Cleave.
Improved Critical {weapon i
be chosen), Power Attack,
Weapon Focus (weapon to be
chosen)
Str 25, Cleave, Great Cleave,
Improved Critical (weapon ta
be chosen), Overwhelming
Critical (weapon to be
chosen), Power Attack,
Weapon Focus (weapon to be
chosen)
Penetrate Damage Reduction —
Perfect Health Con 25, Great Fortitude
Perfect Multiweapon Dex 25, three or more hands,
Fighting Greater Multiweapon
Fighting®, Multidexterity,
Multiweapon Fighting
Dex 25, Ambidexterity, Greater
Two-Weapon Fighting®,
Improved Two-Weapon
Fighting, Two-Weapon
Fighting

Mobile Defense
|"."||,.||-'.|5.|:|c||

Multiweapon Rend

Music of the Cods

Megative Energy Burst (D}

I.':I'-.renuhl;l!m-ng Critical

Dt?asialing Critical

Perfect Two-Weapon
Fighting

undead. Each use of a divine feat costs the character one
turn/rebuke attempt from his or her number of attempu
each day. If you don't have any turn/rebuke attempt
left, you can't use the feat. Since turning or rebuking is
a standard action, activating any of these feats:is also s
standard action.

Third, you can't use the Quicken Turning feat (pre
-il|.=n|:-.‘d .i.l'l Defenders of the Faith) to speed up the use of 1
divine teat.

Wild Feats

The teats in this category share the characteristic of relar-
ing to the ability to use wild shape as a druid. These fears
require the character to have the ability 1o use wild shape
before acquiring the feat.
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Feal Name Prerequisites

Permanent Emanation Spellcraft 25 ranks, ability to
cast the spell to be made
permanegnt

Panar Turning Wis 25, Cha 25, ability to turn
or rebuke undead

Palyglot Int 25, Speak Language (five
languages)

Positive Energy Aura Cha 25, ability to turn undead,

ability to cast dispel evil
Hanged Inspiration Perform 25 ranks, bardic
music class feature
Rapid Inspiration Perfarm 30 ranks, bardic
music class feature
Reactive Countersong Combat Reflexes, Perform 30
ranks, bardic music class
feature
Reflect Arrows Dex 25, Deflect Arrows,
Improved Lnarmed Strike
Righteous Strike Wis 19, Improved Unarmed
| Strike, Stunning Fist, any
lawful alignment
Rulnous Rage Str 25, Power Attack, Sunder,
rage 5/day
Stribe Epic Scroll (1) Seribe Seroll, Knowledge
(arcana) 24 ranks, Spellcraft
24 ranks
Self-Concealment Dex 30, Hide 30 ranks,
Tumble 30 ranks, improved
BEYasian
Shattering Strike Epic Weapon Focus (unarmed
strike), Weapon Focus
(unarmed strike),
Concentration 25 ranks, k/
strike +3
Snesk Attack of Opportunity  Sneak attack +3d6, oppor-
tunist class feature
i':ﬁpﬂdrll Strike Wis 19, ability to turn or
I rebuke undead
Spell Knowledge Ability to cast the maximum
spell level of an arcane spell-
casting class
Opportunity Combat Casting, Combat
Reflexes, Quicken Spell,
Spellcraft 25 ranks
Spell Stowaway Spellcraft 24 ranks, caster
level 12th

Wanant: Epic Psionic Feats
E Bsionic characters can acquire epic “psionically flavored
feats. Of course, many epic feats require no translation.
At least one requires so much translation (Improved
Spell Capacity) that we've done the translation for you
Umproved Manifestation). Whenever a feat concerns
tonlerring or altering a spell in some fashion, your psi-
onic character must do some translation. Sometimes this
franslation is as straightforward as ch anging a few names,
siich 25 in the case of Familiar Spell—for your psionic
character, this feat is Psicrystal Power. Likewise, Forge
Epic Ring translares to Forge Epic Universal ltem (which
happens to be shaped like a ring).
Tﬂh!-'l.ﬂlng Epic memamagic teats 1o EpIC metapsionic
fears requires that you read Spellcrafe prerequisites as

Feat Mame Prerequisites
Spellcasting Harrier Combat Reflexes
spontaneaus Domain Wis 25, Spelicraft 30 ranks,
Access ability to cast 9th-level divine
spells
Spontaneous Spell Spellcraft 25 ranks, ability to
cast the maximum normal
spell level of at least one
spellcasting class
Storm of Throws Dex 23, Point Blank Shot,
Quick Draw, Rapid Shot
Superior Initiative Improved Initiative
Swarm of Arrows Dex 23, Point Blank Shot,
Rapid Shot, Weapon Focus
(type of bow used)
Tenacious Magic Spellcraft 15 ranks, ability to
cast the spell to be made
tenacious
Terrifying Rage Intimidate 25 ranks, rage
= fday
Thundering Rage Str 25, rage 5/day
Trap Sense Search 25 ranks, Spot 25
ranks, ability to find traps as
a rogue
Two-Weapon Rend Dex 15, base attack bonus
+9, Ambidexterity, Improved
Two-weapon Fighting, Two-
Weapon Fighting
Uncanny Accuracy Dex 21, Point Blank Shot,
Precise Shot, Spot 20 ranks
Undead Mastery (D) Cha 21, ability to rebuke or
command undead
Zone of Animation (D)  Cha 25, Undead Mastery,
ability to rebuke or command
undead
Unhaly Strike Smite good class feature, any
evil alignment
Widen Aura of Courage Cha 25, aura of courage class
feature
Widen Aura of Despair Cha 25, aura of despair class
feature
(D) = Divine feat
(I} = Item creation feat
(M) = Metamagic feat.
(W) = Wild feat.
*New nonepic feat described below

Psicratt, It also requires vou to do a little math—instead
{:lj.li.'.!"ﬂ ij".g d "lr“i":”. af a |'.I lght'f ll,"-."l;,"i. s [l l.'i.' ';,'h:l'l'ﬂl:h'r Pii'!."‘i
more power points. For every spell slot one level higher
than the spells actual level the metamagic fear requires,
the metapsionic feat requires you to pay a power point
cost equal to irs standard cost +2. Thus, a metamagic fear
that increases a spell’s level by three levels would cost an
additional 6 power points to manifest in the metapsionic
version. Likewise, when a feat such as Improved Meta-
magic allows a spellcaster 1o “pay” one less level to use a
metamagic feat, the hypothetical psionic version (Im-
proved Metapsionics) allows vou to pay 2 power points
less for a given metapsionic feat you know:

The Psionics Handbook has information on creating and
plaving psionic characters
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EPIC FEAT DESCRIPTIONS

Here is the tormat for epic feat descriptions
FEAT NAME [Type of Feat)

Description of what the fear does or repre
sents in plain language.

Prerequisite: A minimum ability
score, another feat, a minimum base
attack bonus, a skill, a class feature, or
some other ability that a character
must have in order to acquire
this feat. This entry is absent
if a fear has no prerequisite,
Many feats have more than
One préerequisite.

Benefit: What the fear
enables you (the character)
to do. If vou have the same
teat more than once, its ben-
efits do not stack unless indi-
cated otherwise in the de-
scription. In general, having a
feat twice is the same as havi ng
if oRce

Normal: Whart a character
who does not |'|.l1.'1,‘ this feat is
limited 1o or restricted from
doing. If not having the feat causes
no particular drawback, this
entry is absent.

Special: Additional facrs
about the feat that may be
|n-|]ﬂ'1|| W

1en vou decide
whether to acquire the fear

vdlditional ."-'|.||{:: Item Space [Epic]
You can wear more magic items
Benetit: Choose one type of magic item that has a
limit on the number you can simultaneously wear and
gain its benefit, such as ring or belt. You can now wear
one more magic item of this type and also gain its benefit
Normal: Withour this fear, a character is limited to
ane hl-'.]'.:ll.-'.li'lli. E'I.!'. or |"a‘.\_"

met; one pair of eve lenses or
_L_'_I.‘_!:_!:'l.'*-. one l.'ll.hli:':.'. Cape, or :I'|‘.:_'||:'|[|;'; Orne ;|1T'||.J||._l[. i:||'._|u;_'|',_
FI'“-.'ll-.JlEIL‘I'.. [ LL E—L|.t|.'|_-. periapr, ot h'\..'_'lr,il"-, one suil of armor;
one robe; one vest, vestment, or shirt; one pair of bracers
or bracelets; one pair of gloves or gauntlets; two rings;
one belt; and one pair of boots,

Special: You can gain this fear multiple times, Each
time you take the fear, it applies to a new type of wearable
magic item.
mor 3£im | Eo ]

Your h]-ll n II"1.‘I.':"11‘|1"- ||I[-i_r_- ATMOT

Benefit: You |-_':3i]1 a +2 natural armor bonus o Armor
Class, or vour existing natural armor bonus increases by 2.
This fear does not stack with any natural armor bonus
granted by magic items or nohpermanent magical effects

Special: A character can gain this fear multiple time

Its effects stack.

wugmented Alchemy LEpic]

You can create alchemical items and substances that ar
much more powerful than normal

Prerequisites: Int 21, Alchemy 24 ranks

Benefit: Whenever creating an ale

1wemical item of
substance, you can choose to make it more powerful
than normal by adding +20 to the DC required to crears
it and multiplying irs price by 5. If the item or substance
deals damage, double the damage dealt. If the item o
substance doesn't deal damage, double the duration of
its etfect. If the item or substance doesn't deal damage
and doesn't have a specific listed duration (or has an
instantaneous duration), double all dimensions of it
#Ted ||.I|'||.‘ 1IHEIm Or SU l‘.-:u[;tl‘:-;_'n_- doesn' It anvy ..:-[.[.j““.”' Cal
egories, then it cannot be affected by this feat. See the
Alchemy skill description earlier in this chapter for
more information

Automatic Luicken Spell [Epic)

You can cast any of vour lesser spells with a moments
||]i*L|_llE|'|'.

Prerequisites: Quicken Spell, Spellcraft 30 ranks, abil-
ity to cast 9th-level arcane or divine spells

Benefit: You may cast all 0, 1st-, 2nd-, and 3rd-level

spells as quickened spells without using higher-level



spell slots. The normal limit to the number of quickened
spells you may cast per round applies. Spells with a cast-
ing time of more than 1 full round can't be quickened.

Special: You can gain this feat multiple times. Each
time you take the feat, the spells of your next three lowest
spell levels can now be quickened with no adjustment 1o
their spell slots. Thus, a wizard who took this fear rwice
gotild quicken his 0- through éth-level spells with no
adjustment to their spell slots.

This feat doesn't increase the casting time for those
spells that normally become full-round actions when
gast in metamagic form (including bard spells, sorcerer
spells, and spontaneously cast spells, such as a good
cleric’s cure spells).

tomatic Silent Spell [Epic]
Yot can cast any of your lesser spells silently.

Prerequisites: Silent Spell, Spellcrafr 24 ranks, abiliry

g0 cast 9th-level arcane or divine spells.

Benefit: You may cast all 0-, tst-, 2nd-, and 3rd-level

spells a5 silent spells without using higher-level spell slots.

Special: You can gain this fear multiple times. Each

fime you take the feat, the spells of vour next three lowest
l‘p-r“ levels can now be silenced with no adjustment to
their spell slots. Thus, a wizard who took this feat twice
gould cast his 0- through éth-level spells as silent spells
with no adjustment to their spell slots.

This feat doesn't increase the casting rime for those
Supells that normally become full-round actions when
Licast in metamagic form (including sercerer spells and
Sspontancously cast spells, such as a good cleric’s cure

spells). However, since bard spells can't be enhanced
Swith the Silent Spell feat, they can't be affected by this
feat either.

pmatic Still Spell [Epic]

You can cast any of your lesser spells withour gestures,

Prerequisites: Still Spell, Spelleraft 27 ranks, ability ro
cast 9th-level arcane or divine spells.

Benefit: You may cast all 0-, 1st-, 2nd-, and 3rd-level
spells as stilled spells without using higher-level spell
slots.

Special: You can gain this feat multiple times. Each
time you take the feat, the spells of your next three lowest
spell levels can now be stilled with no adjustment to their
spell slots. Thus, a wizard who took this fear rwice could
still his 0- through éth-level spells with no adjustment to
their spell slots.

This feat doesn't increase the casting time for those
spells that normally become full-round actions when
gast in metamagic form (including bard spells, sorcerer
bepells, and spontaneously cast spells, such as a good
A eleric’s cure spells)

gane of Enemies [Epic)

MYour attacks deal grear damage to your favored enemies,
* Prerequisites: Wilderness Lore 24 ranks, five or more
davored enemies (as the ranger class fearture)

Benefit: Any weapon you wield against one of your
favored enemies is treated as a bane weapon for that
creature type (thus, its enhancement bonus is increased
by +2 and it deals +2d6 points of damage). This ability
doesn't stack with similar abilities (for instance, it the
weapon is already a bane weapon)

Beast Companion [Wild] [Epic]
You can befriend a beast.

Prerequisites: Beast Wild Shape, Knowledge (nature)
24 ranks, wild shape &/day.

Benefit: As the druid's animal companion ability,
except that when you use animal friendship, the spell also
applies to beasts. Despite the greater intelligence of
beasts, companion beasts will not submirt to tasks (or
perform “tricks”) that animals cannot accomplish. A
most, you can have beast and animal companions
whose combined HD are not more than twice your
caster level

Beast Wild Shape [Wild] [Epic]
You can wild shape into beast form.

Prerequisites: Knowledge (nature) 24 ranks, wild shape
&/ day.

Benefit: You can use vour normal wild shape .I|:"i'|LT‘_.' o
take the form of a beast. The size limitation is the same as
vour limitation on animal size. You gain any extraordi-
nary abilities of the beast whose torm you take.

dlinding ‘Q!.}r'{'t‘l | Epic]
You can trigger short bursts of great speed.

Prerequisite: Dex 25,

Benefit: You can act as if hasted for 5 rounds each day
The duration of the effect need not be consecutive
rounds. Activating this power is a free action.

Special: You can gain this feat multiple times. Each
time you take the fear, it grants an additional 5 rounds of
haste per dav.

Bonus Domain [Epic]
You have access to one additional domain of spells

Prerequisites: Wis 21, ability to cast 9th-level divine
spells.

Benefit: Choose an additional domain from your
deiry's domain list. You now have access 1o that domain's
spells as normal for your domain spells.

Special: You can gain this feat multiple times. Each
time vou take the feat, it applies 1o a difterent domain.

Bulwark of Defense [Epic]
Prerequisites: Con 25, defensive stance 3/day.
Benefit: Your defensive stance bonuses increase to +4
Strength, +6 Constitution, +4 resistance bonus on all
saves, and +6 -;lLH.i__F_L* bonus to AC.

Chaotic Rage [Epic]
Your rage is particularly damaging ro lawful crearures.
Prerequisites: Rage 5/day, chaoric alignment.
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Benefit: Any weapon you wield while in a rage is
treated as a chaotic weapon (it deals +2dé points of
damage against creatures of lawful alignment). This abil-
ity does not stack with similar abilities (for instance, if
the weapon is already a chaortic weapon).

Colossal Wild Shape [Wild] | E pi ]
You can wild shape into animals of Colossal size.
Prerequisite; The ability to wild shape into a Gargan-
N Creaturne
Benefit: You can use your wild shape 1o take the shape
ot a Colossal animal.
Normal: Withour this feat, you cannot wild shape into
an animal of greater than Huge size.

~ombat Archery [Epic]
You can fire a bow in melee safely,
Prerequisites: Dodge, Mobility, Point Blank Shor,
Benefit: You do not incur any attacks of opportunity
for firing a bow when threatened
Normal: Without this fear, you incur an attack of op-
portunity from all opponents who threaten vou when-
ever you use a bow

Craft Epic Magic Arms and Armor [Item Creation]
[ i
You can craft magic arms and armor of epic power.

Prerequisites: Craft Magic Arms and Armor, Knowl-
edge (arcana) 28 ranks, Spellcraft 28 ranks.

Benefit: You can craft magic arms and armor which
exceed the normal limirs for such items (as stated in the
Dusceon Master's Guide). For instance, vou could craft a
magic sword with an enhancement bonus of greater than
£5, with a total effective enhancement bonus greater
than +10, or thar required prerequisite spells of higher
than 2th level.

See Chapter 4: Epic Magic Items for examples of epic
magic arms and armor,

Craft Epic Rod [Item Creation] [Epic]
You can craft magic rods of epic power.

Prerequisites: Craft Rod, Knowledge (arcana) 32
ranks, Spellcraft 32 ranks.

Benetit: You can craft rods that exceed the normal
limirs for such items (as stated in this book and in the
Diwcron Master's Gude). For instance, you could craft a
rod with an enhancement bonus greater than +5 or a rod
with prerequisite spells of higher than 9th level.

See Chapter 4: Epic Magic Items for examples of epic
rIJI.i"i

Cratt Epic Staff [ltem Creation] [Epic]
You can craft magic staffs of epic power.

Prerequisites: Craft Staff, Knowledge (arcana) 35
ranks, Spellcrafr 35 ranks.

Benefit: You can craft staffs that exceed the normal
limirs for such items (ag stated in this book and in the
Dunceon Mastew's Guide ). For instance, vou could craft a

statt that cast spells greater than 9th level, or a staff wi
an enhancement bonus greater than +5.

See Chapter 4: Epic Magic Items for examples of e
staffs.

Lraft Epic Wondrous ltem [ltem Creation] [Epic]
You can cratt wondrous items of epic power,

Prerequisites: Craft Wondrous Item, Knowledge &
cana) 26 ranks, Spellcraft 26 ranks.

Benefit: You can craft wondrous items that exceed i
normal limits for such items (as stated in this book and#
the Duncron Masted's Guide), For instance, vou could of
a cloak of Charisma with an enhancement bonus greas
than +6 or an item that required prerequisite speld
higher than 9th level.

See Chapter 4: Epic Magic ltems for examples of ex
wondrous items,

Damage Reduction :_E_F_Ii'.']
You can shrug off some damage from arracks.

Prerequisite: Con 21.

Benefit: You gain damage reduction 3/-. This does ns
stack with damage reduction granted by magic itemsa
nonpermanent magical etfects, but it does stack with i
damage reduction granted by permanent magical effecs
class features, or this feat irself.

Special: A character can gain this fear multiple time
Each time you gain the feat, your damage reductios
increases by 3.

i]:'.:!f':ul'-:.g Sang [ P |
Your bardic music deafens those nearby:

Prerequisites: Perform 24 ranks, bardic music cls
bearure.

Benefit: You can use song or poetics to tem poraril
deafen all enemies within a 30-foot spread from you, A
successful Fortitude save (DC 10 + 1/2 vour class level s
your Charisma modifier) negates the effect. The deafen
ing eftect lasts for as long as you continue the deafening
song. You can choose to exclude any characters from thi
effect (usually vour allies).

You may sing, play, or recite a deafening song while
taking other mundane actions, but not magical ones (st
the bard's inspire courage ability for more details), Yoo
may keep up the duJ:I't-mnp: song for a maximum of 10
rounds. Using the deafening song counts as one of your
uses of song or poetics for the day.

Death of Enemies | Epic|
You can instantly slay vour favored enemies with
single strike.

Prerequisites: Bane of Enemies, Wilderness Lore
30 ranks, five or more favored enemies (as ranger class
feature).

Benefit: Any time you score a critical hit against one
of your favored enemies, it must make a Fortitude Siave
(DC 10 + 1/2 your class level + your Wisdom modifier
or die instantly.



Spl.'l:i.ai: Creatures immune to critical hits can’t be

atfected by this fear.

Eﬂt'ﬁnrarinq Critical [Epic]

e one type of melee weapon, such as longsword or
greataxe. With that weapon, you are capable of killing
any creature with a single strike,

Prerequisites: Str 25, Cleave, Great Cleave, Improved
Critical (weapon to be chosen), Overwhelming Crirical
iweapon to be chosen), Power Attack, Weapon Focus
iwespon to be chosen),

Benefit: When using the weapon you have selected,
whenever you score a critical hit the target must make a
kortitude save (DC 10 + 1/2 your character level + your
Strength modifier) or die instantly. (Creatures immune
o eritical hits can't be affected by this fear.)

Special: You can gain this feat multiple times. Its
#lfects do not stack. Each time you take the feat, it applies
twa different type of weapon.

pexierous Fortitude [Epic)
You are able to resist physical artacks with exceptional
agility.
Prerequisites: Dex 25, slippery mind class feature,
Benefit: Once per round, when targeted by an effect thar
mequires a Fortitude saving throw, you may make a Reflex
L save instead to avoid the effect (evasion is not ﬂpp][u;;[h]-e:_

Bexterons Will [Epic]

Yo are able 1o resist compelling effects with exceprional
agiliry.

Prerequisites: Dex 25, slippery mind class feature.

Benefit: Once per round, when targeted by an effect

- that requires a Wil saving throw, you may make a Reflex

Ssave instead to avoid the effect (evasion is not applic

jiminutive Wild Shape [Wild] [Epic]

Sou can wild shape into animals of Diminutive size,
Ererequisite: Ability to wild shape into a Huge animal
Benefit: You can use your wild shape to take the shape

ol a Diminutive animal.
Normal: Without this fear, you cannot wild shape into
a0 animal of smaller than Tiny size.

re Charge [Epic]
Ao can make a full attack as part of a charge.
Prerequisite: Improved Initiative.

combat (or the surprise round, if you are allowed to act
it you can make a full artack against the opponent
you charge.

Normal: Without this feat, you may only make a
Single attack as part of a charge.

istant Shot [Epic]

doucan target anything you can see with a ranged weapon.
Prerequisites: Dex 25, Far Shot, Point Blank Shor,

Spot 20 ranks

Benefit: If you charge a foe dlurinfI the first round of

Benefit: You may throw or fire a ranged weapon at any
target within line of sight, with no penalty for range

Dragon Wild Shape [Wild] [Epic]

You can take the form of a dragon.

Prerequisites: Wis 30, Beast Wild Shap
{narture) 30 ranks, wild shape 6, fday

Benefit: You may use wild shape to cha nge into a
dragon (black, blue, green, red, white, brass, bronze,
copper, gold, or silver). The size limitation is the same
as your limitation on animal size. You gain all extraor-
dinary and supernatural abilities of the dragon whose
form vou take.

', Knowledge

Efficient Item Creation [Epic]

Select an item creation feat. You can create magic items
using that feat much more quickly than normal
Prerequisites: Item creation fear to be selected,
Knowledge {arcana) 24 ranks, Spellcraft 24 ranks.
Benefit: Select an item creation feart. Creating a magic
item using that feat requires one day per 10,000 gp of the
item’s market price, with a minimum of one day.
Normal: Without this feat, creating a magic item
requires one day for each 1,000 gp of the item's market
price.
Special: You can gain this feat multiple times. Its
effects do not stack. Each time vou take the feat, it applies
to a different item creation fear.

Energy Resistance [Epic]

You can resist the effects of a chosen type of energy.

Benefit: Choose a type of energy (acid, cold, electric-
ity, fire, or sonic). You gain resistance 10 to that type of
energy, or your existing resistance to that type of energy
increases by 10. This feat does not stack with energy
resistance granted by magic items or nonpermanent
magical effects.

Special: A character can gain this feat multiple times,
If the same type of energy is chosen, the effects stack.

Enhance Spell [Metamagic] [Epic]

You can increase the power limit of your damage-dealing
spells.

Prerequisive: Maximize Spell.

Benetit: The damage cap for your spells increases by 10
dice (tor spells thar deal a number of dice of damage equal
[0 VORI Caster |r1.'r.,'], :{m'h Wi rrr.,'|1.1”- ar l!'l‘_u' 5 kill.'f Ifm' :-ip.';-H:-;
that deal a number of dice of damage equal to half your
level, such as searing light), An enhanced spell uses up a
spell slot four levels higher than the spell's actual level.

For example, an enhanced fireball has a damage cap of

20dé (rather than 10d6). An enhanced waring light has a
damage cap of 10d8 (rather than sdg),

This feat has no ettect on spells thar don’t specifically
deal a number of dice of damage equal to your level or
half vour level, even if the spell's effect is largely dicrated
by your level. Thus, it has no etfect on magic missle (even
though vour level indicates how many missiles vou fire),
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Melf’s acid arrow (even though your level indicates how
many rounds the acid deals damage), or produce flame (even
though vou add vour level to the base 1d4 damage dealt

Normal: Without this fear, use the damage dice caps
indicated in the spell's description.

Special: You may gain this feat multiple times. Each
time vou select this fear, the damage cap increases by 10
dice or 5 dice, as appropriate to the spell, and the
enhanced spell takes up a spell slot an additional four
levels higher (thus, a twice-enhanced firchall would be an
11th-level .-i|."l:'“ !

Epic Dodge [Epic]
You are able to evade artacks with exceptional agility.
Prerequisites: Dex 25, Dodge, Tumble 30 ranks, im-
proved evasion, defensive roll class feature
Benefit: Once per round, when struck by an artack
from an opponent you have designated as the object of
vour dodge, you may automatically avoid all damage
from the artack

Epic Endurance [ Epic]
You are capable of legendary feats of stamina.

Prerequisites: Con 25, Endurance.

Benefit: Whenever you make a check for pertorming a
physical action that extends over a period of time (run-
ning, swimming, holding your breath, and so on}, you get
a +10 bonus on the check.

Epic Fortitude [Epic]
You have tremendously high fortitude.

Benefit: You gain a +4 bonus on all Fortitude saving
throws.

Epic Inspiration [Epic]
Your bardic music provides greater inspiration than nor-
mally possible.

Prerequisites: Cha 25, Perform 30 ranks, bardic music
class teature,

Benefit; All bonuses granted by your bardic music
inspiration abilities are doubled. For example, your
inspire courage ability now grants a +4 morale bonus on
saving throws against charm and fear effects and a +2
morale bonus on attack and damage rolls; your inspire
competence now grants a +4 competence bonus on skill
checks: and your inspire greatness ability now grants
+4d10 Hit Dice, a +4 competence bonus on artacks, and a
+2 competence bonus on Fortitude saves,

Special: A character can gain this fear multiple times.
Its effects stack. Remember that two doublings equals a
tripling, and so forth.

Epic Leadershup |-!|-.|'.II':' |
You attract more powerful cohorts and followers than
normally possible.
Prerequisites: Cha 25, Leadership, Leadership score 25,
Benefit: You attract a cohort and followers as shown
on Table 1-33: Epic Leadership.

Normal: Withour this feat, you must use Table -8
Lr.‘:ldr!’!ihlp in the Duxcron Masteg's Guide to determi
vour cohort and followers.

Epic Prowess [Epicl
You gain great skill in combat.
Benefit: Gain a +1 bonus on all artacks.
Special: A character can gain this feat multiple t
lts effects stack.

Epic Reflexes [Epic]
You have remendously fast retlexes.
Benefit: You gain a +4 bonus on all Reflex saving th

Epic Reputation [Epic)
Your reputation provides great bonuses on interacti
with others

Benefit: You gain a +4 bonus on Bluft, Diplomag
Cather Information, Intimidate, and Perform checki§

Epic Skill Focus [Epicl

Choose a skill, such as Move Silently. You have a leg
endary knack with that skill.

Prerequisite: 20 ranks in the skill selected.

Benefit: You gain a +10 bonus on all skill checks wig
that skill.

Special: You can gain this feat multiple times. I
offects do not stack. Each rime you rake the feat, it applis}
to a different skill.

Epar ‘*._:we'd [Epu |
You can move much more quickly than a normal persos
Prerequisites: Dex 21, Run. |
Benefit: Your speed increases by 30 feet. This benefs
does not stack with increased speed granted by magit
items or nonpermanent magical effects,
Special: This feat only functions when you are wear
ing medium armor, light armer, or no armor.

Epic Spell Focus |i_|:J':: ]
Choose a school of magic, such as llusion. Your spells o
that school are far more potent than normal.

Prerequisites: Greater Spell Focus® and Spell Focusin
the school selected, ability to cast at least one 9th-level
spell of the school to be chosen,

Benefit: Add +6 o the Difficulty Class for all saving
throws against spells from the school of magic you selea
to focus on, This overlaps (does not stack with) the
bonuses from Spell Focus and Greater Spell Focus.

Special: You can gain this feat multiple times. Ins
effects do not stack. Each time you take the feat, it applies
to a different school of magic.

*This feat is presented in the Nonepic Feats section
the end of this chapter.

Epic Spell Penetration [Epic]
Your spells are tremendously potent, breaking through
spell resistance with ease.



Prerequisites: Greater Spell Penetration®, Spell Pene
mtion
Benefit: You get a +6 bonus on caster level checks to
beat a creature’s spell resistance. This overlaps (does not
ftack with) the bonuses from Spell Penetration and
Lfeater !'-';u:“ Penetration,
"This feat is pwwn[rcl in the Nonepic Feats section at
the end of this chapter.
e Spellcasting [Epic]
iou can create and cast spells thar transcend the most
powertul existing spells.
Prerequisite: Spelleraft 24 ranks, Knowledge {(arcana
4 ranks, ability to cast 9th-level arcane spells
OR
Spellcraft 24 ranks, Knowledge (religion) 24 ranks,
#li.l"n' 1o cast 9th-level l.||.".'i:ILl.' :-P'..'“:'i.
|
':ipt";l»:'ml't 24 ranks. Kr::ﬂ.l.'hh:,lj:r {nature) 24 ranks, abil-
ity 1o cast 9th-level divine spells.
8 Benefit: You may develop and cast epic spells, as
feetailed in Chapter 2: Epic Spells
8 1 you are an arcane spellcaster, you may cast a number
2l epic spells per day equal to your ranks in Knowledge
i larcana) divided by 10. If you are a divine spelleaster, you
may cast a number of epic spells per day equal to your
i mnks in Knowledge (religion) divided by 10
S Special: If you meet more than one set of prerequi
gites, the limit on the number of spells you may cast per
oy is cumulative, For example, if you are a wizard /cleric,
§ou may cast a number of arcane epic spells per day equal
o your number of ranks in Knowledge (arcana), divided
By 1en, and a number of divine epic spells per day equal to
gaour number of ranks in Knowledge (religion), divided

B byen

| |||-' I

T

oughness [ pic |
You are preternaturally rough.

Benetit: You gain +20 hit points.

Special: A character can gain this feat multiple rimes.
Its ettects stack.

Epic Weapon Focus [Epic]

Choose one type of weapon, such as grearaxe. You are
especially good at using this weapon

Prerequisite: Weapon Focus in the weapon to be
chosen.

Benefit: Add a +2 bonus to all artack rolls vou make
using the selected weapon.

Special: You can gain this feat multiple rimes. lis
effects do not stack. Each time vou take the fear, it -.'IF"F"-II-"':
to a different tvpe of weapon.

Epic Weapon Specialization LEpi

Choose one type of weapon, such as greataxe. You deal

extraordinary damage wielding this weapon
Prerequisites: Epic Weapon Focus, Weapon Focus,

Weapon Specialization (all in the weapon to be chosen)
Benefit: Add +4 1o all damage you deal using the

selected weapon. If the weapon is a ranged weapon, the

damage bonus only applies if the rarget is within 30 feet
Special: You can gain this feat multiple times. Its

effects do not stack. Each time you take the feat, it applies

to a ditferent rype of weapon

Epic Will [Epic]
You have tremendously SITONE 't".'h”P'.J"-'t't"F
Benefit: You gain a +4 bonus on all Will saving throws,

i_~_' ERTIOnNAal |'l"fi"l Lion |_| Pt
You can deflect any type of ranged attack.
Prerequisites: Dex 21, Wis 19, Deflect Arrows, Im-
proved Unarmed Strike.




Benefit: You can deflect any ranged attacks (including
spells that require ranged touch attacks) as if they were
arrows, If deflecring a spell, add the spell level to the DC
to deflect the artack.

Extended Life Span [Epic]
You are exceptionally long-lived.

Benefit: Add one-half the maximum result of vour
race’s maximum age moditier to your normal middle
age, old, and venerable age categories. For example, a
human who took this feat would reach middle age at 58
years (rather than 38), old age at 73 years (instead of
53), and venerable age at 90 years (instead of 70). Calcu-
late the character’s maximum age using the new vener-
able number.

This feat can't lower your current age category (for
instance, if you're already middle age but the feat pushes
the middle age category to above your current age, you
don't revert to adulthood),

Special: You can gain this feat multiple times. Its
ettects stack

Familiar Spell [Epic)
Your familiar can use one of your spe
ability.

Prerequisite: Int 25 (if your spellcasting is controlled
by Intelligence) or Cha 25 (if your spellcasting is con-
trolled by Charisma).

Benefit; Choose one spell you know of 8th level or
lower, such as chain lightning or circle of death. Your famil-
iar can now use this spell once per day as a spell-like
ability, at a caster level equal to your caster level. You
cannot bestow a spell to your familiar if the spell nor-
mally has a material component cost of more than 1 gp
or an XP cost

Special: You can gain this fear mulriple rimes. Each time
you take the feat, you can give your familiar a different
spell-like ability or another daily use of the same spell-

like abiliry,

15 a5 & '-E-Pr.‘]]-l'i!{l.'

Fast Healing [Epic)
You heal your wounds very quickly.

Prerequisite: Con 25,

Benefit: You gain fast healing 3, or your existing fast
healing increases by 3. This fear does not stack with fast
healing granted by magic items or nonpermanent magi-
cal effects

Special: This feat may be taken multiple times. [ts
eftects stack

Fine Wild Shape [Wild] il‘_pi:}
You can wild shape into animals of Fine size.
Prerequisite: Ability to wild shape into a Diminutive
Creaturse,
Benefit: You can use vour wild shape to take the shape
of a Fine animal.
Normal: Withourt this feat, you cannot wild shape into
an animal smaller than Tiny size.

Forge Epic Ring [Item Creation] [Epic] G!

You can craft magic rings of epic power.

Prerequisites: Forge Ring, Knowledge (arcana 8
ranks, Spellcraft 35 ranks.

Benefit: You can forge magic rings that exceed 8
normal limits for such items (as stated in this book and#
the Duncrox Master's Guide). For instance, you could e &
a ring of protection that granted a deflection bonus@
greater than 45 or an item that required prerequis
spells of higher than 9th level

See Chapter 4: Epic Magic Items for examples of e
rings.

G
Gargantuan Wild Shape [Wild] [Epic]

You can wild shape into animals of Gargantuan size.
Prerequisite: Ability to wild shape into 2 Huge animg
Benefit: You can use your wild shape to take the sha

of a Gargantuan animal.

Normal: Without this feat, you cannor wild shape in
an animal greater than Huge size,

Great Charisma [Epic]
Your powers of persuasion and leadership are greats
than normal.
Benefit: Your Charisma increases by 1 point.
Special: You can gain this feat multiple times, Is
effects stack.

Great Constitution [Epic)

Your health and endurance are greater than normal.
Benefit: Your Constitution increases by 1 point.
Special: You can gain this feat multiple times. I

effects stack.

Great Dexterity [Epic]

Your agility and coordination are greater than normal
Benefit: Your Dexterity increases by 1 point
Special: You can gain this fear multiple times. In

etfects stack.

Great Intelligence [Epic]

Your powers of reason and learning are greater than normal
Benefit: Your Intelligence increases by 1 point.
Special: You can gain this feat multiple times. It

effects stack.

Great Smiting [Epic]
Your smite attacks are much more powerful than normal

Prerequisites: Cha 25, smite ability (from class fearurn
or domain granted power).

Benefit: Whenever you make a successful smite
attack, add rwice the appropriate level to damage (rather
than just vour level).

Special: You may select this feat multiple times. Its
eftects stack. Remember that two doublings equals
tripling, and so forth.



reat Strength [Epic]
Your muscle and physical power are greater than normal.
Benefit: Your Strength increases by 1 point.
Special: You can gain this fear multiple rimes. Its
effects stack.

Great Wisdom [Epic]

Your willpower and insight are greater than normal.
Benefit: Your Wisdom increases by 1 point.
Special: You can gain this fear multiple rimes. 1ts

effects stack.

iroup Inspiration [Epic]

You can inspire competence or greatness in more than
ene ally simultaneously,

Prerequisite: Perform 30 ranks, bardic music class
feature

Benefit: The number of allies you can affect with your
inspire competence or inspire greatness bardic music
ability doubles. When inspiring competence in multiple
allies, you can choose different skills to inspire for dif-
*fevent allies.

Special: A character can gain this feat multiple times.
s effects stack. Remember that two doublings equals a

tripting, and so forth.

fHindering Song [Epic]
Hour bardic music interferes with opposing spellcasters,

Frerequisite: Deafening Song, Perform 27 ranks,
Bardic music class feature.

Benefit: You can use song or poetics to hinder enemy
iSpellcasters within a 30-foot spread from you. To success-
Mully cast a spell within this area, a spelleaster must make
iConcentration check as if she were casting defensively,
und all such checks have a penalty equal to half your
blevel. You can choose to exclude any characters from this

effect (usually your allies).

You may sing, play, or recite a hindering song while
taking other mundane actions, but not magical ones (see
ithe bards inspire courage ability for more details). You

bmay keep up the hindering song for a maximum of 10
‘ounds. Using the hindering song counts as one of vour
blses of song or poetics for the day,

fiaky Strike [Epic]
four attacks deal grear damage to evil creatures,
Prerequisites: Smite evil class feature, any good
LT Ent,
b Benefit: Any weapon you wield is treated as a holy
weapon (it deals +2de points of damage against creatures
Wlevil alignment), This ability doesn't stack with similar
gbilities (for instance, if the weapon is already a holy
We&apon). In addition, the weapon is considered blessed,
Which means it has special effects on certain creatures.

gnare Material Components [[p”']
100 need not use any material COmponents in casting
your spells.

Prerequisites: Eschew Marterials®, Spellcraft 25 ranks,
ability to cast 9th-level arcane or divine spells.

Benefit: You may cast your spells without any material
components. This feat does not aftect the need for a focus
or divine focus.

“This feat is presented in the Nonepic Feats section at
the end of this chapter.

Improved Alignment-Based Casting [Epic]
Your spells of a particular alignment are more powerful
than normal.

Prerequisites: Access 1o domain of Chaos, Evil, Good,
or Law, alignment must match domain chosen, ability o
cast 9th-level divine spells.

Benefit: Select an alignment-based domain (Chaos,
Evil, Good, or Law) to which vou have access. You cast
spells with that alignment descriptor at +3 caster level.

Special: This benefit overrides (does not stack with)
the granted powers of the Chaos, Evil, Good, and Law
-Ill;.'l-:rnal.n_li.

You may select this feat multiple times. Its effects do not
stack. Each time you take the feat, it applies to a different
alignment-based domain to which vou have access.

Improved Arrow of Death }Ep:t]
Prerequisites: Dex 19, Wis 19, Point Blank Shot, Pre-
cise Shot, arrow of death class feature.
Benefit: :"'H.il.i +2 to the DC of vour arrows of death.
This teat may be raken multiple times. Its effects stack.

Improved Aura of Courage [Epic]

Your aura of courage is stronger than normal.
Prerequisite: Cha 25, aura of courage class ability,
Benefit: Your aura {ﬁilt‘nurag,u grants a +8 morale bonus

on saving throws against fear effects,

Improved Aura of Despair [Epic]
Your aura of despair is wider than normal
Prerequisite: Cha 25, aura of despair class abiliry.
Benefit: Your aura of despair causes a —4 morale
penalty on all saving throws,

improved Combart Casting [Epic]
You can cast spells while threatened without fear of
being attacked.
Prerequisites: Combat Casting, Concentrarion 2§
ranks.
Benefit: You don't incur attacks of opportunity for
casting spells when threatened.

Improved Combat Reflexes [Epic]
You can respond to any number of opponents who let
their defenses down.

Prerequisites: Dex 21, Combat Reflexes.

Benefit: There is no limit to the number of arracks of
opportunity you can make in one round. (You still can'
make more than one attack of opportunity against a
single person in a round.)




Improved Darkvision LEpic)
Your Jl._|||'|1:|-' [0 S¢¢ 1n ||.-|I:' ‘l[.'l r]"'. (4] b[_“.'.'llt‘l.' ll]:i['l ['||.|[i'|'|.:||.

Prerequisite: Darkvision,

Benefit: The range of your darkvision doubles. This
feat does not stack with darkvision granted by magic
items or nonpermanent magical etlects.

Special: This feat may be taken multiple times. 1ts
etfects stack. Remember that two doublings equals a
tripling, and so on.

improved Death Attack |i'rF:1 |

Prerequisites: Death attack class feature, sneak artack
l‘;'a,'n!-.

Benefit: Add +2 1o the DC of your death arrack.

Special: This fear may be taken multiple rimes. 1ts
effects stack.

Improved Elemental Wild Shape [Wild] [Epic]
You can take the form of a greater variety of elementals
than normal.

Prerequisites: Wis 25, ability to wild shape into an ele
mental.

Benefit: Your ability to wald shape into an elemental is
expanded 1o include all elemental crearures (not just air,
earth, bire, and water elementals) of any size that vou can
take when using wild shape to become an animal. For
instance, if you are normally capable of using wild shape to
become a Huge animal, you can now wild shape into a Huge
elemental creature. You gain all extraordinary and super-
natural abilities of the elemental whose form you rake

Normal: Without this feat, you may only wild shape
into a Small, Medium-size, or Large air, earth, fire, or
water elemental.

Improved Favored Enemy {Epic]

Prerequisite: Five or more favo red enemies,

Benefit: Add +1 to the bonus on Bluff, Listen, Sense
Motive, Spot, and Wilderness Lore checks and damage
rolls against all your lavored enemies.

Special: This feat may be taken multiple times. lis
etfects stack.

Improved Heighten Spell [Epic]

You can casta hpr:” at any level above its own.
Prerequisites: Heighten Spell, Spellcraft 20 ranks.
Benefit: As Heighten Spell, but there is no limir to the

evel to which you can heighten the spell
Normal: Without this fear, a spell can only be height-

ened 1o a maximum of 9th level.

Improved Ki Strike |Epic]
You can strike opponents with grear damage reducrion.
Prerequisites: Wis 21, Ki strike +3.
Benetit: Add +1 to the effective enhancement bonus
111. vour lII‘|.1I.'ITJL‘l|. arrac ]1.'1.
Special: You can gain this feat multiple times. s
eftects stack.

I mproved Low-1

ill':!.! roved Mamtestation

jht Vision 4 pic |
The range of vour low-light vision is greater than normal

Prerequisite: Low-light vision

Benefit: The range of your low-light vision doubles.
This feat does not stack with low-light vision granted by
magic items or nonpermanent magical effects

Special: This fear may be taken multiple rimes. lts
L,I‘I-I‘-UI:TF “ﬁl.t':'l'i I".I"]]'II."I'I':IhI.'T |]'|:|| o '.l'."i|1"'|||':l'r_""| 1";.|"||i.|]"' a
tripling, and 50 on

L pic )
You can manifest psionic powers more powerful than the
normal limits of manifestation.

Prerequisite: Ability to manitest powers of the normal
maxinmum L{"ﬁ'l.'l 1n 4t |l,,"i|“l-|; one Fl"-!HTI.'H' I.'l.'.l"'ih

Benefit: When you select this feat, your metapsionic
power point cost limir is increased by +2. For example, if
you select this fear at 21st level, you could use mera-
P:‘ill._“l'lll_' 1-:_'.“;:'; B 1] I_'-i_"l"l_l'l_ll"l{"ll';l'ﬂ. '|.".'lt5'|. ot I'IL'I.' AL S |.|:'|J[
you could spend a total of 22 power points on any single
power. However, in order to manilest the power, vour key
ability score must be equal to or higher than the total
power point cost minus 2

This fear can't grant psionic manifestation ability toa
class that doesn't have psionic ability. You must use
this feat as 2 member of the class in which you can

H| |. I'll_":ll.l v manilest ]1"::'“'1.'1"1 ol [|.'|l' norm :l.] maximum
level, For instance, a Sth-level psychic warrior/22nd-
level psion couldn’t advance her power point cost limit
in psychic warrior, because she can't manilest powers
of the normal maximum level for a psychic warrior.
But she could advance her power cost limit for her
psion powers.

Mormal: Without this feat, a power altered by mens-
psionic feats cannot cost more power points than the
manifester’s level minus 1 (minimum 1)

Special: You can gain this feat multiple times. Each
time this feat is gained, your power point cost limit is
increased by an additional +2.

The Psionies Handbook has information on creating and
playing psionic characters

'.II.II||'-\.lr'|.li F'1||.!'I:||:'|..-IL|| [i.:.il': ]

You can fire even more arrows as a single attack againsta
nearby targer.

Prerequisites: Dex 19, base attack bonus +21, Many-|
shot®, Point Blank Shot, Rapid Shot

Benefits: As Manyshot, bur the number of arrows you
can fire is limited only by your base artack bonus {two
AT S, !'I'l LS e arrons t:l_'l'l' CVETY :I [.‘ninth I.|I‘. h‘fl.?-l' .3[[;11:“.

bonus above +6).

Special: Regardless of the number of arrows you hire,
you only apply precision based damage (such as sneak
attack damage or the ranger’s favored enemy bonus)
once. If you score a critical hit, only one of the arrows
deals critical damage (your choice); all others deal
normal damage.

Normal: With the Manvshor fear, vou are limired to 2




maximum of four arrows fired (when your base attack
bonus is +16 or higher).

“This feat is presented in the Nonepic Feats section at
the end of this cha prer.

.|I'I'||:|rcl-.-r:'-:'| |"'l'1i'|.1r||.:-;¢|l |_-[..|.I|l: ]
Tou can cast spells using meramagic feats more easily
than normal.
Prerequisites: Four metamagic fears, Spelleraft 30
ranks.
Benefit: The spell slot modifier of all your metamagic
eats is reduced by one level, to 8 minimum of +1. For

three levels higher rather than four levels higher,

This feat has no effect on metamagic feats whose spell

slot modifier is +1 or less,

SPELL SLOTS ABOVE 9TH LEVEL

instance, you could cast a quickened spell as a spell of

Special: You can gain this feat multiple times. The
effects stack, though you can't reduce any metamagic
teat’s spell slot modifier to less than +1.

Improved Sneak Attack [Epic]
Your sneak attacks are more deadly than normal.
Prerequisite: Sneak attack +8deé.
Benefit: Add +1d6 to your sneak attack damage,
Special: This feat may be raken multiple times. lts
effects stack.

Improved Spell Capacity [Epic]
You can prepare spells thar exceed the normal limits of
spellcasting,
Prerequisite: Ability to cast spells of the normal maxi-
mum spell level in at least one spellcasting class

The Improved Spell Capacity feat allows characters to gain spell slots above 9th level (which can be used to hold lower-level spells
of spells whose level has been increased above 9th by the use of metamagic feats). The number of spell slots available to a deity
depends on the character's l-:i'-:.- ?.lbili[]r LeaTE [Intc”lgencﬂ for wizards, Wisdom for clerics, druids. paladins, and rangers, and
Charisma for bards and sorcerers), as shown on Table 1-35: Expanded Ability Modifiers and Bonus Spells.

Even though the table only includes ability scores up te 61 and spell slots up to 25th level, the progression continues infinitely
in bath directions. For ability scores beyond 61, or for spell slots abave 25th level, expand the table to follow the same patterns
¥5 shawn,

The numbers on this table include bonus spells that a character receives for having a sufficiently high ability score, as well as
one additional spell of each level at which the character gains at least one bonus spell. For bonus spells of levels 1st through 9th,

see Table 1-1 in the Player's Handbook.

Tanie 1-35: ExpaNDED ABILITY MODIFIERS AND BoNUS SPELLS

Semne

Spells per Day

Modifier 10th 11th 12th 13th 14th 15th 16th 17th 18th 19th 20th 21st 22nd 23rd 24th 25th
011 4D -l S 2 e st e e ]
TR = T R P T e e
W15 +2 P G R R S e i B A i e e oy ey, s e B s
17 +1 —_ - —_— = = - — = — -
19 -4 B e | [ R e ] ] i
0-21 45 ol | e B R = — e
a1 46 T ot e i |1 i | ]
r [ LI e = — e e _— = -
BT 1 e I e S <=~ =i St e
L S » e e —_ = — - — —
N 0 2 — = — e e e e e e e e e e e
R=33 N ) 2 = v el el e e
- 412 2 2 2 ST St |1 i i | T = O e e ) P
8-17 413 2 2 2 2 — - - e — T ——
e g T T R ] = | T R =T e e
041 415 3 3 2 2 2 2 R — —_— — - - — =
e I 3 3 3 2 2 2 2 —_ = = = = — = = =
445 417 3 3 3 3 2 2 2 2 —_ - - — -
M54] 8 4 3 3 3 3 2 2 2 2 e e
€49 19 4 4 3 3 3 3 2 2 2 2 _ - - - —
15051 420 4 4 4 3 3 3 3 2 2 2 2 —_ = = = -
$2-51 <1 4 4 4 4 3 3 L 3 2 2 2 2 — - —_
e Y 5 4 4 4 4 3 3 3 3 SR | R
LET Y 5 5 4 4 4 4 3 3 3 3 2 2 2 2 - -
8BS e 5 5 5 4 4 4 4 3 3 3 3 2 2 2 2 -

+25 5 5 5 5 4 4 4 4 3 3 3 3 2 2 2 2




Benefit: When you select this feat, you gain one spell
slot per ;l;g'!,' of any level up to one level i11|.£]1|:'|! than the
highest-level spell you can already cast in a particular
class. For example, if you select this feat as a 21st-level
wizard, vou would gain one wizard spell slot of any spell
level up to 10th.

You must still have the requisire ability score (10 + spell
level) in order to cast any spell stored in this slot. 1f you
have a high enough ability modifier to gain one or more
bonus spells for this spell level, you also gain the bonus
spells for this spell level.

You must use the spell slot as a member of the class in
which you can already cast HF'I."”"i of the normal maxi-
mum spell level. For instance, a Sth-level ranger/22nd-
level sorcerer couldn't add a rAnger '1'|"|.'|.| slot, because he
can't cast spells of the normal maximum spell level lor
ranger. He must add the spell slot 1o his sorcerer spells,

Special: You can gain this fear multiple times.

Improved Spell Resistance | Epic
Your innate resistance to magical effects increases
Prerequisite: Must have spell resistance from a fear,
class feature, or other permanent effect
Benefit: Your spell resistance increases by +2.
Special: You can gain this feat multiple times. Its
efiects stack.

||'|'.;| el "'||:"I|IIIII.| i 151 |I'l |
Prerequisite: Dex 19, Wis 19, Improved Unarmed
Strike, Stunning Fist.
Benefit: Add +2 to the DC of your stunning attack.
Special: This feat may be taken multiple times. Its
eftects stack
||||1'|| v "1"-."i||| basnad Attack | i.I'I' |
You become a blurry whirlwind of attacks, striking our at
all enemies near your position.
Prerequisites: Int 13, Dex 23, Dodge, Expertise,
Mobility, Spring Attack, Whirlwind Arrack
Benefit: As a full-round action, you may make one
melee arrack at youn full base artack bonus against each
opponent that you threaten
Normal: When using only the Whirlwind Artack fear,
you can only attack opponents within 5 feer of you
regardless of the extent of the area you threaten).

Incite Kage L pic ]
Prerequisites: Cha 25, greater rage class feature,
Benefit; When you enter a rage, you can incite a bar-
barian rage in any or all allies within 60 feet. (Any ally
who doesn't wish to become e I‘lr:ij_..'.t'ti 15 unaffecred.
The ally gains +4 10 :"i[t{'l'll:'"ll"l. +4 to Constiturion, and a
+2 morale bonus on Will saves, but takes a -2 penalry
to AC, for as long as you remain raging The rage of



affected allies lasts a number of rounds equal to 3 +
their Constitution modifier, regardless of whether they
temain within 60 feet of you. This is otherwise identi-
gal with normal barbarian rage (including the fatigue ar
its end .

Special: This is a mind-affecting effect.

finite Deflection [Epic]
Youcan deflect an infinite number of projectiles.
Prerequisites: Dex 25, Combar Reflexes, Deflect
Amows, Improved Unarmed Strike.
Benefit: You may ]::-i.*rlll.:lrm any number of deflections
gach round. See the Deflect Arrows fear in the Player’s

Hamihoak.

mspire Excellence [Epic)
Pou can improve the abilities of your comrades through
your performance
b Prerequisite: Perform 30 ranks, bardic music class
fearure,
Benefit: You can use song or poetics to grant a bonus
o ane ability score to vour allies. To be affected, an ally
Smisst hear the bard sing for 1 full round. The effect lasts as
long as the bard sings and for 5 rounds after the bard
Mops singing (or 5 rounds atter the ally can no longer
hear the bard ), "-:i.'hii{: singing, the bard can fight but
gannot cast spells, activate magic items by spell comple-
tion (such as scrolls), or activate magic items by com-
mand word (such as wands),
Each ally 1o be inspired gains a +4 competence bonus
10 the same ability score, which you must choose before
§0u begin inspiring. For instance, you could grant all
allies a bonus 1o Strength, or all allies a bonus to Consti
mtion, but you couldn't grant some allies a bonus 10
strength and some a bonus to Constitution with the
performance.
Inspire excellence is a supernatural, mind-affecting
iy
 Special: This feat is treated as a bardic music inspi-
mtion ability for purposes of fears that affect such
abilities.
fitant Reload [Epic)

EY

H' ML DT ["l"FIE' fl-t cr l]"n-\-liflli.l"n'l.' SUC J'I as J‘.H. d ¥y 5. FL'FHth!I'I.‘.'

Biou can fire that rype of crossbow as fast as a bow:
Pﬂr&quisltc: Quick Draw, Rapid Reload®, Weapon
ocus (erosshow type to be selected)
"Benefit: You may fire the selected type of crosshow
wour full normal attack rate. Effectively, vou can
gioad your crossbow as fast as an archer can reload a
. Reloading your crossbow does not provoke artacks
il Opportunity.
iSpecial: You can gain this feat multiple times. Its
piieets do not stack. Each time vou take the fear, it applies
foa different type of crossbow,
$*This feat is presented in the Nonepic Feats section at

e end of this chapter

Intensify Spell [Metamagic] [Epic]

You can cast spells with exceptionally grear ettect.

Prerequisites: Empower Spell, Maximize Hpuli.
Spellcraft 30 ranks, ability to cast 9th-level arcane or
divine spells.

Benetit: All variable, numeric effects of an intensi-
fied spell are maximized, then doubled. An intensified
spell deals twice maximum damage, cures twice the
maximum number of hit points, atfects twice the maxi-
mum number of targers, and so forth, as appropriate.
For example, an intensified horrid wilting spell would
deal 16 points of damage per caster level (up to a maxi-
mum of 400 points of damage at 25th level), Saving
throws and opposed rolls (such as the one you make
when you cast dispel magic) are not atfected. An intensi-
tied spell uses up a spell slot seven levels higher than
the spell's actual level.

You can't combine the effects of this feat with any other
teat that attects the variable, numeric ettects of a spell,
such as Empower Spell or Maximize Spell.

Keen Strike [Epic]

Your unarmed strikes become as sharp as blades.

Prerequisites: Str 23, Wis 23, Improved Critical
{unarmed strike), ki strike +3

Benefit: Your unarmed strike is considered to be
slashing keen weapon (and thus threatens a critical hir on
a 19-20). (At your option, any unarmed strike can do
bludgeoning damage instead, bur it loses the keen qual-
iry.) This ability doesnt stack with similar abilities (tor
instance, if some other effect has already granted your
unarmed strikes the keen special ability).

Lasting Inspiration [Epic]

Your songs continue to inspire allies long after your
words have faded.

Prerequisite: Perform 25 ranks, bardic music class
tearure.

Benefit: The effects of your bardic music inspiration
abilities last for ten times as long as normal after you stop
singing, This feat has no effect on inspiration abilities
that have no duration after vou stop singing (such as
inspire competence).

Legendary Climber [Epic]

You can climb rapidly much more easily than a normal
person

Prerequisites: Dex 21, Balance 12 ranks, Climb 24
ranks.

Benefit: You can ignore any check penalties applied
for accelerated climbing or rapid climbing

Normal: Without this teat, you take a —5 penalty on
Climb checks when attempting 1o cover vour tull speed
in Ll]mlﬁ:hb_ distance in a round, ora =20 pe n.1|t'. when
attempting to cover twice your speed in climbing dis-
tance in a round
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lLegendary Commander [Epic]
You artract and lead great armies of followers through
sheer force of personality,

Prerequisites: Cha 25, Epic Leadership, Leadership,
Diplomacy 30 ranks, must rule own kingdom and have
a stronghold.

Benefit: Multiply the number of followers of each level
that you can lead by 10. Thus, a Leadership score of 25
would allow you 1o lead 1,350 tst-level followers, 130 2nd-
level followers, and so forth. This has no effect on cohorts

L egendary Leaper ;_E-F.II'.
You can jump much farther than normal tor your size
Prerequisite: Jump 24 ranks.
Benefit: The distance of your jumps is not restricted
by vour height

.--_rr':u_‘.tu y Kider iipu. ,.
You can ride any mount withour penalty (even bareback)
and can control any mount in combar,

Prerequisite: Ride 24 ranks.

Benefit: You suffer no reduction in rank when ridmg
an unfamiliar mount. You don't take a penalty on Ride
checks when riding a mount without a saddle (bareback).
You never need to make a Ride check to control a mount
in combat {and even controlling a mount not trained for
._'|'_1'|'|1|'||'|1 lji ST I'-L'I_]'l.lll.'l:! an action)

Normal: Without this feat, your rank is reduced by 2
or § when riding a different mount from what you are
familiar with, you take a -5 penalty on Ride checks
without a saddle, and vou must make a Ride check 1o
control a mount in combat (and controlling a light
horse, pony, or heavy horse in combat requires a move-
equivalent action)

eqgendary Tracker | Epic)
You can 'II'J_I:LE_ E,'ll_'l.,"l.r ACTOAS DT rh!'(!llllli'l |h‘|.‘ Wiler, or even
through the air

Prerequisites: Wis 25, Track, Knowledge (nature) 30
ranks, Wilderness Lore 30 ranks.

HL' “fF“'. 'llll_'ll_t Can Tr:if']i creatures acCross WalerT,; "“'l.l'i.'r'
water, or through the air by the minute disturbances they

water, underwater, and air to the list of surfaces found
under the Track feat in the Player’s Handbook:

Surface DC
Water 60
LIndengater 80
Alr 120

Legendary Wrestler LEpic |

You are exceptionally proficient at grappling.
Prercquisite: Str 21, Dex 21, Improved Unarmed

Strike, Escape Artist 15 ranks,
Benefit: You gain a +10 bonus on all grapple checks.
Special: A monk can qualify for this feat withow

havi ng ke |r|1prL1'-.rrt[ Unarmed Strike feat

make and traces of their passage. This adds the surfaces of

Lingering Lamage itplr i

Your sneak attacks continue to deal damage even after
YL '1rr'||-i.l'

Prerequisite: Sneak attack +8de, crippling strike class
feature.

Benefit: Any rime you deal damage wirh a sneak
artack, that target takes damage equal to your sneak
artack bonus damage on your next turn as well

Magical Beast Wild Shape [Wild] [Epit ]
You can wild shape into magical beast torm.

Prerequisites: Wis 25, Beast Wild Shape, Knowledge
( mature) 27 ranks, wild shape 6/ day.

Benefit: You can use your normal wild shape ability to
take the form of a magical beast. The size limitation is
the same as your limitation on animal size. You gain all

supernatural abilities of the magical beast w hu:--. form

you ta |-".1.'

Master St 11r E i |
You can activate a staff withour using a charge

Prerequisite: Cralt Staff, Spellcraft 15 ranks,

Benefit: When you activate a staff, you can substiture a
spell slot instead of using a charge. The spell slot must be
one you have not used for the day, though you may lose a
Flr;_*]'r;jrr_'d ;-.]":-r_-!l_ (K] emuhtt a wand L']I.'Il'gl.' Lwou may not
lose prepared spells from your school of specialty, if any)
The -.qu:]l slot lost must be L'-;p.1.||. [0 Oor ]‘Hp‘.ih'r in level than
the specific spell stored in the saff, including any level:
increasing meramagic enhancements. You cannot emu-
late a charge for a staff funcrion that does not match a
specific spell.

For example, you mibhl want to save the |.'h:ir1:1:- on
vour staff of power because you do not want 1o go to the
trouble of crafting another when the charges run out, and
also because it allows you more options—you can memo

rize more utilitarian spells, trusting to the offensive
power of your staff if conflict arises. You can use this feat
to lose a 3rd-level prepared slot in order to active lightming
balt from the staff, bun you cant use this feat to emulate a
charge used for doubling the statt’s melee damage
(because that power doesn't matc h a specific spell)

Master Wand [Epic]

You can activate a wand without using a charge
Prerequisite: Craft Wand, Spelleraft 15 ranks,
Benefit: When vou acrivate a wand, Yol can substitute

a spell slot instead of using a charge. The spell slot must
be one vou have not used for the day, though you may
lose a prepared spell to emulate a wand charge (you may
not lose prepared spells from your school of specialty, if
any), The spell slot lost must be equal to or higher in level
than the spell stored in the wand, including any level
increasing metamagic enhancements.

For 1".;,|[11]'.tl¢. il'.!J_.,'||Irru|_|.: boll is on vour class list and vou
find a wand of lightning bolt with 3 charges, you can expend
unused spell slots instead of charges, thus extending the
life of the wand



iy Rage [ |'_1:-|r"‘

Bur rage becomes even more powerful than normal.
?rEI'H.].LliRiti:s: Str 21, Con 21, greater rage class beature.
Benefit: When you rage, you gain a +8 bonus to

sength and Constitution and a +4 morale bonus on

Wil saves. (These bonuses replace the normal rage

E'T.Hi-{"'i..

<11 i.'!"ll‘l|"~F-' I_i_l!.:-ll |

¥ can adjust your position while maintaining a defen-
% Stance.

frerequisites: Dex 15, Dodge, Mobility, Spring
Mck, defensive stance 5/day class feature

Benefit: While in a defensive stance, you may take one
ot adjustment each round withourt losing the benetirs
ithe stance.

Normal: Without this feat, vou cant move while in a
! n8EYe stance,

spell [Epic]

o can cast an additional quickened spell in a round.
Frerequisites: Quicken Spell, ability 1o cast 9th-level

itine or divine spells

Benefit: You may cast one additional quickened spell

i round

Special: You can gain this feat multiple times. lts

diiects stack:.

piweapon Rend [Epic

e can rend opponents when fighting with more than
o limbs,

Prerequisites: Dex 15, base attack bonus +9, three or
e mere hands, Multidexterity, Multiweapon Fighting.

M Benefit: 1f you hit an opponent with two or more
pons (wielded in different hands) in the same
pund, you may automatically rend the opponent. This
gnding deals additional damage equal to the base
mage of the smallest weapon that hit plus 1 1/2
mes your Strength modifier. You can only rend once
et round, regardless of how many successful artacks
pu make.

Pkor example, if vou wield three weapons simultane-
Wiy and you hir with any two of the three weapons in
same round, vou would automatically rend your
gpponent for the appropriate damage.

§ Special: This fear replaces the Two-Weapon Rend feat
Wrcreatures with more than two arms.

|

sIc of the Gods (Epic]
pION can use your bardic music to influence creatures
dnmune 1o mind-affecting effects.

S Prerequisites: Cha 25, Perform 30 ranks, bardic music
Fly5s 'Fﬂm-m_

Benefit: Your bardic music can affect even those nor-
immune to mind-affecting effects. However, such
BRSTERIUIES gain a +10 bonus on their Will saves to resist
s effects

]
I

Pertect Health ;ii_p.c J

Negative Energy Burst [Divine] [Epic]
You can use vour rebuke/command undead ability 1o

unleash a burst of negative energy,
Prerequisites: Cha 25, ability to rebuke or com-
mand undead, ability to cast inflict eritical wotinds, any

evil alignment.

Benefit: You can use one rebuke or command undead
attempt to unleash a wave of negative energy in a 60-foot-
burst. Roll a normal rebuke (or command) check, except
that the negative energy burst affects living creatures
rather than undead. Any creature that would be rebuked
hj.' this result gains one negative level. Anv creature that
would be commanded by this check gains rwo negative
levels. The Fortitude save DC to remove these levels one
d;n_.' later is equal to 10 + 1/2 your ettective turning level +
your Charisma modifier.

Overwhelming Critical [Epic]

Choose one type of melee weapon, such as longsword or
greataxe. With that weapon, you do more damage on a
critical hit.

Prerequisites: Str 23, Cleave, Grear Cleave, Improved
Critical (weapon to be chosen), Power Attack, Weapon
Focus (weapon to be chosen).

Benefit: When using the weapon vou have selected,
:l-"l.':lLI |.1I'.'i||. + I.‘I.if' F"i.:l:i]'li"l I::'tI I_‘.":"-]'l.l.l:"_’-i l]ilmi.l!_"l,," o a "'i'l.l.l:,'l;'l.,"jﬁt.lll
critical hit. If the weapon's critical multiplier is x3, add
+2dé points of bonus damage instead, and if the multi-
plier is x4, add +3dé points of bonus damage instead.

Special: Creatures immune to critical hits can’t be
ilI.I.I.'L'h.'l.j II'I‘_.' 1]‘“5- beat,

You can gain this feat multiple times. Its effects do not
stack. Each time you take the fear, it applies to a different
type of weapon.

Penetrate Damage Reduction [Epic]

You can bypass a creature’s damage reduction

Benefit: Your attacks are made as if with an additional
+2 bonus to their standard enhancement bonus. For
instance, when artacking a creature with damage reduc-
tion 35/+3, you would only need a +1 weapon to bypass
the damage reducrion.

Special: This tear does not actually conter an enhance-
ment bonus; it only emulates one for the purpose of pen-
efraring an opponent’s damage reduction.

The bonus conterred by Penetrate Damage Reduction
stacks with the bonus conferred by Ki Strike.

You are immune to normal diseases and common posons,
Prerequisite: Con 25, Great Fortitude.
Benefit: You are immune to all nonmagical diseases, as
well as to all poisons whose Fortitude save DC is 25 or less.

Perfect Multiweapon Fighting [Epic]

A creature with three or more hands can fight with a
weapon in each hand. The creature is allowed its full
number of artacks with each extra weapon.




Prerequisite: Dex 25, three or more hands, Greater
Mulriweapon Fighting®, Mulridexterity, Multiweapon
Fighting.

Benefit: You can make as many atnacks with each extra
weapon as with your primary weapon, using the same
base attack bonus. For example, a four-armed creature
with this feat and a base attack of +18/+13/+8/+3 could
make four attacks per round with his primary weapon
and tour attacks per round with each extra weapon, using
this base attack bonus. You still take the normal penalties
for ’.I'!:'_:_hli.l'll.‘_ with two weapons

Normal: A creature without this feat can make only
one attack per round with each extra weapon (or two
attacks per round with each weapon if it has Mulri-
weapon Fighring, or three artacks per round with each
extra weapon if it has Greater Multiweapon Fighting),
Each attack after the first extra artack has a cumulative
-5 penalty

Special: This teat replaces the Perfect Two-Weapon
Fighting feat for creatures with more than two arms (and
functions identically to that fear if you have fewer than
three arms),

“This tear is presented in the Nonepic Feats section at
the end of this cha pter.

Perfect Two-Weapon Fighting [Epic)
You can artack with your off-hand weapon as frequently
as with your primary weapon.

Prerequisites: Dex 25, Ambidexterity, Greater Two-
Weapon Fighting®, Improved Two-Weapon Fighting,
Two-Weapon Fighting.

Benefit: You can make as many attacks with your off-
hand weapon as with your primary weapon, using the
same base artack bonus, For example, a character with
this feat and a base attack bonus of +18/+13/+8/+3 could

—_— e —— — — —

PLANAR TURNING: AN ALTERNATIVE [EPIC]

As written, the Planar Turning feat stresses the good-versus-
evil axis of alignment. However, there are two alternative

versions of this feat that allow it to work differently,

If your campaign stresses the law-chaos axis of alignment,
lawful er chaotic version

you can allow a character to select a
of this feat. A lawful version would turn (or destroy) all chaotic
outsiders and rebuke {or command) all lawful outsiders, while
the chaotic version would turn (or destray) all lawful outsiders
and rebuke (or command) all chaotic outsiders. The character
must be of the alignment that he chooses (you must be lawful
te select the lawful version, and you must be chaotic to choose
the chaotic version)

A second alternative is to say that anyone using this feat
turns (or destroys) all outsiders who have at least one align-
ment component opposed to one of your alignment compo-
nents (good versus evil, law versus chaos) and rebukes [or
commands) all outsiders who have no alignment compo-
nents opposed to yours. For the purposes of this version of
the feat, neutral is opposed to none of the other alignment

make four artacks per round with his Primary weg :
and tour attacks per round with his off-hand weap
using this base attack bonus. You still take the no
penalties for fighting with two weapons,

Normal: Withour this feat, you can only get a sis
attack with an off-hand weapon {or two attacks with
off-hand weapon if you have Improved Two-Wesplh
Fighting, or three attacks with an off-hand weapon il
have Greater Two-Weapon Fighting).

Special: A ranger can qualify for this feat even
hasn't taken Ambidexterity or Two-Weapon Fighting,
can only use it when wearing light armor or no am

“This fear is presented in the Nonepic Feats section
the end of this chapter

Permanent Emanation [Epic]
One of your personal emanation spells becomes
manent.

Prerequisites: Spellcraft 25 ranks, ability to castg
spell to be made permanent.
Benefit: Designate any one of your spells whose are
an emanation trom you, such as detect magic, This spe
effect is permanent ( rhuug]'l vou can dismiss or restan
as a free action). Effects that would normally dispel
spell instead suppress it for 2d4 rounds,
Special: This feat may be taken multiple times. B
rime, you select a different spell 1o become permans

Planar Turning [Epic]

You can turn (or rebuke) outsiders.
Prerequisites: Wis 25, Cha 25, ability to turng
rebuke undead.
Benetit: You can turn or rebuke outsiders as if lﬁf
were undead. An oursider has effective turn resism
equal to half its spell resistance (round down),

T—

components, so you may choose to require that a |r.||
neutral character select one of the four alignment cn-rrp:q
nents that he will treat as part of his alignment for thel
purposes of this feat (much as a lawful neutral, neutral, of
chaotic neutral cleric must decide whether he turns -;JE
rebukes undead).

For example, a lawful good cleric using the second ahe]
native version of this feat would turn (or destroy) &
outsiders who had either “chaotic™ or "evil” in their aligs}
ment (CC, CN, CE, NE, LE) and would rebuke {or command}
all outsiders who had neither "chaotic” nor "evil” in thetl
alignment (LG, NG, LN, N). A chaotic neutral cleric using
this version of the feat would turn {or destroy) all cutsides
who had “lawful” in their alignment (LG, LN, LE} and woulé
rebuke (or command) all outsiders who did not haw
“lawful® in their alignment (NG, N, NE, CG, CN, CE). A
neutral cleric would rebuke (or command) all nmmdml
(unless the DM required that he choose an alignment
campenent, in which case he would be treated as being LN
NG, CM, or NE for the purposes of this feat).

— e e T .



Ifyou can turn undead, you turn (or destroy) all evil
pobtsiders and rebuke (or command) all nonevil our
!.i.d.ET'i- “-II'-'I-' LaIn rl'hllk'.‘ |.|.r'|Li|.‘:|.L|. YiO¥ r'l."'l_'lll.l'\',ll."‘ O COIm-
imand) all evil outsiders and rebuke |

ponevil oursiders

o l.'l.ll'l‘.:'l"..ll'll.il :‘|||

int Wild aape [Wild] [Epic]
¥ou can wnld shape into plant form

Frerequisites: Beast Wild Shape, Knowledge (nature
M ranks, wild shape 6 /day.

Benefit: You can use your normal wild shape ability to
o take the form of I'|1| int. The size limitation is [h._ SAMe 45

Byour limitation on animal size.

lgiot [Epic]
ploucan speak, read, and write all languages
Prerequisites: Int 25, Speak Language (five languages),
Benefit: You can speak all languages. If you're literate,
ou can aleo read and write all languages (not including

Smagical scripy )

Ditive Energy Aura [Epic]

hﬂmi‘“”l-l-l”“ turn (or even destroy) lesser undead

Prevequisites: Cha 25, ability to rurn undead, ability
b0 cast dipel el

Benefit: Every undead creature that comes within 15
kﬂ'ﬂf'ﬂiﬂl 15 Automancs Il]‘- attected as if vou had rurned
hrﬂl‘i d'-.".“-m COsE i [ll[]l]l'lL_-;I[[t mpt; and vou don't have
W mll rurning damage (it automatically affects all undead
315400t burst), but it only turns undead with Hit Dice

equal to or less than your effective cleric level minus 10
and automatically destroys undead with Hit Dice equal
to or less than your effective cleric level minus 20). For
example, 2 22nd-level cleric would automatically turn
any nearby wights or wraiths and would automartically
destroy any Medium-size skeletons or zombies that came
near him, but would have ro turn J‘.i;hlnh.ufu'» and the
like normally

Just as with normal turning, vou can't affect undead
that have rotal cover relative to VoL

i) Igqed inspiration | Epi

You can use vour bardic music at a greater range than

normal,

I:r['El'eqI:i'ﬁ-itL": Bardic music class teature, Perform 25
ranks

Benetit: Double the range of any bardic music abil-
ity that has 4 range. For instance,
song to protect creatures within 60 feet of you (rather
than 30 feet); you can fascinate a creature up o 180 feet
HAWEYS ;lnli YiOU Can ill'.“?;["ll"'l‘ competence or greatness in
an ally up to 60 feet away. (1f the creature must hear the
bard to be affected by the ability, that requirement
doesn't l.'hﬂl'.j._;r regardless of any extended range the
bard’s ability may have.)

Special: A character can gain this feat multiple times,
Its effects stack. Remember that two doublings equals a
tripling. and so forth

YOU AN USe COUNTEr-




thl.lid JI||"'\-!.'II| ALION I_-L_l}ll' ]
You can inspire your allies with bardic music more
|.]l..|'ll_'|-1|':.'|:h;1|:~ normal.

Prerequisite: Perform 25 ranks, bardic music class
fearure.

Benefit: You can use any of your bardic music inspira-
tion abilities as a standard action. The inspiration takes
effect immediately after you conclude the action.

Reactive Countersong [Epic]
You can use countersong as a reaction to a sonic or
language-dependent magical artack.

Prerequisite: Combat Reflexes, Perform 30 ranks,
bardic music class feature.

Benefit: You can begin a countersong at any time, even
when it isn't your turn (much like a wizard who has read-
ied a counterspell action), though you donlt have to ready
an action to do so. Thus, you could use the countersong as
a reaction to a sonic or language-dependent magical artack.

You cant use Reactive Countersong at the same time
you are using another bardic music ability (though you
could stop the other bardic music ability to begin Reac-
tive Countersong if so desired).

Normal: Withour this fear, vou can only use counter-
SONE 0N Your turn.

Reflect Arrows [Epic]
You reflect ranged attacks back upon the artacker.
Prerequisites: Dex 25, Deflect Arrows, Improved
Unarmed Strike.
Benefit: When you deflect an arrow or other ranged
attack, the artack is reflected back upon the attacker at
your base ranged atrack bonus.

Righteous Strike [Epic]
Your unarmed strikes are particularly damaging to
chaotic creatures.

Prerequisites: Wis 19, Improved Unarmed Strike,
Stunning Fist, any lawtul alignment.

Benefit: Your unarmed strike is treated as a lawful
weapon (it deals +2dé points of damage against creatures
of chaoric alignment). This ability doesn't stack with sim-
ilar abilities (for instance, if some other effect has granted
the lawful ability to your unarmed strike).

Ruinous Rage [Epic]
While in a rage, you can deal tremendous damage to objects.

Prerequisites: Str 25, Power Attack, Sunder, rage
5/day.

Benefit: While in a rage, you ignore the hardness of
any object you strike. Also, double your Strength bonus
for the purposes of any Strength check made 1o break
an object with sudden force rather than by dealing
normal damage (including bursting bindings, such as
ropes or manacles),

Scribe Epic Scroll [Item Creation] [F pic )
You can scribe scrolls of epic power.

Prerequisites: Scribe Scroll, Knowledge (arcani P8p
ranks, Spellcraft 24 ranks.

Benefit: You can scribe scrolls that exceed the nost
limirs for such items (as stated in this book and in@
Duxnceon Master's Guide). For instance, vou could serss
scroll with spells of greater than 9th level, or a scroll
a caster level greater than 20th.

Even this feat does not allow you to scribe a scroll
an epic spell (see Chapter 2: Epic Spells). Such my
deties the power of the written word and thus cannal®
scribed into scroll form,

See Chapter 4: Epic Magic Items for examples of g 5
scrolls. |

L

Self-Concealment [E'JIE | .
When in combat, your form becomes blurry and iné
tinct, making it difficult to land a blow against you.

Prerequisites: Dex 30, Hide 30 ranks, Tumble
ranks, improved evasion.

Benefit: Artacks against vou have a 10% miss chag
(the equivalent of one-quarter concealment). Youls
this benefit whenever you would lose vour Dexrent
bonus to AC.

Special: This feat may be taken multiple times.
time it is taken, the miss chance increases by 1055
maximum of S0% after it has been taken five times,

Shattering Strike [Epic]
You can shatter objects with your unarmed strike.

Prerequisites: Epic Weapon Focus (unarmed serike
Weapon Focus (unarmed strike ), Concentration 25 rank
ki strike +3.

Benefit: When using an unarmed strike to attempt
break an object with sudden force (rather than by des
normal damage), make a Concentration check rat
than a Strength check. The break DC remains the sam
Using Sharttering Strike is a full-round action thar incs
attacks of opportunity. You can't use Shartering :-'.mi:'j
escape bonds (unless you are so bound as to allow yous
make an unarmed strike against your bindings, such Er;
when you are bound by a length of chain)

=N

sneak Attack of Opportunity [Epic]
Whenever your opponent lets his guard down, you
make a sneak artack.
Prerequisites: Sneak artack +8ds, opportunist cli
feature.
Benefit: Any artack of opportunity you make is coe|
sidered a sneak attack.
'.‘;-1_'.:It'i'|!l'|li Strike |:|'_pir ]

You can strike incorporeal creatures as if they were solié
Prerequisites: Wis 19, ability to turn or rebuke undes!
Benefit: Your attacks deal damage normally agairg!

incorporeal creatures.

Normal: Without this feat, even artacks that ca
damage an incorporeal creature have a 50% chance to ded!
no damage




hllﬂ Ry _--'|‘||,|-' | I I_Ii- | f

spontaneous Domain Access | Eoa |
¥ add two additional arcane spells to your repertoire,

Brerequisite: Ability to cast spells of the maximum
mérmal spell level of an arcane spellcasting class

Benefit: You learn two new arcane spells of any level
810 the maximum level you can cast. This
it does not grant any addi-
tona! spell slots r

Special: You can gain this
et I:IJ|I:'.]'-|L= fimes.

Select a domain of spells you have access to. You can
spontaneously convert spells into spells of this domain.

Prerequisites: Wis 25, Spellcraft 30 ranks, ability 1o
cast 9th-level divine spells.

Benetit: You may sponta-
neously convert any prepared
cleric .‘-'F'-t"” |EXCEPT 3 domain
spell) into a domain spell of
the same level in the selected

domain, just as a cleric chan-
808ll Donortunii y LEpic]

nels energy to convert spells
®acan cast a touch spell as ..ﬁ'ls\\ d Ino cure *-p-l.‘|'|'-
mattack of opportuniry. Special: You can gain
Prerequisites: Comba : s this feat multiple times
Lsting, Combat Reflexes, Each time you rake tl-u-
Quicken ?'*p-c'”. :"hpr|[-.'r.111 . fear, it .|]'~pl|1_=- to a differ
26 ramles,

ent domain,
Benefit: Whenever you IE]]

Weallowed an artack of _
Wpotunity, you may cast Select a spell you can cast.
pied artack with) a touch , Bﬁ You can spontaneously con-
bpel] 25 vour artack of 4 vert spells of that spell's level
pprtunity. This incurs

into thart spell.
Biticks of opportunity juse Z{-‘, Prerequisite: Spellcraft 25
Ml you had cast the spell

spontaneous Spell [Epi

ranks, Ji.1i|lT'-‘ [0 Casl []Ir Mmaximum
“pormally

. normal spell level of at least one spell-
Normal: Without this
e, vou can only make a melee

casting class,
Benetit: You may spontaneo wusly convert any '|_'||;r-
1"-.ilt'd 5pe | of the ':L'[vr. ted Spe I's level into the se
-*-}‘".H. just as a cleric channels ene FEY O Convert w-.pr:]!-.
Nt cure \'F'ln’”!'-
Special: You can gain this feat multiple times. Each
time you take the feat, it applies to a different spell,

Wik s an attack of opportunity.

S']U'lll.l'-lr 14 |_[ D |
'n.'l:ll.'lﬁfi'-.r-: ,] 111'-.1. .I:E'Il[ll;'a.' VOU pOSsess or a -.,i'!.|_'-|| Yol can

B8 You gain the benefits of this magic whenever it is
ed near you

WBrerequisites: Spellcraft 24 ranks, caster level 12th

Bencfit: You are attuned to the magic vou chose. I
lﬂﬂlh{'rspr'haxlu within 300 feet of you uses this
B, you also immediate ly gain the magic’s effect as if
Hlﬂ!]ffn used on you by [|!1._ same caster.

B 106 must have direct line of si ight to the spellcaster

Storm of Throws | Epic]
You become a flurry of thrown weapons, targeting all
nearby opponents.
Prerequisite: Dex 23, Point Blank Shot, Quick Draw,
Rapid Shot
Benefit: As a full-round action, vou may throw a light
merder 10 gain the benefit of the attuned m agic weapon at vour full base artack bonus at each opponent
fiBough you do not have 1o anw the spellcaster is within 30 feer. All light weapons thrown need not be the
et and vou can be flar-foored . The maglcs dura same type; for instance, a human could throw 2 mix of
I8 effect, and other specifics are  dete rmined by i daggers, darts, and throwing axes,
oniginal caster's level
E?ﬂili! You can gain this fear rr|u]1|;p|¢= times. [is

BRECts do not stack. Each rime you take the fear, it applies
lﬂlll'crfm spell or spell-like abiliry.

"-I.'!_:-‘| Or Initiativi ||.lllI |
Tou can react even more quickly than normal in a fight
Prerequisite: Improved Initiative.
Benefit: You get a +8 bonus on initiative checks. This

bonus overlaps (does not stack with) the bonus from
| |!1;|1-r-.u.'r1.| Initiative.

BGsting Harrier [Epic]
K | 5 . - %
SpeNcasters vou threaten find it difficult to cast defen-
Ererequisite: Combar Reflexes swarm of Arrows [Epid
Benefit: Any spellcaster you threaten in melee takes a You can fire a veritable storm of arrows ar nearby oppo
Rty on Concentration checks made to cast defen- nents.

! qu.lill to 1,2 vour level

Prerequisites: Dex 23, Point Blank Shot, Rapid Sher,
Weapon Focus (tvpe of bow used),




Benefit: As a full-round action, vou may fire an arrow at
your full base attack bonus at each opponent within 30 feet,

lenacious Magic [Epic]
Choose one of your spells or spell-like abilities. That
magic cannot be dispelled, only suppressed
Prerequisites: Spellcraft 15 ranks
Benetit: Choose one spell you know or spell-like ability
YOU POSSess, such as ”Hil"l'l"lld invisthility or stoneskin, When-
ever the chosen form of magic would otherwise end due to
a dispel effect, the magic is instead only suppressed for 1d4
rounds. The magic still ends when its duration expires, bu
the suppressed rounds do not count against its duration.
You can dismiss your own spell or spell-like ability (if
dismissible) or ~li‘i]'=n'| YOur own tenacious magic norm .'t]|'g.'.
Special: You can gain this fear multiple times. Each
time you take the feat, it applies 1o a different spell or
spell-like abiliry,

'l I|1I||I||{ FLagi i_|_1'_:l|r i

While in a rage, vou panic your opponents
Prerequisites: Intimidate 25 ranks, rage 5/day.
Benefit: While you are raging, any enemy that views

you must make a Will save opposed by vour Intimidate

check or become panicked (if they have fewer Hit Dice

than you) or shaken (if they have Hit Dice equal 1o or up

to twice vours) for 4dé rounds.

Thunder ing i'-:,n{r' i Epit |

Your rage attacks can cause thunderous roars that can

deaten opponents.

Prerequisites: Str 25, rage 5/day.

Benefit: Any weapon you wield while in a rage is
treated as a I'hLl|1iJ.l‘]'it113 weapon (see the Duxceox
Master's Guide). The DC of the Fortitude save to resist
deafmess is equal 10 10 + 1/2 your level. This ability does
not stack with similar .:lﬁ:]ﬂwa (tor instance, if the
weapon is already a thundering weapon)

Irap Sense .-. P _|

You can sense nearby traps even if not actively searching

for them

Prerequisites: Search 25 ranks, apot 25 ranks, ability
to find traps as a rogue.

Benefit: If you pass within 5 feet of a trap, vou are
entitled to a Search check to notice it as if you were
actively looking for it.

T'wo-Weapon Rend [Epic]
You can rend opponents when fighting with rwo weapons,

Prerequisites: Dex 15, base artack bonus +9, Ambi-
dexterity, Improved Two-Weapon Fighting, Two-Weapon
Fighting.

Benefit: If you hit an opponent with a weapon in each
hand in the same round, you may automatically rend the
opponent. This deals additional damage equal to the base
l.i.tr!'la_lell' of the smaller weapon plus 1 1/2 times vour
Strength moditier, Base weapon damage includes an

enhancement bonus on damage, if any. You can only
once per round, regardless of how many successful am
vou make.
For example, when wielding a longsword and 2 58
sword simultaneously, if you hit with the longswords
the short sword in the same round, you '.'-.'ulll 1 aut
cally rend your opponent for 1dé plus 1 1/
Strength modifier in points of damage

1II'I1|_'1'. N

Uncanny Accuracy [Epic)
You can ignore anything less than toral cover or total
cealment when using ranged weapons.

Prerequisites: Dex 21, Point Blank Shot, Precise Sh
Spot 20 ranks. '
Benefit: When throwing or shooting a rang
weapon, you can ignore any cover bonus to the g

AL (up to a maximum of nine-tenths cover) or any
chance conferred |'J‘_r' the target’s concealmen lupie
maximum of nine-tenths concealment). 1f the target
total concealment or total cover, the AC bonus or
chance applies normally.

Undead M; isle 1] i i VINe | i | # [ |
You can command a greater number of undead than noms
Prerequisites: Cha 21, ability to rebuke or comma
undead.
Benefit: You may command up to ten times your e
in HD of undead.

nholy Strike | Epi |
Your attacks deal great n.J:I:I'I:‘l:Lg:* to good creatures. !

Prerequisites: Smirte good class feature, any o
alignment.

Benefit: Any weapon you wield is treated as a unbs
weapon (it deals +2dé6 poLnLs of dam; dge against ool
tures of good alignment), This ability doesn’ stack with
similar abilities {for instance, if the w eapon is already
1'1]]‘.“:']'.‘ 'i".'l;,"u'l_"il.,'ln 1

Vermin Wild Shape [Wild] [Epic]
You can wild shape into vermin form.
Prerequisites: Beast Wild Shape, Knowledge ( narund
24 ranks, wild shape 6/day.
Benetit: You can use your normal wild shape ability s
take the form of a vermin. The size limitation is the snd
as vour limitation on animal size.

Vorpal Strike | Epic]
Your unarmed strikes can behead your opponents.

Prerequisites: Str 25, Wis 25, Improved Critical (usf
armed strike), Improved Unarmed Strike, Keen Strike
Stunning Fist, ki strike +3.

Benefit: Your unarmed strike is considered to bey
slashing vorpal weapon, (At your oprion, any unarme
strike can do bludgeoning damage instead, bur it loss
the vorpal quality.) This ability doesn't stack with simils
abilities (for instance, if some other effect has alresd
granted your unarmed strikes the vorpal quality).




Alura or Lourage ;LLJ.-! |

wura of courage is wider than normal.

erequisite:; Cha 25, aura of courage class ability.
benefit: Your aura of courage extends to all allies
in 100 feet of you.

wra of Despair [Epic |

wira of despair is wider than normal.

mrequisite: Cha 25, aura of despair class abiliry.
knefit: Your aura of despair extends to all allies
in 100 feet of you,

of Animation [Divine] [Epic]

an channel negative energy to animate undead.
trequisite: Cha 25, Undead Mastery, ability to
& or command undead

Bkncfit: You can use a rebuke or command undead
Bt to animate corpses within range of your rebuke or
pund attempt, You animate a total number of HD of
] 1'-.]l.i.1|. to the number of undead that would be com-
ped by vour result (though you can't animate more
o than there are available corpses within range). You
wimate more undead with any single attempt than
sedmum number you can command (including any
bl already under your command), These undead are
mutically under vour command, though your normal
2ol commanded undead still applies.

B%e corpses are relatively fresh, the animated undead
pumbies. Otherwise, they are skeletons

IEPIC FEATS

following feats are reproduced from other publica-
gbecause they are prerequisites for certain feats pre-
din this chapter (or they are possessed by NPCs in
Bpendix). They are unchanged from their original
s They are not epic fears, so they may be selecred
thiracters any time they could select a new fear.

Materials LMeEtamaga |

it cast spells withour material componenis,
Prerequisites: Any other metamagic fear.
tnetit: A spell cast with Eschew Materia
oo material components. Spells without marerial com-
et are not affected. Spells with material components
bacost of more than 1 gp are not affected. An eschewed
flses upa spell slot of the same level as the original spell

s can be cast

j FHII':h'J.'E'.l!,.IL_I'.. f :-.!i:l 11g L';.;r‘I:I'I el ,

Gtamure with three or more hands can t-1:€.5'll with a
Bipon in each hand. The creature can make up to three
8 per round with each extra weapon.

WPrerequisites: Dex 19, three or more hands, Improved
Biltiweapon Fighting, Multiweapon Fighting, Mulri-
piteity, base attack bonus +15

Benelit: You may make up to three extra attacks with
th exma weapon you wield, albeir at a =10 penalty
Speciak: This fear replaces the Greater Two-Weapon
gting feat (originally presented in Masters of the Wild

TaBLe 1-37: NoNEPIC FEATS

Feat Name Prerequisite

Eschew Materials (M) Any other metamagic feat

Greater Multiweapon Dex 19, three or more hands,
Fighting |mproved Multiweapon Fighting,

Multiweapon Fighting, Multi-
dexterity, base attack bonus +13
Creater Spell Penetration  Spell Penetration
Greater Two-Weapon Improved Two-Weapon Fighting,
Fighting® Two-Weapon Fighting, Ambi
dexterity, base attack bonus +13
Improved Counterspell —

Improved Multiattack Theee or more natural weapons,
Multiattack

Improved Flyby Attack Fly speed, Flyby Attack, Dodge,
Mobility

Improved Multiweapon Dex 15, three or more hands,

Fighting Multiweapon Fighting, Multi-

dexterity, base attack bonus +9

Manyshot Dex 15, base attack bonus +6,
Paint Blank Shot, Rapid Shot

Rapid Reload Base attack bonus +2, profi-

ciency with the crossbow used
(M) = Metamagic feat
(W) = Wild feat
“This feat may be taken as one of a fighter's bonus (nonepic)
feats

for creatures with more than two arms (and functions
identically to that feat if you have fewer than three arms).

Greater Spell Focus [General]
Choose a school of magic, such as Hlusion. Your spells of
that school are far more potent than normal.
Prerequisite: Spell Focus in the school selected
Benefit: Add +4 to the Difficulty Class for all saving
throws against spells from the school of magic you select
to focus on. This benefit overlaps (does not stack with
the bonus from Spell Focus
Special: You can gain this feat multiple times. 1ts
effects do not stack. Each time you take the fear, irapplies
to a different school of magic

Lireater "=-|_|:'.i Pepnetration :,';.J|'|i"'!-|:_|
Your spells are especially potent, defeating spell resist-
ance mote readily than normal.
Prerequisite: Spell Penetration.
Benefit: You get a +4 bonus on caster level checks 1o
beat a creature’s spell resistance. This benefit overlaps
does not stack with) the bonus from Spell Penetration.

Greater Two-Weapon Fighting [General

You are a master at fighting two-handed.

Prerequisites: Improved Two-Weapon Fighting,
Two-Weapon Fighting, Ambidexterity, base attack
bonus +15,

Benefit: In addition to the standard extra atrack you
get with an off-hand weapon and the second attack with
the off-hand weapon provided by Improved Two-Weapon
Fighting, you geta third artack with the off-hand weapon,
albeit at a —10 penalty (see Table 8-2: Two-Weapon Fight-
ing Penalties in the Player’s Handbook)




Special: A ranger who meers only the base arrack weapon in each hand. The creature can make up
bonus prerequisite and the Improved Two-Weapon Fight- attacks per round with each extra weapon
ing prerequisite can gain this feat, but can only use it Prerequisites: Dex 15, three or more hands, Ms
when wearing light armor or no armor. This feat can be weapon Fighting, Multidexterity, base attack bonu
taken as one of a fighter's bonus feats Benefit: In addition to the single extra arack you
with each extra weapon trom Multiweapon Figh
Improved Counterspell [General ] vou get a second attack with each extra weapon, albe
You understand the nuances of magic to such an extent a=5 F"*"r""h'!"-
that vou can counter vour opponent’s spells with great Normal: With only Multiweapon Fighting, youg
ethiciency. only get a single artack with each extra weapon.
Benefit: When counterspelling, instead of using the Special: This fear replaces the Impm
exact spell you are trying to counter, you may use a spell Two-Weapon Fighting teat for creatures
of the same school that is one or more levels more than two arms.
higher than the target spell.
Manyshot [General]
mproved Multiattack [General] : You can fire multiple arrows as a sit
The creature is particularly adepr ar using all " artack against a nearby target
its natural weapons at once. Prerequisites: Dex 15
Prerequisite: Three or more natural weapons, ek attack bonus +6, Point Blank &
Multiartack Rapid Shot.
Benefit: The creature’s Benefits: As a stands
secondary attacks with action, you may fire twe
natural weapons have no rows at a single oppans

venalty. They still add ‘m& within 30 feer. Both
on I ¥ Oe- |"|.|'| |.|I ‘-r WS LLAE I]'H.' SAMmMe aie
the creature’s ' > roll to determine &
Strength bo- ; 4 _ cess (with a-2pe
s, if anv, o ; :ll.l'!r' omn tl'l(‘ an )
damage dealr. . : ) : and deal da

Normal: : o of A ! as normal (g
Without this see below). 5
feat, the crea- For every 5 poin
ture’s second- g of base atrack bon
ary natural at- ; . et above +6, youm
tacks have a : " add one add
-5 penalty ) m - tional ar
{ora—2 pen- )] . : to this anad
alty if it has the Mulu- to a maximu
attack feat). of four arrows at b

artack bonus +16 or higher.
Imoroved | by ATTaCE , Lseneral Spl.'l:"lﬂli R.l‘!iilT-L“:l‘ﬁh of the number |;1I. arrows vou kn
The creature can attack on the wing with increased mobiliry. you only apply precision-based damage (such as sn

Prerequisite: ]"]f.' :~'|."|.=1.=f.|.- Flvby Artack, I'J:Ii[g.t'. Mobility, attack damage or the rangers favored enemy bonus) ong

Benefit: When flyving, the creature can take a move If you score a critical hit, only one of the arrows deals co
action (including a dive) and another partial action at any cal damage (vour choice); all others deal normal damag
point during the move. It this partial action is an attack.
the creature provokes no arracks of opportunity by  Rapid Reload [Generall
moving through areas threatened by its targer The crea- You reload a crossbow more quickly than normal.
ture cannot take a second move action d uring a round Prerequisites: Base attack bonus 42, pml'!lu:ium'u with
when it makes a Hyby artack. the crossbow used.

Normal: Withourt this feat, the creature takes a parrial Benefit: You can reload a hand crosshow or light cre
action either before or after its move, Even with the Flyby bow as a free action that provokes an attack of oppon
Attack feat, the creature provokes attacks of opportunity nity. You may reload a heavy crossbow as a move-equiy
by moving through areas threatened by the rarget of its lent action that provokes an artack of opportunity. ¥
flyby artack. can use this feat once per round.

Normal: Loading a hand crossbow or light crossbow
Improved Multiweapon Fighting [General | a move-equivalent action, and loading a heavy crossbos
A creature with three or more hands can Hight with a is a full-round action.
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BEYOND 9TH LEVEL
SPELLS

Epic spellcasters l:rugm tounderstand how magic
really u.r,;zr[n. Tiuuugh apph::ztmn of formidable
intellee st Wisdom, ot sheer force of personal-

iyl sh'zr can manipulate casmic and per-
sonal fnergy directly. Such a spalleaster is
released from the shackles imposed by level-
IiE'P-&I‘l{iI:J]T spell casting. The clasgification of
power bylével loses all meaning to the caster of
epic spells!

The tradeoff for such rranseendént power is
tinfe and wesources, Dex’elnpmg *mf cauung
epic spellgis a tlmt-ﬁﬁnsﬂmingﬂnd gostly
undertaking. Only Speéllcastess who have
already mastered the ability to cist 9th-level
spells can hope to t:l.'efd ﬂ'le toadrofrepic
spellcasting, « ' “qdars : =ik
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Epic casters can manipulate the seeds of true magic, EPIC SPELLCASTING

but knowing the seeds and how to manipulate them does Once an epic spell is developed, the caster know %
not instantly grant ultimate power. Each epic spell must spell. A developed epic spell becomes an indeliblep -5
be laboriously developed before it can be used. the caster and may be prepared without a spellbook
wizard is the caster). Characters who cast spells sps ﬁ
ACQUIRING EPIC SPELLS neously, such as sorcerers, can cast a developed epicgli -
A character with the Epic Spellcasting feat may start by using any open epic spell slot. Druids, clerics, ands
acquiring epic spells immediately. However, the Dungeon ilar spellcasters can likewise prepare epic spellsa !
Master has final say as 1o whether a particular epic spell is epic spell slots, A spellcaster can prepare or cast any#
allowed in the campaign for player characters, for non- spell she knows as many times per day as she has ;
player character only, or not at all. The DM has the oprion able epic spell slots. 1
of eliminating the Epic Spellcasting fear completely from A spellcaster who can cast epic spells has a numb
the game. open epic spell slots per day equal ro one-tenth herm
Using epic spells is a two-step procedure: development in the Knowledge skill appropriate to the spell and§
and spellcasting, caster's class. Knowledge (arcana) is appropriate
arcane casters, and Knowledge (divine) or Knowlee
EPIC SPELL DEVELOPMENT (narure) is appropriate for divine casters. Thus, 2 |
Before it can be cast, an epic spell must be developed. The caster with 24 ranks in Knowledge (arcana) and 31 m |
process of development can be a time-consuming and in Knowledge (religion) could cast two arcane epici
expensive process. It is during development that a caster and three divine epic spells in any 24-hour perigé
determines whether a given epic spell lies within her think of it as two arcane epic spell slots and three i
abilities or beyond them. The basis of that determination epic spell slots. The rules for rest between casting 1688
lies in an epic spell’s Spellcratt DC. allotment of epic spells are the same as for rest regess
The easiest way to develop an epic spell is to use one to prepare standard spells. If the caster doesn't useg§
already given in this book. The description of each of day’s allotrment of epic spell slots, the unused slots ren
these unique spells gives the amount of gold, time, and available whether or not the spellcaster receives sl
experience points required to develop the spell. If you priate rest.
pay a spell’s development cost, you develop (and thus Even if the epic spell has been developed and angi™
know) that spell. spell slot is available, successfully casting an epic g8
To defray extremely high experience point costs, see isn't assured. The caster’s Spellcraft skill modifier 598
the Variant: Cooperative Experience Point Costs sidebar for casting an epic spell. To cast an epic spell, a spellcs
found in Chapter 4: Epic Magic ltems, which allows cast- makes a Spellcraft check against the epic spell’s Spellcs
ers to accept the experience point contributions of other DC. If the check succeeds, the spell is cast. If the c
characters toward development costs. fails the check, the epic spell fizzles and the epic spell
For information on developing an epic spell com- is used for the day.
pletely trom scratch, see Developing Unique Epic Because epic spells require Spellcraft checks, a spel
Spells, below. beyond the caster’s ability if the final Spellcrafr DC

e i i —_— — — —— [r— - _

EPIC SPELL TERMS

Epic Spell: Spells that are different from common spells. Spellcraft DC: For epic spells, the Spellcraft DC is a measa
Epic spells are usually custom-made. Epic spells do nottake up  of how difficult the spell is for a spellcaster to cast. It &8
normal spell slots, but instead are gained and used under a  measures how powerful an epic spell is.
completely separate progression.

Epic Spell Slots: You must have an available epic spell slot 1o VARIANT: SPELLCRAFT KEY ABILITY
prepare or cast an epic spell, just as you need a normal spell slot  Before the Epic Level Handbook introduced epic spells to 'Jlf
for a nonepic spell. You don't gain epic spell slots by virtue of D&D game, nonwizard spellcasters had less reason to o
your level and class, however. You get one epic spell slot for every  about their Intelligence scores. Because casting epic spel
10 ranks you have in the relevant Knowledge skill (see below). requires a Spellcraft check, you might allow nonwizard spé

Factor: When creating an epic spell, you can modify the basic  casters to substitute their SF'E“‘IBE‘I‘"E. key ability i
use of a seed. Each modification is called a factor, and most  Intelligence when making a Spellcraft check to use an !ﬂti

factors increase the difficulty of casting the spell, spell. For examples, sorcerers would add their Charisma mod
Mitigating Factor: The opposite of a normal factor, a miti- fier, not their Intelligence modifier, to their ranks in Spellcrf
gating factor modifies the spell but makes it easier to cast. while clerics and druids would add their Wisdom modifier, Ty

Seed: Every custom epic spell created by spellcasters begins  5ame rule applies for psionic characters and their key abis
with a base effect called a seed. Seeds are the fundamental S$Cores when using epic psionic powers.
building blocks of epic spells.
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fgreater than 20 + the spellcaster’s Spellcraft modifier,
Enic spells with DCs higher than 10 + the spellcaster's
!_SFUir:lll modikier are risky; a caster can rake 10 when
Sisting an epic spell, but she can't take 20. When rou-
_ﬁﬂl"l‘_r casting epic spells, most spellcasters take 10 on
their Spellcraft checks.

& Epic Spell Levels: Epic spells have no fixed level.
However, for purposes of Concentration checks, spell
esistnce, and other possible situations where spell level
pSimportant, epic spells are all treated as if they were
Aieh-leve] spells,

Metamagic, Items, and Epic Spells: Metamagic feats
#ndother epic feats that manipulate normal spells cannot
Beused with epic spells,

You can't craft a magic item that casts an epic spell,

gegandless of whether the item is activated with spell
gempletion, a spell trigger, a command word, or simple
e Only major artifacts, which are bevond the means of
Sen epic characters to create, can possibly contain magic
of this power.
L The saving throw against your epic spell has a DC of 20
#your relevant ability score modifier. It's possible to
B8velop epic spells that have even higher DCs, however,
bapplving the relevant factor,

. ERICCSERLLS

evenl dozen epic spells developed by epic spellcasters
e presented here. Your epic character can personally
ieeelop these spells if desired for his or her own arsenal
wndmm magic

SPELLS BY SPELLCRAFT DC

Peripety. Ranged artacks against vou are reflected

& back on your attacker.

81 Ruin. Object or target takes 20d6 damage

¥ Dreamscape. You physically travel the region of
dreams.

35 Mummy Dust. Create two Large 18 HD mummies,

3 Dragon Knight (ritual). An adult red dragon

appears and attacks your enemies.

BPICSPELL FORMULAS AND CALCULATIONS
e following formulas are important to epic spellcasters.
!ﬂﬁ!ﬂ: Per Day: Knowledge (arcana), Knowledge (reli-
pon], or Knowledge (nature) ranks + 10 (round down)
T Cast an Epic Spell: Spelicraft check (DC = epic spell's
Speleraft DC).
 Level of an Epic Spell: Epic spells are considered 10th level
L the purpose of Concentration checks, spell resistance, and
-_ i determinations

Saving Throw for an Epic Spell: DC = 20 + key ability modifier

-T.! PELLING, EPIC SPELLS, AND ANTIMAGIC FIELD
W licky nonepic spellcaster casting greater dispelling might be
R 10 cspel an epic spell, The game mechanics do not change,

40 Origin of Species: Achaierai. Create a true-
breeding creature.

42 Eclipse. A solar eclipse follows you.

43 Let Go of Me. Grappler takes 20d6 damage, you
take 10d6.

45 Greater Spell Resistance (ritual). Subject gains
SR 35 for 20 hours.

45 Spell Worm. Subject abandons all her spells

46 Epic Mage Armor, Subject gains +20 AC bonus,

50 Animus Blast. Victims of your 10dé coldball
animate as skeletons and serve you

50 Dragon Strike (ritual). Ten adult red dragons
appear and attack your enemies.

50 Lord of nghlmnri_ﬂ You are possessed by a
dream larva for 20 rounds and take 12dé d.muH

50 Rain of Fire. You create a 2-mile-radius hire storm
dealing 1 point of fire damage per round.

50 Raise Island. You create a small island in the sea.

52 Contingent Resurrection. Subject automatically
resurrected if slain.

52 Epic Repulsion. One creature or object is warded
against one type of creature.

55  Mass Frog. All in 40-ft.-radius are transtormed
into trogs.

55  Soul Scry. You experience everything the targer
experiences,

56 Crown of Vermin. You have an aura of one
1]'31'3'.["«;;.][1!.1 YeNOImoLls vermmian.

58 Verdigris. 100-fr.-area overrun by rsunami of plang
growth dealing 10dé damage.

59 Greater Ruin. Object or target takes 35d6 damage.

59  Superb Dispelling. As greater dispelling, but +40
on check.

60 Create Living Vault. You fashion a living vauli
artuned to you.

62 Nailed to the Sky. Athix toe to the heavens

64 Safe Time. You contingently duck damage in a
static time stream for 1 round.

69 Epic Counterspell. Cancel another’s epic spell.

70  Epic Spell Reflection. Creature or object perma-
nently warded against spells.

and epic spells do not occupy any privileged position allowing
thern to resist being dispelled other than their presumably high
caster level. Likewise, epic spells using the dispel seed (see the
Seed Descriptions section below) can dispel nonepic spells.
Such epic spells use the same game mechanic: The check to
dispel is 1d20 = a specified number (usually dispeller's level),
and the DC is 11 + the spellcaster's level.

Antimagic field does not automnatically suppress epic spells as
it does standard spells. Instead, each time an epic spell is
subject to an antimagic field, make a dispel check as a 20th-level
caster (1d20 + 20). The epic spell has a DC of 11 + the epic
spell’s spellcaster level, If the suppression check is successful,
the epic spell is suppressed like any other spell. If the dispel
check is unsuccessful, the epic spell functions normally

- e —a



71 Time Duplicate. You and your future self exist
together tor 1 round.

72 Soul Dominion. You achieve remote control of
the targer.

72 Summon Behemoth. A behemoth appears and
attacks your enemies.

78  Animus Blizzard. Victims of vour 20d6 coldball
animate as wights and serve vou.

79 Eidolon. Creates duplicate that shares yvour soul.

80 Enslave. Subject is a permanent thrall.

82 Demise Unseen. Animated ghoul of slain victim
fools its companions that all is well.

86 Momento Mori. A thought thar kills

90 Hellball. You deal 10d6 each of acid, fire,

electricity, and sonic damage; vou take 10ds.

Damnation. Send your foe to hell.

102 Pestilence. Inflict slimy doom on all crearures and
plants in a half-mile-diamerer area.

103 Kinetic Control. You store and redirect damage,

140 Living Lightning. Spell can cast itself, dealing
10d6 electricity damage to foe,

150 Eternal Freedom (ritual). Permanent immunity to
many hold, stun, stasis and other spells and effects.

170 Verdigris Tsunami (ritual), 1,000-fr-radius area
overrun by permanent tsunami of plant growth
dealing 40d6 damage,

319 Dire Winter. 1,000-ft.-radius emanation deals 2ds
cold n.|:ir:|‘|.!ga.' tor 20 hours.

419 Vengeful Gaze of God. Target takes 305ds
d:!l'ri:ll_.'rr:: vou take 200dé

Area: 20-ft -radius hemisphere burst

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

To Develop: 450,000 gp; 9 days; 18,000 XP. Seeds:
(DC 19), animate dead (DC 23). Factors: set undeadsg
to skeleton (~12 DC), 1-action casting time (+20 )

When this spell is cast, you can engulf your enemiess
coldball that deals 10dé points of cold damage. Howes
up to twenty of those victims that perish as a result ofg

blast are then instantly animated as Medium-size sk
tons, These skeletons serve you indefinitely, You s
exceed the normal limit for controlling undead throgd
use of this spell, but other means that allow you 1o exs
the normal limit for controlled undead work just 25w
with undead created with animus blast, |

Animus Blizzard

Evocation [Cold]

Spelleratt DC: 78

Components: V| 5

CnstingTim:: 1 minite

Range: 300 ft.

Area: 20-ft.-radius hemisphere burst

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

To Develop: 702,000 gp; 15 days; 28,080 XP. Seeds: e
{DC 19), animate dead (DC 23), Factors: increase da:r.z;gg
to 20d6 (+40 DC), set undead rype to wight (—4 O]

EPIC SPELL DESCRIPTIONS
Ihe epic spells herein are presented in alphabetical order.
Each epic !ipr.*]l l.]uht'n].'-linn follows the same format used
tor simple 0- to 9th-level spells, as described in the Spell
Formar section in Chaprter 11 of the Players Handbook.
There are two additional entries for epic spells: Spelleraft

When this spell is cast, you can engulf your enemiesg
an unusually powerful burst of cold thar deals 204
points of damage. However, up to five victims that perid]
as a result of this blast are then instantly animared o
wights. These five wights serve you indefinirely. Yo

DC and To Develop.
Spelleraft DC: This is simply the DC of the Spellcraft

check required 1o cast the epic spell

To Develop: The first part of this entry shows the

cannot exceed the normal limit for controlling undes
through use of this spell, but other means thart allow v
to exceed the normal limit for controlled undead wod
just as well with undead created with animus blizzard

resources in gold, rime, and experience points you
must expend to develop the spell shown. If you expend
the resources, you develop the spell if you have access
to all the seeds. Spells containing the life or heal seed are
only available to those with 24 or more ranks in Knowl-
edge (religion).

The rest of the dL"'n-’ElL"I‘I.‘l]T]{'I'It entry details the seeds and
factors used to create the epic spell. This information is
provided as an example for you when you attempr to
create and develop your own unique epic spells

ln::l:: ni |]|I_:|r']|'| H.'."‘-.I:.' I il_l Il
Conjuration { Healing)
Spelleratt DC; 52
Components: V| 5, DF
Casting Time: 1 minute
Range: Touch
Target: You or creature touched
Duration: Contingent until expended, then

instantaneous

Saving Throw: None (see text)

Animus Blast Spell Resistance: Yes (harmless)
Evocation [Cold) To Develop: 468,000 gp; 10 days; 18,720 XP. Seed: life (IX
Spellcraft DC: s0 27). Factor: activates when subject is slain (425 DC
Components: V, § '
Casting Time: 1 action
Range: 300 ft

Contingent resurveetion returns the subject to life if she
slain. Once cast, the spell remains quiescent and does ne
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e until the trigger conditions have been met (but  Crown of Vermin
it day it remains untriggered, it uses up an epic spell Conjuration (Summoning)
Bt even if you cast it on another creature). Once trig- Spelleraft DC: 56
e, the spell is expended Components: V. 5
Bthe subject is killed (the trigger), she is restored 1o Casting Time: 1 minute
Rind complete health 1 minute later, so long as even a Range: Personal
oy bit of dust remains for contingent resurrection to act Effect: Aura of one thousand insects that surrounds you
A golden shaft of light shines down from the heav- in a 10-ft-radius spread
B illuminating the subject and everything within 20 Duration: 20 rounds (D)
485 the target’s life is visibly restored. The creature is Saving Throw: None (see text)
fieed 1o full hit points, vigor, and health, with no loss Spell Resistance: No
m;:r-._-ﬂ spells. However, the subject loses one level To Develop: 504,000 gp; 11 -.l'u' i 20,160 XP. Seeds:
Lpoint of Constitution if the subject was 1st level). summon (DC 14), fortify (DC . Factors: summaon
Wneen! resurvection does not work on a creature that has vermin mass instead of one creature (ad hoc +13 DC),
8 of old age. grant damage reduction 1/+6 (+15 DC), allow mass to
movre af vour 1_1pr~.'1[ (ad hoe +2 DC), per fect control of
il Living Vaul vermin (ad hoc +2 DC). Mirtigating factor: change
uration (Creation ) range to personal (-2 DC).
eratt [DC: 58
lemponents: V) S, XP When vou “don” a crown of vermin, one thousand ven-
g Time: 100 davs, 11 minutes omous, 1'-|1Lng and SInging ﬁpm{{'r‘h SCOTPIONS, beetles,
ange 0 fr and centipedes apparently erupt from the very air around
et One living vault, 50 ft. by 50 ft. by 10 ft. vou. This swarm forms a living aura around you to a
tion: Instantaneous radius of 10 feer. You are immune to your own crown of
E'I'hmw: None vermin. The swarm goes where vou gO at vour speed, even
el Resistance: None if you take to the air or water (though water drowns the
BDevelop: 540,000 gp; 11 days; 21,600 XP. Seeds: conjure vermin after 1 full round of immersion, unless the spell is
{0 21}, animale (DC 25), fortify (DC 27). Factors: allow cast underwater, in which case aquatic or marine vermin
it 1o “grow” to proper size after created in 4d4 days answer the call and cannot leave the water)
i hoe +20 DC), increase HD of object by 118 (+236 Each vermin in the crown of vermin bites a creature who
C), increase spell resistance to 40 (+60 DC), increase enters the area occupied by the effect (or vou force the
Eﬁgr reduction to 40 (+39 DC) and to /+7 (+18 DC), effect into an area occupied by another creature) for 1 point
Iﬂk:]:-l"rm.l:m_-m x5 DC). "wlmg'mng factors: increase of damage. and then dies. Each victim takes enough points
eting time by 10 minutes (20 DC), increase casting of damage to kill it, destroying that number of vermin in
Mime by 100 days (=200 DC), burn 20,000 XP (=200 the process. Victims get a Reflex saving throw each round
3 16d6 backlash (—16 DC). to avoid the full press, and if successful, take only 10d10
bites (and 10d10
8 Gan create a construct known as a !iving vaulr (see . poinis of dam-
( Bipier 5: Monsters) o protect and hide your treas- age). A total of
i During the final seconds of casting, you take 16dé6 1,000 points of
ints of damage from the backlash. Upon completion, i damage can be
g vaul initially measures only 5 feet on a side, but it we- - dealt to those who
_-r dually increases to its proper G100 | ... ﬁ fall prey o the ermun
v the fﬂ":hk‘ln!_ 4d4 days. T he vaulr is 'ﬁ';- . . ' i * of vermin, The vermin
ned to you and you only, allowing Vi W " have damage reduction
il ertrance and egress in a manner : 3 /| 1/ +6, ,1”-.H.1.'Ln_|.1_ them to
pilar 1o a dimension door spell. When / 4§ 2 ; s \ affect creatures with high
gdesire the vault to hide ' damage reduction, Like-
fil, You give it a ~:-.i.m]:rle g A wise, the vermin are
gommand. To sum- p L O . . o shightly more resistant o
fon the vault, you « * j J : normal damage.
B Cast 2 sending & : : ' ' > If there aren't encugh
pelior armange | : | ' vermin to kill all the crea
ome other : - : ' L tures in the spell’s effect, the creature with the
Banner to ; R b o - fewest hit points is atfected first, then
jontact i, ' ' the creature with the second fewest hir
'5;' Lol: o - : i points, and so on. After all creatures
0,000 XP. : that can be killed have been
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killed, any remaining n.|:3n1:|p,r.* is distributed among the
SUTYIVOTS l'.'l.:ll.l.'ll]'l.r

You have utter control over the vermin in YOur aura,
and you can force them into areas thar would normally
deter common vermin. You can .i_-.:-.m]_-,[t.h.h. SUppress
your vermin aura as a free action so that no vermin are
visible at all. The time that vermin are suppressed does
not count toward the spell’s duration. Alternatively, vou
can roughly shape and move the vermin in any fashion
you desire within the limits of the 10-foot-radius spread
a5 a 1'I‘.|U'-':'-1't|lll'~'d]|.'r'|! action. For n.'.‘-.'i|m|.‘|l~.-, vou could
leave a corridor within the area free of vermin, or give a
functional or fanciful shape to the mass,

[he vermin cannot be wrested from vour control
through any means. The vermin make all saving throws
to avoid damaging effects using your base saving throw
bonuses. They gain your spell resistance, if any, and they
get saving throws against spells that would otherwise
auromatically slay vermin.

You can see through vour crown of vermin without dif-
ficulry, but you gain one-half concealment against
enemy attacks launched both outside and within vour
crown of wvermin,

Damnation

Enchantment (Compulsion) [Teleportation] [Mind-
Aftecting]

Spellcraft DC: 97

Components: V, §, XP

Casting Time: | action

Target: Creature touched

Duration: Instantaneous (20 hours for compulsion)

Saving Throw: Will negates (see rext)

Spell Resistance: Yes

To Develop: 873,000 gp; 18 days; 34,920 XP. Seeds: foresee
(to preview likely hellscape) (DC 17), transport (DC 27),
compel (to keep target in hell) (DC 19). Factors: unwill
ing target {+4 DC), 1-action casting time (420 DC), +15
to DC of subject’s save (+30 DC). Mitigating factor:
burn 2,000 XP (-20 DC),

You send your foe 1o hell. If vou succeed at a2 melee
touch atrack, the target must succeed at a Will saving
throw (DC = the standard epic spell DC + 15). If he fails
his saving throw, he is sent straight to a layer of the
Nine Hells (or the Abyss, at your option) swarming
with fiends. The subject will not willingly leave the
Nine Hells for 20 hours, believing that his predicament
is @ just reward for an ill-spent life. Even after the com-
pulsion fades, he must devise his own escape from the
Nine Hells

Unless your DM devises a specific location and sce-
nario in the Nine Hells, the subject encounters a group of
td4 pit fiends (or balors, if in the Abyss) every hour he
spends in hell. See the Monster Manual for statistics for
these creatures, as well as Chapter 5 for statistics for infer-
nals, a new kind of creature.

XP Cost: 2,000 XP

Uemise Unseen

Necromancy ( Death, Evil), llusion { Figment

Spelleraft DC: 82

Components: V| S

Casting Time: 1 action

Range: 300 fi.

Target: One creature of up to 80 HD

Duration: Instantaneous

Saving Throw: Fort negates

Spell Resistance: Yes

To Develop: 738,000 gp; 15 days; 29,520 XP Seeds: day!
25), animate dead (DC 23), delude (DC 14). Factors ¢
undead type to ghoul (-10 DC), apply figment ele
to all 5 senses (410 DC), 1-action casting time (+20

You instantly slay a single target and at the same mo
animate the body so thar it appears that not hing has
pened to the creature. The target's companions (if any)
not immediately realize what has transpired. The o
receives a Fortitude saving throw to survive the amack
the save fails, the target remains in its exact position
no apparent ill effects,

In reality, it is now a ghoul under your contral
target’s companions notice nothing unusual about
state of the targer until they interact with ir, ar whi
rime each companion receives a Will saving throw
notice discrepancies ("By Moradin's beard, youm
slowly today!"). The ghoul serves vou indefinitely ¥
cannot exceed the normal limit for controlling unde
through use of this spell, but other means that allow g.u.'r'
1o exceed the normal limit for controlled undead wed
just as well with undead created with demise unseen rl

1.'|Il" 1.-".'|I|||'| I
Evocation [Cold) ‘
Spelleraft DC: 319
Components: V, S, XP
Casting Time: 1 minute
Range: 1,000 ft.

Area: 1,000-ft.-tadius emanation

Duration: 20 hours .

Saving Throw: None

Spell Resistance: None

To Develop: 2,871,000 gp; 58 days; 114,840 XP Seed
encrgy (emanate 2dé cold in 10-ft. radius) (DC 19
Factor: 100 times increase in base area (+400 DC), Mig
gating factor: burn 10,000 XP (-100 DC),

You summon winter, The creature or object you targs
emanates bitter cold 1o a radius of 1,000 feet for 20 houn
Ihe emanated cold deals 2dé points of damage per round
against unprotected creatures (the target is susceptibled
not magically protected or otherwise resistant to the
energy ). The intense cold freezes water out of the air, cus

ing constant snowfall and wind. The snow and wind pm

duce a blizzard effect within the area (see the Weather Ha

ards section in Chapter 3 of the Dusceon Mastex’s Guide
XF Cost: 10,000 XP.



Dragon Knight
Conjuration {Summoning) | Fire]
Spellcraft DC: 38
Components: V. 5, Ritual
Casting Time: 1 action
Range: 75 11
Effect: One summoned adulr red dragon
Duration: 20 rounds (D
Saving Throw: None (see text)
spell Resistance: No
To Develop: 342,000 gp; 7 days; 13,680 XP. Seed:
sumtmon (DC 14). Factors: summon creature other
than outsider (+10 DC), summon CR 14 creature
(+24 DC), 1-action casting time (+20 DC). Midgating
factor: two additional casters contriburing 8th-level
spell slots (-30 DC).

This spell summons an adult red dragon. It appears
where you designate and acts immediately. It attacks
your opponents to the best of its abilities (on the first

round, it prefers to breathe fire on an enemy, if possi-
ble). You can direct the dragon not to artack, to artack
particular enemies, or to perform other actions. This is

a ritual spell requiring two other spellcasters, each of

which must contribute an unused Sth-level spell slot to
the casting,

Dragon Strike

Conjuration {Summoning) [ Fire]

Spellcratt DC: 50

Components: V. S, Ritual, XP

Casting Time: 1 action

Range: 75 ft.
Effect: Ten summoned adult red dragons
Duration: 20 rounds (D)
Saving Throw: None (see text

Spell Resistance: No

To Develop: 450,000 gp; 9 days; 18,000 XP. Seed: summon
(DC 14, Factors: summon creature other than outsider
(+10 DC), summon CR 14 creature (+24 DC), summon
ten creatures (X10 DC), 1-action casting time (+20 DC),
Mirigating factors: ten additional casters contributing
9th-level spell slots (~170 DC), burn 2,800 XP per

caster (=280 DC).

As dragon kmight, except the spell summons ten
adult red dragons. On the first round, they all
prefer to simultaneously breathe fire on an enemy,
if possible. This is a ritual spell, requiring ten other
spellcasters, each of whom must contribute an
unused 9th-level spell slot to the casting

XP Cost: 2,800 XP (per caster)

[ransmutation [ Teleportation)
Spellcratt DC: 29
Components: V. 5

Casting Time: 1 minute
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Range: Touch
Target: You and other rouched willing creatures
weighing up to 1,000 Ib,

Duration: Instantaneous (D

Saving Throw: Yes (harmless) (see text

Spell Resistance: Yes (harmless)

To Develop: 261,000 gp; 6 days; 10400 XE Seed: transporl
D 27). Factor: transport to reglon of dreams (+2 DC)

vou and anv creatures you touch are drawn along a crys-
tal are of reverie 1o the edge of conscious thought and
into the region of dreams, You can take more than one
creature along with you (subject to your weight limit),
but all must be touching each other. You physically enter
the land of dreams, leaving nothing behind.

In the region of dreams, you move through a menagerie
of thoughts, desires, and phantoms created by the minds of
dreamers everyvwhere. For every minute you move
through the dream landscape, you can “wake” to find your-
self five miles displaced in the waking world. Thus, a char-
acter can use this power to travel rapidly by physically
entering where only dreams normally prowl, moving fora
certain length of time (at five miles per minute] and then
SIEpPIng back into the waking world

You do not know precisely where you will come out in
the waking world, nor the conditions of the waking
wotld through which you travel. You know approxi-
mately where you will end up based on time spent travel
ing in dream.

Dreamscape can also be used to rravel to other planes
that contain creatures that dream, but doing this
réquires Crossing into the glrcamzz of oursiders, where
vou are subject to the dangers of alien dream realities.
This is a potentially perilous proposition, at your DM
option. Transferring to another plane of existence
requires 1d4 hours of uninterrupted journey,

Any creatures touched by you when dreamscape is cast
also make the transition to the borders of unconscious
thought. They may opt to follow you, wander off into the
dreams of others, or stumble back into the waking world
(50m% chance for either of the latter results if they are lost
or abandoned by you), Creatures unwilling to accompany
vou into the region of dreams receive a Will save, negat-
ing the effect if successful.

Eclipse

Conjuration (Creation)

Spelleraft DC: 42

Components: V, 5, XF

Casting Time: 10 minutes

Range: 200 miles

Area: 5-mile radius, centered on you

Duration: Up to 8 hours (D)

Saving Throw: MNone

Spell Resistance: No

To Develop: 378,000 pgp: 8 days; 15,1200 XF. Seeds: conjure
DC 21), transpert (1o move disk into position 100 miles
up) (DC 27}, Factors: increase mass by 1.000% (+40 DC),

spread mass into paper-thin disk (ad hoc +2 DCLE
disk in place for 8 hours (ad hoc +10 DC). Ming

factors: increase casting time by 9 minutes (1518
burn 4,000 XP (—40 DC}, Yo
you

with this spell, you can create a limited eclipils
though a heavenly body moves between the sun and
earth. The landscape within a five-mile radius ofy

location experiences the dimming of the sun asa beg

vou create passes in front o fit, culminating in a comg I_f-?'
blackout and accompanying coronal ring, The eclips$ spe!
lows you across the landscape for up to 8 hours, org No
the sun goes down, or until you dismiss the eclipse thr
do not need to concentrate on the eclipse while itk b,

X P Cost: 4,000 XP

Lidolon

Conjuration (Creation)

Spelleraft DC: 79

Components: V. 5 XF

Casting Time: 1 minute

Range: 5 1.

Effect: One duplicate of caster

Duration: 8§ hours

Saving Throw: None

Spell Resistance: No

To Develop: 711,000 gp; 15 days; 28440 XE Seed:¢
(to make base substance) (DC 21), transform (DCE i
transport (1o move part of caster’s soul into dupli
(DC 27). Factors: nonliving substance to humanis
(+10 DC), transform into specific individual (+25 I8
Mitigating factor: burn 2,000 XP (20 DC).

You split off a portion of your essence, creating a dug
cate of vourself with a fragment of your soul. Upon o
ing cidolon, you create a duplicate version of yoursel
vou were when you were a 21st-level character, and v
gain one negative level while your duplicate persists.
each additional negative level you bestow upon yourss
at the time of casting, the eidolon has one additions
character level, No matter how many negative levels s
hestow on yourself, your eidolon can never have mos
character levels than you have (taking your negath
levels into account). For example, a 30th-level wiz8
could cast ¢idolon, then bestow four negative levels ups
herself to make her eidolon a 25th-level duplicate (8
herself a character with an effective level of 26th). 5
could not give the eidolon even one more level, becaus
then the eidolon would have more character levels tha
she does.

Treat the duplicate as yourself with a number of negs
rive levels conferred that would lower you to the cham
ter level of the eidolon. Your eidolon is considered fred
and rested when created. It may cast any spell you hng
access to, including an epic spell. Use the eidolon’s Spels
craft modifier as the basis for the number of epic spells@
can cast in a day, and its effective character level as a baw
for its skills, feats, and other abilities, Your eidolon

ﬂmwbﬁﬂﬁﬁggr



eiectively lower level than you and probably can't cast all
the spells you know. A powerful enough eidolon might
tonceivably cast the eidolon spell itself.

Your eidolon appears in whatever mundane clothing
you desire when initially conjured, but it has no other
possessions. [t shares part of your soul, so it is you for all
mntents and purposes. You and your eidolon communicate
With each other normally. Usually, your eidolon does not
begrudge its brief existence, because it is still part of you
lyour eidolon is killed prior to the expiration of the
pells duration, you immediately regain the lost levels,
Normally, the eidolon does not last long enough to
threaten you with permanent level drain.

&F Cost: 2,000 XF.

slave

Enchantment (Compulsion) [Mind-Affecting]

Spellcraft DC: 50

Lomponents: V, M, XP

LCasting Time: 1 action

Mange: 75 1.

larget: One living creature

buration: Instantaneous

‘Saving Throw: Will negates

3pell Resistance: Yes

oI Develop: 720,000 gp; 15 days; 28,800 XP. Seed: compel
{DC 19). Factors: stricter compulsion of any creature
\ad hoc +11 DC), 1-action casting time (+20 DC), per-
manent (x5 DC). Mitigating factor: burn 5,000 XP
(=50 DC).

Mow make 2 permanent thrall of any living creature. You
Btablish a relepathic link with the subject’s mind. If the
geeature has a language, you can generally force the sub-
et 1o perform as you desire, within the limits of its abil-

fities. If the creature has no language, vou can communi-

e only basic commands, such as “Come here,” "Go
here, “Fight,” and “Srand still” You know what the sub-
ctis experiencing, but vou do not receive direct sensory
np t from ir.

P Asubject forced to take an action against its nature
jeceives a saving throw with a penalty of —10 to resist
king that particular action, but if it succeeds, it still
gemains your thrall despite its minor mutiny. Once a sub-
gt makes 2 successful saving throw to resist a specific
ey, it makes all future saving throws to resist taking
atspecific action without a penalty.

Plection from evil or a similar spell can prevent you

iom exercising control or using the telepathic link while

fhe subject is so protected, but it does not prevent the

stiblishment of enslave or dispel i,

AP Cost: 2,000 XP

: l:m.lnl.L'r'ipq-h

_"- Irution

teratt DC: 69
Components: \, §
Lasting Time: 1 action

Range: 300 ft.

Target: One creature or object

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

To Develop: 621,000 gp; 13 days; 24,840 XP. Seed: dispel
(DC 19). Factors: +30 to dispel check (+30 DC), 1-action
casting time (+20 DC).

You can cancel another caster's epic spell or standard
spell. To use epic counterspell, select an opponent as the
target. You do this by readying an action, electing to wait
to complete your action until your opponent tries to cast
a spell (you may still move your speed, because readying
a counterspell is a standard acrion).

If the target tries to cast a spell, make a dispel check:
Roll d20+40 against a DC of 11 + the foe's caster level. If
the check is successful, your spell negates your foes spell

Epic Mage Armoi

Conjuration {Creation | [ Force|

Spellcraft DC: 46

Components: V. 5

Casting Time: | minute

Range: Touch

Target: Creature touched

Duration: 24 hours (D)

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

To Develop: 414,000 gp; 9 days; 16,560 XP. Seed: armor
(DC 14). Factor: +15 additional armor bonus (+32 DC)

An invisible bur tangible field of force surrounds the sub-
ject of epic mage armor, providing a +20 armor bonus to
Armor Class. Unlike mundane armor, epic mage armor
entails no armor check penalty, arcane spell failure
chance, or speed reduction. Because epic mage armor is
made of force, incorporeal creatures can’t bypass it the
way they do normal armor.

F1J;f HIZ'F'I'!I IS IEA

Abjuration

Spelleraft DC: 52

Components: V. §

Casting Time: 10 minutes

Range: Touch

Target: Object or creature touched

Duration: Permanent

Saving Throw: None

Spell Resistance: Yes

To Develop: 468,000 gp; 10 days; 18,720 XP. Seed: wand
(DC 14). Factor: permanent (x5 DC), Mitigating facror:
increase casting time by 9 minutes (—18 DC),

You can create a permanent ward against a specific type
of creature (choose one from among the types listed in
the Monster Manual). Any creature of the specified type
cannot attack or touch the warded creature or object and
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must recoil from it. The protection ends if the warded
creature makes an artack against or intentionally moves
to within 5 feet of a specified creature. Spell resistance
can allow a crearure to overcome this protection and
touch the warded creature,

Epic Spell Reflection

."".l'-jltr:t11'ﬂn

Spellcraft DC: 8

Components: \, 5, XFP

Casting Time: 41 days, 11 minutes

Range: Touch

Target: Object or creature touched

Duration: Permanent

Saving Throw: None

Spell Resistance: Yes

To Develop: 630,000 gp; 13 days; 25,200 XP. Seed: reflect
(DC 27). Factors: retlect up to 9th-level spells (+160
DC), change range to touch (+2 DC), permanent (X5
DC). Mitigating factors: increase casting time by 10
minutes (—20 DC), increase Casnng fime |:|‘_.r 41 days
(~82 DC), burn 7,500 XP (-75 DC).

You can create a permanent ward against all spells of 15t
through 9th level that target the subject. These spells
are reflected back on the caster. Spells thar affect an area
are not affected by this spell

XP Cost: 7,500 XP

Eternal Freedom

Abjuration

Spelleraft DC: 150

Components: V| S, Ritual, XP

Casting Time: 1 minute

Range: Touch

Target: Touched creature or object of 2,000 Ib. or less

Duration: Permanent

Saving Throw: Will negates

Spell Resistance: Yes

To Develop: 1,350,000 gp; 27 days; 54,000 XP. Seed: wand
DC 14), Factors: specific protections entangle (+0 DC),
hald monster (+8 DC), hold person (+4 DC), imprisonment
+16 DC), paralysis (ad hoc +6 DC), petrification (ad
hoc +6 DC), sleep (+0 DC), slow (+4 DC), stunning (ad
hoc +6 DC), temporal stasis (+16 DC), and web (+4 DC);
permanent (x5 DC). Mitigating factors: ten additional
casters contributing 9th-level spell slots (-170 DC),
burn 10,000 XP (=100 DC),

Fhe subject goes boldly where others fear to tread,
becoming permanently immune to the following spe-
citic spells, effects, and spell-like abilities: entangle, hold,
smprisonment, paralysis, petrification, sleep, slow, stunning,
temporal stasis, and web,

This is a ritual spell requiring ten other spellcasters,
each of whom must contribute an unused 9th-level spell
slot to the casting

XF Cost: 10,000 XE

Greater Spell Resistance

Transmutation

Spelleraft DC: 45

Components: V, 5 Ritual

Casting Time: 1 minute

Range: Touch

Target: Creature touched

Duration: 20 hours

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

To Develop: 405,000 gp; 9 days; 16,200 XP. Seed: o
\DC 27). Factor: +10 additional SR (<40 DC). Mitig
ing factor: two additional casters contributing éth-le
spell slots (=22 DC),

You grant the subject touched spell resistance 35 s
the duration expires. The spell resistance granted dee
not stack, but overlaps with, any previous spell resisting
lhis is a ritual spell, requiring two other spellcas
each of whom must contribute an unused 6th-level g
slot to the casting.

Greater Ruin

Transmutation

Spellcratt DC: 59

Components: V| 5 XF

Casting Time: 1 round

Range: 12,000 ft.

Target: One creature, or up to a 10-foot cube of
nonliving matter

Duration: Instantaneous

Saving Throw: Fortitude half |

Spell Resistance: Yes

To Develop: 531,000 gp; 11 days; 21,240 XF. Seed ;inr.-:-lr
(DC 29). Factors: increase damage to 35d6 (+30 DCLE
acrion casting rime (+20 DC).Mitigating factor: bus
2,000 XP (-20 DC)

1
As ruin, except the target is dealt 35d6 points of damag)
XP Cost: 2,000 XP. ,
Hellball
Evocation [Acid, Fire, Electricity, Sonic]
Spelleraft DC: 90
Components: V, 5, XP
Casting Time: | action
Range: 300 fi.
Area: 40-fr-radius spread
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes
To Develop: 810,000 gp; 17 days; 32,400 XP. Seed: enep
(deals 10d6 each of acid, fire, electricity, sonic) (DC 7
Factors: change area from bolt to ball (+2 DC), doubl
base area (+6 DC), 1-action casting time (+20 DC). Mit
igating factors: 10dé backlash (-10 DC), burn 400 Xi
(—4 DC)




Abdlball is 2 massive blast of energy that detonates with a
thundering roar. It deals 10dé points of acid damage,
1006 points of fire damage, 10d6 points of electricity
ﬁﬂ!lgt.im-.] 10dé points of sonic damage 1o all creatures
within the area. Unatrended objects also rake this
amage. The spell is barely controlled, and you take 10dé
m's‘."rdj:ndgt‘ it YOl r{"]l_'.'l"il."' 1t LN ﬂhl.l.l.lﬂ{'ll-l [ h‘l'll.-l-ll.l-lg
00 XT'}

Tou point your finger and determine the range (dis-
tance and height) ar which the hellball is to detonate. A
ﬂll'l*hnghl. fist-sized globe of strobing energy streaks
forth and, unless it impacts a marerial body or solid bar-
fier prior to attaining the indicated range, blossoms into
an efect described by the rare survivor as “hell on earth

AP Cont: 400 XP

inetic Control
" Abjuration
Spellerafe DC: 103
Lomponents: V, S
Casting Time: | minute
Range: Personal; touch
plarget: You; creature or object touched
Duration: 12 hours or until discharged
o Develop: 927,000 gp; 19 days; 37,080 XP. Seeds: ward
5 points against bludgeoning and pricing) (DC 14),
wflect (DC 27). Factors: also against slashing (+4 DC),
sdditional 15 points nt'prntr: tion (+30 DC, contingent
teflection of damage on crearure touched (+28 DC).

fce you've cast this spell, you can absorb, store, and
redirect the energy contained in the swing of a club, the
ilith of 2 sword, or the piercing flight of an arrow. You
absorh 20 points of each separate slashing, bludgeoning,
w0 plercing attack made against you, saving it for later.
100 can absorb up to 150 points of damage in this fash-
om however, if the stored damage is not discharged prior

o tr.u'iunt[ the L 50-point limit, the spe

| auromatically

discharges, dealing the 150 points of damage to you.

You keep track of the number of points of damage

you've absorbed (vou don't have to keep rrack of the type
of damage). At any time during the spells duration, you
Can maia |':|.! a [L'l'l.lf]'l. :l['[iti:]-i'. Agalnst 1||"|l.}[|'ﬁL' I Créarure or
object. I successtul, vou deal the target some or all (your
choice) of the points of damage you've stored. The

damage delivered is considered bludgeoning damage.
You can absorb and discharge damage any number of
[lmes ',,Il.]..']]".F_" Il_ll,," '_"]:IIL"”._" I.i'.lr..”l';_"l-l. 18] }I'T‘.!-_" S YLl I.|I.'|']"..t
absorb more than 150 points ar a time, When the spell
expires, any stored damage you have not redirected is dis-
charged into you.

Let Go of Me

Transmutation

Spellcraft DC: 43

Components: None

Casting Time: 1 free action

Range: Touch (see text)

Target: One creature or force grappling vou

Duration: Instantaneous

Saving Throw: Fortitude halt

Spell Resistance: Yes

To Develop: 387,000 gp; 8 days; 15,480 XP Seed: destroy (DC
29), Factors: quickened (+28 DC), no verbal or somatic
components (+4 DC). Mitigating factors: limited cir-
cumstance (ad hoc -8 DC), 10dé backlash (=10 DC).

You radiate destruction, dealing 20dé points of damage 1o

any creature grappling vou. The damage dealt is of no par-

[ll:,'i.li.ﬂr I"'-'r"l;_' Or ENCrgy—I1L 15 & F"“T{".I'I- I.|1."'i|'|"|||.'t|."¢'|,," il.'l'l'l"'.l!."-l.'

If grappled by a magical force, such as Bighy's grsping hand

or Bighy's crushing hand, the force is automartically destroyed

Being grappled is dangerous for most spellcasters, so tew

mind raking 10dé points of backlash damage




Living Lightning

Evocation [Electricity]

Spellcraft DC: 140

Components: None

Casting Time: 1 action

Range: 300 ft. or 150 ft.

Area: A bolr 5 fr. wide by 300 fr. long, or 10 fr. wide by
150 fr. long

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

To Develop: 1,260,000 gp; 26 days; 50,400 XP. Seeds: life
(DC 27), energy (DC 19). Factors: 1-action casting time
(+20 DC), no verbal or somatic components (+4 DC),
giving life to a spell (ad hoc %2 DC).

You develop a spell that you can cast; thereafter, the spell
can etfectively “cast itself” When you cast the spell, a
stroke of energy deals 10dé points of electricity damage
to each creature within the spell’s area. Living lightning fol-
lows all the standard rules for epic spell casting when you
cast it.

Living lightning is sentient and generally friendly
roward you. It has your mental ability scores, but it has no
physical ability scores, It senses the world through your
senses and communicates with you by thought, As a self-
triggering spell, it isn't truly alive but is a fragment of
your personality. It cares little for the world around it, bur
at your urging (and sometimes at its own discretion) it
casts itself at your foes. Casters who prepare spells before
casting must prepare [iving lightning normally in order for
it to cast irself,

When the spell casts irself, it acts on your initiative bur
does not count against your own actions in the round.
Assuming you had enough epic spell slots for the day,
vou could be simultaneously taking another acrion,
including casting another epic spell or nonepic spell.
You cannot simultaneously cast tiving lightning while it is
casting its own effect, even if it has been prepared more
than once.

Living lightning uses up one of your epic spell slors for
the day whenever it casts itself. When you've used up all
your epic spell slots for the day (or you've cast all your
prepared living lightning spells, if you are a caster who
must prepare spells), living lightning becomes quiescent. It
remains so until you've rested to regain your epic spell
slots for the next day.

Lord of Mightmares
Conjuration (Summoning
Spelleraft DC: 50
Components: V, S, XP
Casting Time: 1 action
Range: 75 f1.
Effect: One summoned creature
Duration: 20 rounds
Saving Throw: None
Spell Resistance: No

To Develop: 450,000 gp; 9 days; 18,000 XP Seed: s
(D 14). Factors: summon CR 31 creature (+58 0
allow creature 1o possess body and act at its own diss
tion {ad hoc —20 DC), 1-action casting time (+20[
Mitigating factors: 12dé backlash (~12 DC), burn 18
XP (=10 DC).

You are possessed by a creature of nightmare—a dreg
larva (see Chapter 5: Monsters). For 20 rounds, the drs
larvas body physically replaces yours, though the d
larva has your equipment, The dream larva is free oo
on all its own pPOWErs and abilities, or use your eg
ment. Your consciousness and physical form are g
pressed for the duration of the possession. You haves
way to dismiss the spell, communicare, or othersig
maintain awareness once possession has commenced

The dream larva, temporarily freed from its impriss
ment in some distant nightmare, will attempt 1o slayad
incapacitate any creature it can see or find, whether itig
friend or foe of the Caster E:a*.-;ti:ng lord |1|r.u|_|;f|rum|1';. entos
some risk tor the caster, since it’s unknown what rems
mischief a dream larva might get up to over the courses
20 rounds. The larva will dispatch all enemies it can fisll
before turning to its own concerns.

Sometimes a dream larva will attempt ro place irselfa®
a dangerous or precarious situation prior to the end of i
spell, leaving the caster to extricate himself.

It the dream larva is slain during the duration of fs
spell, your consciousness is instantly restored to awa
ness within your own body. Your condition remains whs
it was when you completed casting lord of Fllglilmamg
regardless of whar damage the dream larva received
However, magic item charges used, potions consumsl
and other physical resources used up by the dream lins
are permanent.

XP Cosl: 1,000 XP

Mass Fi o

Transmutation

Spellcraft DC: 55

Components: V, S

Casting Time: 1 action

Range: 300 {1,

Area: 40-ft -radius hemisphere

Duration: Permanent

Saving Throw: Fortitude negates

Spell Resistance: Yes

To Develop: 495,000 gp; 10 days; 19,800 XP. Seed: trm
form (DC 21), Facrors: change target to area of 20-f
hemisphere (+10 DC), increase area by 100% (+4 DC),
action casting time (+20 DC),

Culled from the repertoire of the legendary wizard Mika
this epic spell turns all Medium-size or smaller creaturs
in the area into frogs. The transformed creatures rersin
their mental faculties, including personality, Intelligence
Wisdom, and Charisma scores, level and class, hit poing
(despite any change in Consitution score), alignment




base attack bonus, base save bonuses, extraordinary abili-
ties, spells, and spell-like abilities, but not supernatural

ghilities. '['hu',' ssume the p]u_.'_liin;q] characreristics of

Eﬂgﬂ.mﬂuding natural size and Strength, Dexterity, and
Comstitution scores. (Use the statistics for the toad as
gven in the Monster Manual.) All the creatures’ equip-
ment drops to the ground upon transformation.

Momento Mori
sectomancy | Death|
Spellcrafe DC: 86
Lomponents: None
Casting Time: 1 quickened action
Hange: 300 i,
Harget: One living creature
Duration: Instantaneous
Saving Throw: Fortitude partial (see text)
Spell Resistance: Yes
o Develop: 774,000 gp; 16 days; 30,960 XP Seed: slay
tIC 25). Factor: increase to 160 HD (+8 DC), quick-
gned (428 DC), no verbal or somatic components (+4
DC), +10 to DC of subject’s save (+20 DC),

Shour passing thought connotes death for the trger. As a
free action that counts as a q[li{kn‘]}u_’l.l ﬁpv]l, vioul will the
mrget dead without a2 word or gesture. Your bloodthirsty
wish snuffs out the life force of a living crearure of 160 or
Mewer HD, killing it instantly. The subject is entitled 1o
Sontitude saving throw (DC 30 + relevant ability modifier)
B have 3 chance of surviving the attack. If the save is suc-
beessiul, the target instead takes 3d6+20 points of damage.

Ry Dust
feromancy | Evil |

Spelleraft DC: 35

Components: V, 5, M, XP

Casting Time: 1 action

Range: Touch

Bfect: Two 18-HD mummiies

Pmﬁun: Instantaneous

Saving Throw: None

Spell Resistance: No

o Develop: 315,000 gp; 7 days; 12,600 XP Seed: animale
dead (DC 23), Factors: 16-HD undead (+16 DC), 1-action
gsting time (+20 DC). Midgating factors: burn 2,000
XP =20 DC), expensive material component (ad hoc
=4 [C),

en you sprinkle the dust of ground mummies in con-
Junction with casting mummy dust, two Large 18-HD
dmummies (see below) spring up from the dust in an area
diacent 1o you. The mummies follow vour every com-
mundaccording to their abilities, until they are destroved
ityoit lose control of them by artempting to control
mmare Hit Dice of undead than vou have caster levels
WMatertal Component: Specially prepared mummy dust
10,000 gp.
R Cost: 2,000 X

Mummy, Advanced: CR &: Large undead: HD 18d12+3: h[_"
120; Init —2; Spd 30 ft; AC 17, touch 7, Hat footed 17; Atk
+17 melee (1d848, slam): Face/Reach 5 ft. by 5 ft./10 fi.; SA
Despair, mummy rot; $Q Undead traits, resistant ro blows,
DR 5/+1, fire vulnerability; AL LE; SV Fort +8, Ref +4, Will
+13; Str 25, Dex 6, Con —, Int 6, Wis 14, Cha 1§

Skills and Feats: Hide +9, Listen +15, Move Silently +13,
Spot +15; Alermess, Blind-Fight, Great Fortitude, Power
Attack, Weapon Focus (slam),

Despair (Su): At the sight of a mummy, the viewer musi
succeed at a Will save (DC 21), or be paralyzed with fear for
1Ij4 I;_'Il_l.l'l.lj 8. “rh{"[h{"r 0T NOT T.I'l.l.I SVe IS :‘*-'i.ll.'L'i.':'-‘-I.l.lI.. l.l'ldl. LICE
ture cannot be affected again by that mummy’s despair abil-
ity for one 11:31_.'.

Mummy Rot (Su): Supernarural disease—slam, For-
titude save (DC 20), incubation period 1 day; damage
1dé temporary Constitution. Unlike normal diseases,
mummy rot continues until the victim reaches Consti-
tution 0 (and dies) or receives a remove discase spell or
similar magic (see Disease in {:h:l].‘-l:l."l' 3 of the Dusceon
MasTer's Guide).

An afflicted crearure thar dies shrivels away into sand
and dust that blow away into nothing at the first wind
unless both remove disease and mise dead are cast on the
remains within 6 rounds.

Undead Traits: Immune to poison, sleep, paralysis,
stunning, disease, death, effects, necromantic effects.
mind-affecting effects, and any effect requiring a Forti-
tude save unless it also works on objects. Not subject to
critical hits, subdual damage, ability damage, ability
drain, or energy drain. Negative energy heals. Not at risk
of death from massive damage, but destroyed at 0 hat
points or less. Darkvision 60 fr. Cannot be raised; resur-
rection works only if creature is willing,

Resistant to Blows (Ex): Physical attacks deal only
half damage to mummies. Apply this effect before
damage reduction.

Fire Vulnerability (Ex): A mummy takes double
damage from fire artacks unless a save is allowed for hall
damage. A successful save halves the damage and a failure
doubles it

ailed to the Sky

Transmutation [Teleportation)

Spc“craﬂ DC: 62

Components: V, 5, XP

Casting Time: 1 action

Range: 300 ft

Target: Creature or object weighing up to 1,000 lb.

Duml’iﬂl’l'. I.I'l:--li]l'l[.l'l'fll.‘l:!lLl.‘;

Saving Throw: Will negates

Spell Resistance: Yes

To Develop: 558,000 gp; 12 days; 22,320 XP. Seeds: foresee
(to preview endpoint of teleportation) (DC 17), trins-
port (DC 27), Factors: unwilling target (+4 DC), increase
range from rouch (+4 DC), 1-action casting time {+20
DC). Mitigating factor: burn 1,000 XF (—10 DC).




Your spell fixes the targer to the heavens. Nailed to the shy
actually places the target so far from the surface of the
world and ar such a speed that it keeps missing the sur-
face as it falls back, so it enters an eternal orbit, Unless the
rarget can magically fly or has some other form of non-
physical propulsion available, the target is stuck until
someone else rescues it. Even if the target can fly, the sur-
face is 2 1o 4 hours away, assuming a fly spell, which
allows a maximum speed of 720 feet per round while
descending, The target may not survive that long,

Depending on the world where nailed to the sy is cast,
conditions so far from its surface may be deadly. Deleteri.
ous effects include scorching hear, cold, and vacuum. Tar-
gets subject to these conditions take 2dé points of
damage each from heat or cold and 1d4 points of damage
from the vacuum each round. The target immediately
begins to suffocate (see the Suffocation sidebar in Chap-
ter 3 of the Dungeon Master's Guide).

XP Cost: 1,000 XP.

L1 igin of Species; Achaiera;

Conjuration (Creation, Healing

Spelleraft DC: 38

Components: V| S, DE, XP

Casting Time: 45 davs, 11 minutes

Range: 0 f1

Eftect: One constructed creature up ro Medium-size (20
cu, 1

Duration: Permanent

Saving Throw: None

Spell Resistance: No

To Develop: 360,000 gp; 8 days; 14,400 XP. Seeds: conjure
(DC 21), life (DT 27), fortify (DC 17). Factors: +4 HD (5
hp per HD) (+20 DC), +6 to natural AC (+12 DC), add
three more natural attacks (ad hoc +6 DC), add black
cloud spell-like fll"'il.il'!n' (+33 DC), add SR 19 (+15 DC),
permanent (X5 DC). Mitigating factors: increase cast-
ing time by 10 minutes (20 DC), increase casting time
by 45 days (=90 DC), burn 3,500 XP (-35 DC),

Copied from the repertoire of a fiendish epic caster from
Acheron, this spell literally creates a new creature: an
achaierai, as it appears in the Monster Manual. When first
created, the achaierai is Medium-size, but it Erows (o
Large size in 1d4 davs. A created achaierai does not pos-
sess the treasure, culture, or specific knowledge of a
normal achaierai. If released ro be among its own kind, it
quickly picks up achaierai traits and alighment.
XP Cosl: 3,500 XP.

Peripety

Abjuration

Spellcraft DC: 27
Components: V, S
Casting Time: 1 minute
Range: Personal
Target: You

Duration: 12 hours

Hegt :||':|| B

To Develop: 243,000 gp; § days; 9,720 XP. Seed
LM 27 ).

Ranged attacks targered against vou rebound ong
original attacker. Any time during the duration,|
attacks are automarically reflected back on the origs
attacker; vou decide which attacks before damage
rolled. The reflected artack rebounds on the atad
using the same attack roll. Once five artacks ape
reflected, the spell ends.

Conjurarion, Necromancy

Spellcratt DC: 104

Components: V, 5, Ritual, XP

Casting Time: 10 minutes

Range: 0 f1.

Area: 1,000-ft.-radius hemisphere

Duration: Instantaneous

Saving Throw: Fortitude negates

Spell Resistance: Yes

To Develop: 936,000 gp; 19 days; 37,440 XP. Seed:
(DC 19). Factors: change target to area (+10 D
change 20-ft. radius to 1,000-ft. radius (+200 DC), &
ease effects (as per confagion spell) (ad hoe +21 DG
additional targer type (plants) (+10 DC). Mitigating b
tors: casting rime increased by 9 minutes (=18 DC), e
additional casters contributing epic spell slots (-3
DC}, burn 10,000 XP (100 DC),

When pestilence is successfully cast, a wave of illness nd
ates outward from the site of the ritual, instantly infes
ing every living thing in the area with the debilitatig}
disease known as slimy doom. Within 24 hours, event
thing in the area begins to show signs of rot and decsil
plants liquefy and vellow, drooping to the ground as tha§
begin to dissolve. Animals and people are consumel
from within by the disease, initially bleeding from the

gums, eyes, nose, and other soft tissue, and e'r'u.‘nrmhi
exhibiting ghastly, purple blotches. The disease culm§
nates in open, scabrous wounds over the entirery of th
victims' bodies. The entire region afflicred by thisf
horrid disease is quickly engulfed in fetid stenches alh
overrun by flies and maggors, adding further discomfon
to the victims.

Each day that a victim fails a Fortitude save, it 1aks
td4 points of temporary Constitution damage, If the)
victim then fails a second save, 1 point of thar damage 1-
permanent drain, If the vicrim succeeds at the firg]
saving throw of the day on consecurtive days, he ha!
recovered trom the disease. This magical form of the dis
ease 15 not contagious and will not spread bevond thos
initially infected.

This potent and terrible rirual might be perpetrated
upon a small rural farming community, spreading is
every direction and afflicting crops, orchards, farm ant
mals and residents alike in devastaring fashion. Ori
could be cast in the middle of a I':-1,|~,:[|i|‘|g r‘|'|1.'lrcr!'|-;'-|ﬁ




infecting commoners and nobility alike. Fruits and veg-
etables infected with slimy doom are unfit for consump-
ton, as are disease-ridden livestock.

This is a ritual spell requiring two other spellcasters,
tach of whom must expend an unused epic spell slot for
the casting, The primary caster must also burn 10,000 XF

AP Cost: 10,000 XP.

inof Fire

Evocation | Fire|

Spelleraft DC: 50

Components: V,

Casting Time: 1 minute

Range: 0 1.

Arex: 2-mile-radius emanation

aration: 20 hours

Saving Throw: Reflex negates (see text)

Spell Resistance: Yes

110 Develop: 450,000 gp; 9 days; 18,000 XP. Seeds: energ)
fire) (DC 19), energy (weather) (DC 19). Factor: change
nin to wisps of flame (ad hoc +12 DC).

This spell summons a swirling thunderstorm that rains
fite rather than raindrops down on you and everything
Within 2 two-mile radius of you. Everything caught
(Bnprotected or unsheltered in the flaming deluge takes 1
Flﬂ! ok fire damage each round. A successful Reflex save
isults in no damage, but the save must be repeated each
fmund, Unless the ground is exceedingly damp, all vege-

SMition is eventually blackened and destroyed, leaving
behind a barren wasteland similar to the aftermath of 2
s or forest fire. The fiery storm is stationary and per-
smseven if the caster leaves.

Raise Island
SConjuration (Creation)
spellcraty DC: 18
‘Components: V, S, XP
P Casting Time: 65 days, 11 minutes
| nge: [ El.
Are 100-ft -radivs hemispherical island
tuaration: Instantaneous
Saving Throw: None
apell Resistance: No
i Develop: 360,000 gp; 8 days; 14,400 XE Seed: conjure (DC
P} Bactors: change area to 10-ft. radius, 30-fi. high cylin-
piér (42 DC), change radius 1o 100 fi. (+40 DC), change
Beight 10 1,000 feet (+133 DC). Mitigating factors:
h.‘rrlsh::ﬁling time by 10 minutes (=20 DC), increase
Bsting time by 65 days (—130 DC), burn 2,000 XP (-20
DC) spell only works on liquid (ad hoc —20 DC),

{08 can literally raise a2 new island from our of the sea,

ging 1o the surface a sandy or rocky but otherwise
sumen protrusion thar is solid, stable, and permanently
gliblished. The island is roughly circular and about 200
B8tin diameter. Raise island only works if the ocean is less
B feet deep where the spell is cast,

Rumors exist of extremely powerful rituals involving
epic spellcasters and dozens or even hundreds of other
contributors, summoning forth great masses of land from
the middle of the ocean or, in acts of terrible devastation,
sinking small continents and the civilizations that dwelr
on them. A variant reversal of the spell could be devel-
oped separately, causing small islands and sandbars to
sink (perhaps to help clear shipping channels).

XP Cost: 2,000 KR

Euin

Transmutation

Spellcraft DC: 27

Components: V| §, XP

Casting Time: 1 full round

Range: 12,000 f.

Target: One creature, or up 1o a 10-feot cube of
nonliving matter

Duration: Instantaneous

Saving Throw: Fortitude half

Spell Resistance: Yes

To Develop: 243,000 gp; 5 days; 9,720 XP. Seed: destroy
(DC 29). Factor: reduce casting time by 9 rounds (+18
DC). Mirigating factor: burn 2,000 XP (-20 DC),

You deal 20dé points of damage to a single targer within
range and line of sight. If the target is reduced to 10 hir
points or less (or a construct, object, or undead is reduced
to 0 hit points), it is utterly destroved as if disintegrated.
Only a trace of fine dust remains,

XP Cosk: 2,000 XP.

Safe Time

Transmutation [Teleportation]

Spelleraft DC: 64

Components: \[ 5

Casting Time: 1 minuge

Range: Touch

Target: You or crearure touched

Duration: Contingent until expended, then 1 round of
safe time

Saving Throw: None

Spell Resistance: No

To Develop: 576,000 gp; 12 days; 23,040 XP Seed: trans-
porl {DC 27). Factors: move to time stream (+8 DC),
reduce static time to 1 round (ad hoc +4 DC), activates
when you would otherwise take 50 or more points of
damage (+25 DC).

Safe time can move you (or the target) out of harm's way by
shunting you into a static time stream. Once cast, the
spell remains quiescent and does not activate undl the
trigger conditions have been met. Each day it remains
untriggered, it uses up an epic spell slot, even if you cast
it on another creature. Once triggered, the spell is
expended normally,

When you would otherwise be subject to any instanta-
neous ettect that would deal vou 50 or more imim-.; af




damage, you are instead transported to a static time When you cast this spell, you are temporarily able

stream where rime ceases to flow for vou. Your condition the consciousness of another sentient creature with wh
becomes fixed—no force or effect can harm you unril 1 you are familiar (by meeting, observing, or success
round of real time has passed. Thus, you duck the damage scrying the subject), experiencing everything shed
you would otherwise receive, but you also miss out on with all five senses. The target receives a Will save, md
one round of activity. To you, no time passes at all, bur ro successful, prevents you from making the relepathic
onlookers who are part of real time, you stand frozen and nection, Whether the saving throw is successful or notf
fixed in space for 1 full round. target is unaware of the attempred intrusion.
Once the subject is tapped, you are able to hear, see.f
Soul Dominion smell, and raste L'\'fr'g.'lhing the :-'.Llhjl:c'l: senses. You i
Divination, Enrh'mtm:rm (Compulsion) [Mind-Affecting] control the subject, however. You can only see whag
Spelleraft DC: 72 subject chooses to look at, and you raste somethingo
Components: V| S the subject eats or drinks it during the spell's durais
Casting Time: 10 minures During this rime, your own body remains in a tras
Range: See text like state. If the subject takes damage, vou sensei
Target: One other living creature injuries, although your own body does not actually sl
Duration: 20 minutes (D) any ill effects. If the subject is knocked unconscion
Saving Throw: Will negates (see text) killed, the spell immediately ends

Spell Resistance: No
To Develop: 48,000 gp: 13 days; 25,920 XP. Seeds: contact Spell Worm

D 23, reveal (DC 19), compel (DC 19). Facrors: apply to Enchantment (Compulsion) [Mind-Affecting]
all five senses (+8 DC), total compulsory control (+10 Spellcraft DC: 45
DC), stricter compulsion of any crearure (ad hoc +11 Components: V, M
DC). Mitigating factor: increase casting time by 9 Casting Time: | minute
minutes (—18 DC) Range: 75 ft.
Target: One living creature
As soul sry, except you can also take total control of the Duration: 20 hours or until completed
target’s body. The target receives a Will saving throw, and Saving Throw: Will negates
if successful, prevents you from making the relepathic Spell Resistance: Yes
connection. The target is aware of the attempted takeover To Develop: 405,000 gp; 9 days; 16,200 XP. Seed: omp
as a strange, momentary tingling. DC 19). Factors: unobtrusive (ad hoc +6 DC), 1-actisl
If the Will save fails, you are able to control the sub- casting time (+20 DC),
ject’s body as if it were your own, hearing, seeing, feeling,
smelling, and tasting everything the target senses. You infect the subject with a compulsive urge thar us
Once you dismiss the spell or its duration ends, the up her spells for the day. On a failed save, the subjef
target resumes control of its body, fully aware of all must spend a standard action each round abandoning ke
events that occurred, having been a helpless witness highest-level spell (or losing her highest-level unus
trapped inside its own body. The target knows the name spell slot). Each round, the subject eliminates anoths
and general narure of its possessor if it succeeds ar an spell or spell slor, moving to lower-level spells onced
additional Will saving throw. the higher-level spells are gone. In the case of prepard
You cannot control undead or incorporeal creatures spells, the subject decides which spells to abandons
with soul dominion, each level. If the subject has more than one standa

action allowed in the round (from a2 haste -'.p(-H Or othe

Soul Scry magic), she may spend those actions as she desires, Th
Lhivination subject doesn't realize the _l'-pu]f*_-: or 5}*-.-:” slots are gose
Spellcraft DC: 55 until she tries to cast a spell and finds it unavailabl
Components: V, 5 Abandoning a spell slot or losing a spell is standasd
Casting Time: 10 minutes action, but it does not draw an attack of opportuniry lis
Range: See text a purely mental exercise not obvious to observers,
Target: One other living creature
Duration: 20 minutes (1) summon Behemoth
Saving Throw: Will negates Conjuration (Summoning
Spell Resistance: No Spellcraft DC: 72
To Develop: 495,000 gp; 10 days; 19,800 XP. Seeds: contact Components: V| S

(DC 23}, reveal (DC 19, conceal (DC 17), Factors: apply ro Casting Time: 1 action

all five senses (+8 DC), conceal detection (ad hoc +6 Range: 75 ft

DC). Mitigating factor: increase casting time by 9 min- Effect: Summoned creature
utes (—-18 DC), Duration: 20 rounds (D)

86




Saving Throw: None

Spell Resistance: No

To Develop: 648,000 gp; 13 days; 25,920 XP. Seed:
simmort | DC 14 ), Factors: summon CR 21 creature (DC
$38), l-action casting time (+20 DC).

Mo can summon a behemoth (see Chapter 5: Monsters)
wattsck your enemies. It appears where you designare
#nd acts immediately, on your turn. It attacks your oppo-
ments to the best of its ability. If you can communicate
With the creature, you can direct it not to artack, to artack
pinticular enemies, or to perform other actions. Sum-
moned creatures act normally on the last round of the
pell and disappear at the end of their turn.

perb Dispelling

!lbjimtiun

Spelleraft DC: 59

Components: V, S

Casting Time: 1 action

Range: 300 f1.

flarget: One creature or object

Duration: Instantaneous

Saving Throw: Mone

Spell Resistance: No

0 Develop: 3,771,000 gp; 76 days; 143,640 XP Seed:
disgel (DC 19). Factors: additional +30 to dispel check
1430 DC}, 1-action casting time (+20 DC). Mirigating
ixtor: 10ds backlash (-10 DC).

WS gmater dispelling (see Chapter 11: Spells in the Player’s
Manieok ), except that the maximum bonus on the dispel
itheck is +40, and you take 10dé points of backlash damage.

ime Duplicate
pansmutation [Teleportation)
SSpelicraft DC: 71
LComponents: V, 5
WCasting Time: 1 free action
tect: You

1on: 1 round (see text)
Saving Throw: None (harmless)
5pell Resistance: None (harmless)
: L m'dﬂil: 639,000 gp; 13 days; 25,560 XP. Seed: trans-
S (1o move future you back in time 1 round) (DC 27).
SBctors: move 1o time stream (+8 DC), stretch the base
Siemporal effect (ad hoc +8 DC), quickened (+28 DC).

Busnatch yourself from 1 round in the furure, deposit-
g your future self in an adjacent space as a free action
38 counts a5 a quickened spell. Your future self is tech-
maally only 2 possible future self (the time stream is a
miestrom of multiple probabilities), but snarching that
future self from 1 round in the future collapses probabil-
it and the possible furure becomes the definite future
Mo and your future self are both free to act normally
s ound (you've already used up your limirt of one
guickened spell per round, bur your duplicate hasn't)

Your future self has all the resources you have at the
moment you finish casting hime duplicate. Because your
future self was previously only a possibility, his or her
resources are not depleted as a result of whatever might
occur this round (even if vou die this round). Likewise,
he or she doesn't have any special knowledge of what
might occur during this round.

Because vour tuture self is still part of the time stream,
the round it spends with you is a round it misses in its
own future. Because your future duplicate is also you, you
miss the next round as well. You simply aren't there.

Tampering with the time stream is a tricky business.
Here is a round-by-round summary.

Round Ome: You cast time duplicate, your furure self from
round two arrives, and vou both act normally,

Round Two: Your future self—you—gets snarched back
in rime to help your past self. During this round, there are
no versions of you present.

Round Three: You rejoin the time stream. You arrive in
the same location and condition thar your furure self
ended with at the end of the first round. Any resources
(spells, damage, staff charges) yvour future self used up in
round one are gone for real. Record them now.

Using this spell to snatch a single furure self stretches
rime and probability to its limit; more powerful versions
of time duplicate are not possible. You cannot bring more
than a single furure version of yourself back to help you
at one time, nor can you snatch a version of you from far-
ther in the furure.

Vengeful Gaze of God

Transmutation

Spellcraft DC: 419

Components: V, §

Casting Time: 1 action

Range: 12,000 ft.

Target: One creature, or up to a 10-foot cube of
nonliving matter in line of sight

Duration: Instantaneous

Saving Throw: Fortitude half

Spell Resistance: Yes

To Develop: 3,771,000 gp; 76 days; 143,640 XP. Seed:
destroy (DC 29). Factor: increase damage to 305dé (+570
DC), 1-action casting time (+20 DC), Mirigating factor:
200ds backlash (—-200 DC).

The rarget of this spell is subject 10 a fury like unto heav-
enly wrath rhat deals 305dé points of damage (or half of
that if a Forritude save succeeds). If the rarget is reduced
to —10 hit points or less (or a construct, object, or undead
is reduced to 0 hit points), it is utterly destroved as if dis-
integrated, leaving behind only a trace of fine dust. Chan-
neling such terrific forces has its price, and the caster is
likewise dealt 200d6 points of damage as your eyes bleed
and your skin convulses when the power is released. This
spell often kills the caster, but it's often worth it.

Note: Table 3—4: Average Damage Dice is useful if you
don't want to roll hundreds of 6-sided dice,




Verdigris

Transmutation

Spellcratt DC: 58

Components: V, §

Casting Time: | minute

Range: 300 ft.

Area: 100-fr-radius hemisphere

Duration: 24 hours

Saving Throw: Reflex half

Spell Resistance: No

To Develop: 522,000 gp; 11 days; 20,880 XP Seed: conjure
(DC 21). Factors: change area to 20-ft.-radius hemi
sphere (+2 DC), increase radius to 100 ft. (+16 DC), deal
10dé damage during growth (ad hoc +19 DC),

When you cast this spell, you create a tsunami of grass,
shrubs, and trees that overgrows the area like a tidal
wave. The plant growth creeps and curls across every-
thing in the area, ensnaring it and coiling around it as if
it had been growing there for a century or more, like
some ancient ruin overrun by jungle, Creatures in the
area must make a Reflex saving throw to avoid the fast-
moving growth, which otherwise deals 10dé points of
damage from the crushing press. Buildings are engulfed
by tendrils of vines, creepers, thick roots, and branches,
and they likewise take 10dé points of damage. Those
destroyed by the damage have their foundations
uprooted and walls crumbled. The plant growth remains
for 24 hours, after which it vanishes,

Verdigris Tsunami

Transmutation

Spellcraft DC: 170

Components: V, 5, Rirual, XP

Casting Time: 10 minutes

Range: 1,500 ft.

Area: 1,000-ft-radius hemisphere

Duration: Permanent

Saving Throw: Reflex half

Spell Resistance: No

To Develop: 1,530,000 gp; 31 days; 61,200 XP. Seed: con-
jure {DC 21). Factor: change area to 20-ft.-radius hemi-
sphere (+2 DC), increase radius to 1,000 ft. (+196 DC),
increase range to 1,500 fr. (+8 DC), deal 10d6 damage
during growth (ad hoc +19 DC), increase damage to
40d6 (+60 DC), permanent (x5 DC). Mirigating factors:
increase casting time by 9 minutes (-18 DC), burn
10,000 XP (=100 DC), fourteen additional casters con-
tributing éth-level spell slots (-154 DC),

As vendigris, except creatures in the area take 40dé points
of damage (Reflex save for half), as do buildings, and the
plant growth is permanent

This is a ritual spell requiring fourteen other spellcast-
ers, each of whom must contribute an unused sth-level
spell slot to the casting.

XFP Cost: 10,000 XP

DEVELOPING YOUR QW&
EPIC SPE][S

TasLe 2=1: Eric SEEDS

An epic spell is developed from smaller pieces cilll
seeds and connecting pieces called factors. Everve
seed has a base Spellcraft DC, and every factor has 2 Sl
craft DC adjustment, When a desired spell is develo
the spellcaster spends resources and time 1o assembledl
pieces that make up the epic spell. The base Spella®
DCs of each seed are added together; then the DC adal
ments of the factors are added to thar toral. The
equals the final Spellcraft DC for the epic spell,

The final Spellcraft DC is the most significant grupd
the epic spell's power. A spellcaster attempts to cangl
epic spell by making a Spellcraft check against the af
spell’s Spellcraft DC. Thus, a spellcaster knows immel ,
ately, based on her own Spellcraft bonus, what epic sl
are within her capability to cast, which are risky
which are beyond her. Epic casters don't committ
and money to develop epic spells until they are powedld
enough ro cast them.

An epic spell developed by an arcane spellcastert
arcane, and an epic spell developed by a divine spellcase
is divine. A character who can cast both divine i
arcane epic spells chooses whether a particular spelll
develops will be arcane or divine., If that same caster m
the heal or life seed in an epic spell, that spell is alwg
considered divine,

All the epic spells described earlier in this chapterca
be -.J:*»‘E*iﬂpul.‘] independently by a character who Spena
the necessary time, money, and experience points. Al
natively, you can use those spells as a starting point whe
you create customized versions of the spells. For exn
ple, if you wanr a version of vengeful gaze of god that deg
less backlash damage, you are free to develop it.

Base Base
Spellcraft Spelicraft
Seed DC Seed DC
Afflict 14 Energy 19
Animate 25 Foresee 17
Animate dead 23 Fortify 17
Armor 14 Healt 25
Banish 27 Life* 7
Compel 19 Reflect 27
Conceal 17 Reveal 19
Conjure 21 lay 25
Contact 23 Summon 14
Delude 14 Transform 21
Destroy 29 Transport a7
Dispel 19 Ward 14

“Spellcasters without at least 24 ranks in Knowled ge (religion)
may not use heal or life spell seeds.

Resource Cost: Nothing is free, especially not the
resources required to develop a spell thar breaks the sup!
posed levels of magical power. The development of
epic spell uses up raw materials costing a number of gold
pieces equal to 9,000 x the final Spelleraft DC of the epe
spell being developed.



Development Time: Developing an epic spell takes
wome day for each 50,000 gp in resources required to
bevelop the spell, rounded up to whole days.

AF Cost: To develop an epic spell, you must spend
W35 o its resource price in experience points.

Adding Seed DCs: When two or more epic seeds are
tombined in an epic spell, their base Spellcraft DCs are
dded together. Both contribute roward the spell’s final
Spelleraft DC.

Determining School: When combining two or more
eeds 1o develop an epic spell, the school of the finished

pellis decided by the caster from among the seeds thar
ke up the epic spell.

Combining Descriptors: When two or more epic
eds are combined in an epic spell, all the descriptors
iom each seed apply 1o the finished spell.

Combining Components and Casting Times:
most every epic spell has verbal and somatic compo-
pents and a 1-minute casting time, regardless of the
mamber of epic seeds combined. The only exceptions are
bepic spells with the heal and life seeds, which have divine
COmponents,
Combining Range, Targets, Area, and Effect: One
#ed might have a range of 12,000 feet, another seed
might have a range of 400 feet, and a third seed might not
bive a range at all. Likewise, some seeds have targets,
hile others have an effect or an area. To determine
b seed takes precedence in the finished epic spell,
you must decide which seed is the base seed. The seed
st important to the spell's overall purpose is the base
std, and it derermines the casting time, range, targer,
ind 50 on. The other seeds apply only their specific
eflects 1o the finished spell.

bor example, consider an epic spell that blasts all tar-
§ein an area, then compels all the survivors to surren-
ger The seed that provides the blast is the base seed, so its
Bgeand targeting criteria are used in the finished spell.
It occasionally difficult to determine a base seed by
amining the spells effects. If you're stuck, simply pick
seed for the purposes of making this determination
sierconsulting with your DM
Combining Durations: When combining two or
more seeds 1o develop an epic spell, the seed with the

oetest duration determines the duration of the finished
e spell. I any seed of an epic spell is dismissible by the
staiter, the epic spell is dismissible,
Saving Throws: Even if more than one seed has an
@ichated saving throw, the final spell will have only
Mgkt saving throw: 1f two or more seeds have the same
ind of saving throw (Fortirude, Reflex, or Will), then
wuill obviously use that for the spell's saving throw, If the
eeds have different kinds of saving throws, simply
ehoose the saving throw thar seems most appropriate for
final spell.
Spell Resistance: When combining two or more
weeds 10 develop an epic spell, if even one seed is subject
igpell resistance, the finished epic spell is subject to it

el

Factors: Factors are not part of epic seeds, but they are
the tools used to modify specific parameters of any given
seed. Applying facrors to the seeds of an epic spell can
increase or decrease the final Spellcraft DC, increase the
duration, change the area of a spell, and affect many other
aspects of the spell.

There are three kinds of factors:

1. Those that can affect a number of seeds. For example,
the “1-action casting time” factor reduces the casting time
of an epic spell no matter whar seeds vou use to make it.
If you choose this factor, you'll add +20 to the Spellcraft
DC of the epic spell

2. Those that can only be used with specific seeds. The
summon seed, for example, lets you summon an outsider
of CR 2 or less. But for each +1 CR of the summoned out-
sider, the Spellcraft DC is increased by +2. This factor
-'.ml'!.' HF'FIIi-L‘S [ I_‘P[L" RFI-L"HS '..'l.-':il:h 'J]l_" stimimion seed,

3. Those that reduce the Spelleraft DC rather than
increasing it. These are referred 1o as mitigating factors.
To calculate the final Spelleraft DC of an epic spell cor-
rectly, it's important to determine the mitigating factors
last, atter all the factors that increase the DC have been
accounted for.

Development s an Art: Be creative when combining
seeds and factors. Many times developing a completely
new epic spell requires some guesswork and rule stretch-
ing. As with making and pricing magic items, a sort of
balancing act is required. Often, vou will need to stretch
the description of a seed 1o meet your needs. Developing
obscure, unusual epic spells is possible, even if you arent
sure how to put together the seeds and factors. If vour
best effort passes the DM's examination, then your epic
spell is good. If necessary, assess an “ad hoc” Spellcraft DC
adjustment for any effect that cannot be extrapolated
from the seeds and factors presented here—the example
spells in this chapter use ad hoc factors frequently. In all
cases, the DM determines the actual Spellcraft DC of the
new spell (see Behind the Curtain: Setting Epic Seed
Spellcraft DCs),

For example, you may want to develop a spell thar
MOoYvEes an énem 'r'ﬂ"_‘- 51:‘”1 into an Imanimate I:_:Ihj'l_'.l:l_ :"ﬂ:l_'l
seed specifically describes this ability. It's time to be
creative. You see that the transport seed might provide
the basic effect you are after; you are moving some-
thing, even if it's not physical. Knowing you'll later
need your DM's approval, you decide thar the transpor!
seed could be used to transport a soul instead of a body,
withour adjusting the DC. (The targer will of course
get a Will save, even if you succeed ar rouching the
target.) Normally, you can't transport a physical object
into another one, but because you're transporting an
intangible "object” into a physical object, vou hope
your DM will be lenient. The DM might decide 1o
impose an ad hoc factor of +4 DC, which would be fair
You also realize that to trap an insubstantial soul in a
physical object, you'll have to use the compel seed as
well, forcing the soul to remain within the object you
send it to,




Approval: This is the final step, and it's critically
important. You must show your epic spell development
work and reasoning to your DM and get his approval. If
you DM doesn’t approve, then the epic spell cannot be
developed. However, the DM should explain why the
epic spell wasn't approved and possibly ofter suggestions
on how to create an epic spell that will pass muster.
Extending the approval process further, the DM must
approve each epic spell contained in this book before you
can develop it for your own character.

example of Development and Casting
Canabulum, an epic spellcaster, decides to develop an
epic spell that allows him to throw an exploding ball that
simultaneously deals 10dé points of damage each of acid,
fire, sonic, and electricity (he dubs it a hellball). The base
DC of the energy seed is 19, f_:r.-ml'.-injnl.; all four
energy ettects immediately increases the -
Spellcraft DC to 76 (DC 19 X 4 = DC 76).
Furthermore, the base seed describesa

e

L

i
> i { .
bolt effect; 1o -;.']1:11‘:1.11: the effect to a 20- L ':"'-'-L"‘*-..
i . = . I..n o) '\-I
toot-radius spread, Canabulum applies ‘.-( !
the “change area” factor from Table =y

2-2: Epic Spell Factors, which
increases the Spellcraft DC by +2.
Deciding hed rather have a 40-foot-
radius spread, he increases the Spell-
craft DC by an additional +6, bringing
the Spelleraft DC to 84. Canabulum
doesn't want to spend 1 minute casting
hellball, so he applies the “1-action
casting time” factor (+20 DC),
which brings the Spellcrafi
DC o 104,

A Spellcraft DC of 104 is
fairly high, and Canabulum
decides that hed like to bring
the DC down by applying mit-
igating factors, Because Canab-
ulum has hit points 1o spare,
he takes the "backlash™ mitigar-
ing factor: In exchange for a

10 reduction to the Spellcrafi
DC, his hellball will now deal Canab-
ulum 10dé points of damage each
time he casts it. He further modi-
fies the spell to burn his own expe-
rience points with each casting. In
exchange tor a —4 DC reduction,

DOES IT LOOK COOL?

Epic spells are amazing sculptures of magic, and every casting
should reflect that. Don't be afraid to add special visual effects
to the description of the spell. While these special visual
effects should not have any specific game effect, they do serve

T ~ when Canabulum takes 10 a8
'r“};'*- o spellcraft check, s rill deal g
Al | spelicratt check, so it will deal 18
& ' points of tire damage, 10dé points of

hellball will burn 400 XP per casting. The Spellcrafi il
now stands at 90,
If Canabulum wanted o reduce the Spellcraft DCa
turther, he could eliminate the factor that reduces cass
ime to 1 action. That would lower the Hpe“fr.afl e
20 points, but he decides 1o go ahead and developd
spell with the faster casting time.
An epic spell with a Spelleraft DC of 90 uses
resources with a total cost of 810,000 gp, takes 17 dal
Canabulums time to develop, and drains 32,400 XP|
r.i.i:l‘.-il.l-'-'l-!illm. EL-IT. ".'n']'I.L‘!I'I: '.'I]] i5 .H:ti.-l.l ..'IT'II.] |_i|’_|['||.'. |'|.:'||'|'.1[
ready (and you'll find the spell in the Epic Spells sea
earlier in this chapter),
Canabulum has a Spellcraft skill modifier of +828
can take 10 to cast hellball, and he does so on his first o
when he stumbles across a rampaging atropal (a8
monster detailed in Chaprer 5
Hellball is successfullye

damage, 10dé points of electricity damagl

and 10dé6 points of sonic damage—if hellball g8
past the atropal’s spell resistance and saving ths
Atropals have spell resistance 42, As a s4thlnl
wizard, Canabulum easily overcons
that spell resistance with 2 cus®
level check. The atropal makeso®
. saving throw against hellbd
R Reflex save DC of 35 (20 - T
for Canabulum’s 40 IntelS§
gence). The atropal hasi§
Reflex save bonus of +26, andl
rolls an 8 for a total of 34.T8
atropal barely misses its s
against hiellball

Canabulum rolls the fis
damage separately because i
atropal has fire resistance &
but rolls the rest of the damag
together: 33 points of fin
damage (of which the atropd
takes only 13) and 101 poinsd
combined acid, electricity, m
sonic damage. He also bum
400 XP and rakes 10dé poins
of damage as his eyes blesl
from the hellball's verrib
uncontrolled energies

T

to reinforce the idea that you're casting a truly powerful spel
For example, when you cast an epic spell using the slay seed
you might include the following description: “The caster's eys
turn midnight black as a torrent of soul-numbing energy pous
over the target like a tsunami, striking the target dead.”

- —



-1 Epic SPELL FACTORS

Spellcrafi
DC Modifier

Spell School
*Seed within specialist school =5
Seed within banned school «15

Cagling Time
casting time by 1 round {minimum 1 round)  +2
ladtion casting time +20
{uickened spell (limit one quickened action/round)  +28
S Lotingent on specific trigger +25

Components
WM verbal component +2

|'h54:mit|l;'. component +2

ﬁﬂu dwntmn by 100% +2

RPermanent duration (apply this factor last) x5
Dismissible by caster (if not already) +2

tredse range by 100% +2

hSd extra target within 300 fi. +10
ﬂmstﬁnm target to area (pick area option below)  +10

¢ from personal to area (pick area option below) +15

Change from target to touch or ray (300-f, range) 4

PEhange from touch or ranged touch attack to target +4
ﬂinge from target. touch, or area to personal -1

WEnge area to bolt (5 ft. x 300 fr. or 10 f x 150 1) 42

. ﬁk\;urea to cylinder (10-ft. radius, 30 ft. high) +2

area to 40-ft. cone +2

ﬂ'li'rll:i!ea to four 10-ft. cubes +2

Wnge area to 20-ft. radius +2

Ulng: area to target -4

= #red to touch or ray (close range) +4

lnm.m area by 100% 4

hi_q Throw

ferease spell’s saving throw DC by +1 +2

 Spell Resistance

a0

#8 +1 bonus on caster level check to overcome +2
» Barget's spell resistance
Giin +1 on caster level check to beat foe's dispel effect  +2

waided onto stone tablet * %7
increase damage die by one step (d20 maximum) +10

Elnkess stated otherwise, the same factor can be applied
moee thar: once
E3ch contingent spell in use counts as a slot used from the
faster's dally epic spell slots.
5 that already have an instantaneous or permanent
jon cannot be increased

,? EHIND THE CURTAIN: SETTING EPIC SEED

SFELLCRAFT DCS

Bgekeraft DCs for epic seeds are generated from a base DC of

M0 Wiy 10?7 Many basic effects in D&D have DCs that start at

, 40 epic seeds have the same foundation as skill checks,

-'i' ing thvows, and other effects.

“'E actual DC for each seed is figured by looking at the

ioweitlevel spell that's truly representative for a given seed
g the spells in the Player's Handbook. Using that spell

*When changing a targeted or area seed to a touch or ranged
attack, the seed no longer requires a save if it deals damage,
instead requiring a successful attack roll. Seeds with a
nondamaging effect, such as compel or slay, still allow the
target a save. Area spells changed to touch or ranged attacks
now affect only the creature successfully attacked.

' When changing a touch or ranged attack seed to a targeted
seed the seed no longer requires an attack roll if it deals
damage, instead requiring a saving throw from the target. On
a failed saving throw, the target takes half damage. Area
seeds changed to targeted seeds now only affect the target.
The DM determines the most appropriate kind of saving
throw for the epic spell.

* Epic spells inscribed on stone tablets were usually devel-
oped by spellcasters deep in the mists of history, although
a new epic spell could also be developed this way if the
creator is willing to share the discovery. Epic spells may
only be inscribed on stone tablets or other substances of
equal or greater hardness. Once a spell is so inscribed,
another epic spellcaster can learn it without going through
the process of development. Once an inscribed epic spell is
learned by another epic spellcaster in this fashion, the
tablet upon which it is inscribed is destroyed and cannot
be mended.

TagLe 2-3: Epic SpeLL MiTiGATING FaCTORS
Spellcraft
DC Modifier

Backlash 1d6é points of damage (max dé = your HD x2) * =1

Burn 100 XP during casting (max 10,000 XP) -1

Increase casting time by 1 minute (max 10 minutes) * -2

Increase casting time by 1 day (max 100 days) -2

Additional participants (ritual) see Table 2-4 below

Decrease damage die by one step (d4 minimum) 5

MNote: Mitigating factors are always applied last in the
development of an epic spell.

The caster cannot somehow avoid or make himself
immune to backlash damage. For spells with durations
longer than instantaneous, the backlash d;jmag-e is per
round, If backlash damage kills a caster, no spell or method
exists that will return life to the caster's body without costing
the caster a level—not even wish, true resurrection, miracle, or
epic spells that return life to the deceased. Spells that
normally penalize the recipient one level when they return
him to life, such as roise dead, penalize a caster killed by
backlash two levels.

* If you want to increase the casting time of a spell in order
to reduce the Spelleraft DC, you must first "use up” the
maximum of 10 minutes (for a total DC modifier of -20)
After that, you can continue to add days to the casting time,
with a further modifier of -2 per day, up to the maximum of
100 days

e — — — —

o o o

as a basis, the maximum ranks in Spellcraft that a sorcerer
powerful enough to cast the spell would have determines the
base Spellcraft DC of the seed. That number is added to the
base DC of 10

For example, the animate deod spell in the Player's Handbook
is the lowest-level representative of the animate dead seed. A
sorcerer would have to be 10th level to cast it. A 10th-level
sorcerer has a maximum of 13 ranks in Spellcraft. So, 13 + 10
= 23, and the Spellcraft DC of the animate dead seed is 23,

=T
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Additional Participants: You can develop epic spells SEED: AFFLICT
specifically require additional participants (sometimes Enchantment (Compulsion) [Fear, Mind-Affecting]
called celebrants). Epic spellcasters might call such an Spelleraft DC: 14

epic spell a cooperative spell, a mythal, or a ceremonial Components: V, S
spell. These rules simply call it a ritual, Casting Time: 1 action
An epic spell developed as a rirual requires a specific Range: 300 fr.
number of additional participants, who each must use Target: One living creature
up one spell slot of a specified level for the day. During Duration; 20 minutes
an epic spell's development, the spell's creator deter- Saving Throw: Will negates
mines the number of additional participants and the Spell Resistance: Yes
level of the spell slots 1o be contributed. If the exact
number of spellcasters does not partake in the casting, You afflict the target with a -2 morale penalty on s
or if the casters do not each contribute the proper spell rolls, checks, and saving throws. For each additiond 8%
slot, the epic spe y fails. To participate, penalty assessed on either the target’s attack rolls, ched
each participant readies an action 1o contribute his or Or saving throws, increase the Hpe]lr_rﬂﬁ DC by +2
her raw spell energy when the primary caster begins the You may also develop a spell with this seed that affly
epic spell, the rarget with a -1 penalty on caster level checks s
Addirional participants in a ritual spell reduce the penalry to an ability score, a -1 penalty o spell resistng
Spelleraft DC, as shown on Table 2—4: Additional Partici- ora -1 penalty to some other aspect of the target tharg
pants in Riruals. Each additional participant may only and your DM agree on. For each additional -1 peng
contribute one spell slot. It doesn't marter whether the assessed in one of the above categories, increase the S
addirional participants are arcane or divine spellcasters; craft DC by +4.
only the level of the spell slot contribured marters. You can afflict a character’s ability scores to the pg
A contributed spell slot is treated as if normally cast. A where they reach 0, except for Constitution wherel
wizard may contribute either a prepared, uncast spell slot, the minimum. If you apply a factor to increase the do
or an open, unprepared slot. The Spellcraft DC adjust- tion of this seed, ability score penalties instead becond
ments for each additional participant stack. temporary ability damage. If you apply a factor to mil

the duration permanent, any ability score penalig

TaBLE 2—4: ADDITIONAL PARTICIPANTS IN RiTuaLs become permanent ability drain.

Spedl Slot Spell Slot Finally, if you increase the Spellcraft DC by +2, youts

Level Spellcraft Level Spellcraft

Contributed DC Reduction Contributed DC Reduction afflict whichever one of the target’s senses you select: sigh
Tst 1 6th n smell, hearing, taste, touch, or a special sense the targetps
nd -3 7th 13 sesses. If the targer fails its saving throw, the sense v
3rd -5 8th =15 select doesn't function for the spell’s duration, with
4th 7 3th wil) attendant penalties that apply for losing the specified seng
Sth -9 Epic slot -19

SEED: ANIMATE
Spectal: A ritual epic spell that rakes longer than 1 action Transmutation

to cast requires all extra participants to stand as if casting Spellcraft DC: 25

for the same amount of rime. If an extra participant is Components: V, 5

artacked while contributing a spell slot, the participant Casting Time: 1 minute

must make a Concentration check as if casting a spell of Range: 300 fr.

the same level as the slot contributed. If the attack dis- Target: Object or 20 cu. ft. of matter

rupts the participant in the ritual, the epic spell is not Duration: 20 rounds

necessarily ruined. However, the Spelleraft DC reduction Saving Throw: None

that would have been provided by that additional partici- Spell Resistance: No

pant cannot be applied to the final Spellcraft DC of the

epic spell. Thus the ritual epic spell will be harder for the You can imbue inanimate objects with mobiliry andy

primary spellcaster 1o cast. semblance of life (not actual life). The animated objes

attacks whomever or whatever you initially designat

The animated object can be of any nonmagical materid
C)FFD DFCICRIPT]ONS_ wood, metal, s , fabrie, leather, ceramic, glass

glass, and &

Each seed description hereafter follows the same forth. You can also animate part of a larger mass of r
format used for 0- to 9th-level spells, as described under matter, such as a volume of water in the ocean, part ofs
Spell Format in Chapter 11 of the Player's Handbook. An stony wall, or the earth itself, as long as the volumed
addirional line, Spelleraft DC, indicates the base DC of material does not exceed 20 cubic feet. For each additiond
the Spelleraft check required to cast an epic spell with 10 cubic feet of martter animated, increase the Spellersf

this seed. DC by 41, up to 1,000 cubic feer. For each additional 16




itk feet of matter animated after the first 1,000 cubic For each additional 2 HD of undead 1o be controlled,

ket increase the spelleraft DC by +1. increase the Spellcraft DC by +1. Only undead in excess
Sutistics for animated objects are found in the Monster of 20 HD created with this seed can be controlled using
Mesual, For each additional Hit Die granted to an ani- this DC adjustment. If vou want to both create and con
P e object of a given size, increase the Spellcratt DC by trol more than 20 HD of undead, increase the Spellcraft
P To animate attended objects (objects carried or worn DC by +3 per additional 2 HD of undead
S another creature), increase the Spellcratt DC by +10 Type of Undead: All types of undead can be created
with the animate dead seed, :i|l!i1|.1l:|p_[1 Credating more pow-
Bl ANIMATE DEAD erful undead increases the Spellcraft DC of the epic spell,
Secromancy [ Evil according to the table below. The DM must set the Spell-
Soellcraft DC: 23 craft DC for undead not included on the table, using sim
hmpnm-nts: V.5 ilar undead as a basis for COMmparison,
Lting Time: 1 minute
fange: Touch Spellcraft Spellcraft
T"E“: One or more corpses touched Undead DC Modifier Undead DC Modifier
luntion: Instantaneous Skeleton _]:_l,r Wraith -2
iﬂl’Lﬂ mmw: None Zoambig W f'.."lurr'nr'rl':.' + [
5 : Ghoul =10 apectre +2
el Resistance: No Chadeny 8 Morhg 4
Chast - Vampire +6
4 can turn the bones or bodies of dead creatures into Wight 4 Ghost +8
iRdead that follow your spoken commands. The undead
gt lollow you, or they can remain in jﬂ § SEED: ARMOR
mnares and attack any creature (or a ..-" Conjuration (Creation) | Force|
fpecilic type of creature) 4 iy Spellcraft DC: 14
pimering the place. The un- Y8 F i’ Components: V, S

Hﬁ'muin ill':l'lm.'ltl.".l |.'|l'|f][
they are destroyed, (A de-
Mitoved undead can't be ani-
mated again.) Intelligent Y
mdead can follow more so- §
Mhisticated commands. :
The amimate dead seed ) ..l\_
llows You 1o create 20
HDof undead. Staris-
e for undead of all A, _
fpesare found in the s
Miniter Manual, For
ik additional 1 i

Casting Time: 1| minute
Range: Touch

Target: Creature touched
Duration: 24 hours (D
Saving Throw: Will
negates { harmless)

Spell Resistance: Yes

! J 1ir []1]1.‘.‘1!'- i

4 'Illl:'lll. BUaNT @ creaiure
additional armor,
providing a +4
hl'll".'.l""- [0 Armor

HDof undead cre- LR b Class, The bonus
#ed, increase the - " b 4 ; : b is either an ar-
ipellmt': DC by +1 oo % o [ o, ] - oo / :'-: i L ¥ mor bonus or 3
The undead vou create  § 1-5, A B b . " Pr ™ natural armor
emain under your con- =~ L2 | AT B bonus, whichever
ol indefinirely. You ‘_\ ~ you select. Unlike
an mattrally control 1 el _ ] mundane armor, the
HD per caster level of s [ e ﬂ";.l armer seed I-"l'-'.‘:-"."luh'w an
iead creatures you've person- SRRl ' intangible protection
B created, regardless of the GEREETEENENEE that entails no armor

Btthod you used. 1f vou exceed
M pumber, newly created crea-
jaees fall under your control, and
petess undead from previous cast-
E"* become uncontrolled (you
aoose which creatures are released),
_mm a cleric, any undead vou
gommand through your ability to
mmand or rebuke undead do
ot count toward the limit

check penalry, arcane spell
I'ii.i]!ITI.' I.'i'l'.l]‘..'i. ey U *1|."|'i.":‘l.| e
ducrion. Incorporeal creatures
cant |.Z'".'['|L'I"r"| [l:'l‘l‘ e H.'l.‘d |h|.‘ Wil '|-
they can ignore normal armor
For each additional point of
Armor Class bonus, increase
the Spelleraft DC by +2.

You can also grant a crea-
fure a +1 lI"'I:'lI:'IH‘:-. [ Armor




Class using a different bonus type, such as deflection,
divine, or insight. For each additional point of bonus to
Armor Class of one of these types, increase the Spellcraft
DC by +10.

SEED: BANISH

Abjuration

Spellcraft DC: 27

Components: V, §

Casting Time: 1 minute

Range: 75 ft.

Target: One or more extraplanar creatures, no two of
which can be more than 30 ft. apart

Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

You force extraplanar creatures out of your home plane.
You can banish up to 14 HD of extraplanar creatures. For
each additional 2 HD of extraplanar creatures you banish,
increase the Spelleraft DC by +1. To specify a type or sub-
type of creature other than outsider to be banished,
increase the Spellcraft DC by +20. For example, giants,
humanoids (reptilians), and undead could all be banished
in this way.

SEED: COMPEL

Enchantment (Compulsion) [Mind-Affecting]
Spelleraft DC: 19

Components: V| M

Casting Time: 1 minute

Range: 75 ft.

Target: One living creature

Duration: 20 hours or until completed
Saving Throw: Will negates

Spell Resistance: Yes

You compel a target to follow a course of activity:

At the basic level of effect, a spell using the compel seed
must be worded in such a manner as 1o make the activity
sound reasonable. Asking the creature to stab itself,
throw itself onto a spear, immolate itself, or do some
other obviously harmful act automatically negates the
effect (unless you increase the Spelleraft DC to avoid this
limitation; see below), Urging a red dragon to stop artack-
ing your party so that the dragon and the party could
jointly loot a rich treasure elsewhere would be a reason-
able use of the spell’s power.

If you wish to compel a creature to follow an outright
unreasonable course of action (such as stab itself, throw
itsell onto a spear, immolare itself, or do some other obvi-
ously harmful act), increase the Spelleraft DC by +10.

The compelled course of activity can continue for the
entire duration, such as in the case of the red dragon
mentioned above, If the compelled activity can be com-
pleted in a shorter rime, the spell ends when the subject
finishes whar he was asked 1o do. You can instead specify
conditions that will trigger a special activity during the

duration. For example, you might compel a noble k
to give her warhorse to the first beggar she meets I
condition is not met before the spell using thisg
expires, the activity is not performed.

SEED: CONCEAL
Hlusion {Glamer)
Spellcraft DC: 17
Components: \, S
Casting Time: 1 minute
Range: Personal or touch
Target: You or a creature or object of up to 2,000 |h
Duration: 200 minutes or until expended (D)
Saving Throw: None or Will negates (harmless, obel
Spell Resistance: No or Yes (harmless, object)

You can conceal a creature or object touched from &g
even from darkvision. If the subject is a creature cams
gear, the gear vanishes too, rendering the creature isg
ble. A spell using the conceal seed ends if the subject amg
any creature. Actions directed at unattended objecisd
break the spell, and causing harm indirectly is notg
attack. To create invisibility that lasts regardless off
actions of the subject, increase the Spellcraft DC by d

Alternatively, you can conceal the exact location off
subject so that it appears to be about 2 feet away from
true location; this increases the Spelleraft DC by +2
subject benefits from a 50% miss chance as if it had 1
concealment. However, unlike acrual total concealma
this displacement effect does not prevent enemies fs
targering him normally. I

The conceal seed can also be used to block divinag
‘.i].":‘il:-:. *.-'-pl:'|.|-|i|-'.1: effects, and epic ':-:pe]ls 1!1'%':.-]:‘:-pn| sz
the reveal seed; this increases the Spelleraft DC by s 8
all cases where divination magic of any level, includsl
epic level, is emploved against the subject of a spell gl
the conceal seed for this purpose, an opposed caster |
check determines which spell works,

SEED: CONJURE '
Conjuranon (Creation)
Spellcraft DC: 21
Components: V, 5
Casting Time: 1 minute
Range: 0 ft.
Effect: Unartended, nonmagical object of nonliving
matter up to 20 cu. fr.
Duration: & hours
Saving Throw: None
Spell Resistance: No

You create a nonmagical, unattended object of nonlivig
matter of up to 20 cubic feet in volume. You must succes
at an appropriate skill check 1o make a complex item, sud
as a Cratt (bowmaking) check to make straight arme
shafts. You can create matter ranging in hardness il
rarity from vegerable matter all the way up to mithral i
even adamantine. Simple objects, such as linen clotheg




bemp rope, a wooden ladder, or raw vegetables, have a nat-
il duration of 24 hours. For each additional cubic foot of
mutter created, increase the Spelleraft DC by +2.

Aiempting to use any created object as a material com-
pesent or a resource during epic spell development
tauses the spell o fail and the object to disappear.

I CONTACT
Divination
Spellcraft DC: 23
Lomponents: V, S
_tll'l‘l:llg,'l'imﬁ 1 minute
Range: See rext
laeget: One creature
uration: 200 minutes
Saving Throw: None
apell Resistance: No

b forge 2 telepathic bond with a particular creature

bith which you are familiar (or one that you can cur-
meatly see directly or through magical means) and can

se back and forth, The subject recognizes vou if it
iews you. It can answer in like manner immediately,
though it does not have ro.

You can forge a communal bond among more than two
jeeatures. For each additional creature contacted,
emuse the Spellcraft DC by +1. The bond can be estab-
Wbed only among willing subjects, which therefore

no saving throw or spell resistance. For telepathic
@mmunication through the bond regardless of lan-

e, increase the Spellcraft DC by +4. No special influ-
. 1 hlﬂﬂhllhhﬂi as a result of the bond, only the power

Btommunicate at a distance.

itl: DELUDE

: ] I'Fjgl'ﬂ{‘ﬂ'i

DC: 14

Cempanents: V] S

Gasting Time: 1 minute

Range: 12,000 ft.

ftiect: Visual figment that can extend for up o twenry

L3t cubes (S)

HJURE-CI'HI:jIN OF SPECIES
5 use the conjure seed in conjunction with the life and
it seeds for an epic spell that creates an entirely new crea-
H'mult pefmanant
-ﬁlln'ﬂ a creature spell-like abilities, apply other epic seeds
Withe epic spell that replicate the desired ability. To give the
.' i supernatural or extracrdinary ability rather than a
peike ability, double the cost of the relevant seed, Remember
! _mdnuhhngs equals a tripling, and so forth.
L ghn ereature Hit Dice, use the fortify seed. Each 5 hit
B pranted 1o the creature gives it an additional 1 HD.
hihﬂ.ﬁiﬁd"'r created, the new creature will breed true

— o ————— s —

Duration: Concentration plus 20 hours
Saving Throw: Will disbelief (if interacted with)
Spell Resistance: No

A spell developed with the delude seed creates the visual
illusion of an object, creature, or force, as visualized by
you You can move the image within the limirs of the size
of the effect by concenrrating (the image is otherwise sta-
tionary). The image disappears when struck by an oppo-
nent unless you cause the illusion to react appropriately.
For an illusion that includes audible, olfactory, ractile,
taste, and thermal aspects, increase the Spellcraft DC by
+2 per extra aspect. Even realistic tactile and thermal illu-
sions can't deal damage, however.

For each additional image to be created, increase the
Spellcratt DC by +1. For an illusion that follows 2 SCript
determined by you, increase the Spellcraft DC by +9, The
figment follows the script without your having to con-
centrate on it. The illusion can include intelligible speech
if you wish.

For an illusion that makes any area appear to be some-
thing other than it is (such as making a swamp appear as
a grassland or a village), increase the Spelleraft DC by +4.
Additional components, such as sounds, can be added as
noted above. Concealing creatures requires addirional
spell development using this or other seeds.

SEED: DESTROY

Transmutation

Spellcraft DC: 29

Components: V. 5

Casting Iime: 1 minute

Range: 12,000 fr.

Target: One creature, or up to a 10-foot cube of
nonliving matter

Duration: Instantaneocus

Saving Throw: Fortitude half

Spell Resistance: Yes

You deal 20dé points of damage 1o the targer. The damage
is of no particular type or energy—it is a purely destruc
tive impulse. For each addirional 1dé points of damage

T —e——

(assuming you create a mate or an alternative means of repro-
duction for the newly created creature)

CONTACT: ANOTHER USE

At the base Spellcraft DC of 20, you can also use the contact seed
to imbue an object {or creature) with a message you prepare
that appears as written text for the spell's duration or is spoken
aloud in a language you know. The spoken message can be of
any length, but the length of written text is limited to what can
be contained (as text of a readable size) on the surface of the
target. The message is delivered when specific conditions are
fulfilled according to your desire when the spell is cast.

rm— — e — e




dealt, increase the Spellcraft DC by +2. If the target is
reduced to -10 hit points or less (or a construct, object, or
undead is reduced to 0 hit points), it is utterly destroved
as if disintegrated, leaving behind only a trace of fine
dust. Up to a 10-foot cube of nonliving marter is affected,
so a spell using the destroy seed destroys only part of any
very large object or structure targeted.

The destroy seed affects even magical matter, energy
tields, and force effects that are normally only affected by
the disintegrate spell, such as Bighy's forceful hand, wall of force,
globe of invulnerability, and antimagic field. Such effects are
automarically destroyed. Epic spells using the wand seed
may also be destroyed, though vou must succeed ar an
opposed caster level check against the other spellcaster 1o
bring down a wand spell.

SEED: DISPEL
Abjuration
Spellerafe DC: 19
Components: V| S
Casting Time: 1 minute
Range: 300 f1.
Iarget: One creature,

object, or spell

Duration: Instantanecus
Saving Throw: None
Spell Resistance: No

You can end ongoing spells that
have been cast on a creature or
object, temporarily suppress .
the mngicrl Lilb'l'ltli."fii‘-f a SN
magic item, or end ongoing
spells (or at least their effects) &
within an area. A dispelled 8
spell ends as if its duration
had expired. The dispel seed
can defeat all spells, even JFE
those not normally subject :
to dispel magic. The dispel
seed can dispel (bur not
counter) the ongoing effects
of supernatural abilities as
well as spells, and it affects
spell-like effects just as it
affects spells

One creature, object, or spell is the target of the dispel
seed. You make a dispel check against the spell or against
each ongoing spell currently in effect on the object or crea
ture. A dispel check is 1d20 + 10 against a DC of 11 + the
target spell’s caster level. For each additional +1 on your
dispel check, increase the Spellcraft DC by +1

If you target an object or creature thar is the effect of an
ongoing spell (such as a crearure summoned by a summon
monster spell), make a dispel check to end the spell that
conjured the object or creature.

It the object you rarget is a magic item, you make a dispel
check against the item’s caster level. If vou succeed, all the

item’s magical properties are suppressed for 1d4 roa
after which the item recovers on its own. A suppe
item becomes nonmagical for the durarion of the &8
An interdimensional interface (such as a bag of holisgl
temporarily closed. A magic item's physical properisg
unchanged. Any creature, object, or spell is potentil
subject to the dispel seed, even the spells of gods ind
abilities of artifacts.

You auromatically succeed at your dispel che
against any spell that you cast yourself.

SEED: ENERGY
Evocation [Acid, Fire, Electricity, Cold, or Sonic]
Spelleraft DC: 19
Components: V, S
Casting Time: 1 minute
Range: 300 ft. or touched cresns
or object of 2,000 Ib. or less
"¢ Area: A bolt 5 ft. wide to 3008
long; or a 5-ft.-radius emanatig
or a wall whose area is up to one
200-ft. square; or a sphere or e
sphere with a radius of up to 208
Duration: Instantaneows g
p— 20 hours (see text)
Saving Throw: Reflex i
Spell Resistance: Yes

' 4

You can work with whie
one of five energy types
choose: acid, cold, electricin§
or sonic, You can cast the en
torth as a bolt, imbue an object
the energy, or create a freestands
manifestation of the Energy.
If your spell develo
using the energy seed reless
bolt, that bolt instantaneos$
deals 10dé points of damg
of the appropriate enegl
type, and all in the bolts u
must make a Reflex save forkd
damage. For each additional 1§
points of damage dealr, incres
" the Spelleraft DC by +2. The bolt beginig
your fingertips. If you wish to imbue anote
creature with the ability to use an energy bolt as a s
like abiliry at its option or when a particular r.'um.immr
met, increase the Spellcraft DC by +25.
You can also cause a creature or object to emanate i
specific energy type out to a radius of 10 feer for 20 how
The emanated energy deals 2dé points of energy damsg
per round against unprotected creatures (the target e
ture is susceptible if not separately warded or otherw
resistant to the energy). For each additional 1dé poineg
damage emanated, increase the Spelleraft DC by +2.
You may also create a wall, half-circle, circle, domeg
sphere of the desired energy that emanates the energ

L ]
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Bup to 20 hours. One side of the wall, selected by you,
gends forth waves of energy, dealing 2d4 points of energy
8image to creatures within 10 feet and 1d4 points of
iergy damage to those past 10 feer but within 20 feer.
Plbewall deals this damage when it appears and in each
mend that a creature enters or remains in the area. In
fiddirion, the wall deals 2d6+20 points of energy damage
Wany creature passing through it. The wall deals double
#mige to undead creatures. For each additional 1d4
points of damage, increase the Spelleraft DC by +2.

iED: FORESEE
Iination

Spellcraft DC: 17
Lomponents: V, S
Lasting Time: 1 minute
hqr: Personal

Target: You

dnmation: Instantaneous or concentration (see text)

#ucan foretell the immediate future, or gain informa-
#enabout specific questions.
Hlou are 90% likely to receive a meaningful reading of
iefuture of the next 30 minutes. If successful, you know
Wiparticular action will bring good results, bad results,
W m result. For each additional 30 minutes into the
ure, multiply the Spellcraft DC by x2.
for betver resulrs, YOu can pose up 1o ten specific ques-
nsfone per round while vou concentrate) to unknown
mol other planes, but the base Spelleraft DC for
ban artempt is 23. Your questions reverberate
Bisugh planar interstices, seeking an answer from some
MRling entity. The answers return in a language you
Biesstand, but use only one-word replies: "ves,” “no,”
b ‘never," “irrelevant,” or some other one-word
:Unlike 0- to 9th-level spells of similar type, all
sstions answered are 90% likely ro be answered truth-
ik However, a specific spell using the foresee seed can
B8 be cast once every five weeks,
B oreser seed is also useful for epic spells requiring
getilic information before funcrioning, such as spells
Bingthe reveal and transport seeds

MERGY: ANOTHER US|

MG as0 use the energy seed to create a spell that carefully

858 and balances the emanation of cold, electricity, and

B bisiting specific weather effects for a period of 20 hours.

g e energy seed this way has a base Spellcraft DC of 25.

aIEd extends to a two-mile-radius centered on you.

BUREe the spell is cast, the weather takes 10 minutes to
Bt Ordinanily, you can't directly target a creature or object,
B mdvect effects are possible. You can create cold snaps,
RWe, thunderstorms, fogs, blizzards—even a tornado that
s andomly in the affected area. Creating targeted damaging
sGifEqlires an additional use of the energy seed.

You can also use the foresee seed to gain one basic piece
of information abour a living targer: level, class, align-
ment, or some special ability (or one of an object’s magical
abilities, if any). For each additional piece of information
revealed, increase the Spellcraft DC by +2

SEED: FORTIFY
Transmutation
Spellcratt DC: 17 (see text)
Components: V, §
Casting Time: 1 minute
Range: Touch
Target: Creature touched
Duration: 20 hours; permanent for age adjustment
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless

Spells using the fortify seed grant a +1 enhancement
bonus to whichever one of the following you choose:
* Any one ability score.

* Any one kind of saving throw.
» Spell resistance.

= Narural armor.

The fortify seed can also grant energy resistance 1 for one
energy type or 1 temporary hit point. For each additional
+1 bonus, point of energy resistance, or hit point,
increase the Spellcraft DC by +2.

The fortify seed has a base Spellcraft DC of 23 if it grants
a +1 bonus of a type other than enhancement (such as
luck or insight). For each additional +1 bonus of a type
other than enhancement, increase the Spellcraft DC by
+6. 1f you apply a factor to make the duration permanent,
the bonus must be an inherent bonus, and the maximum
inherent bonus allowed is +5.

The fortify seed has a base Spelleraft DC of 27 if it grants
a creature a +1 bonus to an ability score or other statistic
it does not possess. For each additional +1 bonus, increase
the Spelleraft DC by +4. If a spell with the fortify seed
grants an inanimate object an ability score it would not
normally possess (such as Intelligence), the spell must
also incorporate the life seed.

For the effects of specific weather conditions, see the Weather
Hazards section of Chapter 3 in the Dunvceon MasTer's Guide

FORTIFY: ANOTHER USE

A special use of the fortify seed grants the target a permanent
+1 year to its current age category. For each additional +1 year
added to the creature's current age category, increase the
Spelicraft DC by +2. Incremental adjustments to a creature's
maximum age do not stack; they overlap. When a spell
ncreases a creature’s current age category, all higher age cate-
gories are also adjusted accordingly,




Granting spell resistance to a creature that doesn’
already have it is a special case; the base Spellcraft DC of
27 granus spell resistance 25, and each additional point of
spell resistance increases the Spellcraft DC by +4 (each -1
to spell resistance reduces the Spelleraft DC by -2).

The fortify seed can also grant damage reduction 1,/+1,
For each additional point of damage reduction, increase
the Spelleraft DC by +1. For each additional point of
required weapon enhancement above +1, increase the
Spellcraft DC by +3. For example, damage reduction of
5/+3 would increase the Spelleraft DC by a total of +10

SEED: HEAL

Conjuration { Healing)

Spelleraft DC: 25

Components: V, S, DF

Casting Time: 1 minute

Range: Touch

Iarget: Creature touched

Duration: Instantaneous

Saving Throw: Yes (harmless; see text)
Spell Resistance: Yes (harmless)

Spells developed with the heal seed channel positive energy
into a creature to wipe away disease and injury. Such a spell
completely cures all diseases, blindness, deafness, hit point
damage, and temporary ability damage. To restore perma-
nently drained ability score points, increase the Spellcrafi
DC by +6. The heal seed neurralizes poisons in the subject’s
system so that no addirional damage or effects are suffered.
It otfsets feeblemindedness and cures mental disorders
caused by spells or injury to the brain. It dispels all magical
effects penalizing the character’s abilities, including effects
caused by spells, even epic spells developed with the afflict
seed. Only a single application of the spell is needed 1o
simultaneously achieve all these effects. This seed does not
restore levels or Constitution points lost due o death.

[o dispel all negative levels afflicting the targer,
increase the Spelleraft DC by +2. This reverses level
drains by a force or creature. The drained levels are
restored only if the creature lost the levels within the last
20 weeks. For each additional week since the levels were
drained, increase the Spellcraft DC by +2.

Against undead, the influx of positive energy causes
the loss of all but 1d+ hit points if the undead fails a For-
titude SAVINg throw.

A spell developed with a special version of the heal seed
flushes negative energy into the subject, healing undead
completely but causing the loss of all bur 1d4 hit points
in living creatures if they fail a Fortitude saving throw.
Alternatively, a living targer that fails its Fortitude saving
throw could gain four negative levels for the next 8
hours. For each additional negative level bestowed,
increase the Spelleraft DC by +4, and for each extra hour
the negative levels persist, increase the Spelleraft DC by
+2. If the subject has at least as many negative levels as
Hit Dice, it dies. 1f the subject survives and the negative
levels persist for 24 hours or longer, the subject must

make another Fortitude saving throw, or the neg
levels are converted to actual level loss.

SEED: LIFE
Conjuration { Healing)
Spellcratt DC: 27
Components: V, 5, DF
Casting Time: 1 minute
Range: Touch
Target: Dead creature touched
Duration: Instantaneous
Saving Throw: None (see text)
Spell Resistance: Yes (harmless)

A Sp;"” dl.“l-';‘]d_‘i]_"l:fd with the life seed will restore lifs
complete vigor to any deceased crearure. The condigh
of the remains is not a factor. So long as some smallg
tion of the creature’s body still exists, it can be reurs
life, bur the portion receiving the spell must havels
part of the creature’s body ar the time of death.|
remains of a creature hit by a disintegrate spell count
small portion of its body.) The creature can have b
dead for no longer than two hundred years. Fore

additional ten years, increase the Spelleraft DC byl

The creature is immediately restored to full hit o
vigor, and health, with no loss of prepared spells Hall
ever, the subject loses one level (or 1 point of Conss
tion if the subject was 1st level). You cannot revive s
one who has died of old age.

You can also use the life seed to give actual life to no
inanimate objects. You can give inanimate plants and s
mals a soul, personality, and humanlike sentience. Tonl
ceed, you must make a Will save (DC 10 + the targetsl
Dice, or the Hit Dice a ‘F'I].'IIII: will have once it comes w8

The newly living object, intelligent animal, or sentie
plant is friendly toward you. An object or plant has &
acteristics as if it were an animated object (see the Mt
Manual), except that its Intelligence, Wisdom, and
risma scores are all 3dé. Animated objects and planis g
the ability to move their limbs, projections, roots, cing
legs and arms, or other appendages, and have sensesss
ilar to a human’s. A newly intelligent animal gets 3
Intelligence, +1d3 Charisma, and +2 HD. Objects, o
mals, and plants speak one language that vou know, g
one additional language that you know per point of Ing
ligence bonus (if any)

SEED: REFLECT
Abjuration
Spelleraft DC: 27
Components: V, S
Casting Time: 1 minute
Range: Personal
Iarget: You
Duration: Uniil expended or 12 hours

Attacks targeted against you rebound on the origist
attacker. Each use of the rflect seed in an epic spelli




tlitctive against one type of attack only
fells (and spell-like effects), ranged
ks or melee arracks. To reflect an
we spell, where you are not the
m'gfl I:"L” JiC L'Jlllﬂl'll 1n ‘l"ll_' YICIN-

i increase the Spelleraft DC by
220 A "*Il'l.lll.l:‘ successful use of

If you prefer to create a mobile sensor (speed 30 feer)
that you control, increase the Spellcraft DC by +2. To use
the reveal seed to reach one specific different plane of

existence, increase the Spellcrabt DC by +8. To
allow |T‘|~1J_.=:i-..'.|||'..' enhanced senses to work
through a spell built with the reveal seed,
increase the Spellcraft DC by +4.

[0 cast any spell from the sensor whose
range is touch or
E[FI.':I.[L'E. INCTEase

the Spellcraft DC
by +&; how-
CWET; YO LSt
maintain line of effect to
the sensor at all times, 1f your line of

mled expends its protection.
Spells developed with the
Wit seed against spells and
_I;‘I‘”.']llrie' etfects return all
iﬂ'ﬁ‘”fhl‘fh of up to 1st
el For each addi-
ol level of spells
!n‘hft'ﬂl'ﬁ'!i'l.:l.
lcrease the
Sellcraft DC by +20. Epic
L s are treated as 10th-level
pells for this purpose. :-:'-.1'. =
Agtinst 0- to 9th-level
fgells. the desired effect is auto-
mtically reflected. An opposed
e level check is required
ben the reflect seed is used
it another epic spell. 1f the enemy
caster pers his spell through by winning the

etfect is obstrucred, the spell ends. To
free vourself of the line of effect
Festriciion tor casting
spells through the
sensor, mulriply
the Spellcratt
DC by x10.

The reveal seed

has a base Spellerakt
DC of 25 if you use it to
pierce illusions and see things as
et level check, the epic spell using the reflect seed is they really are. You can see through normal and magical

Rerpended, just momentarily suppressed. darkness, notice secret doors hidden by magic, see the
lthe reflect seed is used against a melee artack or exact locations of creatures or objects under bl or displace
iged attack, five such attacks are automarically re- ment ettects, see invisible creatures or objects normally, see
back on the original attacker. For each additional through illusions, see onto the Ethereal Plane (but not into

Mk reflected, increase the f';i_':-r_‘”l.'l.li.l. DC by +4. The extradimensional spaces ,and see the true form of I_*.._:I\,--
fiscted atrack rebounds on the amacker using the same r!mrpht*nl. t'h:'ll'l;l.‘,l.'l.:l. or transmuted I!hing- The range of
fack roll. Once the allorted atracks are reflecred, the such sight is 120 feet

llusing the reflect seed is expended.

SEED: SLAY

L D REVEAL Necromancy [ Death]
Divinatson Spelleraft DC: 25
Sedllcraft DC: 19 (see toxt Components: | 5

..1' mponents: l'-'.| 5 Cagting T';mq: 1 minute
jasting lime: | minure Range: 300 fr.
EE: See fex! Target: One living creature

Blect: Magical sensor Duration: Instantaneous
Bumtion: 20 minutes (D) Saving Throw: Fortitude partial or half (see rexi
aming Throw: None Spell Resistance: Yes

Spell Resistance: No

] A spell developed using the slay seed snuffs out the life
QERen ee some distant location or hear the sounds ar torce of a living creature, killing it instantly. The slay seed
mme distant location almost as if you were there. To

ol hear and see, increase the "'*]‘l.‘]!-:.'rali-l DC by +2. Dis- R EEEEEE— e
e {5 not a factor, but the locale must be known—a
it Eiml-hll' to you or an obvious one (such as behind
W0or around a corner, or in a grove of trees). The spell

REVEAL: ANMOTHER USI

You can also use the revenl seed to develop spells that will do any
ane of the tollowing: duplicate the read magric spell, comprehend
the written and verbal language of another, or speak in the writ-
ten ar verbal language of another. To both comprehend and

IRiles an invisible sensor, similar to that created by a
g spell, that can be dispelled. Lead sheeting or mag-
:' Protectiom | suiq I‘!n as arlpmagi field, simd Blank, or non-
Siliehon) blocks the :ip--:|]. and vou sense that the :~|."rl| i%

B blocked

speak a language, increase the Spellcraft DC by +4




kills a creature of up to 80 HD. The subject is entitled to a
Fortitude saving throw to survive the artack. If the save is
successful, it instead takes 3d6+20 points of damage. For
each additional 80 HD affected (or each additional crea-
ture affected), increase the Spellcraft DC by +&

Alternatively, you can use the slay seed in an epic spell
to suppress the life force of the target by bestowing 2d4
negative levels on the target (or half as many negative
levels on a successful Fortitude save). For each additional
1d4 negative levels bestowed, increase the Spelleraft DC
by +4. 1f the subject has at least as many negative levels as
Hit Dice, it dies. If the subject survives and the negative
levels persist for 24 hours or longer, the subject must
make another Fortitude saving throw, or the negative
levels are converted to actual level loss.

SEED: SUMMON

Conjuration (Summoning)

Spellcraft DC: 14

Components: V, 5

Casting Time: 1 minute

Range: 75 f1

Effect: One summoned creature
Duration: 20 rounds (D)

Saving Throw: Will negates (see text)
Spell Resistance: Yes (see text)

You can summon an outsider. It appears where vou desig-
nate and acts immediately, on your turn, if its spell resist-
ance is overcome and it fails a Will saving throw: It atracks
your opponents to the best of its ability. If you can com-
municate with the outsider, vou can direct it not to artack,
to attack particular enemies, or to perform other actions

The spell conjures an outsider vou select from the Mon-
ster Manual (or an alternative source allowed by your DM)
of CR 2 or less. For each +1 CR of the summoned out-
sider, increase the Spelleraft DC by +2. For each addi-
tional outsider of the same Challenge Rating summoned,
multiply the Spelleraft DC by %2. When you develop
:-Li:u.'" with the summon seed that summons an air, chaotic,
earth, evil, fire, good, lawful, or water creature, the com-
pleted spell is also of that type.

If you increase the Spelleraft DC by +10, you can
summon a creature of CR 2 or less from another monster
type or subtype, such as giant, humanoid (goblinoid), or
undead. The summoned creature is assumed to have been
plucked from some other plane (or somewhere on the
same plane). The summoned creature attacks vour oppo-
nents to the best of its ability; or, if you can communicate
with it, it will perform other actions. However, the sum-
moning ends if the creature is asked to perform a task
inimical to its nature, such as commanding a good crea-
ture to attack an innocent, or commanding any creature
to commit suicide. For each +1 CR of the summoned
creature, increase the Spelleraft DC by +2.

Finally, if you increase the Spellcraft DC by +60, you
can summon a unique individual you specify from any-
where in the multiverse. You must know the target's

name and some facts abour its life, defear any n
protection against discovery or other protections
sessed by the target, and overcome the targert’s spellm
ance, and it must fail a Will saving throw. Agais
target is under no special compulsion to serve you

SEED: TRANSFORM

Transmutation

Spellcraft DC: 21

Components: V. 5

Casting Time: 1 minute

Range: 300 fr.

Target: One creature or inanimate, nonmagical obj

Duration: Permanent

Saving Throw: Fortitude negates (see text)

Spell Resistance: Yes

Spells using the transform seed change the subjec
another form of crearure or object. The new form can
in size from Diminutive to one size larger than the sub
normal form. For each additional increment of size che
increase the Spellcraft DC by +6. 1f vou want to trans
a nonmagical, inanimate object into a creature ofy
type or transform a creature into a nonmagical, inanis
object, increase the Spelleraft DC by +10. If you wa
change a creature of one type into another type (for e
ple, undead to outsider), increase the Spelleraft DC by

Transformations involving nonmagical, inanimates
stances with hardness are more difficult; for each 2 pos
of hardness, increase the Spellcraft DC by +1.

[o transform a creature into an incorporeal or g
torm, increase the Spellcraft DC by +10. Conversel
you want to overcome the natural immunity of a gasg
or incorporeal creature to transformation, increasef
Spelleraft DC by +10.

The transform seed can also change its target into s
one specific. To transform an object or creature intof
specitic likeness of another individual (including mes
ries and mental abilities), increase the Spelleraft DCY
+25. If the transformed creature doesn't have the levd
Hit Dice of its new likeness, it can only use the abilitis
the creature at its own level or Hit Dice.

If slain or destroyed, the transformed creature or obig
reverts to its original form. The subject’s equipment
any, remains untransformed or melds into the newf
body, at your option.

The transformed creature or object acquires the phys
and natural abilities of the creature or object it has b
changed into while retaining its own memories and men
ability scores. Mental abilities include personality, Inel
gence, Wisdom, and Charisma scores, level and cliss B
points (despite any change in its Constitution score), dlig
ment, base attack bonus, base saves, extraordinary abilits
spells, and spell-like abilities, but not its supernatural ib
ties. Physical abilities include natural size and Streng
Dexteriry, and Constitution scores. Narural abilities inc
armor, natural weapons, and similar gross physical qualins
{presence or absence of wings, number of extremirties,




irth), and possibly hardness. Creatures transformed
inanimate objects do not gain the benetit of their
@unstormed physical abilities, and may well be blind,
i dumb, and lll‘lt:l‘g‘!lllg. l'."l'l'l_wn:'['-i transformed into crea-
B gain that creature’s average physical ability scores, but
ensidered to have mental ability scores of 0 (the fortify
dcan add points to each mental ability, if desired),
bt each normal extraordinary ability or supernatural
pity granted to the transformed creature (allowing a
an rransformed into a basilisk to use the basilisk's
Riving gaze, tor :*xam]'.nlt'i. increase the ‘."j].‘n-.']ll:l':ll-l DC
118
ihe transformed subject can have no more Hit Dice
ayou have or than the subject has (whichever is
erl. In any case, for each Hit Die the assumed torm
wove 15, increase the Spelleraft DC by +2.

i TRANSPORT

psmutation [ Teleportation]

elicratt DC: 27

ponents: VvV, 5

ting Time: 1 minute

ipe: Touch

et You and touched objects or other touched
l1].'1i|.'|j,j_ Creatipes x-.--.-ighing up to 1,000 k.

fation: Instantaneous, or 5 rounds for temporal
mnsport

og Throw: None or Will negates (see text)
el Resistance: No or Yes (see text)

Belis using the transport seed instantly take you to a des-
mted destination, r;'gjrd!ri_i:-i of distance, For Lh[ur'|.'||:!-
mvel, increase the Spellcraft DC by +4. For each addi-
@il 50 pounds in objects and willing ereatures beyond
base 1,000 pounds, increase the Spellcraft DC by +2
I8 base use of the transport seed provides instanta-
s travel through the Astral Plane. To shift the trans-
ttion medium to another medium (such as the Plane
B8hudow), increase the Spellcraft DC by +2. You need
make 3 saving throw, nor is spell resistance applicable
e Only objects worn or carried (attended) by
! rpr'f:-i-un reCenve '_-;;l'.'ing ']"I]'L]"l'ﬁ"b .'lru] "iFH.'H. resise-
¢ For a spell intended to transport unwilling crea-
s, increase the Spellcraft DC by +4.

Mlou must have at least a reliable description of the
towhich you are rransporting. If you attempt to use
mgort seed with insufficient or misleading infor-
ion, you disappear and simply reappear in your origi-

h:llﬂllﬂ

R0: ANOTHER USE
ead of creating an epic spell that uses the ward seed to
Uiy all spells of a given level and lower, you can create a
. Bt nullifies a specific spell (or specific set of spells). For
R specific spell so nullified, increase the Spellcraft DC by +2

SEED: WARD

As g Fl_"l:_"l.:l.;'[! LIS I.:It- [ht“ fl'.lH":'r‘h"l'r "l-l.'i.'ll- WO G 1]['1.'{'][11:" 1|
spell that temporarily transports you into a ditferent
time stream (leaving you in the same physical location);
this increases the Spelleraft DC by +8. If you move your-
self or the subject into a slower time stream for 5 rounds,
time ceases to flow for the subject, and its condition
becomes fixed—no force or effect can harm it until the
duration expires. If you move yourself into a faster time
stream, vou speed up so greatly thart all other creatures
seem frozen, though they are acrually still moving ar
their normal speeds. You are free to act for 5§ rounds of
apparent time. Normal and magical fire, cold, poison gas,
and similar effects can still harm vou. While yvou are in
the fast time stream, other creatures are invulnerable 1o
vour attacks and spells; however, you can create spell
effects and leave them to take effect when vou reenter
normal rime.

Because of the branching nature of time, epic spells
used to transport a subject into a faster time stream
cannot be made permanent, nor can the duration of §
T‘I.:l'l.l.n'i.l..\_""- l.-H.' I:':";ll'."rl.d L"L!.

More 51'n'|p]1.', vou can haste or slow a subject for 20
rounds by transporting it to the appropriate time stream,
This decreases the Spellcraft DC by —4.

Abjuration

Spellcratt DC: 14

Components: V, 5

Casting Time: 1 minute

Range: Touch

Target: Touched creature or object of 2,000 Ib, or less; or
10-fr.-radius spherical emanation, centered on you

Duration: 24 hours

Saving Throw: None

Spell Resistance: Yes

You can grant a creature protection from damage of a
specified type. You can protect a creature from standard
damage or from energy damage. You can protect a crea-
ture or area from magic. Alternarively, you can hedge out
a type of crearure from a specified area

A ward against standard damage protects a creature
from whichever two you select of the three damage types:
bludgeoning, piercing, and slashing. For a ward against
all three types, increase the Spelleraft DC by +4. Each
round, the spell created with the wand seed absorbs the
first 5 points of damage the creature would otherwise
take, regardless of whether the source of the damage is

per spell level above 1st. For example, if you want to create an
epic spell that protects you specifically against charm person
and dominate person, the Spellcraft DC would increase by +0
and +8, respectively.



include the area of the ward, and such spells fail i
any target within the ward. This includes spellliks
ties and spells or spell-like effects from magic 8
However, any type of spell can be cast through ey
the ward. You can leave and return to the protectsd
without penalty (unless the spell specifically
creature and does not provide a radius effect

The ward could be brought down by s targeted §
magic spell. Epic spells using the dispel seed may}
down a ward if the enemy spellcaster succeeds argg
level check. The ward may also be brought down g
targeted epic spell using the destroy seed if the
spellcaster succeeds at a caster level check

-PIC PSIONIC POWERS
If you have the Psionics Handbook and advance
psionic characters beyond 20th level, vou can creste
psionic powers. '

fariant: Epic Psionic Seeds
Psionic characters can acquire epic “spells,” though
their parlance they are epic powers. Psionic chang
take the Epic Manifestation feat, which works jug
the Epic Spellcasting fear. The prerequisites for this
are 24 ranks of Psicraft, 24 ranks of Knowledge psiong
and the ability to manifest 9th-level psionic powers
Just as spellcasters use no spell slots to cast epic
psionic characters use no power points to manifeag
powers. Instead, they freely manifest their knowng
powers a number of times per day |_-.;_|u;3| to their Knowlsd
(psionics) skill divided by 10 (round down). Generallg
natural or magical. For each additional point of protec- the other epic spell rules work for epic powers 35w
tion, increase the Spelleraft DC by +2. except as noted below for displays.
A ward against energy grants a creature protection from
whichever one you select of the five energy types; acid, ~TABLE 2-4: PSIONIC SEEDS AND FacTORS
cold, electricity, fire, or sonic. Each round, the spell absorbs s Ealse A
the first 5 points of damage the creature would otherwise F'EIDE"
take from the specified energy rype, regardless of whether Psychometabolism Telepathy
the source of damage is natural or magical. The spell pro- Fortify 17 Compel 1
tects the recipient’s equipment as well. For each additional Shay 25 Contact :
point of protection, increase the Spellcraft DC by +1. Transform 21 Delude 1
A ward against a specific type of creature prevents bodily Heal 0 Psychokinesis :
contact from whichever one of several monster [ypes you Psychoportation Drspel i
: - ey : Banish 27 Energy L
select from the Monster Manual (giants, humanoids, or out- S rimioe 14 Reflect 2
siders, for example). This causes the narural weapon attacks Transport Destroy b
of such creatures to fail and the creatures to recail if such Clairsentience Ward "
attacks require touching the warded crearure. The protec- Afflics 14 Metacreativity
tion ends if the warded creature makes an attack against or Foresee 17 Armor 14
intentionally moves within § feer of the blocked creature., Reveal 13 Conjure -l
; Caonceal 17 Animate dead FE|
Animate 25
Life 55

Spell resistance can allow a creature to overcome this pro-
tection and touch the warded creature,

A ward against magic creates an immobile, faintly
shimmering magical sphere (with radius 10 feet) thar sur- Spellerst
rounds you and excludes all spell effects of up to 15t level, DC Modifie
Alternarively, you can ward just the target and not create Discipline
the radius effect. For each additional level of spells to be seed within primary discipline

Display
Hide visual display {epic psianic seeds substitute
one Vi display for V and § companents)

excluded, increase the .":Pt‘ll{'r.ﬂ.‘l DC by +20 (but see
below). The area or effect of any such spells does not
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RETOOL BEHIND THE SCENES

The preferred method for incorporating the Epic Level
Handbook into your game is to be a revisionist. As the DM,
vou simply decide that epic characters, monsters, items,
and quests have always been a part of vour world. Prior to
the PCs' advancement 1o equal heights of lofty achieve-
ment, they never realized what a dark, dangerous place
the multiverse truly was,

NPCs, legends concerning great deeds, and terrible
monsters the characters have heard of during the course
of the game might have actually been epic, even if the
PCs hadn't previously realized it. For example, the necro-
mancer lord the characters put down several levels ago
was secretly one of many pawns of an undead abomina-
tion called an atropal. The necromancer and others like
him sought to release the atropal from its age-long
entrapment in all its undead glory. And now, the terrify-
ing warlord the characters have long heard about isn'
actually 14th level, bur 241h.

Keep in mind that not every sovereign is necessarily
an epic character. In fact, most probably aren't. Why?
Simply put, bureaucracies are boring and a poor place to
earn experience points,

If the PCs have already faced most of the known
threats of the world, remember, there is always Sauron's
master, Grendel’s mother, or whatever heretofore unreal-
ized secret master works for your campaign. Of course,
leaving the world behind from time to time (see below) is
also an option

THE FIRST EPIC CHARACTERS

Maybe your characters haven't heard of other epic NPCs

betore because they are among the very first to advance

to 215t level. There are several reasons why this might be
the case, including;

* Your world is young. Someone had to be first, and your
characters are ir.

* Advancing to 21st level is hard, requiring something
other than simply accumulating enough experience
points to break into the higher order. Perhaps it requires
specific sponsorship by a deity, the completion of a

MEAN TRICKS FOR DMS: THE SOLO TELEPORTER

Many parties quickly learn that the most efficient method of

travel is for one person to carry the rest of the group, either
shrunken by the reduce spell, carried in a portable hole, or
otherwise made easily transportable. The solo character then
flies, teleports, or passes ethereally over, across, or through
an obstacle,

The clever DM relishes these opportunities to make the
party pay for its efficiency. The next time your wizard opens up
the portable hole and says “All aboard!” before teleporting
across your carefully planned hazard, be ready with an even
nastier trap or opponent on the other side. A single character
is easy to defeat, particularly if she hasn't scouted ahead.

grand quest, ot slaying the guardian of the Flae
Destiny, which previously prevented anyone §
advancing beyond 20th level,

A great change, cataclysm, or other far-reaching
shakes up your campaign world so much that the
rules of the universe are altered. Such a change g
conceivably be brought about by the characters &
selves (if they slay the guardian of the Flame of Deg
for example), or it might have nothing to do with
characters other than allowing them to ad
bevond 20th-level.

One consequence of being the first epic charactersisg
the characters won't find many epic magic items. PGy
have to craft their epic items themselves or find 13
plane where epic magic items can be had,

LEAVE THE OLD WORLD BEHIND

Maybe you don't want to change the universal ruls
your campaign world or be a revisionist. In thise
maybe your campaign world has hard rules limi
advancement beyond 20th level. But things are diffes
in distant dimensions of reality. Perhaps in wold
beyond the Material Plane, such restrictions fall
More is possible on the Outer and Inner Planes, andg
planes that touch them.

If you decide you like the sound of a unives
spanning campaign, all your characters need 1o d
leave their home plane for grander adventures in strng
places. In some exotic planar metropolis, they can fis
population base and economy suited to the buyinga
selling of epic magic items. Epic characters, creat
demons, devils, angels, demigods, and abominatie
gravitate to such a place. Characters can still retum
their home dimension, but they will find that the
power level is reduced to what they possessed ar 2
level. Epic magic items acquired in the realms beg
might not function properly, or they might be o
pletely unaffected.

Manual of the Manes contains detailed informationg
other planes of existence. Chapter & An Epic Seit

Be sure to milk as much drama out of this situation g
possible. Send the players whose characters are inside the ho
out of the room while you play out the encounter with &
single player. After the dragon on the other side makes she
work of the lone character, the dragon can take all the timelk
wants carrying the portable hole to someplace even naste
before opening it—such as the bottom of a river or a pool g
lava, Then bring the rest of the players back into the roos
letting them wonder for a bit when their buddy is letting thes
out, The looks on their faces when the portable hole opens, the
floods with water (or worse) are worth the grumbles you'll hag
to put up with for years to come,




povides an example of such a campaign setting, the city-
e of Union.

2 o
[ Al A 5
e are several methods, tips, and rule variants for stay-
Bgon top of your epic adventures

Mt EFIC DUNGEON
inces are, your characters have been delving into dun-
geons for most of their adventuring careers. Even if
Singeons have comprised only a fraction of your cam-
ign, there's no reason to leave them behind now that
e characters have reached epic levels. Whether your
Wmpeon’ takes the form of a crumbling fortress, an evil
gemple, 2 lost tomb, or a complex of natural caverns,
there are ways to upgrade it to provide a reasonable chal-
t0 epic characters

lyour campaign has progressed through 20th level
PRy, you've probably already discovered how 1o make

it dungeons tougher. From cleverly trapped rooms to
ei imi‘ﬂ:ﬂf.llul t'.il!.‘ll.'urllhh. E!'H.'TI'_" dIC 3 1.'.'1ru:t‘_..' l;!lll LU=
pts that make any dungeon a fit challenge for epic
{inciers. Even the mundane elements of a dungeon
g be upgraded for epic level play.

iaddition 1o the walls detailed in the Duscion Mastess
Sl wills in dungeons can be made of mithral, adaman-
g%, o7 even pure force.

3-1: WaLLs
Typical Break Hit Climb
Wil Type Thickness DC Hardness Points® DC
Paper-thin ] Thp 30
s B in, 0 &0 hp 21
11t i5 90 hp 15
L supenor 1 ft. 35 S0 hp 20
 teinforced 1 fi. 45 180 hp 15
S  hewn 3ft. 50 540 hp 22
e, umworked 5 ft 65 900 hp 20
3in 30 90 hp 25
3in. 46 S0 hp 70
aminiing iin 1 120hp 70
peally treatedtr — +20 »d it —
= 1in n/a nfa nfa 70
of ice linflWl 15+1fin. 0O 3 hpfin. 25
ﬂfi!'l:'ﬂ linfdlvis 25 + 2fin. 10 30 hpfin. 25
: linfdlhvis 20+ 2fin. B8 15 hp/in. 22
by 10-ft. section.
- he rr‘m-du‘l'ers can be applied to any of the other cate-
s 20 trpes.
0 50 whichever is greater

Riile the dungeon doors described in the Duncrox
Bkl Guide may provide little challenge (or interest)
wm epic adventurers, both magical etfects and
Jemative materials can turn a boring door into an
gemsting challenge. For instance, a portal of mithral or
pimantine can slow down even the strongest would-be

door basher, while a door tormed of pure force (perhaps
through a variant application of the wall of force spell) is
completely immune to damage.

TasLe 3-2: Doors

Typical Hit  Break DC
Door Type Thickness Hardness Points Stuck Locked
Simple wooden Tin. 5 10hp 13 15
Cood wooden 11/2in 5 15hp 16 13
Strong wooden 2in, 5 20hp 23 25
Stone 4in. 8 60 hp 28 28
Iron 2in, 10 6&0hp 28 28
Mithral 2in 15 60 hp 40 40
Adamantine 2in. 20 E0hp &0 GO
Force 1in. nfa nfa nfa nfa
Portcullis, wooden 3 in. 5 30hp 25% 25%
Portcullis, iron 2 in. 10 b0 hp 25* 25%
Portcullis, mithral 2 in. 15 60 hp 30* 30
Parteullis, adamantine 2 in. 20 B0 hp 40% 40%
Porteullis, force 1 in. 10 nfa nfa 50*
*DC to lift. Use appropriate door figure for breaking

Locks and |’.-|||_|-'a

A typical lock or set of hinges has a hardness § higher
than its substance’s hardness, and it has half as many hit
points as a door of its type.

The DC of the Open Lock check required to bypass a
lock varies by its quality, and is equal to the Cratt
(locksmithing) DC used to create the lock. Simple
locks are DC 20, average locks are DC 25, good locks
are DC 30, and amazing locks are DC 40 or higher.
Don't be afraid to use locks with an Open Lock DC of
50 or higher.

Remember that the knock spell can bypass even the
roughest lock. If you want to use tough locks in your
dungeon, you might want to create a spell that protects a
door from knock spells (perhaps by giving it an effective
spell resistance against the knock spell and similar
magics, even though such spells normally aren't attected
by spell resistance). You can also foil the knock spell with
more mundane methods, such as i'?'g.' 11:1'[|.n11'n_g barred
gates or portcullises (which the knock spell can't open)
instead of doors, or simply by including an occasional
enormous door (since the knock spell’s area is limited by
the caster’s level). For example, a locked stone door 80
teet tall and 40 feer wide would require a 32nd-level
caster to bypass it with a knock spell.

Obstacles. Hazards, and Traps

Because traps generally “top out” at Challenge Rating
(CR) 10, they rarely prove challenging to high-level or
epic adventurers and should rarely result in any experi-
ence point reward. Instead, the clever combination of
one or more obstacles, hazards, or traps with crearures
|h..'|t ||.'|I.':1.' ;n.l'-.'..il.‘lt:tgd." UI‘I "hi.'ﬂ'l Ldan 'il'l.l.'!'l!."ﬂHl“ []'l.l;," t"{FL’Tt{"HE‘t'
point reward for the monster, as described in Chapter 7
Rewards in the Dusceox Master’s Guide.,

For instance, the moving wall pushing the PCs
toward a 200-foot-deep pit isn't a significant challenge
to epic adventurers—rthey can easily fly or releport
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over the pit or move ethereally across the
gap or through the wall. However, the
Huge beholder living in the pit can use its
antimagic cone to turn flvers into fallers.
Or walls of force in front of the stone wall, and
along the passage, and on the far side of the
pit can block ethereal travel. Perhaps the pas-
Sage on the other side i% an :I]luh:'ﬁrl conceal-
ing an acid-filled rank and a black dragon
ready to atrack the first character who tele-
ports across. You could easily rule thart this sce-
nario makes the monsters significantly more difficult,

TABLE 3-3: Eric OBSTACLES AND HAZARDS
Obstacle/Hazard Effect

Acid tank 1d6 damage per round, or 10d6 per
round for total immersion; plus
poison fumes,

Megates all spells or magical
effects

Blocks bodily extradimensional
travel,

Ranged attacks impossible, flight
virtually impossible.

2d6 damage per round, or 20d6 per
round for total immersion; plus
centinuing damage.

Requires seven different spells to
bypass

Move at one-tenth normal speed,
=2 penalty on attack and damage
(goed when coupled with
incorporeal monsters),

Blocks most spells and ethereal
travel, can't be dispelled

Levitation fflying required to move
between areas,

Teleportation required to move

.'ﬂ.rll'.rrrrjgli ‘I':e'.':'.f
Dimensional anchor trap
Hurricane-force winds
Lava pit

Permaneni prismatic

sphere

Permanent salid fog

Permanent wall of force

Three-dimensional
dungeons

Unconnected rooms
betweean areas.

Variable gravity

As reverse grovity, but direction
random each round.
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[able 3-3: En
Obstacles and Hg
ards provides som
ideas you can use
your epic dunges
Most of these won't stop epic characters, but they migh
give them pause while they consider rhe best to o
ceed. You can also look at the Skills section of Chapter)
Characters, Skills, and Feats for rasks thai require pame
ularly high DCs,

Don't be afraid to require specific spells or abilitiess
bypass obstacles. Even if the characters don't have fog
disintegrate spells handy right now, they can probabl
acquire them pretty quickly (or come u p with an als
native plan 1o bypass the obstacle). Of course. it's Pose
ble to overdo it when placi ng obstacles. Remember the
somebody had to build this dungeon at some point, il
somebody probably lives there still and thus has ton
[gate the hazards.

{

Ot course, even the simplest obstacles and hazard
can use up the characters' valuable resources, If the iy
have to use a couple of teleport or ethereal jaunt spells u
pass through dangerous areas, that means they wost
have the spells available later. Don't be afraid to use fh
power of attrition to wear down characters. With the vag
array of resources available to characters, you'll needs
the gadgets in your DM's toolbox

ingeon shmes, Molds, and Fungi
In a dungeon'’s damp, dark recesses, molds and fung
thrive. In dungeons where epic magics bathe the growth
and epic creatures live, epic slimes thrive. While some




gnts and fungi are monsters, and other slimes, molds,
:ndfnng'l are not dangerous enough to seriously threaten
Spany of epic characters, at least one variety prov ides a
Senons dungeon encounter. For purposes of spells and
otk her special effects, all slimes, molds, and fungi are

'lmd:ls plants. Like traps, dangerous slimes and molds
sive Challenge Rarings, and characters earn experience
#minr encountering them.

& Hux Slime (CR 21): Flux slime appears as a clear, vis-
'I'mh'quid that seeps from some unseen origin point.
his origin point is extradimensional, so the slime may
‘pr]r in '|'|T||.I"||.|-

..II.! the slime flows, it settles and fills the area around
gorigin point. Thus, every encounter with flux slime
- be unigue. On one occasion, the flux slime may
Wbble forth from underground, like an underground
$ping, slowly creating a pool of slime and perhaps till-
ing # basement or dungeon. In another instance, Hux
'.iﬂntm:lj.' appear as a sort of slow, thick waterfall thar
setms 10 dribble our of the air. Flux slime can appear in
18 most remote wilderness or in the hustle and bustle
plthe city. It may even bubble up from beneath the sur-
fi¢e of the ocean.

Hux slime seems 1o be an inert substance, devoid of
Sentience. It is not caustic or toxic, but it radiates an
Wi [icld within a radius of 10 feer. Any quantity of
Sime that is removed from the main mass of the stutf yel-
s and hardens in a martter of minutes, turning into a
fiky material that will not adhere to anything.

Inreality, flux slime is a growth with a ravenous
Iﬁ!nlr:f-:nrm.lgu.ﬂ forces. It is a natural draining
Benomenon: Magical energy drains rhmuhh the
Bigin point in one direction in exchange for the
®idue on the far side. The antimagic field a flux slime
paenates is actually the byproduct of the consump-
fon of magical energy.
Snaddition to the antimagic freld’s ettects, magic items
that come into contact with flux slime permanently lose
el magical abiliries; crearures with spell-like or super-
rl abilities that come into contact with it take 2dé
sof temporary Constitution damage per round
while it devours flesh; creatures without such abilities are
mune o this effect.
808 the first round of contact, the slime can be
need off & creature, but after that it must be trozen,
Z gmed, or cut away (dealing damage 1o the victim as
:I.F_'I:I:!'EI.'I‘H‘LL:M heat, or sunlight destroys a parch
o flux slime.
fhen destroved, a patch of slime releases the byprod-
ol its magical digestion in a dangerous burst that
flages out 50 feet. All creatures caughr in this burst are
Jioet 1o some random and permanent transmutation
it 2 penerated on the table below. Each burst gener-
i one of these effects. Creatures may resist this effect
Rieh Fortitude saving throw (DC 29,

d% Result

01-10  Blindness (as blindness/deafness spell)

11-16  Cursed (as bestow curse spell; —4 enhancement
penalty on attack rolls, saving throws, ability
checks, and skill checks)

17-26  Deafness (as blindness/deafness spell)

27-32  Disintegrate (subject is destroyed by a disintegrate

spell)

31340  Etherealness (as etherealness spell)

41-48  Gaseous [as goseous form spell)

49-54  lron body (as iron body spell)

5560  Petrification (as flesh to stone spell)

61-68  Plane shift (subject instantly transports to a
random plane)

69-74  Polymorph (as polymaorph other spell; choose form
randamly)

75-80  Reverse gravity (flux slime becomes the center of a
reverse grovity spell).

81-88  Teleport (each subject teleports to a different,
random location)

89-94  Temporal stasis (as temporal stosis spell)

g5-00 Reverse aging (subject gets younger each year,

disappearing at moment of “hirth")

After the burst, the extradimensional origin point is
sealed

THE EPIC WILDERNESS

As characters reach higher levels, the occurrence of
wilderness encounters in the campaign gradually tades.
Characters rarely walk or ride overland to their destina-
tion: now they teleport, wind walk, or otherwise get there
quickly and safely. The idea that “getting there is half the
fun” no longer has much meaning when “there” is only a
spell away, There's nothing wrong with this—after all,
given a choice, most of us would 'Ir.']f}"l.‘rl'[ to work rather
than driving, biking, or walking.

Even so, vou can still use wilderness encounters in
your game. You just have to figure out a way to make
wilderness travel part of the adventure. Perhaps the
party has to track their scrying-protected quarry through
the Fire Swamp, and thus they can’t simply teleport 1o
his location. Maybe they need to visit every farm in a
hundred-mile radius of the city, making rapid-transport
spells less useful. The key is to come up with creative
reasons for the party to slow down and interact with
the environment

Another problem with wilderness encounters is that
they will rarely be a significant challenge to the PCs.
hMost .;Pi-.' MONSIErs aren’t just 'n.'l.'.,I]‘.llir.'I'iI‘l;.: around the
countryside waiting for a party of adventurers to en-
counter them. (If they were, there would be a lot fewer
farms and towns scattered around the countryside.) Stll,
you can continue to use wilderness encounters as role-
PL-'"*'“"L- encounters, for local flavor, and just as a change
of pace tor the characters.

If vou find vour game dragging because of too many
meaningless wilderness encounters, it may be time to
“fast-forward” through the wilderness journeys so you
keep the game exciting. There's little need to waste your
players' time by playing through every encounter with a



TABLE 3—4: AVERAGE DAMAGE Dice
Number d4 d6 da
of Dice Average Average Average
2 3 4
5 7 g
7 10 13
10 14 18
12 17 a2
15 21 27
17 24 3
20 28 i6
22 N 40
23 35 45
27 33 45
a0 42 L4
iz 45 LE
15 49 ]
i7 53 67
40 56 s
42 59 i
45 B g1
* The Planes Have Infinite Variety. Whatever strange 47 66 85 T
environment you need for an adventure probahly 20 20 70 90 1L’
exists on another plane somewhere. You can thus For numbers of dice greater than 20, take the figures fius

: . i two lines on the table and combine them Always use the
avoid I.‘rl':ltlns.',.dungec:n atter dungeon that defies the figure in the 20 dice column (perhaps multiplying it for lane
Material Plane’s natural laws. numbers of dice) and add the figure from a line for less ths
The Planes Are Alien. The environments, the natives, 20 dice to get the total.

and even the very nature of reality on the planes can be For example, to determine average damage for a roll of
radically different from whar the characters are used to, 36d6, add together the average damage for 20d6 (70) and
This keeps adventures from becoming too predictable, 16d6 {36), which totals 126. To determine average damag&s
a danger of high-level and epic games. 3 roll of 84d6, use the average damage for 20d6 x4 (280) and
B E Pl £ add to it the average damage for 4d6 (14), for a total of 254
The Planes Are Dangerous. From the deadly flames
of the Elemental Plane of Fire to the war-torn cubes of invulnerable to your attacks and spells; however,
Acheron, the planes are full of challenging encounters can create spell effects and leave them to take eff
just waiting for epic characters to stumble across them, when the time stop spell ends.”
Many of the monsters in the Monsler Manual with A strict interpretation means that no spells delives
higher Challenge Ratings are fiends or other oursiders. with touch attacks or ranged artacks can affecr rargs
Traveling to the planes means tussling with the tough- while an aggressor uses the time stop spell. An eva
est monsters on the monsters' home turf. stricter interpretation using the same logic disallos
spells that specify a targer. Thus, vou couldn't cast §
AVERAGE DAMAGE Olto’s irresistible dance spells on a target, though you coll
Like everything else in an epic game, spells and weapons cast four firchalls, which would go off when the time s
do more damage and require you to roll more dice per spell ends
effect than ever before. And thar might suit you just fine. See the Spell Resistance for Time Slop variant, later inih
If so, skip this next part. chapter, for an alternative method of handling this spel
If you find that rolling 20d6 every round is slowing the
game down, have your creatures deal average damage NARROWING CHALLENGE RATINGS
instead. But don't always use average damage, because As the player characters continue 1o advance in e
sometimes the roll of a double fistful of dice is dramaric. levels, the standard rules about effective Challenge i
Sometimes a good roll by a monster could pur a hearty ings work only within a smaller range. A standard tace
scare into an overcontident PC. Likewise, a poor roll by a for lower-level games is to use multiple creatures wik
monster might be all that stands berween a character and low Challenge Ratings against characters to creates
certain death Encounter Level equal to the party’s average level. Unfs
tunately, the powers of epic PCs rapidly begin to outsim
DEALING WITH TIME STOP monsters with lower Challenge Ratings.
The time stop spell is porent even before characters At low levels, you could use multiple crearures wit
reach epic levels. Epic spells that similarly manipulate Challenge Ratings 6 to 8 lower than the characters s
time are even more powerful and can come 1o domi- age level. At high and epic levels, you'll discover thars
nate the game. However, you can limit the potential ensure an adequate challenge, you should use multig
mavhem of time stop and similar effects simply by creatures with Challenge Ratings no more than 4 ors
strictly interpreting the rule that “other creatures are lower than the PCs' average level.

gang of goblins or pack of wolves, unless such an en-
counter serves a larger purpose in the advenrure (for
example, the goblins might know the location of the lair
of the great wyrm red dragon nearby),

PLAMAR TRAVEL

While planar travel isn't a necessary part of your D&D
adventures, by the time your characters reach epic levels
they have probably already begun exploring other planes.
They've almost certainly been to the Ethereal Plane and
Astral Plane (with the appropriate spells), and possibly
they've visited Inner and Outer Planes as well. Manual of
the Planes has more information on using planar travel in
vour adventures.

In fact, epic characters may spend a lot of time travel-
ing on the planes. The planes make excellent adventure
locations for epic characters, for a variety of reasons:
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Exceptions abound, however, See the Intelligent
Myersaries section, below, for one exce ption to this rule,
ind see the NPC Challenge Rating variant, later in this

thapter, for additional guidance on dealing with NPCs.

ELLIGENT ADVERSARIES
Mot every challenge need be a straight-up fight. You can
thallenge your characters without making every creature
@l NPC a killing machine. What yvou decide to do with
theadversaries is at least as important as what their Chal-
knge Rating is. In a world where epic characters roam,
otatures have learned to survive by thinking beyond
umpie, all-out assaults,

Minimize Weaknesses: Creatures of any Challenge
I-ﬂlhg but especis l|l1r those with a C ]1:1I]vngw Rating
lower than the characters’ average level, will try to be as
iepared a5 possible when facing epic threats. They will
imimimize their own weaknesses and maximize whatever
Weiknesses they can discover about their foes. A white

gon that is susceptible to fire is certain to cast protection
i dlements (fire) on itself before combat. Other fire-sen-
fthve creatures thar can't case spells will gulp a potion of
-'ﬂ'ﬂlﬂll from elements (fire). Other creatures with built-in
Seknesses will attempt to limit them. For example, vam-
s in an epic game should always have a deeper davkness
biem or spell at hand

lortify with Spells: Many creatures (such as dragons)

L. H’.‘i].'.'l’.'l.l.:i. l'itl.!ﬂ.'r hl.'L'i]l.l.Hl." ||.-|1."||' I"lil".'i.' Ii.""r'i.'lh- in 1 hFH‘_'II'
g class or because they have spell-like abilities.

fiore 4 fight, read through the monster's options and
sure that it has cast its defensive spells ahead of

it it has any warning at all. Spells such as unholy
displacement, and invisibality should never be left
meast. Likewise, a creature with access to dispelling or
digpelling may want to target the characters, who
than likely prepared themselves with spells prior to

. gonfrontation.

S Magic irems that confer spells serve the same function

monsters that can't cast their own spells. Some good

o include items that confer stoneskin, haste, see invisibil-

. Mur, and true strike,

Slnaps: Like creatures at any level, creatures thar face

adventurers can't go wrong by using traps to fortify
ihele lairs. Tended traps, where a creature actively works
B the trap, may be the edge a creature needs to beat
d:mv:rm For example, a trap that blasts intruders
pnsound and requires a save for half -.tnmagl might be
d by a construct programmed to emerge from
;=- and attack any creature just caught in the trap,
Becharacters who fall prey to the trap are softened up,
e construct has an edge right off the bat. The sound
Qe trap going off might be a signal thar calls more
Eorcements, involving the PCs in a long bartle with
_ continuing to appear every round for a dozen
unds or more
Hitand Run: Finally, weaker creatures may try hirand-
1CHCS against epic characters, if they are mobile
Bougs. But even foes with access to haste and teleportation

will be caught by characters who are similarly prepared if
they do not take enough time between assaults. While
each break gives characters a chance to heal and recast
protective spells, they must use up prepared spells,
charges, scrolls, and other resources to do so. This is the
goal of hit-and-run tactics by less powerful adversaries.
Once the characters start to feel the pinch of reduced
resources, they will begin to look for a place to rest and
recuperate. That's when the monsters launch an all-out
attack, led by more powerful foes who have held back
their best abilities until now.

Capitulation: Foes know the power of epic charac-
ters, and they may choose to surrender if the situation
begins to look bad. Foes that surrender are still consid-
ered to have been defeated as far as overcoming the chal-
lenge is concerned. However, surrendered foes may live
[ II‘I.'IL||.'.r|1." |.|."|L' t‘l‘l;.’ll.';l{‘h'r*: :Il.-lth]“."r li“?ﬁ'. r'u'il."ﬁ.,":!l'i'l.,"r. 'I."-']'Il.l.:"
the characters attempt to pump them for information, it
15 likely that the information flow will go both ways.
Intelligent captives can note party strengths, relation-
-ihi['l:-'.. and other Ij;'r-:'-;,‘if-it' information that Thw_,.' could
conceivably use to betray the characters later.

For example, a monster being interrogated by the char-
acters will learn how they look, act, and sound. Later, that
creature may attempt to use illusion magic or the Dis-
guise skill to pass itself off as one of the characters in
order to double-cross them or cause confusion

Misdirection: Smart foes gather information on the
characters from afar using divination, scrying, and spies.
Even then, the foe will attempt to send underlings and
powerful servitor creatures 1o deal with the characrers if
possible {and the servitors might use any of the tacrics
previously described)

Even if a smart opponent takes an active hand in com-
bat against aggressive characters, the odds of survival
improve if the characters never directly observe the foe
The project image spell is one way to accomplish this tech-
nique. Another ploy is using the magic jar spell. A spell-
casting foe might take the body of a physically tough
creature, but have a servant hiding nearby with a gem
(the tocus of the magic jar spell), If things go poorly, the
spellcaster retreats to the crystal, which is the signal for
the servant holding it 1o teleport away. The magic jar strar-
egy might be particularly effective if the characters
accept the surrender of a foe that they think is a minor
underling. In fact, the minion is really the mastermind,
and it's listening to every word the characters say.

Diversions: The tried-and-true method to divide and
weaken good-hearted foes is to create diversions that
cause some characters 1o abandon a tight or never take it
up in the first p]:lg'u:. For t"h;il'l'l.'lp-l,l,'., evil opponents mi_ght
S0 4 ravenous monster |.I:H:|.\,"'\.I'." ina F'l.l],'.']l.{ 1 LaH ] II.H!_";,[ “'“l_l
innocents prior to making their own bid to steal the
crown jewels.

Target Items: In the D&D game, most characters are
a lot weaker if they don't have their equipment. Intelli-
gent foes know this and may attempt to destroy a power-
ful sword, staff, or other item. The obvious way to do this




is to simply artack the item, perhaps using the Sunder
fear. Once the dwarf PC loses his axe, he'll have to resort
to his backup weapon. Intelligent foes will also attempt
to use Sunder on a wizard’s headband, well known for its
ability to boost mental power. A wizard whose Intelli-
gence score suddenly drops will lose access to some of
her best spells.

Another racric is the use of the Improved Disarm feat.
If a character loses direct hold of an item, using the shat
ter spell on it becomes much easier

UDDEN JEOPARDY

A common feature of high-level and epic games is the
“save or die” situation. As these effects grow in fre-
quency, it becomes more and more unlikely that a group
of epic characters can go more than an encounter or two
without yet another PC dying. While the same is true
for the monsters, remember that each player has only
one character, while vou always have another monster
around the corner with an implasion spell sizeling on its
clawed fingertips.

Don't necessarily have an opponent target a character
who has a hard time with a partic ular ype of saving
throw (Fortitude save for wizards, Will save for fighters,
and so torth). By the time the characters get 1o 215t level,
many of them will have a large gulf between their higher
and lower saves. Against a typical DC, Mialee the epic
wizard will always make her Will save, bur Lidda the epic
rogue will almost always fail. It would be appropriate,
however, for a creature or NPC to target a certain charac-
ter if the party is facing an adversary who can distinguish
(for example) the wizard from the rogue and who would
know from experience that the rogue is more vulnerable
to its attack form or 5-:p{-|.:;.1i ahjlin_.s_

See the Epic Luck variant and the Three Deaths and
You're Out variant, below, for ways of dealing with the
issue of sudden jeopardy.

VARIANT RUILES

For the most part, an epic game functions just like any
other game of D&D. The basic rules are the same,
although a few minor rules are changed, as described in
this book. In addition to the rules found here and in the
D& D rulebooks, yvou mav want to consider employing
some variant rules. For instance, the Defense Roll variant
presented in T..'il:Jlefl' 3 of the Duncron Mastea’s Guide can
make for an interesting duel between an epic PC and her
archrival. Some new variants are presented below:

'ARIANT: OPEN-ENDED ROLLS
When characters reach epic levels, the rule that natural
s always fail and natural 20s always succeed can lead 1o
frustrating results. The Duncros Masreas Guide presents
one option that can help alleviate this situation: Using
the Automartic Hits and Misses variant in f'_'i'|-,|'|_ﬁn_-r 1 a
natural 1 is treated as a roll of =10 and a narural 20
becomes a roll of 30. Bur this just delays the problem

Eventually, even a =10 will hit anything, or 2 308
land a hit.

The open-ended roll presents another option. W
ever you roll a narural 1 on an attack roll, a saving ths
a skill check, or an ability check, roll again and subg
20 from the new result. Thus, if an epic fighter swung}
sword at a frost giant and rolled a natural 1, he m
then roll a second time and subtract 20 from the s
roll to determine his result. 1If you roll a narural 1 ag
second roll, roll again and subtract 40, and so on
tracting 20 each consecutive time a narural 1 is roll#

On the other end, any rime vou roll a natural 3
again and add 20 to the new result. Thus, if the samef
giant were exposed to a mefeor swarm from an epic wig
and rolled a natural 20 on his Reflex saving throm
would roll again and add 20 to the new result. Aswiths
natural 1, if a marural 20 is rolled on the second roll
would roll a third time and add 40 1o the result, and

A natural 20 on an attack roll still threarens 1 cisg
hit as normal, and the confirmation roll is made sy
T-'vlh‘i‘_t’ from any additional rolls made to determinegg
outcome of the initial attack

Because this variant reduces the likelihood of creans
gerting an automatic success or failure, it generally fa
the PCs (as does any element that reduces randsl
chance in the game).

VARIANT: DEATH FROM MASSIVE DAMAGE
In a typical epic game, many PCs and monsters can ds
enough damage with a single artack 1o force a Forrind
saving throw to resist death from massive damage.
results in a lot of extra dice rolling, which will slow d
combat. In addition, the DC 15 Fortitude save is so s
for most epic characters that it represents simply a fla
chance of dying—they will always make the save, e
on a roll of 2, unless they roll a natural 1 for an aulomn
failure. A battle can become a grisly game of Russs
roulette in which each combatant hopes he won't beth
first to roll 4 natural 1.

For that reason, it is highly recommended that youds
card the death from massive damage rule for any PCe
NPC of 215t level or higher, as well as any monsterof (1
21 or higher. However, if you decide to keep this nuk
you should strongly consider raising the thresholds
which such a roll is required, from 50 points of damages
SOmME greater amount.

One method is simply to increase the threshold by i
hit points for every level or Hir Die above 20. This allo
powerful characters and monsters to resist the thread
instant death.

Another method is to leave the threshold the same. by
allow characters and monsters access to the Resist Degh
feat (described below),

Using the Open-Ended Rolls variant discussed abow
will generally reduce the likelihood of a combatan dlying
from massive damage. However, it will have absoluk
no effect on the frequency of such checks, so you migh
still want to consider one of the options listed abow




el Death
Yom are l.'a]:I.!Hr.‘ of 'n".':illl'.-:lahdihg tremendous amounts of
dmuge without risk of instant death.

Rrerequisite: Character level or HD 21+

Benefit: The amount of damage from a single attack
it causes you 1o make a Fortitude save (DC 15) or die
Bubles (from 50 points to 100 points .

Special: 1f you are using the Death from Massive
Mimage Based on Size variant found in Chapter 3 of the
Besceon Mastenrs Guide, this feat doubles the numbers
pren in Table 3-8: Massive Damage Based on Size. Thus,
Wmall creature’s threshold would go from 40 points o
M while a Huge creature’s threshold would increase
from 70 points to 140,

Tou can gain this feat multiple times. Its effects stack.
Remember that two doublings equals a tripling, and so on.

MANT: EXTENDED “"DEATH'S DOOR”

B the time a character reaches epic levels, the range of
Bt points at which he is considered to be dying (1 to -9
ilusive) looks like a prerry small window. With so
tich damage being dealt on each attack (not to mention
B round ), it's not uncommon for most characters to go
Smight from healthy (more than © hit points) to dead
WEt0or fewer) with a single hir.

W this is problematic for you, consider extending the
finge at which an epic character is considered 1o be
iring 1o be 1'qu.a] to his character level subtracted from 0
fhis level expressed as a negative number, in other

g8}, Thus, a 21st-level character would not die until
it points were reduced o —21, while a 30th-level

mxcter could survive at —29 hit points, dying at -30.
S lhis variant has the effect of reducing character mor-

Yintwo ways. First of all, it makes it more likely that
ithincter won't go straight from healthy to dead in a
single strike. Second, it greatly increases the length of
ime 1t takes a dying character to actually die. A 40th-

ficharacter might linger near death for a few minutes
e actuilly passing away. Thus, you should only use

B variant if you are comforrable with increasing the

theacters survival rate.

MRIANT: SPELL RESISTANCE FOR TIME

TP

L B ¥ariant is not for everyone, but you can try it a few
Hmes 10 see how you like it. Modify the characteristics
dopand epic spells with similar effects by chang-
Ii!ﬂp-:itﬂml.mm_e entry to “Yes (see text)." By doing
Bkyou are indicating that whenever a time stopped crea-
e interaces with a creature stuck in normal time (by
eaing 2 spell 1o 1ake effect on the creature in normal
the time stopped creature must penetrate the rarget’s
il resistance, if any. 1f spell resistance succeeds in
Mocking the effect, the time slopped creature is pu”wd
Bk into the normal time stream immediately, and the
gRends If you are using this variant, you should ignore
famnct interpretations noted in the Dealing with Time
Bpsection, above.

VARIANT:

VARIANT:
ouT

VARIANT: NPC CHALLENGE RATINGS

NPCs above 20th level cannot compare in power to PCs
of the same level and class for two reasons: An NPC
does not have the resources to obtain magic items of the
same caliber available to the PCs. Nor can NPC spell-
casters afford to develop epic spells like PCs can. Of
course, you can always give your NPCs the equipment
youd like them to have, but generally you should try to
provide NPCs with equipment commensurate with
their level.

This variant changes the standard rule for assigning a
Challenge Rating ro an NPC. Rather than giving an NPC
a CR equal to his or her character level, the variant sets
the Challenge Rating of NPCs of 21st to 30th level as
equal to their character level minus 2. Thus, a 25th-level
NPC sorcerer is CR 23, and two 25th-level NPC sorcerers
are an Encounter Level (EL) 25 encounter. For everv ten
levels an NPC has above 21st level, subtract an additional
2 trom the NPC's character level to get the NPC's Chal-
lenge Raring,

This system must be watched closely, or some dis-
continuities may develop. For example, adventures
with a steady diet of NPCs will soon provide the PCs
with more treasure than expected. Thus, you should
stagger NPC encounters with monster encounters and
other threats that have normal or even substandard
amounts of rreasure.

EPIC LUCK
Epic characters are lucky, plain and t,-imph*. In the Epic
Luck variant, all creatures with 21 or more HD can make
a luck roll once per day, rerolling one roll they have just
m’ult‘ The creature must take the result of the reroll, even
if it is worse than the original roll. Creatures or characters
that already have a similar ability (such as clerics who
have the granted power of the Luck domain) gain one
more use of it per day.

THREE DEATHS AND YOU'RE

lo use this rule, you must keep careful track of the char-
acters” hit points. Then, whenever the character would
otherwise die due 1o a failed save, Constitution damage,
negative levels, or normal damage, you instead adjust the
effect on the fly so thar the character does not die.
Instead, the PC is only slightly more wounded, or she
manages to avoid the effect altogether. In your notes, give
that PC a checkmark. When you would otherwise give
the character a third checkmark, don't adjust the damage.
The character takes the full brunt of the attack or spell
and dies.

THE EPIC CAMPAIGN

Because your characters have become so powerful, you
could find it difficult to continue using the same old
plots to keep them entertained. On the other hand,
those “same old plots” have kept them coming back 1o




the game table all these years. So broadening the scope
of the game 1o make it epic doesn't require you to throw

out all you know. It just requires some consideration of

the logical consequences of what your characters can
now do. Here are several tips for staying on top of vour
E€pic campaign

DESIGNING SITE-BASED ADVENTURES
Adventures linked 1o a specific site—a dungeon, a ruined
kl‘ul‘l- a lost L'.l]l{"!.'-----:.':ll't be just as eftective and exciting

for epic characters as for their lower-level counterparts.
However, just as high-level characters can often bypass
many obstacles at a typical adventure site, epic characters
are likely to have abilities that make the hazards in an
average dungeon meaningless

Omne trick to writing an epic site-based adventure is to
think big. While a five-level dungeon of fifty or sixty
rooms might have seemed enormous at one time, a party
of epic adventurers can probably scout the entire com-
plex in minures, quickly identifying key assault points
and turning your intricate adventure into a couple of
encounters. Instead, spread the site out over a large area.
Maybe rooms aren't connected by corridors, requiring
multiple teleport spells to get from place to place. Perhaps
the dungeon exists on multiple planes simultaneously,
requiring plane shifl, etherealness, or astral projection to
travel berween areas.

DESIGNING EVENT-BASED ADVENTURES
In many epic games, event-based adventures take promi-
nence over site-based adventures, Because the characters
can't always easily identify the challenges of an event-
based adventure, their vast abilities may not come into
play as often.

Of course, even an event-based adventure isn't
immune to the powers of an epic character. Count on a
lot of commune spells and contacting of other planes. By
now, @ bard can rattle off a half-remembered poem or
story about almost everything thar has ever existed via
bardic knowledge. Find the path and discern location will
lead the characters unerringly to their goals. And of
course, miracle and wish can shred a well-plotted adven-
ture in moments.

Still, you shouldn't penalize characters for using their
powers, Instead, be prepared for these actions. Assume
that the characters will know :*'-.‘l:r'.'lhing there is to know
abour anyone or anything involved in the adventure-
and make thar knowledge helpful, even critical for suc-
cess, But don't make it the solution to the problem. Jus
because the characters know where the king's assassin is
hiding doesn't mean that the mystery is solved. They
might have to cross two planes, cut a deal with an
archdevil, and sneak into the palace of a deity to bring the
criminal to justice

It your campaign has focused on site-based adven-
tures thus far, be wary of shifting your primary style 1o
event-based adventures. If your plavers are used to site-
based adventures, they will probably have crafted their

characters to focus on that type of adventure. If {8
characters are then thrust into a series of event-bs
adventures, the players may feel that their charas
aren't prepared for the change in style. Furthermos
vour players stuck with your campaign through
levels of site-based adventuring, it's likely they e
that style of play.

Regardless of your preferred campaign style, how
vou should always strive for variety in your syl
adventures. There's nothing wrong with mixings
based and event-based adventures, and the most inmg
ing campaigns often use both elements o great efis

CHARACTER MOTIVATION

By now, you should know your characters {and plaje
well enough to understand whar motivates them. So
groups will do anything for a bag (or shipload) of g
while others will strive to do what's righr regardlesg
reward. Some adventurers crave magic and pougy
while others simply seek to find our whar's over
next hill. If a particular reward has motivated the
acters this long, the reward probably still works ing
epic campaign, and there's nothing wrong with thi#
your epic characters go on adventures for the samem
sons they've been going on adventures since 1st lug
that's just fine.

But a truly epic adventure—one thar will be told i
retold by bards for centuries to come—often coms
from something more than strictly personal motin
tions. (This isn't always true; plenty of epic tales e
that just tell about herces seeking wealth, power, i
knowledge.) Generally speaking, the epic adventm
comes in two (similar) varieties: the epic quest and i
divine task.

The Epic Gluest

The epic quest is an adventure undertaken by a herofs
truly monumental reasons or with a spectacular goal#
mind. A search for a fabled artifact might be a gres
adventure, but if you need it in order to turn backs
army of demons on the verge of despoiling the contines
that's an epic quest. A search for a lost tome of dracons
secrets is an adventure, but a search for the birthplaced
the first dragon is an epic quest.

Every epic quest is unique, but they all share ar thee
heart a few characteristics thart transcend the normd
adventure.

* Long Time Frame: An epic quest requires a long time
to complete. It will take months or years at least, md
some quests might take an entire lifetime.

» High Ditficulty: An epic quest is arduous in thees
treme, requiring painstaking research, exhausting trm
els, titanic battles, and more.

Memorable Obstacles: While closely related to diff
culty, a memorable obstacle is more than a few tough
skill checks or a lot of tough monsters. Instead, vou
have to climb the highest mountains or decipher the




oidest tomes on the continent. Rather than fighting an
epic monster, you'll fight the greatest dragon in the
world, defeat the largest army of orcs ever assembled in
Buman memory, or go toe-to-toe with the demon
prince Graz'zt in his own throne room.

* Spectacular Goal: While many epic quests are moti-
wied by such lofty goals as saving the world from the
bosts of hell or preventing a dead god of evil from
wuming to life, even a base motivation such as accu-
mulation of wealth can be epic. Youd better be going
dier truly impressive wealth, however: the Diamond of
All Souls, the Sword of the High King, or something
equally stunning.

e Uvine Task

fnriation on the theme of the epic quest is the divine
B 2 duty or assignment given to a character by his or
Rt deity, The divine task is most often bestowed upon a
ﬁ-lu-:lrr with a strong link to his deity, such as a cleric,
#ihose who have strong divine elements in their powers
cluding druids, paladins, rangers, and even black-
gurds). However, any character can be the recipient of a
e task. Some might be chosen for their devoutness,
#ille others might be assigned the task as a form of
Sentance or atonement.

The divine task shares many elements of the epic quest,
Bugh in some cases the goal may simply be to please (or
dippease) the deity in question. Deities and Demigods has
mformation on interacting with deities.

B the Ante

i kind of plot is ideally suited to epic play, because it
ilves around the notion of increasing both the risks
Wdihe rewards as the characters gain power. This princi-
Pesithe very basis of the DuncEoNs & Dracons game
Bete comes a rime when everything becomes too easy
i ihe characters; they can bypass all the traps, they can
w8t all the monsters, they know all the spells, ho hum.
Mliits why this book was written.

Sieate an adventure that focuses on this very aspect of
meampaign. Suppose that the characters are put into a
filtion where everything becomes interesting again.
sorporate the acrual discovery and acquisition of new
s you find in this book into the storylines of your
@paign. Of course you're going 1o use the material in
Btome in your campaign; that's why you bought the
g Lael Handbook in the first place. But if you actually
Bile discovering and accessing the new powers de
tited here part of the storyline of your campaign, it
e the characters a new challenge, plus it can provide a
gt sense of anticipation for the characters even
et they start down this path

oeinstance, perhaps certain feats have “story ele-
BESSSs prerequisites—maybe you can't use Epic Spell-
Bg until an epic spell is cast on you. Perhaps a skill's
BEtITEness is capped at a certain level until a character
REEOSEG [0 @ new, more epic situation in which he can
RIS, expanding their characters into the epic level

of play is going to be thrilling for the players, but you can
make it more memorable if vou set up adventures that
revolve around this changing situation.

A word of caution: Don't go overboard. The players
may feel a sense of accomplishment the first few times
they receive such an award, but after that, it can quickly
become riresome. You can't make everything in the book
revolve around story elements, or the campaign will
devolve into a series of quests for the next cool ability.

Make certain everyone will benefit from questing
atter the new ability. Every character still has different
strengths and weaknesses, even though each has
attained superior skill ar whar he or she does. If you
tocus on one kind of enticement, and certain character
classes don't benefir trom ir, you face two problems:
First, the characters of classes that aren't receiving capa-
bilities as story awards will find little to interest them in
the story, and second, they will start outpacing the
classes thar do benefir, simply by virtue of gaining their
special features more quickly. Again, if vou add story
requirements to the acquisition of epic spells, make sure
the focus is on both arcane and divine spellcasters bene-
fiting, and make sure the rogues and warriors in the
party see some tangible benefit (such as having some
really cool new protections or abilities cast upon them
once a particular spell is developed).

DEMOGRAPHICS

If you change your campaign so that there have “always’
been epic characters around (see Retool Behind the
Scenes, above), you'll also want to modify the rules for
generating rowns found in Chapter 4 of the Duscrox
Master's Guide. According to the rules presented there,
the gold piece limit of a metropolis is 100,000 gp. In a
game where epic rules are in use, the gold piece limir
needs to increase to meet the needs of epic characters.
Use the tollowing variant table for determining gold
piece limits of towns in your epic games.

TaBLE 3-5: Eric Ranpom TowN CENERATION

d% Town Size Population® GP Limnit
01-10 Thorp 20-80 160 gp
11-30 Hamlet £1-400 400 gp
31-50 Village 401-900 800 gp
51=70 Srall town 901 -2.000 3,000 gp
71-85 Large town 2,001=5,000 15,000 gp
B6-95 small city 5,001=12,000 100,000 gp
95-99 Large city 12,001-25,000 150,000 gp

100 Metropolis 25,001+ 300,000 gp
Special Planar metropolis 100,000+ 600,000 gp

* Adult population, Depending on the dominant race of the
community, the number of nonadults will range from 10% to
40% of this figure

Similarly, the highest-level locals with PC classes in any
given community have to be higher when the epic rules
are “always” assumed to have been in plav. Use the follow-
ing Epic Community Modifiers table in place of the sim-
ilar Table 4—45 found in the Dunceon Master's Guide



TaBLE 3—6: Eric COMMUNITY MODIFIERS

Community Size Community Modifier

Thorp -3

Harnlet -2

Village -1

Small town 0

Large town +4

Small city +8 (roll twice) *

Large city +12 (roll three times) *

Metropolis +16 {roll four times) *

Planar metropolis +20 (roll six times) ?

' A thorp or a hamlet has a 5% chance {d% roll of 96-100) to
add +10 to the modifier of a ranger or druid level
* Cities this large can have more than one high-level NPC per
class, each of whom generates lower-level characters of the
same class, as described in the Dunceon MasTer's Guide

ANAGING WEALTH

Your players rell vou, “If I cash out all my wealth in gold,
I'll have a metallic lump the size of 2 small moon.” Well, of
course, that is an exaggerarion, but not by too many
orders of magnitude. It may be that much of an epic char-
acter’s wealth is tied up in nonnegotiable assers, such as
armies loyal only to the character, private demiplanes,
and custom-built strongholds. But that only accounts for
a portion ot all his or her wealth.

The fact is, the wealth that high-level and epic charac-
ters stand to gain is obscene. Is there even that much gold
In existence on any one world? Probably not. But some-
times characters need to be able to transport large sums
of wealth without the hassle of moving several tons of
volume. Enter the favor,

Epic Economics: An enterprising temple to a god of
wealth has a sideline that has grown into a major compo-
nent of the economy in epic communities. Essentially,
the Temple of Favors backs special pieces of parchment
called favors with the promise of spellcasting: Each note
guarantees redemption in the form of a spell (either
divine or arcane). However, few favors are ever actually
redeemed but instead form the basis of an epic currency;
If you use this option, any community with a Temple of
Favors in or near it honors favors as legal tender.

Favors as Currency: Favors come in three denomina-
tions: f1 (sometimes called a psalm), f10 (sometimes
called a prayer), and f100 (sometimes called a benedic-
tion). Each f1 is equivalent to 1,000 gp, Thus, f10 is equiv-
alent to 10,000 gp, while f100 is equivalent to 100,000 gp.
A temple will never redeem favors for gold (though it
will redeem gold for favors), bur some merchants may
redeem favors for gold, for a percenrage.

SCARCE EPIC NPCS

As an alternative to using the Epic Random Town Generation
table, you might decide that epic NPCs shouldn't be placed
randomly, They generally aren't a naturally occurring part of the
campaign, so you should place epic NPCs specifically as
needed for your world,

MORE USE FROM OLD MAGIC ITEMS
Even in an epic game, the magic items in the Dusg
Master's Guide, or special versions of them, are still ye
What really limits the effectiveness of many of i
items is the DC that these items provide—for ress
cost, the item is usually described ar its lowest pouh
caster level. However, items created with highere
levels and judicious use of the Heighten Spell metn
feat work well in an epic game. Of course, this make
iItem cost more, but epic characters have the resoussg
bear the higher price.

For instance, a staff of hold person created by a wiy
normally grants a DC of 14: 10 (base) + 3 (3rd-level
+ 1 {caster’s key ability score must be at least 13}, Thet
to create this staff would be 375 % 3 (spell levells
(caster level), or 5,375 gp.

However, a staff of hold person with caster level and o
level increased to the maximum would provide 2 I€
23: 10 (base} + 9 (9th-level heightened spell) + 4
key ability score must be at least 19). However, the e
create this staff would be 375 x 9 (for the spell heig
ened to 9th level) % 17 (the lowest level the castor o
be to cast a 9th-level spell) = 57,375 gp.

Consider using the nonepic Enhance Item faird
tailed below for an additional method of raising theld
of a magic item.

Enhance Item [Item Creation]
You can increase the minimum DC for saving throw
magic items you create,

Prerequisite: Any other item creation feat,

Benefit: Choose any item creation fear you alred
know. When you create an item with thar feat, adjusi]
DC for saving throws required by the magic item, ifu
by your key ability modifier,

Normal: When a character creates a magic item, &
uses the minimum key ability score necessary to imbedd
spell of a given level, and the associated modifiers
adjust the DC for saving throws, regardless of her s
key ability score, which could be higher.

Special: You can gain this feat multiple times. Esd
time you take the fear, it applies to a different item o
ation fear that you already know:

REUTILIZING IMPORTANT NPCS
It is probable that over the course of the campaign, i
PCs met and talked to many important creatures amt
NPCs who were obviously much more powerful than t

Mot every metropolis necessarily has an epic wizard, and ne
all epic characters prefer to hang out in civilized areas [u
indeed on the Material Plane at all). It's your choice.




tharicters. For instance, they may have had dealings with
tpowerful wizard patron 1o whom they delivered potent
“tifaces, or perhaps they had to deal with infernal powers
sow and again because they couldn’t get the information
ey needed any other way.

Row that the PCs are 21st level and higher, they can
b dealings with those same NPCs, but perhaps this
- time a5 allies or (even more fun) direct rivals. That power-
Sl wizard may have been corrupted by the artifact the
tharacrers delivered to her back when they were 15th-
el characters, and now they must fight a crazed 30th-
Wvel wizard. Likewise, it rurns out that the powerful
wock is also a 23rd-level sorcerer, and it was only waiting
Bethe right time to collect its dues for helping the char-
#IETS OUIT 50 |[:|:|1§.: ago,

NING A MIXED-LEVELS CAMPAIGN

i 10 the unexpected death of a character or new players
gining the game, you may find yourself in the position of
laving some members of the party ar 27th level, while
hers are lowly 21st-level characters. Generally, the best
lution is to start new characters at a level no less than
w0 kevels lower than the highest-level character in the
Poup. But when your best intentions go astray, you may
il ind yourself with a mixed group of characters,

| Et"]‘:'l !|JJI‘|1C:'IL:III LakTh !1-““ tthlgn lrlhl!‘l ..,\11]1!:"_ .|||.1'|. entures
bt even campaigns for a mixed-level group. Of course,
Mieplaying an intricate plot that includes interesting per-
pnatines transcends level. It matters little whether the
MI of Shantara is !il.'l'l.}"l]'t“i*.l'l.l by the witty u*.'un,[p]:tf.' of
jie 15th-level character or the 25th-level characrer.

& But when it comes to combat, a character four or five
lower than the highest-level PC is outclassed and
i COnstant ]:I~ETl| of death, unless the mixed levels are
Bken into account ahead of time. The golden rule in
ived-level adventure design is to create mixed-level
eounters. Make sure that every major fight contains
pgonists suitable for the ]':Jgi'u_r ld:'r::l characters to
g p|u5 antagonists for the lower-level characters to
aitle and (el well marched in doing so.

Giow the 27th-level sorcerer. Because this is a climactic
Bounter, Crow is two levels higher than the highest-
PC, 2 25th-level cleric. Furthermore, two of the
gider PCs are only 215t level. But Crow has several
pnies that make up a fine CR 21 encounter in their own
i While vou can't force the 21st-level characters to
fight the CR 21 cronies, you have every opportunity to
e Crow engage the higher-level characters directly and
the minions against the lower-level characters.
it the characters do is their own decision, but most
oild deal with immediate threats first before entangling
gemselves in further conflicr.

BINATIONS AND KEEPING SECRETS

Bieof the most difficult snares of high-level and epic
518 the characters' access to divination spells, I
flrlur is not considered ahead of time, divinations

Shoresample, your characters break into the sanctum of

have the possibility to leach the fun our of almost any
adventure. At the same time, it is important to avoid the
trap of denying the characters their “toys.” High-level
characters have endured much to reach lofty heighrs of
pOWer, and their ex perience is chea p-_-hmi il lilr.":.' find out
that “Divinations don't work here, Sorry”

A good scenario turns that phenomenon around: In an
epic scenario, the PCs must use their highest-level
powers, of they'll die. In the case of divinations and simi-
lar magic, they must call on these resources just o find
out what the adventure is all about, who the adversary is,
'.iI'.Hi “'I'I.I'."TL‘ [h 2V must g("l 10 FesD |.".'|!" |]'Il.' :J{i'.'t'HI!LIn'. I’ l]'!l."!-'
do anything less, the adventure is over before it begins,
tor lack of knowledge. Familiarize yourself with the div-
ination resources a character has, know how they work,
when I:lw':."” be ]11'|I:-|:‘u!. and when 1|11:1_."|| be useless,

Questions and Answers: This category includes
augury (Clr 2), divination (Clr 4), commune (Clr 5}, and con-
Lact other plane (Brd 5, Sor/ Wiz 5). All these spells rely on
the interception of “the request for knowledge by some
interested extraplanar creature or diviniry. Powertul evil
entities with an agenda to protect from their peers are
careful to hide their acrivities, So when such a call for
information comes, the evil entity is most likely 1o inter-
cept the question itself. When a question is intercepted
by a self-interested entity, the question is answered in
such a way as to further the ends of the ereature, not the
questioner. If more than a single entity knows the answer
to a given question (which is most often the case, espe-
cially when gods know so much so etfortlessly ), powertul
creatures use wish to gain a 50% chance to intercept any
divination that concerns them directly.

When divinations do get through without interceprion
by self-interested entities, questions are provided with
the usual terse VES OF NO aNSWers. Without the proper
questions, the characters may find it difficult 1o glean
what they really want to know from such tight-lipped
entities. If they get information through other spells,
spying, or simple knowledge or experience, they may
find out whart they need to successtully use a question-
and-answer spell.

General Information: Spells such as commune with
nalure (Drd 5), legend lore (Brd 4, Knowledge 7, Sor/ Wiz
&), and vision (Sor/ Wiz 7) are in the category of spells that
instill informartion into the caster, but fall short of
answering specific questions, These spells are grear for
providing the characters with clues to work from. While
ANSWEers I:_1t-1l. n Come hii[th‘n i:l!'| ITI'I.'!'!F'I._H.I'T '|T“.I for YEIsE,
these spells potentially reveal real names, which spying,
divination spells, and knowledge checks can use. Make
sure you make up a few answers ahead of time to answer
PC guestions about the thrust of a given adventure.

Spying: The spells scryimg (Brd 3, Clr 5, Drd 4, Sor/ Wiz
4) and greater scrying (Brd 6, Clr 7, Drd 7, Sor/Wiz 7) can
ruin a well-plotted adventure in seconds. Even if the PCs
have no knowledge of the antagonist, the Scry DC is at
most 25. To thwart such spying, powertul creatures use a
variety of tactics. One favorite is to provide no protection




against scrying in their sancrum, instead SEIING up pow
erful magic traps so that any crearure that attempts 1o
teleport or travel ethereally to the point scryed is inter-
cepted and instead marerializes in a specific, lethally
trapped room. Others concerned about protecting their
Privacy can set up screens of antimagic ficlds, rely on
magic items that produce false visions, or even create
CUustom epic *-]."L‘il"-. that deal r.[amﬂ_[_{e LOT WOrse | on [I'H_:I‘-;[’
attempting to scry them.

Finding Your Way: This category includes everything
from the lowly locate ebject (Brd 2, Clr 3, Sor/Wiz 2, Travel
2) to its more potent cousin locale creature (Brd 4, Sor/ Wiz
4) to the extraordinarily powerful find the path (Clr 5,
H'IHL"n\'il.‘l.lgt‘ 6) and discern location (Clr
8, Knowledge 8, Sor/Wiz 8). The
limited range, short duration,
and knowledge requirement of
the first two spells limit their
usefulness in most epic situa-
tions. Find the path is more
useful because it lasts hours at
epic levels, allowing flying or
teleporting characters to easily
cover tens or hundreds of
miles. Finally, despire the
F'll.l"'-"l'l.'[ -L"'{ L‘]H’i‘?']l JI.'||.'I'|“I".|| to
locate any creature or object
regardless of its location, the
knowledge requirement (the &
caster must have seen the
creature, possess an item
belonging to it, or have
touched the object) makes
it less valuable in many
adventures, Once the char-
acters meet their foe or
steal one of the villain's
possessions, they are happy
indeed (unless their enemy
is secretly leading them
into a ftrap .

Bardic Knowledge: Though
not a spell, bardic knowledge
(and the lore class fearure of a lore-
master) can have a great impact on the
characrers' ability to know information. For instance. g
bard might be able to connect a reference 1o a mysterious
name with another known name or a particular plane.
Such information might be the connection required to
try a divination spell.

Knowledge Skills: Some characters will have Knowl-
edge skill bonuses high enough o recognize clues you
provide. In such a case, Knowledge checks function just
like bardic knowledge.

HANDLING WISH

Epic characters have more opportunity to use wish spells
than lower-level PCs, While the Player’s Handbook provides

in-depth information about the specific effacts thag
be accomplished with wish, there is less guidingl
other open-ended effects. Certainly, many characten
wish for higher ability scores, up to the limit of theis
ent bonus (+5). When characters try to wish forg
thing that isn't specified in the spell, refer here first
A wish essentially allows the user to change
Often, unintended consequences follow, especially g
wish asks too much. A wish that concentrates on loeg
personal effects is least likely to go astrav. A widh that
to change the belief system of an entire country isg
likely to be misconstrued or simply fail. The jobof
DM is to describe results thar reflect the power of
but not to make the spell so awes
that the characters come 1o ey
wish to solve all their problems
For example, if the players wid
ask that all creatures in Furyg
believe that a particular charag
their true king, the widh isp
verted so that all the affected o
tures instead know thar ke
minds were tampered wil
unsuccessfully. Worse, theys
ognize on sight the pen
responsible for the ateng
A wish can change eveg
that the user finds undesint
A wish thar allows charactend
second chance to achieve s
after an unlucky failure or disg
trous mistake should be allowsd
as long as the rerms of the
don't guarantee success
As the DM, you decide i}
wish is too much. If it invoe
more than just the charsos
and a few other creatus
alarms should go off in yoe
head. Generally, assigningcos
sequences to poorly wordeds
overly grand wishes followy
simple guideline: The resh
should follow the path of lag
resistance. In other words, the resg
should involve the simplest and leass complex wayd
attempring (and failing) to warp reality in exactly the g
the wisher stated. For instance, if a characrer wishes thy
he be forevermore rendered immune to all damage, the
character'’s wish is most easily fulfilled if he is insunt
eradicated from the multiverse, thus ensuring that noth
ing can ever hurt him again, now or forever,

CELEBRITY BREEDS OPPORTUNITY
Epic characters are important, and NPCs pay artentio
to what epic heroes say and do. This fact leads to severd
possible ways that you can give your players powet |
they are known to be epic, the characters are celebrits




S their world. Lower-level NPCs idolize them and may
Heek 1o emulate them.
l The characters in your game could earn the perks of
eelebrity, Possibilities include allowing the characters to
signate 2 national holiday in the country where they
wtomplished some great deed, having a city rename a
et after the characters, or starting a fashion or other
weial trend based on the characters’ dress and habits.
figalar plays and performances might fearure the char-
ks deeds and words. This wide adulation is only pos-
8le if the characters remain near the region where they
Bave had many of their adventures. However, even in
Stant cities or cities on other planes, the reputation of
#pic characters is hard to suppress. Thus, in urban areas
fere is always a chance (1% x character level) that an
gk character will be recognized, even if she is new to
e area or plane.

URDS OF THEIR PERSONAL PLANE

Chiricters of epic power might very well want a demi-
#‘I:ﬂf!hrir own. Let them have one. In fact, allow
fhem to design and create 2 demiplane from the ground
8 Inessence, a demiplane is any bounded space thar is
®pirate from the characters’ plane of origin. Allow the
EHM.I:'HL'D'-';'E the genesis spell (see below) or an item
it duplicates the effects of genesis. Let them have fun
i their new off-planar abode. Allow them to move
86t base of operations there, if they desire, or create an
post filled with their followers, for example,

i
Mmjunation {Crearion)

ileves: Sor/ Wiz 9, Creation 9

Cemponents: V, 5. M, XP

sting Time: 1 week (8 hours/day)

Mange: 150 fr. (see rext)

et A demiplane coterminous with the Ethereal
ffane, centered on your location

wntion: [nstantaneous

wning Throw: None

Spell Resistance: No

Mucreate a finite plane with limired access: a demiplane.
semiptanes created by this power are very small, very
ot planes.

foucan only cast this spell while you are on the Ethe-
il Plane. When you cast the spell, a local density fluctu-
s precipitates the creation of a demiplane. At first, the
egling plane grows at a rate of 1 foot in radius per day
Baninitial maximum radius of 180 feet as it rapidly
Bl substance from surrounding ethereal vapors and
polomarter

Miudetermine the environment within the demiplane
_' B0 You first cast genesis. reflecting most any desire you
gwsualize. You determine factors such as armosphere,
s, emperature, and the general shape of the terrain
Bl cannot create life (including vegetation), nor
BiREnate construction (such as buildings, roads, wells,

dungeons, and so forth). You must add these things in
some other fashion if you desire. Once the basic demi-
plane reaches its maximum size, you can continue to cast
this spell to enlarge your demiplane, adding another 180
teer of radius 1o vour demiplane each time

XP Cost; 5,000 XP

DIVINE ASCENSION

Your epic characters may shake the pillars of heaven and
plumb the depths of hell. And somehow, that is not
enough. Perhaps they would like to actually become
gods. And why not? Let them join the divine ranks and
remain player characters. Becoming deiries opens new
vistas for rulrpl;lying adventures, Divine ascension need
not be the end of the road for vour player characters. In
fact, now they can continue to advance as epic characters
and have a chance in a fight against most demigods.
Eventually lesser deities and intermediate deities will
respect their power.

If divine ascension is possible and the characters are
candidates for the process, the gods mark their progress.
And so do the gods' enemies, which might well be other
deities. The opposing forces of your campaign may seek
to win champions over to their side or, failing that, to pre-
vent the divine candidates from achieving ascension.
Your epic characters are beset with agents of the opposi-
tion as they get closer to the possibility of ascension,

Meeting all the requirements for achieving divine
ascension can be an epic quest for adventures stretching
trom 215t to 30th level and higher.

Complete rules for deities and guidelines for divine
ascension can be found in Deities and Demigods,

100 EPIC ADVENTURE
IDEAS

Here are one hundred adventure seeds vou can use to
generate ideas for your epic adventures and campaigns,

TasLe 3=7: 100 Eric ADVENTURE IDEAS

d%  Adventure Idea

01 A 31st-level balor sorcerer imprisons old friends of the
player characters, holding them hostage in return for a
service,

02 A band of epic death slaadi rogues and sorcerers
begins to waylay all planar travelers who chance
through their recently claimed turf on the Astral Plane.

03 A ranger hero recognized around the world begins to
organize a group of explorers for reasons unknown,

04 A bard college develops a style of music that charms
and dominates any that listen to it too long.

05 A beholder cluster made up of paragon beholders
begins to war with lesser beholder communities,
apparently all seeking a beholder artifact.

06 A prominent deity sickens and will die if the cause of
its divine malady is not discovered.

07 A beloved prophecy long accepted as true fails to
occur because of the characters’ meddling, and the
world turns against them.

08 Ablinding, yellow haze seeps down from the sky,
covering the world




TasLe 3-7; 100 Eric ADVENTURE |DEAS

d%
09

Adventure Idea

A celestial tree hundreds of miles long reaches its
roots down and begins to grow on the warld's
surface. Creatures from other worlds live in the
heights of the tree.

A child is born who prophecy indicates will one day
ascend to godhood.

A circle of brown blights the forest, killing all vegetation
as it continues to expand without limit at an ever-
accelerating rate,

A clan of psionic militants breaks away from the
kingdom—literally. A huge chunk of land hundreds of
acres wide floats up and away (taking with it many
terrified nonpsionic people).

A conjunction of parallel planes somehow energizes a
fowly peasant to the power of a greater deity—but only
until the conjunction ends.

A crosstime catastrophe has cut off the Material Plane
from all others

A dragon kills the ruler of the largest nation and takes
over, calling itself the Dragon King.

A flaw in a true resurrection spell leaves one player char-
acter undead by night and alive by day.

A floating city arrives from across the sea, apparently
fleeing the depredations of the Warlord, an epic
barbarian.

A flock of chichimecs is ravaging across the continent.
A Giantmoot is called by a 25th-level storm giant black-
guard. Powerful giants from around the world (and
other worlds) begin to congregate.

A glorious gemstone in which the first light of creation
still lingers is purportedly languishing in an ancient,
crumbling demiplane

A great chase ensues through endless parallel dimen-
sions as wizard researchers follow the faint trail of the
long-vanished elder elves,

A group of gargoyle paragons claims the Cathedral of
Pelor as its own new home

A hero of renown (a quasi-deity, really) is to be wed to
an elven prince, but the prince's royal family elaims the
prince is under a spell.

A hole is gouged in the veil separating life and death
As the tide of life pours out into the void, all creatures
everywhere begin to die as they accumulate negative
levels. The hole must be mended.

A hecatoncheires and two of its siblings emerge from a
red-lit crevice in the earth.

A lesser deity declares the PCs as its mortal enemies,
enjoining all its worshipers and allies to find and slay
thierm.

A longstanding illusion is pierced, revealing that the
king is nowhere to be found, and that all dictates of
the kingdorn have been actually flowing from the
thieves® guild,

A new deity decides to leave the Outer Planes to set up
its palace on the face of the Material Plane. Once it
arrives, it demands worshipers and servitors.

A phane has determined how to destroy the past (and
therefore the present). Unless it can be stopped, time
itself will unravel,

A planar conjunction will soon come to pass, allewing
the legions of hell (or worse) direct access to a
selected part of the Material Plane for 24 hours, It
can't be stopped, but epic characters may attempt to
defend key cities or strongholds from the onslaught

Adventure Idea

A player character's heart is stolen and replaced W
magical gem or a strange alchemical creation, Wk
knows how long the replacement will last?

A powerful wizards' guild enters all-out war with
deminant religious order of the world.

A quasi-deity wants an escort as it ventures intg 8 ]
Abyss to release a companion quasi-deity from bonds

A rogue moon threatens to crash down upon the
world, ending all life,

A sentient spell-virus is raging out of control ames
spelicasters. All who fall victim to it become partgh
unified mind controlled by a malign intelligance, |

A species of “fish” introduced from another plane kel
provided good eating and relief from famine overthe
last year. Now, thousands [millions?) of the fishlis
creatures begin a sudden growth spurt, transfo
masse into terribly powerful and bloodthirsty predss
A splinter community of humans evalves into 8
subrace sporting strange and variant powers,

A syndicate of assassins dramatically expands its
membership by intraducing a mind-control potios
into a city's water supply

A team of brachyuruses draws a chariot driven byi
powerful fighter into the city, '

A titan seeks those brave enough to release it fram
age-long bondage; its rescuers may face the wrathdl
higher deities.

A vampire scion from another plane begins to con
world after world with the help of a reforged anifig
tegend, Midnight's Heart.

A volcane erupts. In the aftermath, a portal to the C§
of Brass on the Elemental Plane of Fire Femains ope
permanently.

A well-known wizards' guild's magical dumping g

of failed experiments and stale spell components
becomes sentient.

A wizard attempting to summon a powerful devil s
up and somehow summons an abomination insted
an infernal.

A wizard claims to have developed an epic spell i
that, if cast, will slay a deity.

All magic items crafted from a particular city beginis
bestow negative levels on their owners with each ]
All who fall asleep on a selected world cannot be it
ened and eventually die in their sleep. Dream larvae !
suspected. !
An adventuring party stumbles upan the tamb prisse
of an atropal and releases it

An antimagic plague is released by an unknown
causing sickness and eventually death to any whe i
prepare or cast arcane spells.

An artifact belonging to one of the characters must b
destroyed, lest some great catastrophe, which has
secretly been gathering, come to pass.

An artifact capable of dominating all red dragons even
where is discoverad,

An enclave of gnomes customizes an iron colossus
inte a walking war platform,

A group of epic NPCs known for good deeds suddesl
embarks on a death spree, murdering merchants and.
their envoys.

A group of epic NPCs decides to destroy the PC adven
turers, for reasons that are initially obscure,

A sentient, free roaming, self-casting disintegrote spel
breaks loose from a wizard's laboratory.
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#%  Adventure Idea
An epic paladin leads a crusade to hell,
An interdimensional caravan must float on the River
Styx through the dangers of several lower planes,
Anaxims begin to manifest from machines as compli-
caled as simple steam-powered wheels—is it a warning
from the gods of the forge to desist?
Angry epic druids raise the beasts, animals, and dire
animals of the wild, intent on beginning a new world
arder in which nature comes first
As the world ages, frequent earthquakes threaten to
plunge the major nations under the sea.
Biue-skinned merchants begin to sell enormously popu-
lat items composed of dreamstuff—"mined from the
very dreams of a deity,” claim the merchants,
Deeper than the Underdark, the world is discovered
10 be hollow. Hanging in that vast opening is an
unknown, uncharted inner world of stra ngeness.
Dwarf miners follew a vein of adamantine to a hinged
valve sealed with divine magic of an age older than any
. of the current deities.
# Epic rogues steal the Scepter of All Power from the
Dragon King.
&l opportunists slay the Guardian of the Flame of
Destiny, hoping to remald the Law of Reality to their
own liking
Ghosts of every sort begin to rise again, and they won't
iecognize their own undead state,
Mind flayers successfully gain control of a surface
naticn, plunging the region into permanent darkness,
L Jade pyramids of prodigious size rise from the earth.
Saunds unlike any heard before echo faintly from
within their stony cores.
Lonstructlike creatures of insane complexity called
‘machines" move across the land, preparing the way
lot & larger invasion of automated entities.
L Magic begins to fail, supposedly because it is being
“used up” faster than it naturally regenerates.
Mercenary half-dragons who ride force dragons as
iteeds sell their swords (and spells) to an evil empire
Newdorns begin to be born without souls,
Offplane raiders begin to steal peaple away for use as
tlaves and food.
Onice every ten years a small cave provides access into
dmagical, underground world where all living beings
Jgive off colorful light, ruled by mysterious fey lords
with mysterious agendas.
One of the player characters learns about his or her
fesl mother or father—in fact, that parent was a
demon, and that demon has come :qllung_
- Planetars and solars bring heaven's war to the Material
"Pane, slaying any and all they deem evil or immoral,
#rismatic dragons decide that their “species” is the
9y frue draconic race, and they begin a campaign of
gtnocice against all other dragon types.
s Sevtral well-knewn cities and all their inhabitants
Seddenly disappear without a trace. More could follow.
Semeone is breaking the Seven Seals that maintain the
Siegnity of the multiverse.
tThe ancient Great Library has secret vaults where the
"Words Once Spoken are supposedly inscribed in the
B0k of Sleep. To speak them again would remake the

The Clock that Rules the Universe is under attack by
Simane gnome alchemists, who are raiding it for parts
e End Times threaten to begin.

Adventure ldea

The gods of Law put all humanoid races on trial for
their excesses.

The Lord High Priest of Pelor dencunces her deity and
faith

The most feared and reviled weapon of legend, an arti-

fact sword that drains life energy with a touch, is lost
by its owner.
The Mother of Spiders (monstrous Colossal spider
paragon) emerges from her Cocoon of a Million Years
to find a mate for her next spawning
A vast necropolis undergoes a mystical transformation,
Now, each coffin, sarcophagus, and mauscleum leads
to separate cemetery dimensions and realms of death.
The PCs® stronghold mysteriously gains new extra-
dimensional halls and roems of unknown arigin,
cantent, and extent.
The populace decides that they want one of the PCs as
their new ruler, which doesn't please the current ruler,
The secret texts of a prominent religian, recently
discovered, call into question the church's real goal, its
actual origin, and the agenda of its god
The souls of a goed queen and her family are drawn
into the Abyss by an unknown demonic agency.
The spirits of the dead begin to possess the bodies of
the living at an 1:'.-'I::"-EIELE'|E'F.i1inE rabe
The sun is infested with moon-sized parasites, and
may sean fail like so many other stars have fallen to
this celestial infestation.
The winter, which was averly cold, lasts too long—a
xivecal is implicated
The woods begin to grow without bound, invading
field, plain, and city.
The yuan-ti atternpt to awaken the Slumbering Serpent,
a little-known abomination born of their own race and
a god of serpents.
Twenty percent of all astral travelers begin to disappear
in mid-trip. Mid-travel diversion spells are suspected.
Two parallel planes meve too close to each other, and
denizens and objects of one constantly slip onto the
ather, and vice versa,
Unless stopped, an ancient demilich will inject itself
onto the Negative Energy Plane, where it can possess
any undead anywhere in the multiverse.
When a friend or a respected associate is resurrected,
the soul returned to the body has different memaories
from the ariginal. Whence does this soul come?

EPIC ENCOUNTERS

The nature of an encounter need not change dramatically
with epic play. Regardless of the characters levels, you can
still railor encounters for them—presenting challenges
expressly designed tor their capabilities—or you can con-
front them with status quo encounters to which they must
adapt. In fact, the vast array of resources possessed by the
average epic party can make an unrailored encounter
intriguing, because the characters must quickly assess the
best method of meeting the challenge before them.

CHALLENGE RATINGS AND ENCOUNTER
LEVELS
Just as in lower-level play, the Encounter Level of an
encounter is determined using each opponent’s Challenge




TABLE 3-8: Eric ENcOuUNTER NUMBERS

Party
Level
2lst
22nd
23rd
2dth
25th
Zhth
27th
28th
29th
10th
40th
Any

Cne Twio Three Four
20, 21, 22 19 18 17
21,22, 23 20 19 18
22,23, 4 21 20 19
23, 24, 25 23 21 20
24, 25 16 23 22 21
25, 26, 27 24 23 )
26, 27, 28 25 24 23
27, 28, 29 26 25 24
28,29, 30 27 26 25
29 30 1 28 27 26
39, 40, 41 i3 37 36

EL=1, EL, EL+] EL=2 EL-3 EL-4

Rating. Table 3-8: Epic Encounter Numbers allows vou to
quickly determine an appropriate mix of creatures for
Vvour F'.,'l IR

Just as the Challenge Rating system isn't always perfect
at lower levels, in an epic game vou must closely monitor
the characters’ capabilities 10 match encounters to their
power level. Because it becomes increasingly more diffi-
cult to estimate an average party’s capabilities at these
levels, even the hﬂjsT-drsiﬂm'qi system can |1r|!1_,- SETVE a5 a
guide to the DM

For instance, because of the spells known, equipment
possessed, or feats selected by your epic characters, cer-
tain monster capabilities may be more or less dangerous
to them, If the entire party is virtually immune to fire, for
example, you know that fire-using crearures may pose
little threat to the party. This doesn't mean you shouldni
use such creatures—it's not fair to punish the characters
for the powers they've gained—but it does mean thar if
you want such creatures to pose a threat, you should pres-
ent them in situations where they can take advantage of
other abilities. For instance, even if a red dragon's fiery
breath doesn't endanger the characters, its spellcasting,
tlight, and sheer destructive power can still pose quite a
threat in the right environment,

As a last resort, you can also adjust the experience point
reward for encounters that don't pose a threat, Don't
overdo this, however, since it essentially means you are

DON'T PULL YOUR PUNCHES
The best advice for any DM creating an epic adventure is this:
Don't pull your punches.

Don't be afraid to set up a series of encounters or obstacles
that require multiple high-level spells, checks against tremen.
dous DCs, or other grand accomplishments to bypass. If the
characters have survived this long, they have resources available
that should let them solve any problem you can imagine. The
typical epic adventuring group has virtually any kind of mobility it
needs, from flight to teleportation to planar travel. The PCs can
bearn any fact they need, whether through bardic knowledge,
communing, or scrying. They can dispel any spell, resist any

MNumber of Creatures

Five Seven Ten to

orF Six to Mine Twelve Pair
16 15 14 19
17 16 15 20
18 17 16 21
19 18 17 .
20 19 18 23
2 20 19 24
22 21 20 25
23 2 21 26
24 23 22 27
23 24 23 28
15 14 13 38

EL-5 EL-6 EL-7 EL-2 EL=1 ¢

punishing the PCs (by reducing their experienceps
rewards) for good preparation.

REWARI)

Regardless of level, experience points and rreasus
the two primary methods of rewarding the charias
success. The Epic Level Handbook uses the same basics
tems as presented in the Duscron Mastes’s Guide wil
tew modifications as noted below.

EXPERIENCE AWARDS

Awarding experience points for encounters over
works just as in nonepic D&D games. Use the mongs
Challenge Rating (possibly with adjustments hassds
the difficulty of the encounter) to assign an experia
point value for the encounter, based on the average pe
level. Particularly when using the concept of thesy
quest (see Motivarion, earlier in this chapter), yous
want to use the Story Awards variant in Chapter 7 ol 8
Dusceon Master’s Guide, but you should only do soify
and your players are comfortable with ir,

lable 3—9: Epic Experience Point Awards (Singh
Monster) shows the appropriate experience pi
awards for party levels (average level of the charactens
the group) 21st to 40th, and for CR 14 to CR 40,
party levels and Challenge Ratings above these rangs

hazard, and if worst comes to worst, they can use wish or misk
to get what they need. Even death itself is only a 10-minute b
In the action (thanks to true resurrection). And never discount e
ability of characters to simply overcome an obstacle throgg
sheer force. Any epic fighter worth his salt can survive at leasi)
few rounds submerged in a pool of lava, and eventually s
raging barbarian can batter down the adamantine door

Make your characters use all the options available to thes
If nothing else, it lets them feel good that they were prepus
for the adventure. And then whack 'em with the 25thles
vampiric minotaur fighter riding the half-fiendish great wes
red dragon.
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1,050
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1,575
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CR 18
2,100
1,630
1,150
900
625
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CR19
3,150
2,200
1,725
1,200
938
630
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CR 20
4,200
3,300
2,300
1,800
1,250
975
675
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(SINGLE MONSTER)
Challenge Rating

CR 21
6,300
4,400
3,450
2,400
1,875
1,300
1.013
J00

i

CR 22
8,400
6,600
4 600
31,600
2,500
1,950
1,350
1.050

-

W

i

CR28
67,200
52 800
36,800
28,400
20,000
15,600
10,500
£.400
3,800
4,500
3100
2,400
1,650
1275
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RIS tible doesn't support XP for monsters that individua

B just taking them off a table. See Assigning Ad Hoc XP Awards in Chapter 7 of the Dunceon Master's Guide.
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CR 30

73,800
57,600
40,000
31.204)
21,600
16,300
11,800
9,000
6,200
4 800
31,300
2,550
1,750
1,350
925

i

CR 31

e

i

76,800
&0,000
41,600
32,400
22 400
17,400
12,000
9,300
6,400
4,950
3,400
2,625
1,800
1,388
950

ir

CR 32

g
i
80,000
62,400
43,200
33,600
23,200
18,000
12,400
9,600
6,600
5,100
3,500
2.700
1,850
1,425
a7s%

CR 33

2
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B

83,200
&4, 800
44 300
14,800
24,000
18,600
12,800
9.900
6,800
5.250
3,600
2,775
1,900
1,463
1,000

Challenge Rating

CR 34
dric

ol
86,400
67,200
46,400
36,000
24 800
19,200
13,200
10,200

7,000
5,400
3,700
2,850
1,950
1,500

725

1

CR 23
12,600
8,800
6,900
4,800
3,130
2,600
2,025
1,400
1,088
750

CR 35

Trir

9,600
69,600
48,000
37,200
25,600
19,800
13,600
10,500
7.200
5,500
1,800
2,925
2,000

o
92,300
72,000
49,600
18, 400
26,400
20,400
14,000
10,800
7.400
5,700
3,900
3,000

CR 37

Lk

&%
N
3]

06,000
74 400
51,200
39,600
27.200
21,000
14,400
11,100
7.600

5.850

4 000

CR 38

L

g
99.200
76,500
52,800
40,800
28,000
21,600
14,800
11,400

7,800
6,000

CR 39

o

L n

102400
79,200
54 400
42 000
28 800
22,200
15,200
11,7040
8,000

CR 40

g
frar
e

i
105,600
81,600
56,000
43,200
29,600
22 300

15,600
12,000

_ _ lly are eight Challenge Ratings lower than the party level, since an encounter
B metiple weak creatures is hard to measure. See Assigning Ad Hoc XP Awards in Chapter 7 of the Dunceon MasTee’s Guide

e lble doesn't support awards for encounters eight er more Challenge Ratings above the party's level, If the party is taking on
fnges that far above their level, something strange is going on, and the DM needs to think carefully about the awards rather

the following formulas to determine the appropriate

perience point award.

Blithe Challenge Rating is equal to the party level, the
Spenience point award is 300 % the Challenge Rating. If
e Challenge Rating is equal o the party level + 1, the
senence point award is 400 x the Challenge Rating, If
ifjll]h‘hgl' Rating is uql::ﬂ to the party level -1, the
Bpétience point award is 200 x the Challenge Rating,

R ey 2 points the Challenge Rating increases
Hithas from CR 42 10 CR 44), multiply the experience
goint award by 2. Likewise, for every 2 points the

5-':-' mlﬂl.ip!'-' the experience point award h‘_.’ 172

nge Rating decreases (such as from CR 44 1o CR

For example, a CR 42 monster is worth 12,600 XP (42 x
300) to a group of 42nd-level characters. The same monster
would be worth 16,800 XP (42 x 400) 1o a group of 41s1-
level characters, but only 8,400 XP (42 % 200) to a group of
43rd-level characters. It would be worth 25,200 XP (42 x
300 % 2) to a group of 40th-level characters, but only 6,300
XP (42 x 300 % 1/2) 1o a group of 44th-level characters

TREASURE
At hig]'l.r.'r levels, coins and 5.__:-;311{!: make up less of an aver-
age treasure hoard’s value, while the relative value of the
magic items in a treasure hoard increases dramarically
The Dunceon Master’s Guide provides a guide for adding




magic items to the EL 20 treasure hoard to determine
treasures above 20th level, but this doesn't take epic
magic items into account. Because the wide range of epic
magic item values can swing the value of a treasure hoard
by hundreds of thousands of gold pieces (or more), rely-
ing on random generation is troublesome. A single
unusual result can affect campaign balance.

For this reason, you will probably want to determine
epic treasures using at least some nonrandom factors,
Table 3-10: Epic Treasure Values per Encounter indicates
the average value of a treasure based on the Encounter
Level. You can either choose specific portions of this trea-
sLne 'I.IL'||.I|'?\-L"]|. DT VOl Can use [hr‘ 3“‘]1-!{"1'1}" [Teasure Eh‘-..l
ing in the Duxceoy Master's Guide and supplement it
with major and/or epic magic items to bring the overall
value up to the average value given on Table 3-10

For example, if you need to generate an EL 25 treasure
(average value 128,000 gp), you could assign set amounts
of various coins and goods and add a few magic items to
round it out. Alternatively, you could generate treasure
according to the 20th-level line on Table 7-2 in the Dus-
cron Master’s Guide (which would yield approximarely
80,000 gp) and add abour 48,000 gp of epic treasure,

It you want to control the gain of wealth in your cam-
paign, keep the average treasure value over the long run
of encounters at or near the numbers on Table 3-10. If
you provide significantly more or less treasure per i

encounter, be prepared to .J'i.!_i".lut YOUT Cam-
paign for adventurers who have much more
or much less) gear

Alternative | reasures
In addition to the coins, gems, art,
mundane gear, and magic items 9
that make up most treasure
hoards, there are many other
“treasures” that epic characters
can gain. Land, strongholds,
titles of nobility, and reputation
are all good rewards for epic =
and nonepic characters alike. = - -
But epic characters are likely to have even =
greater desires. Appropriate options might *
include artifacts, divine favors, newly granted powers,

TasLe 3-10: Epic TREASURE VALUES PER ENCOUNTER

EL Average Treasure Value EL Average Treasur

21 87,000 gp i 27000 g

22 96,000 gp 32 243,000 g
23 106,000 gp 33 174000 g
24 116,000 gp i4 302,000 gp
25 128,000 gp 35 13 ng
26 141,000 gp 16 365,000 gp
27 155,000 gp 37 401,000 g
28 170,000 gp i3 442,000 @
29 187,000 gp 39 486,000
i0 206,000 gp 40 534,000 ga

assignment to a post in a deity’s power structure, 188
plane or plane of one’s own, or even divine ascess
itselt. And of course, the ultimarte sign that ones da
ter has truly become epic is to hear stories—epicsig
literal sense—rtold about your exploits.

Beware Artifacts: While an artifact can make s
goal for an adventure or even a reward fora Jull'l well &
vou probably shouldn't use artifacts (either ming
major) as random elements of a treasure hoard, Arig
are special cre-
ations that
shouldn'
be left lving ._:‘ —
around i

BEHIND THE CURTAIN: EPIC TREASURE VALUES
The supplementary magic items suggested by the Duwceow
Mas7er’s Cuide don't match the treasure values given here. For
example, the Dunceon Master's Guide suggests that a 21st-
tevel treasure should be just like a 20th-level treasure (average
value 80,000 gp) plus one major magic item (average value
40,000 gp). This would suggest that the average 21st-level trea-
sure should be worth 120,000 gp, yet Table 3-10 shows it to be
only 87,000 gp

Above 20th level, treasure accumulates at a slower s
While treasures throughout most of the characters’ canss
have increased by about 30% per Encounter Level, that o
can't be sustained indefinitely. If the 30% rate continues. chee
acters would quickly gain so much wealth that the econome
of entire worlds wouldn't be enough to supply them. Instest
at epic levels treasure values Increase I::.:I.' ;pp“_-_u;.matglr | {h
per Encounter Level, This allows characters to gain significe
amounts of wealth each level while preventing each characs
from having his own moon-sized chunk of platinum
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_'_L-"' NGEOM Ml._:.-fER';l Guide u:it:ih]l,!hvﬁ-thr{m
fagieicategories pfmagic irems, based on their
(and marker price): minar magic items,
linm magic items, and major magic items. To
it this book giddsa fourdh garegory: the epic

citem. While nor rrudy an artifact, the'epic magic

i‘ta::{1n of such pdwer that it burpasses the
lki’- described in Chapter 8 of the DL'RLLL"-.
i Glde
* Epicmngicitems are objects of great power and v; |ir'..||.
Thelfo uﬂ'ln@in' typical characteristics of an eplc
Smagiettem In general, an itemwvich eyen one of [h{“if'
:&attumncs is an epic m; Lg;: itemn,
i i £ i
%+ Grats a bonus on atra r_H'Sf dani:ge'gr'euiéf than 45!
Grants an r.-n}nm,i.,mt.-m bn:nus (0. aEmot higher .
: ﬁ:n +5.
--.'" a-special pbiliry, W,'hh a macker pmf{ rq:ﬁiher
pﬂﬂ!rt an +5,

s an armor bontis of greatet than +10(nol 1n-:‘!u:.[
Sing magic armor’s enhancement bonus).
Snnts a natural armor, deflection) or resistancé bonus
(greater than +5. X (F
hGranis an enhl.ncernem bﬂnuu to an ability seore
'L' sater than +6. F
mants an Eﬂhih?ment ]:IC'J"II.I‘- on d 5]-:1" check

-'. reater than +30 N

. "'-ﬂmu'i a spell ::lf.m effecrive level higher than
ath,

= Hasa c:ﬁ-qr l{ vel nbm e 20th.

« Hasa markerprice gbove 2 200,00 gp, not inelud-

1 ‘ IH_E.‘. mﬂ@l}lﬂlm-ﬁ]f armaor ur WeEapons; miate-

rialcomponent-ogexperience paint-based costs,
or uﬂslhlnnnﬂ[ va.h.:u:[ur mlelhgmr items.

An epic :mglq_ item d\ﬂt grants, ;1.|:u11un. beyond

 those‘allgwell in the Drivcron MASTER's Guide has

a higher market price than indicated by the for-
mulas in the gore rulebooks. See Creating Epic
Magic Items, belows for more information.,

Epic magic items are not argifacts. They are
not unique, though they arg. cehﬂmlv VETY
rare, and anyone with the p itl:m creation
fears can build them (see l‘.:h'rpler 1: Charac-
ters, Skills, and Fears) :

Even an epic magic ifem can never grant a
dodge bonus, and remember that the maxi-
mum inhérent bonus you can apply to an
ability score'is +5. You can't create an epic
magic-item that uses or mimics.an epic spell
{see Chaprac 2: Bpic Spells), betause these
spells are simply too powerful to'hold within a
mortal-crédted item. A major artifact might
be able to mimic such a spell, however

4104 4d1dVHD




CREATING EPIC
MAGIC ITEMS

The process of creating an epic magic item is very similar
to creating a nonepic magic item. However, certain
important differences exist, as detailed in this section.

CASTER LEVEL
Thanks to metamagic feats and the Improved Spell
Capacity fear, spells with an effective level of 10th or
higher are possible in epic games. Because these spell
slots aren’t automarically gained at a particular level
like 0- to 9th-level spells are, they don't have a mini-
mum caster level. For this reason, the minimum caster
level tor any spell of 10th level or higher is set at 11 +
spell level.

For example, a magic item that casts a 10th-level spell
must have a caster level of at least 215t while a 17th-level
spell would have a minimum caster level of 28th.

PREREQUISITES

In addition to the materials and tools noted in Chapter &:
Magic Irems in the Dunceon Master's Guide, any epic
magic item requires at least rwo item creation feats: the
epic and nonepic version. For instance, an epic staff
requires the creator ro have both Craft Staff and Craft
Epic Staff.

MARKET PRICE

Use the guidelines in the Dunceon Master’s Guide to
determine the market price of an epic magic item, with
one addition: If your item gives a bonus beyond the
limit allowed in the Duncron Masrea's Guide, multiply
the portion of the market price derived from that charac-
teristic by 10. Some epic characteristics, such as caster
level, don't trigger this multplier.

For example, an ability-boosting item (such as a belt of
grant strength) normally costs a number of gold pieces
equal to the bonus squared x 1,000. Thus, a belt of gian!

strength (+6) costs 1,000 % (6 % é), or 36,000 gp. How-
ever, a similar epic belt that granted 2 +8 enhancemen:
bonus to Strength would cost 1,000 x (8 x 8) x 10, o
640,000 gp

A belt thar granted a +8 enhancement bonus
strength and a +6 enhancement bonus to Constitutior
would cost 640,000 gp for the Strength enhancemen
(a5 calculated above), plus 72,000 gp for the Constir:
tion enhancement (doubled from 36,000 gp because it:
a second, dissimilar power), for a total of 712,000 gp
Only multiply the epic quality of the item by 10; the
nonepic quality (the Constitution enhancement
remains the same.

Of course, if you determine the market price for:
new epic magic item by comparing it to other epic
magic items in this book, vou don't need o multipls
the new cost by 10. It’s already been done for the exist
ing epic Magic items.

EXPERIENCE POINT COST
The experience point cost to create an epic magic item
is determined differently than for a normal magic item
For all epic magic items other than scrolls, divide the
market price by 100, then add 10,000 XP to the resuls
The final number is the experience point cost to crea
the item.

For epic scrolls, divide the market price by 25 (2
normal for creating a nonepic scroll), then add 1,000 X7
to the result. The final number is the experience point
cost to create the epic scroll.

Example: A ring of epic protection +10has a market price
of 2,000,000 gp. The experience point cost to create this
item would be 2,000,000 = 100 (which is 20,000 XP) -
10,000 XP, for a total of 30,000 XP

Example: An epic scroll with a 10th-level spell on it
such as a quickened antimagic field, has a marker price of
5,250 gp. The experience point cost to create this scroll
would be 5,250 + 25 (which is 210 XP) + 1,000 XP, for
total of 1,210 XP

PSIONIC ITEMS

Keep in mind that many of the iterms presented in this chapter
may patentially be reworked as psionic items. For instance, the
bonuses conferred by weapons and armor, the resistances of
rings, and the ability boosts of various items can just as easily
be conferred by psionic items as magic items, with a market
value equal to the magical equivalent.

Magic itemns that grant extra spells are trickier to rework; for
that reason, the ring of epic psionies has its own deseription in
this chapter. Use that item as a guideline for building your awn
items that prant extra powers.

BEHIND THE CURTAIN: EPIC MAGIC ITEM COSTS
The gold piece cost to create an epic magic item doesn't
follow the normal rules for creating magic items as given in
the Dunceon Master's Guide. The multiplier on the market

value (and thus the gold piece cost to create the item) places
epic magic items above the reach of most {if not all) nonepic
characters. If a belt of epic strength that granted a +8 enhance:
ment bonus cost only 64,000 gp, then it would be 2 comman
possession of most high-level fighters, Because D&D adven-
tures weren't designed for magic items more powerful than
those In the Dunceon Master's Cuide, these items must be
priced beyond the easy reach of nonepic characters.

Conversely, the experience point cost to create an epic
magic item would rapicly outstrip the ability of any character
to create it if epic items used the same system of experience
point costs. The revised system sets even the most basic
epic item as significantly more costly than any nonepic item,
but the costs increase at a slower rate than for nonepic
items, This allows characters to strive to create more power-
ful iterns.




MAGIC ITEM
DESCRIPTIONS

lathe following sections, each general type of magic
8, cuch as armor or scrolls, has an overall descriprion,
Wowed by descriptions of specific items, if any. Each
mgicitem description and table follows the same formar

fieribed under Magic Item Descriptions in Chapter 8 of
peunceon Master's Guide. Specitic exceptions are
Boied 35 necessary.

NDOM EPIC MAGIC ITEMS

fithe time your campaign reaches the point of includ-
epic magic items as treasure, you probably shouldn't

iyon randomly generated magic items in hoards.
file such items aren't unique, their sheer power

Beins that they simply aren't left lying around unused,

1 ]ﬂitn-:-r for !nnf;,

Silll, there will come times when you need an epic
i item in a2 hurry and want to let the dice make the
gesion. In that case, follow this procedure to guide
U selection,

flieTable 4-1: Random Epic Magic Item Generation
Bietermine the specific rype of magic item (armor,
fing. staff, and 50 on). (Note that epic potions and epic
Winds do not exist, because potions can't duplicate
ihe effects of spells higher than 3rd level, and the
limit for spells carried in wands is 4th level.)
&leles 1o the table that corresponds to the type of item
Wdicated in step 1, These tables produce an appropri-
e tem for each rype.

e the item has been determined, roll d% for its
Wecal qualities. The result depends on the type of item.

bt, Shields, Rings, Rods, Staffs, Wondrous Items:
I The object is intelligent.
Samething (a design, inscription, or the like)
provides a clue to the object’s function.
The object has no special qualities.

SARIANT: COOPERATIVE EXPERIENCE POINT
LU

e standard magic item creation rules, the experience
ot cost for constructing epic magic items can prove beyond

Bemeans of most would-be creators. For this reason, the DM
I8\ choose to allow the creator’s allies to contribute their own

e points toward this cost.

S0 contribution must be made willingly and without any
B of toercion (magical or otherwise). The XP can only come
e oiher PCs, not from NPCs. Even cohorts or other loyal

iges won't contribute experience points in this way.

R Ereator of the item must contribute at least one-quarter
BB ilem's total experience point cost, regardless of the

Ranged Weapons:

01-05  The weapon is intelligent.

06-45 Something (a design, inscription, or the like)
provides a clue to the weapon's function.

46-100  The weapon has no special qualities.

Melee Weapons:

01-20  The weapon sheds light.

21-45 The weapon is intelligent.

26-35  The weapon is both intelligent and sheds light.

3675 Something (a design, inscription, or the like)
provides a clue to the weapon's function,

76=100  The weapon has no special qualities.

4. If the irem has charges or uses, roll randomly to deter-
mine how many charges or uses it has (as described
in Charges, Doses, and Multiple Charges and Uses in
Chapter 8 of the Dunceon Master's Guide

TABLE 4-1: Ranpom Eric Macic ITEM GENERATION
d% Item
01-15  Armor and Shields (Table 4-2)
16-30 Weapons (Table 4-9)
31=50 Rings (Table 4-18)
51=60 Rods (Table 4-19)
61-75  Scrolls (Table 4-20)
76-87  Staffs (Table 4-24)
88-100 ‘Wondrous Items (Table 4-25)

ARMOR

Except when otherwise stated in this book, epic magic
armor and shields follow the rules for magic armor and
shields given in the Dunceon Mastee’s Guide.

To generate epic magic armor and shields randomly,
first roll on Table 4-2: Armor and Shields, and then roll
on Table 4—3, Table 4—4, or Table 4-5 as indicated. Use
Table 4—6, Table 47, and Table 4—8 as further indicated.

There is no limit to the enhancement bonus of epic
magic armor or shields, to the market price modifier of
epic magic armor or shield special abilities, or to the rotal
enhancement bonus and market price modifier of epic
magic armor or shields.

tpic Armor and Shield Base Price
To find the base price of an epic suit of magic armor or an

number of allies who also contribute. For example, if an item
requires an expenditure of 40,000 XP, the item's creator (the
character with the requisite item creation feats) must
contribute at least 10,000 XP.

This variant will allow characters access te many of the
most powerful epic magic items described in this book, You
may choose to limit its use to special circumstances as deter-
mined by the campaign. Also, if you allow PCs to create items
this way, consider allowing NPCs in your game to use a simi-
lar system, though this requires a judgment call as to which
allies of the NPC would willingly contribute experience points
to the creation
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TagLe 4—2: ARMOR AND SHIELDS

d%  Enhancement Bonus Market Price

01 +1 shield ' +1,000 gp

02 +1 armor * +1,000 gp

03 + 2 shield ! +4,000 gp

O «2 armor * +4,000 gp
05-06 +3shield' +9,000 gp
07-08 +3 ammeor® +9,000 gp
09-12  +4shield ! +16,000 gp
13-16  +4 ammar* +16,000 gp
17-21  +5shield ! +25,000 gp
22-26  +5 armor? +25,000 gp
27-30  +6 shield ~360,000 gp
31-34 +G6amor -360,000 gp
15-38 <+ 7 shield -490,000 gp
19-42 47 armor 490,000 P
4345 LB shield -540,000 gp
4645 <8 armor 640,000 gp
49-50 =9 shield =810,000 gp
a1=52 +9 armor +810,000 gp
53-54  +10 shield +1,000,000 gp
23-3b  +]10 armer +1,000,000 gp

57-62 Specific armor or shield *
63-75 Armar with special ability and roll again
76-98  Shield with special ability and roll again *
%9 Epic shie'd *
100 Epic armor *
' Roll also on Dunceon Master's Guide Table 8-7: Shield
Special Abilities.
* Roll also on Dunceon Master's Guide Table 8-6: Armor
Special Abilities.
* Roll on Table 4-8: Specific Epic Magic Armor and Shields.
* Roll on Table 4-6: Armor Special Abilities or Table 4-7:
Shield Special Abilities.
* Roll on Table 4-3: Epic Armor and Shields.

¢pic magic shield, roll on Table 4-2. Note that the +6 1o
+10 rows apply only to armor and shields that provide an
enhancement bonus of <6 to +10 or armor and shields
with a single special ability whose market price modifier
is +6 to +10. Magic armor and shields with 2 total effec-
tive bonus of +6 to +10 but that have an enhancement
bonus of +5 or less and special abilities whose individual
market price modifiers are +5 or less use Table 8-3 in the
DuNGEDN MASTERS Guide to determine price.

Epic Armor and Shield Special Ability Descriptions

Most magic armor and shields only have enhancement
bonuses. Such items can also have special abilities, such
a5 those detailed here and in the Dunceon Master’s Guide.
Armor or a shield with a special ability must have at least
2 +1 enhancement bonus.

Acid Warding: A suit of armor or shield with this spe-
cial ability normally has a dull gray appearance, The
armor absorbs the first 50 points of acid damage per
round that the wearer would normally take (similar to
the resist elements spell),

Caster Level: 21st; Prevequisites: Craft Magic Arms and
Armor, Cratt Epic Magic Arms and Armor, protection from
elements; Market Price: +6 bonus.

Cold Warding: A suit of armor or shield with this
special ability normally has a bluish, icy hue or is
adorned with furs and shaggy pelts. The armor absorbs

TABLE 4-3: Epic ARMOR AND SHIELDS

d% Enhancement Bonus Market Price

OT21 4T +1,210,000 go
22-39 12 =7, 440,000 zp
40-54 413 41,690,000 gp
a5=bb =14 +1,960,000 gp
BI=76 +15 +4,250,000 gp
T-84  +16 +2,560,000 gp
85-90 +17 +2,890,000 gp
91-94 +18 +3,240,000 gp
95-97 419 +3,610,000 gp
98-99 420 2,000,000 go

100 Rall again and add +10 to bonus ! i

This is cumulative if rolled multiple times.
* For enhancement boruses higher than +20, the market price
modifier is equal to the square of the bonus x 10,000 gp.

TasLe 4—4: Ranpom Armor TYPE

d¥%  Armor Armor Cost '
01  Padded +155 g2
02 Leather +160 gp
03-12 Hide +165 go
13-27 Studded leather +175 gp
28-42  Chain shirt * +250 gp
43 Scale mail ¢ +200 gp
44 Chainmall +300 gp
45=57 Breastplate * +350 gp
58 Splint mail ? +350 gp
59 Banded mail ¢ +400 gp
&0 Half-plate * +750 gp
61-100 Full plate +1,650 gp

All magic armor is masterwork armer (with an armor chec
penalty 1 lower than normal).
' Add to enhancement bonus on Table 4-2: Epic Armor and
Shields to determine total market price,
“ Roll d% to determine material; 01-70 steel; 71-90 mithral
91-99 adamantine; 100 other or DM choice, Adjust price
accordingly.

TABLE 4=5: RANDOM SHIELD TYPE

d¥*  Shield Shield Cost
01-10  Buckler #1685 gp
11-15  Shield, small, wooden - r153 gp
16-20  Shield, srall, stee! +159 gp
21-30  Shield, large, wooden * +157 gp
31-95  Shield, large, steel - +170 g
95-100 Shield, tower ? +180 gp

All magic shields are masterwork shields (with an armor

check penalty 1 lower than narmal),

UAdd to enhancement bonus on Table 4-2: Epic Armor and
Shields to determine total market price.

' Roll d% to determine material: (1-70 wood; 71-99 dark-
wood, 100 other or DM choice. Adjust price accordingly,

' Roll 4% to determine material: 01-70 stael: 71=90 mithral
91-99 adamantine; 100 other or DM choice. Adjust price
zccordingly

the first 50 points of cold damage per round thar the
wearer would normally take (similar to the resist ele-
ments spell).

Caster Level: 21st; Prevequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, protection from
elements; Market Price: +6 bonus,

Exceptional Arrow Deflection: This shield functions
like a shield Ll_f arrow deflection (see the Dunceon Mastois




46 ARMOR SPECIAL ABILITIES

#  Special Ability Market Price Modifier '
B0  GCreat invulnerability (10/+2) +4 bonus
W1 Great invulnerability (15/+3) +5 bonus

419 Negating +5 bonus
w15 Acid warding +6 bonus
-3 Cold warding +6 bonus
W4l Fire warding +6 bonus
L Great invulnerability (20/+4) +6 bonus
83  Creat spell resistance (SR 21) +6 bonus
#=31  Lightning warding +6 bonus
-84 Sonic warding +B bonus
&% Creat invulnerability (25/+5) +7 bonus
S8-12  Great spell resistance (SR 23) +7 bonus
Wi Great spell resistance (SR 25) +8 bonus

Great spell resistance (SR 27) +0 bonus

Roll on Table §-6 in the Dunceow

Master’s Guide, then roll again on this table

Roll twice on Table 8-6 in the

Dumceon Mastea's Guide

100 Roll twice again ?
P8 1o enhancement bonus on Table 4-2: Epic Armor and
Selds 1o determine tatal market price,
Eiou rofl a special ability twice, only one counts. If you rall

mitions of the same special ability, use the better.

e, excepr that it can deflect any type of ranged
Bk lincluding spells thar require a ranged
peh attack ) as if it were an arrow. Any time
@ebearer would normally be struck by a
®ged attack, he can make a Reflex saving
W (DC 20). If the ranged artack has an
Encement bonus (or a spell level), the
flincresses by that amount. If he succeeds,
Beshicld deflects the attack. The bearer must
faware of the attack and not flat-footed.

Bempting to deflect a ranged artack doesn't

a8an action.

Bler Level: 23rd; Prevequisites: Crafy

fpEAmms and Armor, Craft Epic Magic
gand Armor, shield, wall of foree: Market

e 8 bonus.

Warding: A suit of armor or
Bewith this special ability normally
peddish hue and often is deco-

i with o draconic or fiery motif,

amor absorbs the first 50 points

i fire damage per round that the

s would normally rake (similar to the

B dewents spell ),

Pt Level: 215t; Prevequisites: Craft Magic

iand Armor, Craft Epic Magic Arms

BAmor, protection from elements; Market

M 44 bonus.

laest Invulnerability: This suir

imor or shield grants the wearer Armorof
ige reduction. The I.J.'IIITI._'IgI’_‘ Frre Warding
Battion can be 10/+2, 15743,

j 0025/45, depending on the armor,

Lol 19th (10/+2), 20th (15/43),

BRI 20nd (25/45); Prevequisites:

TABLE 4=7: SHIELD SPECIAL ABILITIES
d%  Shield Special Ability Market Price Modifier '
U1-06  Great invulnerability (10/+2) +4 bonus
07-12  Great invulnerability (15/+3) 5 bonus
13-19  Acid warding +6 bonus
20-26 Cold warding +6 bonus
27-33  Fire warding +6 bonus
34-37  Great invulnerability (20/+4) +6 bonus
3843  Great spell resistance (SR 21) +6 bonus
44-46  Infinite arrow deflection +6 bonus
47-53  Lightning warding +b bonus
24-60 Sonic warding +b bonus
61-63  Great invulnerability (25/+5) +7 bonus
64-68 Great spell resistance (SR 23) +7 bonus
69-71  Exceptional arrow deflection +8 bonus
f1-15  Great spell resistance (SR 25) +B bonus
16-78  Great spell resistance (SR 27) +9 bonus
79 Great reflection +10 bonus
B0-87 Roll an Table 8-6 in the Dunceow
Mastea's Guide, then roll again on this table
388-95  Roll twice on Table 86 in the
Dunceon Master's Guide

96-100 Roll twice again *

' Add to enhancement bonus on Table 4-2: Epic Armor and

Shields to determine total market price,

* If you roll a special ability twice, only one counts. If you rall

two versions of the same special ability, use the better,

Craft Magic Arms and Armor, Craft Epic Magic Arms
and Armor, stoneskin, wish, or miracle; Market Price: +4
bonus (10/42), +5 bonus (15/+3), +6 bonus

(20/+4), +7 bonus (25/+5).

Great Reflection: This mirrorlike
shield is completely reflective. Any
time its bearer is targeted with a spell,

it automatically reflects the spell back
at the caster (as the spell urning
spell). The wearer can lower or raise
this effect as a free action (thus allow-
ing beneficial spells in as desired).
Caster Level: 25th; Prerequisites;

Craft Magic Arms and Armor, Craft

Epic Magic Arms and Armor, spell
hurming; Market Price: +10 bonus,

Great Spell Resistance: This suir
of armor or shield grants the wearer
spell resistance. The spell resistance

can be 21, 23, 25, or 27, depending on
the armor

Caster Level: 21st (SR 21), 22nd (SR 231,
23rd (SR 25), 24th (SR 27): Prevequisites: Cratt
Magic Arms and Armor, Craft Epic Magic
Arms and Armor, spell resistance; Market Price: +6
bonus (SR 21}, +7 bonus (SR 23), +8 bonus (SR

25), +9 bonus (SR 27)
Infinite Arrow Deflection: This shield
functions like a shield ol grrow .f;'r]ffnnu [ e g
the Dunceon Master’s Guide), though it can
deflect any number of projectiles or thrown
weapons each round. Any time the bearer
would normally be struck by a ranged
weapon, he can make a Reflex saving




throw (DC 20). If the .-.31':gr_'-.'l weapon has an en-

hancement bonus, the DC increases by that amount. If

he succeeds, the shield detlects the weapon. He must be
aware of the artack and not far-Faored. .-'"l.lrli_'anltlfFIg to
deflect a ranged weapon doesn't count as an action.
Exceptional ranged weapons, such as boulders hurled
by glants or Melf’s acid arrow, can't be deflected

Caster Level: 21st; Prevequisites: Cratt Magic Arms and
Armor, Craft Epic Magic Arms and Armaor, profection from
arrows, shield: Market Price: +6 bonus.

Lightning Warding: A suit of
armor or shield with this special abil-
ity normally has a bluish hue and
often is decorated with a siorm or
|ighl11:it'|£ motif, The armor absorbs
the first 50 points of lightning
damage per round that the wearer
would normally rake (similar to the
restst elements spell),

Caster Level: 21s1; Preveg-
uisites: Craft Magic Arms
and Armor, Craft Epic Magic
:"l.rm'ﬁ :l]'!l.] A LTTINCXT, F'I'{-‘!._'.rrh,'l-ll _I.l'-l,:'i'J:

elements; Market Price: +6 bonus

Negating: Immediarely
atter the wearer of this
armor is hit with a magic
weapon, the armor casts grealer
dispelling on the weapon. (In the
case of projectile weapons, the
ATITNOT CASES j_[il'l_'q.ih'l' |I'|j|tln;'|JJr;1; on
the weapon that fired the pro-
jectile if it is in range. If it is
out of range, the armor does nothing.)
No weapon can be attecred by the
armor more than once per day

regardless of the success of the
dispel check).

Caster Level: 20th: Prevequiisiles: Crakt Magic Arms and
Armor, Craft Epic Magic Arms and Armor, greater dis-
pelling: Market Price: +5 bonus,

Sonic Warding: A suit of armor or shield with this
special ability nermally has a glistening appearance. The

armor absorbs the first 50 points of sonic damage per

round that the wearer would normally rake (similar 1o
the resist elements spell).

Caster Level: 21st; Prevequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, profection from
elements; Market Price: +6 bonus.

TasLe 4-8: SPeciFic Epic MaSIC ARMOR AND SHIELDS

d%  Specific Armor or Shield Market Price
01-20  Shapeshifter’s armor 400,165 gp
21-40  Warlord's breastplate 416,200 gp
41=37  Dragonskin armor 564,550 gp
5871 Armaor of the celestial battalion 216,300 gp
T2-R32 Armor of the abyssal horde 768 260 ép

83-93  Antimagic armor
94-100  Bulwark of the great dragon

871,500 gp
1,612,980 gp

Hulorari :_,r' Hhe

EJT-'E-' "ﬂr.-:g:-r.'

pecific Armors and Shields

The following specific suits of armor and shields usuall;
are preconstructed with exactly the qualities described
here. Some may have been considered artifacts before the
secrets of their construction were discovered.

Antimagic Armor; This +1 negating frill ]1.'Lr|f armori
invilnembility is crafted of adamantine (and thus hasa
natural enhancement bonus of <3). The armor pro-
vides a —5 penalty on dispel checks made against it o
105 Wearer.

Caster Level: 21st; Prerequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, greater dis
;*:'le!j:. doneskin, wish or mirvacle; Market Price: 871,500 gp
Cost lo Creale: 436,500 gp +
18,700 AP

Armor of the Abyssal Horde
This crimson and black suit of +
full plate armor is fashioned to
make the wearer appear demonit
The helmer is shaped 10
look like a horned demon
head, and its wearer looks
out of the open, tooth-fillad
mouth. The armor's clawed
gauntlets are effectively +4 keen
weapons (1d10/19-20) that atflic
the [arger as if she had been

struck by an encigy drain spell
%, (Fortitude negates DC 23
The armor bestows two
|'II:L:..'||'i1"1.‘. ]I.“l."l."lb- Qn any T'.‘I_Jl".l.:"'.'i.
creature weating it. These negarive
levels persist as long as the armor is

worn and disappear when the armoris
f removed. The negative levels never
| result in acrual level loss, but they
cannot be overcome in any way
{including restoration spells) while the
ATMOT 1S WOrn.
Caster Level: 20th; Prerequisites: Craft Magic Arms
and Armor, Craft Epic Magic Arms and Armor, creator
must be evil, enerey drain; Markel Price: 768,260 gp; Cost
fo Creale: 385,260 gp + 17,660 AP

Armor of the Celestial Battalion: This bright silver
or gold +7 chammail is so fine and light that it can be
worn under normal clothing withourt revezling its pres
ence, though most owners wear it openly and with
pride. It has 2 maximum Dexterity bonus of +10, no
armor check penalty, and an arcane spell fzilure chance
of 10%. It is considered light armor, and it allows the
wearer to tly at will (as the fly spell). Furthermore, the
wearer is at all times surrounded by a magic circle againg
evil effect (as the spell) which, if dispelled, can be cre-
ated again as a free action

Caster Level: 20th; Prerequisites: Craft Magic Arms and
Armor, Cratt Epic Magic Arms and Armor, creator must
be good, magre circle against evil; Market Price: 616,300 gp
Cosf to Create: 308,300 gp + 16,160 AE




Bulwark of the Great Dragon: This +6 large shield is

¢ from the scales of a great wyrm dragon and bears
®graven image of a dragon’s head. Three times per
W the bearer of the shield can command it o belch
ttha breath weapon of the appropriate type. The range
s breath w eapon is 80 feet (if a line) or 40 feer (if a
el Regardless of the type, the breath weapon deals
M points of damage.

I addition, the shield provides the bearer with
miunce 50 to the energy type that marches its breath

laderermine what type of dragon shield is found, roll
#ind consult the following rable:

Colar Breath

Black Line of acid

Blue Line of lightning
Brass Line of fire
Bronze Line of lightning
Copper Line of acid
Cald Cone of fire
Green Cone of corrosive (acid) gas
Red Cane of fire
Stlver Cone of cold
White Cone of cold

fBiser Level: 20th; Prerequusites: Craft Magic Arms and
o, Craft Epic Magic Arms and Armor, protection from
piE Marke! Price: 1,612,970 gp: Cosl to Creale: 806,570
H-.IIZ"G XP

: I'I!-]ﬂlll Armor: This +5 [ull phl]r armor is crafted
!|!|! hide of a great wyrm dragon. At the wearer’s
mand, the armor sprouts enormous dragon wings,
g the wearer to fly at a speed of 90 feet (clumsy)

Batotal of 4 hours each day. The armor also grants

BiRIEY o 3 specific type of energy, based on the color

Rimgon that supplied the armor. Roll d% on the fol-

Bingtable 10 determine the color and immuniry.

Color Immunity
Black Acid
Blue Lightning
Brass Fire
Bronze Ligntring

Copper Acid
Gaold Fire
Green Acid
Red Fire
Silver Cold
White Cald

fer of the armor takes a —4 circumstance penalty
ipiomacy checks with dragons, bur gains a +4 cir-
¢ bonus on Intimidate checks against dragons.
ilovel: 24eh; Prerequisites: Craft Magic Arms and
WI Epic Magic Arms and Armor, protection from
thapechange; Markel Price: 564,550 gp; Cost o
WELB3250 pp + 15,629 XF,
BMipeshifter's Armor: This suit of +6 hide armor
s full Armor Class bonus regardless of any form

takes (with pelymorph self, 5[[..:;!._..#1.1!1;,.5 wild
sesimilar abilities).

Caster Level: 21st; Prevequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, shapechange or
wild :‘\:J'I-IIJ.'I." .'.'II'J'l||I!f-."'. Markel Price: 400,165 gp: Cost to Creale:
200,165 gp + 14,000 XP.

Warlord's Breastplate: This +6 mithral breastplale has
an armor check penalty of -1, a maximum Dexterity
bonus of +5, and an arcane spell failure chance of 10%. It
is considered light armor and weighs 15 pounds. It grants
the wearer a +4 enhancement bonus to Charisma and
allows the wearer to attract and lead a number of follow-
ers as if he had the Leadership fear (though this power
doesn't allow the wearer to attract a cohort). If the wearer
already has the Leadership feat, this armor has no cumu-
lative ettect on his followers.

Caster Level: 21st; Prerequusites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, charm monster,
sympathy; Markel Price: 416,200 gp; Cost to Creale: 210,200
gp + 14,120 XF

WEAPONS

Except when otherwise stated in this book, epic magic
weapons follow the rules for magic weapons given in
DusNcEoN MAsTERS Guide,

To generate magic weapons randomly, tirst roll on

¢ 4-9: Weapons, and then roll on Table 4-10 if neces-

sary. Continue by rolling on Table 411 if necessary (to
determine weapon type), and then refer to one or more of
the tables that follow Table 4—11 as indicated

There is no limit to an epic magic weapon's enhance-
ment bonus, to the market price modifier of an epic
magic weapon special ability, or to the total of an epic
magic weapon's enhancement bonus and marker price
modifier.

Epic Weapon Base Price

To find the base price of an epic magic weapon, roll on
Table 4—9. Note that the +6 to +10 rows ;appiv only to
weapons that provide an enhancement bonus of +6 to
+10 or weapons with a single special ability whose
market price moditier is +6 to +10. Magic weapons
with a total effective bonus of <6 to +10 but that have
an enhancement bonus of +5 or less and special abili-
ties whose individual marker price modifiers are 45 or
less use Table 8-10 in the Dunceon Master’s Guide to
determine price.

Epic Weapon Special Ability Descriptions

Most magic weapons only have enhancement bonuses.

Thev can alse have !-i'.'lL‘l'i:L! abilities, such as those

detailed here and in the Dunceon Master's Guide. A
weapon with a special ability must have at least a +1
enhancement bonus.

Acidic Blast: On command, an acidic blast weapon
drips a potent acid (though this deals no damage 1o the
wielder). On any hir, this acid splashes the creature
struck, dealing +3dé points of bonus acid damage. On a
successful critical hit it instead deals +6dé points of acid
damage (or +9dé if the eritical multiplier is %3, or +12d6




TasLe 4-9: WeaPONS

d3% Enhancement Bonus Market Price '
01-03  +1 +2,000 gp
04-07 <2 +8,000 gp
08=13 43 +18,000 gp
Td=20 «4 +32,000 gp
21=28 =5 +50,000 gp
29-36 -6 +720,000 gp
3743 +7 «980,000 gp
44-49 +3 #1,480,000 gp
50-53 49 +1,620,000 gp
54-56 +10 +2,000,000 gp

57-61 Specific weapon *

62-30 Melee weapon with special ability and roll again *

81-99.  Ranged weapon with special ability and roll again *

160 Roll on Table 4-10

' This price is for 50 arrows, crosshow bolts, or sling ballets
* See Table 4-17: Specific Weapans.

* See Table 4=15: Melee Weapon Special Abilities for melee
weapons of Table 4-16: Ranged Weapon Special Abilities for
ranged weapons.

TasLe 4-10: Eric Wearons

d%é Enhancement Bonus Market Price
0=21 <N +2,420,000 gp
22=39 =12 +2,880,000 gp
40-54 =13 +3,380,000 gp
55-66 14 +3,020,000 gp
Br-7e =15 +4, 300,000 gp
77-84 =16 +5,120,000 go
85-30 =17 +5,780,000 gp
91-94 -18 +6,480,000 g
95=37 =19 +7,220,000 gp
98-99 -20 +8,000,000 gp

100  Roll again and add +10 to bonus !
' This is cumulative if rolled multiple times
* For enhancement bonuses higher than +20, the market price
modifier is equal to the square of the banus x 20,000 gp.

if the critical mulriplier is x4). Bows, crosshows, and
slings with this special ability bestow the bonus acid
l..l.ilj'l.'l.:'lj-'__'.l.' ll]'l::‘!'l [h'l:i.]'_ir'."ll“'ll.nitll:,"n.

Caster Level: 215t Prevequisites: Cratt Magic Arms and
Armor, Craft Epic Magic Arms and Armeor, acid fog;
Market Price: +6 bonus.

Chaotic Power: A weapon of chaotic power is chaot-
ically aligned and infused with the power of chaos.
When it sirikes a lawful rarger, this power erupts forth
and deals +3dé points of bonus chaotic damage to the
target, and the target gains one negative level (Forti-
tude DC 23 1o remove 24 hours later). On a successful
critical hit it instead deals +6dé points of chaotic
damage and bestows two negative levels (or +9de and
three negative levels if the critical multiplier is %3, or
+12d6 and four negative levels if the critical multiplier
15 X4 ).

The weapon bestows three negative levels on any
lawtul crearure attempting to wield it. These negative
levels remain as long as the weapon is in hand and disap-
pear when the weapon is no longer wielded. These nega-
tive levels never result in actual level loss, but they
cannot be overcome in any way (including restoration
spells) while the weapon is wielded. Bows, crossbows,

TasLe 4=11;: Wearon TyrPe DETERMINATION

d*  WWeapon Type
01-70 Common melee weapon (roll on Table 4-12)
T1-80 Uncommon melee weapen (rcll on Table 4-13)
81-100 Ranped wezpon (rofl on Table 4-14)

TaBLe 4-12: CommMonN MELEE WEAPONS

d*  Weapon ' Weapon Cost
01-04 Dagger =302 gp
05-14  Greataxe +320 gp
13-24 Greatsword «350 gp
25-28 Hama +302 gp
29-41 Longsword +313 gp
42-45 Mace, light +305 gp
46-50 Mace, heavy <312 gp
51-54 Munchaku «302 gp
55-57 Quarterstaff ' +600 gp
58-861 Rapier +320 gp
62-66 Scimitar +315gp
67=70 Shortspear +302 gp
7-74 Siangham +303 gp
75-84  Sword, bastard +335 gp
85-89  Sword, shen +310 gp
90-100 ‘Varaxe, dwarven +330 gp

All magic weapons are masterwork weapons.

' For weapons normally made of steel, roll d% to determine
miateeial: 01-85 steel: 8699 adamantine: 100 other or DM
choice, Adjust price accordingly
! Add to enhancement bonus on Table 4-9: Weapons to deter-
mine total market price
¥ Masterwork double weapans ncur double the masterwork
cost to account for each head (-300 gp masterwork cost per
head for a total of +600 gp). Double weapons have separate
bonuses for their different heads. If randomly determined, the
second head of a double weapon has the same enhancement
bonus as the main head (01-50 on d%), doubling the cost of
the bonus, or its enhancement bonus is one less (51-100 on
d35) and it has no special abilities,

and slings with this special ability bestow the chaotic
power upon their ammunition.

This special ability does not stack with the chaotic spe-
cial ability described in the Dunceox Master's Guide,

Caster Level: 215t Prevequisites: Craft Magic Arms and
Armort, Craft Epic Magic Arms and Armor, word of chass;
Market Prige: +8 bonus.

Distant Shot: A distant shot weapon can be used
against any targer within line of sight ar no penalty for
range.

Caster Level: 21st: Prerequisites: Craft Magic Arms and
Armor, Cratt Epic Magic Arms and Armor, discern loge-
fipdi; Markel Price: +6 bonus,

Dread: A dread weapon excels at attacking one type of
creature. Against its designated foe, its effective enhance
ment bonus is +4 better than its normal enhancement
bonus (s0 a +3 dread longsword is a +7 longswond against irs
foe). Further, it deals +4ds points of bonus damage
against the foe, and if it scores a successful critical hir
against the foe, that creature must make a Fortitude save
(DC 27) or be destroyed instantly and turned to dust
(This even affects crearures immune to critical hirs or
death magic.) To randomly determine a dread weapon'
designated toe, roll on the tollowing table.



Designated Foe Designated Foe TabLE 4=13: Uncommon MEeLEE WEAPONS
Aberrations Outsiders, chaotic d¥%  Weapon ' Weapon Cost *
Animals Outsiders, evil 01-03  Axe, orc double * +660 gp
Beasts Outsiders, good 04-07 Battleaxe +310 gp
Constructs Outsiders, lawful 08-10  Chain, spiked +325 gp
Dragons Plants 11-12  Club +300 gp
Elementals Shapechangers 13-16 Crossbow, hand +400 gp
Fey Undead 17-19  Crossbow, repeating +550 gp
Glants Vermin 20-21  Dagger, punching +302 gp
Magical beasts Humanoids (roll 22-23  Falchion +375 gp
Manstrouws on humanoid 24-26  Flail, dire ? +690 gp
humanoids subtype table 27-31  Flail, heavy +315 gp
Dozes below) 32-35  Flail, light +308 gp
36=317  Gauntlet +302 gp
Humanoid Subtype 38-39 Gauntlet, spiked +305 gp
Aquatic (includes aquatic elf, lizardfolk, locathah, 40-41 Glaive +308 gp
merfolk, sahuagin) 42-43  Greatclub +305 gp
Cwarf 44-45 Guisarme +309 gp
Eif (includes half-elf) 46-43 Halberd +310 gp
Gl 49-51 Halfspear +301 gp
Gnome 52-54 Hammer, gnome hooked ! +620 gp
Loblinoid (includes bugbear, goblin, hobgoblin) 55-56 Hammer, light +301 gp
Halfling 57-58 Handaxe +306 gp
Human 59-61  Kukri +308 gp
Reptilian (includes kobold, lizardfolk, troglodyte) 62-63 Lance, heavy +310gp
Ore (includes half-orc) 64-65 Lance, light +306 gp
Other (DM's choice of any subtype not included 66-67 Longspear +305 gp
here, or roll again) 68-70  Meorningstar +308 gp
=72 Net +320 gp
W Level: 22nd; Prerequisites: Craft Magic Arms and /3-74  Pick, heavy =308 gp
e, Crafl Epic Magic Arms and Armor, summon mon- 75-76  Pick, light +304 gp

1 Marke! Price: +7 bonus, 77-78  Ranseur +310 gp

4 . : . 7 +3M
memancing: An everdancing weapon is much like a Eﬁg g:;he L3118 f:::

ing weapon, though it can be loosed with a free 83-84  Shuriken +301 gp
mind will fight as long as desired. It can move up to 85-86 Sickle +306 gp
et away from its owner. 1ts owner can instruct it to 87-89 Sword, two-bladed +700 gp
1o a different target as a mm'u-g-ql,:i-l,'nh_:n[ action. If 90-91  Trident . +315 gp
immer is rendered unconscious or otherwize unable 1o gg_;; E’EL“5hr dwarven * +?‘5|{1] Ep
T e : s S = arhammer 4 gp
u.i:.mll fight the same opponent as long as that 98-100 Whip +301 gp
Biment is conscious and within range. The owner of an

: : k : All magic weapons are masterwork weapons.
SSSIINE Weapon can grasp it again as a Iree action ' For weapons normally made of steel, roll d% to determine

AR it is within reach). material; 01-85 steel; 86-99 adamantine: 100 other or DM
Lewel: 23rd; Prerequusites: Craft Magic Arms and choice. Adjust price accordingly,

e Craft Epic Magic Arms and Armor, animale objects: * Add to enhancement bonus on Table 4-9: Weapons to deter-
: i Price: +8 bonus. mine total market price ; _
Tie Blast: On command, a fiery blast weapon is ' Masterwork d?dhlﬂ wieapons incur double the masterwork

2 ; ! : : cest to account for each head (+300 gp masterwork cost per
pihed i fire n!hmu;h_ this ;11-3!5 no damage to the head for a total of +600 gp). Double weapons have separate
' eiinany hir, thlh tire engulfs the creature struck, bonuses for their different heads. If randomly determined, the
LI #3d6 points of bonus fire damage. On a success- second head of a double weapon has the same enhancement
Rimtica hit it instead deals +ede points of fire d;mmgu.' bonus as the main head (01-50 on d%), doubling the cost of
{ the critical mu][ip]h.fibxal or +12d6 if the crit- the bonus, or its enhancement bonus is one less (51 =100} and
it has no special abilities.

Bmuitiplier is x4). Bows, crossbows, and slings with
iptcial ability bestow the bonus fire damage upon

Bt mmunition. hours later). On a successful critical hit it instead deals
MR Level: 21st; Prerequisites: Craft Magic Arms and +6dé points of holy (good) -_[;|:11;||,;;r and bestows two neg-
MLt Epic Magic Arms and Armor, fireball; Market ative levels (or +9dé and three negative levels if the criti-
e+ borus. cal multiplier is %3, or +12d6 and four negative levels if
BerPower: A weapon of holy power is good aligned the crirical multiplier is x4)

Bbiessed with holy power. When it strikes an evil The weapon bestows three negative levels on any evil
@this power erupts forth and deals +3ds points of creature attempting to wield ir. These negative levels
= holy (good ) damage to the target, and the targer remain as long as the weapon is in hand and disappear

Mo negative level (Fortitude DC 23 to remove 24 when the weapon is no longer wielded. These negative




TasLE 4-14: RANCGED WEAPONS

d%  Weapon Weapon Cost '
01-10 Ammunition
01-50  Arrows (50) +350 gp
51-80  Bolts, crosshow (50) #3150 gp
£1-100  Bullets, sling {50} +350 gp
11-15  Axe, throwing #3085 gp
16-25  Crossbow, heavy +330 gp
2635  Crossbow; light +335 gp
i6-39 Dart +300 gp 5 sp
40-41  Javelin +301 gp
42-46  Shortbow +330 gp
47-51  Shortbow, composite +375 gp
52-56  Shortbow, mighty composite +450 gp
{#1 5tr bonus)
57-61  Shorthow, mighty composite +525 gp
(=2 5tr bonus)
b2-065 sling +300 gp
66-75  Longbow +375 gp
76-80  Longbow, compaosite +400 gp
81-85  Longbew, mighty composite +500 gp
(+1 5tr bonus)
86-30  Longbow, mighty composiie +600 gp
{+2 5tr bonus)
91-95  Longbow, mighty composie +700 gp
{+3 5tr bonus)
96-100 Longbow, mighty composite +800 gp

(+4 5tr bonus)
All magic weapons are masterwork weapons,
' Add to enhancement bonus on Table 4-8: Weapons to deter-
mine total market price.

levels never result in actual level loss, but they cannot
be overcome in any way (including restoration spells)
while the Weapon 1s wielded. Bows, crossbows, and
slings with this special ability bestow the holy power
upon their ammunition.

This special ability does not stack with the holy special
ability described in the Duncron MasTer's Guide,

Caster Level: 25rd; Prevequisiles: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, holy word;
Market Price: +8 bonus.

Icy Blast: On command, an icy blast weapon is
sheathed in icy cold (though this deals no damage 1o the
wielder). On any hir, this cold washes over the creature
struck, dealing +3dé points of bonus cold damage. On a
successful critical hir it instead deals +6d6 points of cold
damage (or +9ds if the critical multiplier is %3, or +12dé if
the critical multiplier is x4 ). Bows, crossbows, and slings
with this special ability bestow the bonus cold damage
upon their ammunition.

Caster Level: 21st; Prevequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, cone of cold;
Market Price; +6 bonus,

Lawful Power: A weapon of lawful power is lawfully
aligned and intused with the power of law. When it
strikes a chaotic target, this power erupts forth and deals
+3dé points of bonus lawful damage to the targer, and the
target gains one negative level {Fortitude DC 23 1o
remove 24 hours later). On a successful critical hir i
instead deals +éds points of lawful damage and bestows
two negative levels (or +9dé and three negative levels if

TasLe 4=15: MeLee WeEAPON SPECIAL ABILITIES

d% Special Ability Market Price Modifier

01-08 Acidic blast +6 bonus
9-16  Fiery blast +6 bonus
17-24  lcy blast +6 boaus
25-32 Lightning blast +6 bonus
3340  Mighty disruption +6 bonus
41-48 Sonic blast +6 bonus
49-56 Dread +7 bonus
a/=61 Chaotic power +8& bonus
62-66 Everdancing +& bonus
67-71  Holy power +3 bonus
72-76  Lawful power +& bonus
77-81  Unholy power +8 bonus

Roll on Table 8-6 in the Dunceon
Master's Guide, then roll again on this table

90-57 Roll twice on Table 8—6 in the Dunceox

Master's Guide

98-100 Roll twice again *

' Add to enhancement bonus on Table 4-9: Epic Weapons to
determire total market price.

* If you roll a special ability swice, only one counts. If you roll
two versions of the same special ability, use the better

82-89

the crirical multplier is %3, or +12dé and four negative
levels it the critical multiplier is x4).

The weapon bestows three negative levels on any
chaotic creature attempting to wield ir. These negative
levels remain as long as the weapon is in hand and disap-
pear when the weapon is no longer wielded. These neg-
tive levels never result in actual level loss, bur they
cannot be overcome in any way (including restoration
spells) while the weapon is wielded. Bows, crosshows,
and slings with this special ability bestow the lawiul
power upon their ammunition.

This special ability does not stack with the lawful spe
cial ability described in the Dusciox Mastir's Guide

Caster Level: 23rd; Prerequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, dictim; Markd
Price: +& bonus.

Lightning Blast;: On command, a lightning blast
weapon crackles with electrical energy (though this
deals no damage 1o the wielder). On any hit, lightning
coruscates around the crearure struck, dealing +3de
points of bonus electricity damage. On a successful crir
ical hit it instead deals +6deé ]"u_'nin'rﬁ of uhrg_':.'u:u',.r 1[;1r1;1g¢
{or +9dé if the critical multiplier is %3, or +12d6é if the
critical multiplier is »4). Bows, crossbows, and slings
with this special ability bestow the bonus electricity
damage upon their ammunirtion.

Caster Level: 21st; Prerequisites: Craft Magic Arms and
Armor, Cratt Epic Magic Arms and Armor, lighining bolf;
Market Price: +6 bonus.

Mighty Disruption: Like the weapon of disTuption,
this type of weapon is the bane of all undead. Any
undead creature struck in combat must succeed at a For-
titude save (DC 21) or be destroved. A weapon of mighty
L]:i-,-rl.lpt[nn st be g |,'.-|anigv:1mr|g weapon. (1f vou roll
this property randomly for a piercing or slashing
weapon, reroll.)

Caster Level: 21st; Prerequisiles: Crabe Magic Arms and



4-16: RANGED WEAPON SPECIAL ABILITIES
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Special Ability
Acidic blast
Distant shot
Fiery blast

lcy blast
Lightning blast
Sonic blast
Triple-throw
i._.'nemng ACOUraCy
Dread

Chaotic power
Holy power
Lawiful Power

Market Price Modifier °
+6 bonus
+6 bonus
+6 bonus
+6 bonus
+6 bonus
+6 bonus
+6 bonus
+b Bonus
+7 banus
+8 bonus
+8 bonus
+8 bonus

TaBLE 4-17: SPecIFIC WEAPONS

d%
01-18
19-33
J4-48
£9-50
61-68
69-72
7178
7954
£5-90
91-94
95-93
99100

Specific Weapon
Stormbrand
Quarterstaff of elacrity
Souldrinker
Rackstobber
Maece n_fml'n
Cripsoul

Elven greatbow
Finaldeath
Chﬂnshn'ng:r
Haoly devastator
Unholy despoiler
Evenwhirling chain

Market Price
235,350 gp
462,600 gp
478,335 gp
770,310 gp

1,000,312 gp

1,856,500 gp

2,900,400 gp

3,580,308 gp

4,025,350 gp

4620315 gp

4,620,315 gp

5,220,325 gp

Unholy power
Roll on Table 8-6 in the Dunceon
Master's Cuide, then rall again on this table
Roll twice on Table 8-6 in the Dunceon
Master's Guide
100 Roll twice again
'8 1o enhancement bonus on Table 4-9: Weapons to
ismine total market price,
Wou roll 3 special ability twice, only one counts. If you rall
I iestions of the same special ability, use the better

+8& bonus

o Lrait Epic Magic Arms and Armor, true resurrec-
Market Price: +6 bonus.

Sonic Blast: On command, a sonic blast

RO emits a low thrum mlng hum
igh this deals no damage to the

ider). O any hit, this becomes a (

detous roar that deals +3ds
B of bonus sonic damage to the
e struck. On a successful crir
it instead deals +6dé points of
e damage (or +2de6 if the critical
tiplier s 3, or +12dé if the eriti-
itiplier is %4). Bows, crosshows,
slings with this special ability
# the bonus sonic damage upon
S EImAmIon.
ler Level: 21st; Prerequisites: Craft
B Arms and Armor, Craft Epic
peArms and Armor, shout; Market
B +6 bonus.
diple-Throw: This special ability can only be placed
Bileapon that can be thrown. (If you roll this prop-
Bifindomly for a weapon that cannot be thrown,
X A triple-throw weapon creates two duplicates
88l when thrown. Both the original and the
BUEHE weapons attack separately (at the same
Ikbonus). Regardless of the success of any of
ks, the duplicates immediately disappear
Bitbeattack is complered,
ftboniuses on damage due to accuracy or precision

Chassbrimger

Riling those from sneak artacks. the Precise Shot \

B the ranger's favored enemy bonus) apply only 1o

Biiginal weapon's damage, not to the duplicates.

Ml Lovel: 21st; Prevequisites: Craft Magic Arms and
0 Cait Epic Magic Arms and Armor, shades; Market
I+ bomus.

Unerring Accuracy: A weapon of unerring accuracy
negates any cover or concealment bonuses (shorr of ronal
cover or total concealment) of its target

Caster Level: 21st; Prevequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, true seeing;
Market Price: +6 bonus.

Unholy Power: A weapon of unholy power is evilly
aligned and blessed with unholy power. When it
strikes a good targer, this power erupts forth and deals
+3dé points of bonus unholy (evil) damage to the

target, and the rarget gains one negative level (For-
titude DC 23 to remove 24 hours later). On a suc-
cessful critical hit it instead deals +6dé points of
unholy (evil) damage and bestows two nega-
tive levels (or +9dé and three negative
levels if the critical mulriplier is x3,
or +12dé and four negative levels if the
critical mulriplier is x4).
[he weapon bestows three negative levels
on any evil creature attempting to wield it
These negative levels remain as long as the
weapon is in hand and disappear when the
weapon is no longer wielded. These negative
levels never result in actual level loss, but they
cannot be overcome in any way (including restora-
tion spells) while the weapon is wielded. Bows, cross-
bows, and slings with this special ability bestow the
1I.F'|]1.'D|':-' POoWer upon their ammunition.

This special ability does not stack with the unholy spe-
cial ability described in the Duncrox Master's Cuide

Caster Level: 23rd; Prerequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, unholy word;
Market Price: +8 bonus.

Specific Weapons

The tollowing specific weapons usually are precon-
structed with exactly the qualities listed here. The only
difference berween these items and some of the arti-
facts presented later in this chapter is that the processes

for creating these weapons are known.

Backstabber: This +6 shor! sword adds +2dé to the
wielder’s sneak arrack damage. If the wielder does not have
the sneak attack ability, this weapon does not grant i,

Caster Level: 21sr; Prerequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, inflict moderate




134

wounds; Markel Price: 770,310 gp; Cost to Create; 385,310 gp
+ 17,700 XF,

Chaosbringer: This +& greataxe o
grants its wielder the ability to fly into a rage (identical
to a barbarian'’s rage) once per day (or one additional
time per day if the wielder already has the rage class
feature). If the wielder has the greater rage class feature,
the weapon also grants the wielder the Incite Rage
epic feat.

Caster Level: 23rd; Prerequisites: Cratt Magic Arms and
Armor, Craft Epic Magic Arms and Armor, emotion, mass
charm; Market Price: 4,025,350 gp; Cost lo Creale: 2,012,850
gp+ 50,250 XP
Elven Greatbow: In the hands of any nonelf, this bow

.I'

performs only as a +2 composite longhow. In the hands of

an elf, this weapon functions as a +5 mighty composite
longbow of unerring accuracy. Its *pull” (the Strength bonus
of its mighry aspect) matches its elven wielder's current
Strength at all times. Furthermore, any arrows loosed
from the bow are considered keen, regardless of the
enhancement bonus of the arrow fired.

Caster Level: 23rd; Prevequisttes: Craft Magic Arms and
Armor, Cratt Epic Magic Arms and Armor, bull’s
strengtin, keen edge, true seeing; Market Price: 2,900,400 gp;
Ll fo Creater 1,450,400 EP T .i-'gn'“-!"-" AR

E.w.*rwhi.rling Chain: This +4 defending everdancing
spthed chain of speed continuously twitches in its
wwld-:: s hands, as if it is ready to spring to the
attack (or defense) of its own accord. The
wielder of the everwhirling chain can use ir to
make any number of attacks of opportunity
per round (as if he had the Improved Combat
Reflexes feat),

Caster Level: 23vd; Prevequisites: Crafr Magic Arms
and Armor, Craft Epic Magic Arms and Armor,
anfmale objecks, haste, shield (orshield of faith )’ Market
Price; 5,220,325 gp; Cost lo Creale: 2,610,325 gp +
S0 RE

Finaldeath: This +5 undead dread ghost touch
morningstar also grants its wielder immunity o
energy drain artacks. Furthermore, if irs
wielder is capable of turning undead, he gains
the Positive Energy Aura fear.

Caster Level: 22nd; Prevequisites: Craf
Magic Arms and Armor, Craft Epic Magic
Arms and Armor, negative energy profection,
plane shift, summon monster IX, creator
must be able to turn undead; Market Price;
3,580,308 gp Cost to Creale: 1,790,308 gp
+ 45800 XP.

{:ripsnuerhis terrible weapon is
enruned with green, glowing sigils,
and is set with a jet-black pearl on the
I'.']'L".‘i!"‘i-tj’l!fl]'l.i. G]':J""-IJITJ 'iﬁ d —b j:ﬂl;"]'l |l|_'|||g-
avord, but instead of dealing additional damage on a
critical hir, the weapon imprisons the victim in 2 gem
set in the pommel of the sword as per a binding spell

Sanddrinker

heightened to 16th level (DC 30). The same is true of

chaotie poler

any blow thar would otherwise kill a foe or knock him
unconscious. Only one creature can be so held, bur the
wielder can release the bound soul at any time with s
command word.

Caster Level: 27th; Prevequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor, binding
Market Price: 1,856,500 gp; Cost to Create: 934,500 gp +
28440 XP

Holy Devastator: In the hands of any character
mhr.*r than a paladin, this sword performs as a +3 holy
longsword. In the hands of a paladin, this weapon func
tions as a +7 longsword of holy power and grants a =5
sacred bonus on the wielder’s saving throws against
spells with the evil descriptor or spells cast
by evil characters, If the paladin wielder
smites evil with the holy devastator, she
adds twice her paladin level to damage
(rather than her paladin level),

Caster Level: 23rd; Prerequisites: Craft
Magic Arms and Armor, Craft Epic Magi
Arms and Armor, holy aura, holy smite, holy
word; Market Price: 4,620,315 gp; Cost to Create
2,310,315 gp + 56,200 XF.

Mace of Ruin: This +7 heavy mace ignores the

hardness or damage reduction of any object or
creature it strikes. Furthermore, the Welpon £an
deal critical hits to objects and constructs as if they
were living creatures.
Caster Level: 21st; Prevequisifes: Craft Magic Arms
and Armor, Crafr Epic Magic Arms and Armor
disintegrate; Markel Price: 1,000,312 gp; Cost fo
Creale: 500,312 gp + 20,000 XP.

Quarterstaff of Alacrity: Both ends of this
+5 quarterstaff of speed have equal enhancemen
and special powers, meaning that it allows an addi
tional attack with each end every round, While the
quartersiaff of alacrity is held, it grants its wielder a +5
resistance bonus on Reflex saves. It also deflects ranged
weapons as if the wielder had the Deflect Arrows and
Infinite Deflection feats.

Caster Level; 21st; Prevequisiles: Craft Magic Arms and
Armor, Crafr Epic Magic Arms and Armor, protection fron
arrows, shield; Markel Price: 462,600 gp; Cost fo Creale:
231,600 gp + 14,620 XT.

Souldrinker: This +5 bastard sword bestows 2d4 négs-
tive levels on its targer whenever it deals damage, just as
if its target had been struck by the energy drain spell
Each negative level bestowed grants the wielder 5 tem-
porary hit points. One day after being struck, the subject
must make a Forritude save (DC 25) for each negative
level or lose a level. If this sword's power causes a char-
acter to have negative levels at least equal to her current
level, the character is Ln:‘d:mlh' slain and the wielder
gains an additional 10 temporary hit points. Temporary
hit points gained from this weapon last for a maximum
of 1 hour.

Caster Level: 21st; Prerequisites: Craft Magic Arms and
Armor, Craft Epic Magic Arms and Armor. Spell Focus




Mectomancy ), energy dimin; Market Price: 478,335 gp; Cosl
BCmale: 239,315 gp + 14,780 XP
Stormbrand: This +4 thundering -i|rur.|;rrr:.; bruarst great-
wlallows its wielder to fly at will (as the fly spell). Fur-
Semore, the wielder can move normally (including
ingl even in the strongest winds, When the weapon is
i, the wielder gains electricity resistance 30 and
WK resistance 30
Rader Level: 21st; Prevequusites: Craft Magic Arms and
dmor, Craft Epic Magic Arms and Armor, blindness/
wness, call Lightrning or lightning bolt, control winds, fly,
Elstion from elements; Market Price: 235,350 gp; Cost lo
B 117,850 gp + 12,350 XP.
‘lnholy Despoiler: In the hands of any character
Bt than a2 blackguard, this sword performs as a +3
sy longsword. In the hands of a blackguard, this
ipon functions as a +7 longsword of unholy power and
it 2 +5 profane bonus on the wielder’s saving throws
s SFH.‘H'E with the gm‘rd tlt‘ﬂt'ripmr or ‘_-:'F'I!_’HS Cast l‘.n'g.'
@characters. 1f a blackguard wielder smites good with
Bunholy despoiler, she adds rwice her blackguard level to
e (rather than her blackguard level),
Gler Level: 23rd; Prerequisites: Craft Magic Arms and
#mor, Craft Epic Magic Arms and Armor, blasphemy,
alina, unholy blight; Market Price: 4,650,315 Ep; Cost
2,325,315 gp + 56,500 XP
3
BEnngs bestow vast powers on their wearer, usually
mematically, Few rings have command words or charges.

'IHII; Descriptions
i epic rings are described below.
nant Law: The wearer of this blue-black ring is
ntly sheathed in a shield of law effect. It bestows
Rnegative level on any chaotic creature thar puts it
Blhe negative level remains as long as the ring is
mnand disappears when the ring is removed. This
fiive level never results in actual level loss, but it
@80t be overcome in any way (including restoration
g while the ring is worn
e Level: 15th; Prerequisites: Forge Ring, Forge Epic

ECPSIONIC ITEM
of Epic Psionics: This special erystal ring comes in a
W8 of types useful only to psionic characters (characters
B have power points per day). The wearer's total power
B per day are increased, depending on the ring. The
1.' igranted are not bonus points—while the ring is worn,
RS Increases the wearer’s points per day, but a night’s
Bl quired before gaining access to the increased power
L per day total. (Power points are not actually stored in
BNE 25 would be the case for a crystal capacitor, Instead,
RINE grants power points by magnifying the manifester’s
P |

TasLe 4-18: Eric RinCS
d3é Ring
01-08  Universal elemental resistance, major
09-13  Elemental immunity {acid)
14-15  Elemental immunity (cold)
19-23  Elemental immunity (electricity)
24-28  Elemental immunity (fire)
29-13 Elemental immunity (sonic)
34-38  Adamant low
39-43  Chaotic fury
44-48  Epic wizardry (V)
49-53  Ineffable ewil
34-58  Virtwous good
59-63 Rapid healing
b4-68  Sequestering
69-72  Epic wizardry (Vi)
73-76  Ironskin
/1l Epic wizardry (V1)
B1-83  Weaponbreaking
B4-86  Epic wizardry (VIII)
87-89  Epic protection +6
S90-93 Epic wizardry (I1X)
93-95  Epic protection +7
Q&-97 Epic protection +8
98 Epic protection +9
99 Epic protection +10
100 Universal elemental immunity

Market Price
216,000 gp
240,000 gp
240,000 gp
240,000 gp
240,000 gp
240,000 gp
230,000 gp
250,000 gp
250,000 gp
230,000 gp
250,000 gp
300,000 gp
300,000 gp
360,000 gp
400,000 gp
490,000 gp
600,000 gp
640,000 gp
720,000 gp
810,000 gp
980,000 gp

1,480,000 gp

1,620,000 gp

2,000,000 gp

2,160,000 gp

Ring, shield of law, creator must be lawful; Market Price;
250,000 gp.

Chaotic Fury: The wearer of this jagged metal ring is
constantly sheathed in a cloak of chaos effect. 1t bestows
one negative level on any lawful creature that puts it on
The negative level remains as long as the ring is worn
and disappears when the ring is removed. This negative
level never results in actual level loss, but it cannot be
overcome in any way (including restoration spells) while
the ring is worn.

Casler Level: 15th; Prevequusiles: Forge Ring Furgr: ];];.“;
Ring, cloak of chaos, creator must be chaotic; Markel Price:
250,000 gp.

Elemental Immunity: This plain adamantine band
continually provides the wearer with immunity 1o a
single type of energy: fire, cold, electricity, acid, or
sonic. The wearer takes no damage from the energy of
the 'EFII.'l'”.'iI'.' type.

[

A ring of epic psionics V increases the wearer's daily power
points by 43 points, a ring of epic psionics VI grants 63 power
points, a ring of epic psionics VIl grants 87 power points, a ring
of epic psionics VIl grants 115 points, and a ring of epic psionics
IX grants 147 power points.

Manifester Level: 23rd (epic psionics V), 26th (epic psionics
Vi), 29th (epic psionics VII), 32nd (epic psiomics VIII), 35th
(epic psiomics IX), Prerequisites: Craft Universal Item, Craft
Epic Universal Item, great emulation; Market Price: 250,000
gp (epic psionics V), 360,000 gp (epic psionics Vi), 490,000 gp
(epic psionics VII), 640,000 gp (epic psionics VIlI), 810,000 gp
(epic psionics 1X)




Caster Level; 20th; Prerequisites: Forge Ring, Forge Epic
Ring, protection from clements; Market Price: 240,000 gp.

Epic Protection: This ring offers continual magical
protection in the form of a deflection bonus to Armor
Class of +6 or higher.

Caster Level: 20th: Prevequisites: Forge Ring, Forge Epic
Ring, shield of faith, creator’s caster level must be three
times the ring's bonus; Markef Price; 720,000 gp (+6),
280,000 gp (=7, 1,280,000 gp (+8}, 1,620,000 gp (+9),
2,000,000 gp (+10)

Epic Wizardry: Like the ring of wizandry, this spe-
cial ring comes in a variety of types useful
only to arcane spellcasters. The
wearer'’s arcane spells per day are
doubled for one particular spell
level. An epic ring of wizardry V
doubles sth-level spells, an epic
ring of wizardry VI doubles 6th-
li}"rlt"] :‘i-r‘".'”:'i.. Al €PN ming |_'||. WIZ-
ardry VII doubles 7th-level
spells, an epic ring of wizardry
VIII doubles 8th-level spells,
and an Epic ying of wizardry IX
doubles ath-level spells. Bonus
spells from high ability scores,
school specialization, or any other
source are not doubled.

Casler Level: 23rd (epic wizardry V),
26th (epic wizandry V1), 29th (epic wiz-
ardry VII}, 32nd (epic wizardry VIII),
35th | epic wizavdry IX); Prerequisites:
Forge Ring, Forge Epic Ring, wish;
Market Price: 250,000 gp (epic wizardry V), 360,000 £p (Epic
wizardry V1), 490,000 gp (epic wizardry VII), 640,000 gp
(epic wizardry VIIT), 810,000 gp (epic wizardry IX).

Inetfable Evil: The wearer of this crimson ring is
constantly sheathed in an unholy cura effect. It bestows
one negative level on any good creature thar puts it on.
The negative level remains as long as the ring is worn
and disappears when the ring is removed. This negarive
level never results in acrual level loss, but it cannot be
overcome in any way (including restoration spells) while
the ring is worn.

Caster Level: 15th; Prevequisifes: Forge Ring, Forge Epic
Ring, unholy aura, creator must be evil; Market Price:
250,000 gp.

Ironskin: This plain band of black iron grants its
wearer damage reduction 10,45,

Ring of Universal
Elemeentad Frromiunetsy

MOMEPIC MAGIC ITEM

Universal Elemental Resistance, Minor: This ring functions
as a ring of minor elementol resistance for all types of energy:
fire, cold, electricity, acid, and sonic. When the wearer would
normally take such damage, subtract 15 points of damage per
round from the amount before applying.

e — — — = e —_—

Caster Level: 20th; Prerequisites: Forge Ring, Forge Epic
Ring, iron body; Market Price: 400,000 gp.

Rapid Healing: The wearer of this ring of bone
grants a living wearer fast healing 3. It must be worn
tor 24 hours before its powers activate, and if removed
it will not function again until it has been worn for 24
hours by the same individual.

Caster Level: 20th; Prevequisites: Forge Ring, Forge Epic
Ring, regenerate; Markel Price: 300,000 zp.

Sequestering: This crystalline ring becomes invisible
when worn. Upon command, the wearer gains the ben-
efits of a sequester spell (though she does not
become comatose as normal for the spell)

Caster Level: 20th; Prevequisites: Forge
Ring, Forge Epic Ring, sequester; Marke

Price: 300,000 gp.
Universal Elemental Immunity:
This ring appears to be fashioned
from four lengths of pure ele-
ment: acid, tire, cold, electriciy
The stone set in the band emirs
a rumble like distant thunder
once every day. When worn, it
tunctions as a ring of elemental
nnmunily for all types of energy—
fire, cold, electricity, acid, and
sonic. The wearer takes no damage
trom energy of any of these rypes,
Caster Level: 20th; Prevequisites: Forge
Ring, Forge Epic Ring, protection from ele-

rents; Market Price: 2,160,000 gp.

Universal Elemental Resistance, Major: This
ring functions as a ring of major elemental resistance for all
types of energy—fire, cold, electricity, acid, and sonic
When the wearer would normally rake such damage
subtract 30 points of damage per round from the
amount before applying.

Caster Level: 20th; Prerequisites: Forge Ring, Forge Epic
Ring, protection from elements; Market Price: 216,000 gp;
Cost to Creale: 108,000 Ep+ 124,160 xP

Virtuous Good: The wearer of this pure golden ring is
constantly sheathed in a holy aura effect. It bestows one
negative level on any evil creature that puts it on. The
negative level remains as long as the ring is worn and dis-
appears when the ring is removed. This negative level
never results in acrual level loss, but it cannot be over-
come in any way (including restoration spells) while the
ring is worn,

This is @ nonepic magic item
Caoster Level: 15th; Prerequisites: Forge Ring, protection _IF.-.:;n-
elements; Market Prize: 144,000 gp.




Gasder Level: 15th; Prerequisiles: Forge Ring, Forge Epic
ling, holy aura, creator must be good; Market Price:
SO000 g Cost fo Creale: 125,000 gp + 12,500 XP

Weaponbreaking: A ring of weaponbreaking is idenrical
;H'Iﬂ!_'l'l ronskin, and has one additional power. Any
tipon that successfully serikes the wearer must also
SBike 3 Fortitude saving throw (DC 20) or be shattered
mﬁﬁﬁ.

Gt Level: 20th; Prevequusites: Forge Ring, Forge Epic
B iron body, shatter; Markel Price: 600,000 Ep: Cost fo
Be 300,000 gp + 16,000 XP

.i
Meet ke their nonepic counterparts, ¢pic rods run the
gt of magical configurations and qualities.

Wid-19: Eric Roos

i'_li Rod Market Price

Wyrm (Black)

Epic spellcaster 245,000 gp
Nightmares 284,000 gp
Epic splendor 297,000 gp
The path 306,870 gp
Epic cancellation 330,000 gp
Epic mepation 446,000 gp
Bevegement 447,745 gp
Forttheation 465,665 gp
Epic rutership 375,000 gp
Imialrre renbanlv by 600,000 gp
Poradise 610,000 gp
Restless death 625,000 gp
Excellert magic 650,000 gp
Wyrm (white) 1,458,200 gp
Wyrm [brass) 1,458,200 gp
Epic absorption 1,500,000 gp
Wyrm (copper) 1,562,600 gp

1,562,600 gp

Wyrm (bronze) 1,670,600 gp
Wyrm (green) 1,670,600 gp
Wyrm (blue) 1,782,200 gp
Wyrm [silver) 1,782,200 gp
Wyrm {gold) 1,897,400 gp
Whrm (red) 1,897,400 gp
Epic might 4,293,432 gp
B0t Descriptions

BRI epic rods are described below:

isiegement: This rod functions as a +3 Light maee
BRdition, it is useful for besieging fortifications
mmever the wielder makes a charge attack, the rod
WEs 10 3 +6 weapon. Twice per day, the rod can
@ibattering ram that lasts for 24 rounds. This ram

eonce per round, dealing 20 points of damage
Reich hit. It cannot be used to 13 rget individuals,
" lrtifications. 1t can be I.J:H!'LEF_L'-IJ by normal
RS (65 hp, AC 22}, and disintegrate or dispel magi
1.

L mdalso has the following powers:
R Eagine: One heavy catapulr, two light catapults,
Wit siege towers may be generated with each use of
: Th:' power can be used three times per day
Bnition for 20 shots is included with each weapon

created. See the Siege Engines section in Chapter 5 of
the Dunceos Masier’s Guide for more information.

Fransmute Rock to Mud: This power can be used three
rimes per day (caster level 24th, save DC 17

Caster Level: 24th; Prevequisiles; Craft Rod, Craft Epic
Rod, Craft Magic Arms and Armor, Bighy's clenched fist
:.'"||';"\-|'|'||”. Rarys I:'r-';"ulr'rlilh' |.':'|'F||I. Iransmule :|'|'J.' [ I|||I.il
Market Price: 447,745 gp; Cost lo Creale: 224,025 gp +
14474 XP

Epic hhsnrptiun: Like a rod of absorption, this rod
draws single-target or ray spells and spell-like abilities
into itselt, nullifying the effect and storing the poten
tial spell levels until the wielder releases the energy in
the form of spells of her own. Spells of any level
(including those boosted bevond 9th level by metam-
agic) can be absorbed, although epic spells cannor. The
rod absorbs a maximum of 150 spell levels and can
thereafter only discharge any remaining potential it
might have. The rod cannot be recharged

Caster Level: 23rd; Prerequisites: Craft Rod, Craft Epic
Rod, Empower Spell, Maximize Spell, empowered max-
irmized a;'|'||' lirmimg; Ma rkel Price: 1,500,000 Ep.

Epic Cancellation: This rod is similar in appearance
to a rod of cancellation, but more powerful. Its touch drains
an item of all magical properties, including the magical
energy in epic magic items (but not most artifacts). The
item touched gers a Will saving throw (DC 26). If a crea-
ture is holding the magic item at the time, then the item
can use the holder's Will save bonus in place of its own.
In such cases, contact is established by making a melee
[L'H'..'l.'l i”[ih:;:. fl."[i. 1']"--.'-I'| IjT..ll'I"II'I".I-_" 1|.-|r1"L' Iems, Thl;' TI"I_]
becomes brittle and useless. Drained items can only be
restored by wish, miracle, or epic 3.'|_‘l|_'||_~_- -_-|:n_-.,_'|_|:'1|_';_1]|'.'

1.[1.".";“:” L'd [0 Fesione ili'l"'l-i r"{:l'l."fli,"r 2 :'l_'l_! of Ly B T I||'|'r|l|| bron can
neutralize a normal sphere of annihiulation withour itself
being cancelled

Caster Level: 25th; Prevequisites: Cratt Rod, Craft Epic
Rod, dispel magic; Market Price: 330,000 gp

Epic Might: This rod is similar to a rad of lordly mught,
although it is far more powerful. It is larger than its
normal counterpart, and it is constructed of adamantine
rather t

L il'ﬂ.l_r

140N I]Lll'h'l.i.'ii :1‘.|L"[.J] It !'I..l‘i S1X l'l'll[rn'l'l‘.:-i_ 5{"';'1_"{'.3!

-like tunctions, and several mundane uses, and it
can also be used as a magic weapon of various sorts.

T'he tollowing spell-like functions of the rod can each
be used once per day.

* Dommate Person: Touched toe is recipient of a dommale
person spell, if the wielder so commands (Will save DC
24). The wielder must choose to use this power and
then succeed with a melee rouch artack 1o activare the
power. 1t the attack fails, the eftect is lost

= Stun: Upon command, all enemies viewing the rod
are stunned, as per the power word, stun spell ( 10-foor
maximum range, Will save DC 24}, Invoking this power
IS 3 Hl:ll'ui.l]'-ti dCHon

= Damage: Upon command, the rod deals 10d8 poinis of

damage to an opponent on a successful rouch artack



and cures the wielder of a like amount of damage (Will Caster Level: 24th; Prerequisites: Crafe Rod, Craft Epic

save DC 26 ). The wielder must choose to use this power Rod, dispel magic, limited wish or miracle; Market Price
before arracking, as with dominate person. 446,000 gp.

Epic Rulership: This rod appears to be a royal

The l.uil-::u.'.'in_lg, Weapon uses of the rod have no limits on sceprer worth at least 25,000 gp in marerials and work-

their use, manship alone, The wielder can command the obedi-

ence and fealty of creatures within 360 feer when she
activates the device {a standard action). Creatures
totaling 200 Hit Dice can be ruled, but creatures with
Intelligence scores of 17 or higher are entitled 1o 2
Will saving throw (DC 29) to negate the effect.
&s Ruled creatures obey the wielder as if she were their
absolute sovereign. Stll, if the wielder gives a com-
mand that is contrary to the nature of the crearures
L‘-.:-mm'lndcd. the mablt is broken, T]:a.- rod can be

* In its normal form, the rod can be used as a +6
Heavy imace

= When button 1 is pushed, the rod becomes a +3
longsword of fiery blasting.

* When button 2 is pushed, the rod becomes a +8
battleaxe,

= When burton 3 is pushed. the rod becomes a <10
shortspear or +10 longspear.

The following mundane uses of the rod alse have oS -;.- = dll:-T ]'lm durumn need not |:|e continuous.
no limits on their use, DM Caster Level: 25th; Prevequisites: Craft Rod, Craft
Epic Rod, Improved Heighten Spell, improved
heightened mass charm; Market Price: 575,000 gp; Cost fo
Creale: 300,000 gp + 15,500 XP
Epic Spellcaster: This magnificant adamantine rod
grants its wielder a +10 insight bonus en
RodofEpic  Spelleraft checks made 1o cast epic spells for
Rulership  as long as he holds or carries the rod.
Caster Level: 21st; Prerequisites: Cratr Rod
Craft Epic Rod; Market Price: 245,400 gp.

Epic Splendor: This rod grants its wielder a +8
enhancement bonus to Charisma for as long as she
holds or carries the item. Three times per day, the rod
creates and garbs her in clothing of the finest fabrics,
plus adornments of fur and jewels. Apparel created by
the rod can remain in existence up to 24 hours. The
value of the garb ranges from 70,000 to 100,000 gp
(1d4+6 = 10,000 gp}—10,000 gp for the fabric, 50,000
gp for the furs, and the rest for jewel trim (maximum of
40 gems, maximum value 1,000 gp each).

In addition, the rod can, once per week, create a pals-
tial mansion in any floor plan the user desires. The man-
sion is palatial, able to accommodare up to 250 peopls

* Climbing pole/ladder: When burton 4 is pushed, 2 4
spike that can anchor in granite is extruded from
the ball, while the other end sprouts three sharp
hooks. The rod lengthens to anywhere berween s and
150 feetin a single round, stopping when button 4 is
pushed again. Horizontal bars 3 inches long fold out
from the sides, 1 foot apart, in staggered progression.
The rod is firmly held by the spike and hooks and can
bear up 1o 10,000 pounds, The wielder can retract the
pole by pushing button 5.

» The ladder function can be used to force open
doors. The wielder plants the rod’s base 30 feet or
less from the portal to be forced and in line with
it, then pushes button 4. The force exerted has a
Strength bonus of +24.

* When button & is pushed, the rod indicates
magnetic north and gives the wielder a knowledge
of his approximate depth beneath the surface or
heighr above it

AL R RVR LR
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Caster Level: 30th; Prevequisites: Craft Rod, Craft Epic

Rod, Craft Magic Arms and Armor, Craft Epic Magic housing them in private chambers and serving them
Arms and Armor, cure eritical wounds, inflict critical wounds, fine banquets. The mansion lasts for three davs, afrer
bull’s strength, fiveball, dominate person, power word stun; which time it, and everything originally in it [including
Market Price: 4,293,432 gp; Cost to Create: 2,151,372 gp + items removed from the mansion), disappear.
52,841 XP. Caster Level: 21st; Prerequasites: Craft Rod, Craft Epic
Epic Negation: This rod negates the spell or spell-like Rod, fabricate, Merdenkaimen’s magnificent mansion;
funcrion or functions of magic items, including epic Market Price: 297,400 gp; Cosl to Create: 191,200 gp =
magic items (bur not artifaces). The wielder points the rod 12,124 XP
at the magic item, and a pale gray beam shoots forth o Excellent Magic: This rod sports a shining adaman-
touch the target device, attacking as a ray (a ranged touch tine headpiece. Once per day when casting a nonepic or
attack). The ray negates any currently active irem func- epic spell thar has an experience point component, the
tion and has a 75% chance to negate any other spell or rod supplies up to 2,000 XP, not the caster. 1f more expe-
spell-like functions of that device, regardless of the level rience points are required to cast the spell, the caster
or power of the functions, for 2d4 rounds. To negate provides them.
instantaneous effects, the rod wielder needs to have read- As a special use of the rod, the caster can substitute the
ied an action. The rarget item gets no saving throw or power inherent in the rod for the experience point devel-
means to resist this effect. The rod can funcrion three opment cost of an epic spell. Doing so drains all the
times per day. power from the rod, rendering it useless,




Later Level: 21st; Prerequisites: Craft Rod, Craft Epic 30-foor radius who hear this terrible wail believe that

Hed: Market Price: 650,000 gp; Cost to Create: 325,000 gp + their worst nightmares have become reality and suffer
000 XP the effects of a wail of the banshee spell (DC 23),
Fortification: This rod functions as a +3 light mace. Caster Level: 21st; Prerequisites: Craft Rod, Craft Epic
i sddition, it is useful for the construction and Rod, nightmare, permanency, wail of the banshee; Markel
Sense of fortifications. Whenever the wielder is ben- Price: 284,000 gp.

#ing from cover, the rod improves that to nine-tenths Paradise: This item creates a nondimensional space,
e (+10 cover AC bonus and +4 cover Reflex save similar in effect to a rod of security. However, the rod's
#nws; failure on the save results in hﬂlr-dil:'lmg{' and possessor and up to 999 other creatures can stay in com-

mocess results in no damage). Three times per day, the plete safery for up to 1,000 days divided by the number

ﬁiﬂl.'l:_.'rt'.'llt‘ tood and water, as per the cleric spell, for of creatures affected. Natural healing takes place ar five

menty-tour people times the normal pace, The rod funcrions like irs
Thfm-j:iE:i-.J ]'I.il:‘;- [I."II.' tﬂ"kﬂ"-"l!".]_:: F'I:,'!l"l-'-l.:'r!';' |'||:|['|I'.'r!'!.{' I'.'I:l'l..ll'l“."rp:lr[ n ﬂ” I'_'I[!'Il;"r wave | gpp ‘J'“_‘ DUNGEON
fitily: Four times per day, a stone wall can be created MasTer's Guide),

Wil 5 12 inches rhick, 10 feer high, and 30 feet long. Caster Level: 24th; Prerequisites: Cratt Rod, Craft Epic

I8 wall has 2 parapet and bartlements across the top. Rod, Improved Heighten Spell, improved heightened
Miermatively, the power can be used to mend a broken gale; Market Price: 610,000 gp.

Busting 'r'-'11]_|. The gap to be filled can be no more than The Path: This rod appears as a shillelagh ot darkened,
Wisquare feet in area.) In addition, once per day, a great polished cak. It serves as an aid to trailblazing and travel
ol iron can be created that is set into one of the It grants the wielder a +30 enhancement bonus on
ll'}!-' created walls. This door, 4 inches thick, may be a Wilderness Lore checks for tracking and Intuir Direction
Wtble door, 2 drawbridge, or a porteullis, as '
foen by the wielder

M Engine: One heavy catapult, two light cara-
i of three ballistae mav be gcn-e:r,]md with
8 use of this power. The power can be used
tiimes per day. Ammunition for 20 shots is
Wluded with each weapon created. See the
B Engines section in Chapter 5 of the Dus-
3 Muste’s Guide for more information.

Ry Level: 24th; Prevequisites: Craft Rod, Craft
B lod, Craft Magic Arms and Armor, Bighy’s inler
hﬂd..‘n‘-.lh'fﬂ:".-! and water, major creation, wall of
wall of stone; Markel Price: 465,665 gp; Cost lo
231,985 gp + 14,634 XP.

Umalnerability: When held, this stout adamantine
grants its wielder the i.n”nwmg powers,

checks. The handle of the rod is hollow. function-

ing like a relescope. When the wielder peers
through i, the limits of vision are three times
normal (and spotring distances for encounters
are tripled; see Table 3-1 in the Duncion
Masters Guide). In addition, the telescoping
handle enables the wielder to view things as
though attected by a true seeng spell.
The rod also has the fol lowing powers,

Map: Three times per day a section of the rod
unrolls like a scroll from a tube, revealing a map
of the surrounding area, centered on the location
|.'|‘t- rl:'l = rllti. .J.!'I.L' F1] Kt ] '1|_|I:1"|'||'!'|. on ‘hl_‘ ]T!q'l'l:'l COYVETS aAn

area as small as 50 feet in radius to as hrp_u.l a5 24
miles in radius, zooming in or out with a set of com-
mand words. The map reveals natural topography
and all types of structures (even hidden ones), bur
it will not show the location of creatures

88 matural armor bonus.

Bisistance bonus on saving throws,
flage reduction 50,43,

8lsmunity 1o critical hirs.

B3O8l resictance 32

Passage: Three times per day, this power allows the
wielder and up to five others in a 20-foor radius to move

unhindered through natural plant growth
Rodd of or bodies of water (as per the freedom of
Nightmares  movernent hp-r“

e Level: 20th; Prerequusites: Craft Rod, Craft Epic
4 i boddy, resistance, '«_|1e'r| resistance; Market Price:
iightmares: This rod is constructed of an ebony
Ml and takes the form of a horrible, writhing
Wit a skull-like unearthly head thar is unset-
W behold. Anvone who comes within 20 feet

[
o
l
!

Bridge: Once per day, this power allows
the user to create a S-foot-wide, 40-foot-long stone cause
way across chasms and canyons

Pass without Trace: Once per day, this power can be
used on the wielder and twenty others, for 21 min-

utes. It is otherwise as the spell of the same name
(caster level 24th

B Wil Caster Level: 21st; Prevequisites: Craft Rod, Craft Epic
e m“!_"-"l:ft"i! must make a Will save (DC 17) or Rod, find the path, freedom of movement, pass withoul
Bithe effects of a nightmare spell the next time trace, wall of stone; Market Price: 306,870 gp.

.l : HE‘EEP. TJ‘II.‘ 'n'-'ll.‘!l.IL"T is immune (o this 1.'=I||.:l.'[. REE‘EI{'SS UE-i]tI:'!I: [hr |:'||,|E1_[||_'r ol |:]'|_|t_., 1'|_1-;,E can I'L'E.'H.Ikl.‘ or
L times per day, the wielder can utter a command control undead as if he were four levels higher, (The rod
BiliBat causes the rod to emit a horrid, inhuman doesn't grant the ability to rebuke or control undead if
B 1o twenty of the closest creatures within a

Bwiclder feels 1 grave sense of unease. Each

You 'Ijl'.'ll‘.l[ .ll]'l.'.lLl".' |'I:!".'l.' IL. /




In addition, the wielder may speak a command word to
cast animate dead. Any skeletons or zombies animated by
the rod's power are automatically controlled by the rod,
up to the rods maximum limit of 42 HD, and they follow
the orders of the rod's wielder. These undead don't count
toward the wielder’s limit of controlled undead.

Finally, the wielder can speak a second
command word to cast slay living (height-
ened 1o 10th level; DC 25),

Caster Level: 21st; Prevequisites: Crafi
Rod, Craft Epic Rod, arimate dead,
control undead, slay living; Market Price:
625,000 gp.

Wyrm: Any of the various rods in
this series funcrions as a +5 quarter-
staff. Upon casting the red to the
ground (a standard action] and urter-
ing a command word, the rod grows
into a specific type of
dragon (depending on  RudofReiens
the specific type of Deasd
rod) by the end of the
round. The dragon ereared is a wyrm
(see the Monster Manual for full
derails) and obeys the commands of
the owner. The dragon returns o rod
form (a full-round action) whenever
the wielder desires, or whenever it
moves farther than 500 feet from the
owner. [t the dragon form is slain, it
returns to tod form and cannot be acti-
vated again for three days. A wyrm rad
only tunctions if the possessor is of the
same alignment as the dragon type.

Caster Level: 34th (whire or brass),

35th (black or copper), 36th (green or
bronze), 37th (blue or silver), 38th (red
or gold); Prevequisites: Craft Rod, Craft
Epic Rod, Craft Magic Arms and Armor,
Craft Epic Magic Arms and Armor, Im-
F‘TI.'I"-"E'I.i Hl."igh[-E'l"l ""-]:1|.‘|| :ilﬂ!_"-l’ﬂ‘..’f'd E‘leig]l'{:]:cd 1111;"|.*ri-r.1:|]-1.|:|
other, creator must be same alignment as dragon type;
Markel Price: 1,458,200 gp (brass or white), 1,562,600 £p
(black or copper), 1,670,600 gp (bronze or green),
1,782,200 gp (blue or silver), 1,897,400 gp (gold or red);
Cost to Create: 729,400 gp + 24,576 XP (brass or whire),
781,600 gp + 25,620 XF (black or copper), 835,600 gp +
26,700 XP (bronze or green), 891,400 gp + 27,816 XP
(blue or silver), 949,000 gp + 28,968 XP (gold or red)

SCROLLS

To generate an epic scroll randomly, first roll on Table
4-20 to determine whether the spells are arcane or divine.
An epic scroll contains 1d8 spells. For each spell, roll on
Table 4-21 to determine its level and then on the appro-
priate section of Table 4-22 1o determine the spell's actual
level and total metamagic level adjustments. To determine
the specific metamagic level adjustments, roll on the

appropriate section of Table 4-23. To determine the spell,
use the appropriate secticn of Table 8—24 or Table 8-25, 1
tound in Chaprer 8 of the Dusceon MasTer's Guide

TasLE 4—20: ScroLL TyPES

d Type
01=T0 Arcane
=100 Divine

TaeLe 4-21: Eric ScroLL SPELL LEVELS

Spell Spell's

d% Level Caster Level Market Price ' XP Cost
01-26 10th 215t 2,250gp 1,210 XP
27-46  11th 22nd 6,050 gp 1,242 XP
47-61  1Zth 23rd 6300gp 1,276 XP
62-71  13th 241h 780080 1,312 %P
72-79  lath 25th 8750 gp 1,350XP
80-85  15th 26th 9,750 gr  1,39%0KP
B6-90  16th 27:h 10800 gp  1,432%P
31-94  17th 28th 11,900 g 1,476 %P
95-97  18th 25th 13,050 g 1,522 %P
98-99  19th 30th 14250 gp 1,570 XP
100 Roll again Spell level <17 Varies Varies

and add +107
' Market price does not include price of material components
or XP costs for spell.
* This result is cumulative if rolled multiple times,

TaBLE 4—22: AcTuAL SPELL LEVEL

10th-Level Spell

d% Spell Level and Metamagic Level Adjustment
01-03  1st-level spell plus metamagic (9)
0408  2nd-level spell plus metamagic (8)
0915 3rd-level spell plus metamagic (7)
16-24  4th-level spell plus metamagic (6)
25-35  5th-level spell plus metamagic (5)
3648  Bth-level spell plus metamagic (4)
49-43 Tth-level spell plus metamagic (3)
64-80  8th-level spell plus metamagic (2)
&1-099  Sth-level spell plus metamagic (1)

10 DM’s choice

11th-Level Spell

d% Spell Level and Metamagic Level Adjustment
01-03  Tst-level spell plus metamagic (10)
0408  2nd-level spell plus metamagic (3)
09-15  3rd-level spell plus metamagic (8)
16-24  4th-level spell plus metamagic (7)
25-35  Sth-level spell plus metamagic (6)
3648  Gth-level spell plus metamagic (5)
49-63  Tth-level spell plus metamazgic (4)
64-80  Bth-level spell plus metamagic (3)
&1-93  Oth-levei spell plus metamagic (2}

100 DM's choice

12th-Level Spell

d% Spell Level and Metamagic Level Adjustment
01-05  2nd-level spell plus metamagic (10
0b-12  3rd-level spell plus metamagic (9)
13-21 dth-level spell plus metamagic (8)
22-32  Sth-level spell plus metamagic (7}
3345  Gth-level spell plus metamagic (6)
46-60  Tth-level spell plus metamagic (5)
61-77  Bth-level spell plus metamagic (4)
75-99  Sth-level spell plus metamagic (3)

100 DM's choice




ﬁﬂﬂ Spell Metamagic (2)

Spell Level and Metamagic Level Adjustment d% Metamagic Effects

8 3rd-level spell plus metamagic (10) 01-25 Empower Spell

B0 dth-level spell plus metamagic (9) 26-50  Heighten Spell [+2 levels)

0 Sth-level spell plus metamagic (8) 51-55  Roll on Metamagic (1) and add Enlarge Spell
I Gth-level spell plus metamagic (7) 56-65  Roil on Metamagic (1) and add Extend Spell
50 Tth-level spell plus metamagic (6) 66-90  Roll on Metamagic (1) and add Heighten Spell
-1 Sth-level spell plus metamagic (5) {+1 level)

38 Orh.evel spell plus metamagic (4) 91-100 Roll on Metamagic (1) and add Silent Spell

W DM's choice
Metamagic (3)

HavLevel Spell d% Metamagic Effects

#  Spell Level and Metamagic Level Adjustment 01-25  Heighten Spell (+3 levels)

W dth-level spell plus metamagic (10) 26=50  Maximize Spell

G Sthelevel spell plus metamagic (9) 51-65  Roll on Metamagic (1) and add Empower Spell

B Gth-level spell plus metamagic (8) 66-70  Roll on Metamagic (2) and add Enlarge Spell
Tth-level spell plus metamagic (7) 71-75  Roll on Metamagic (2) and add Extend Spell
Bthdevel spell plus metamagic (6) 76-95  Roll on Metamagic (2) and add Heighten Spell
oth-level spell plus metamagic (3) (+1 level)
DM's choice 96-100 Roll on Metamagic (2) and add Silent Spell

o Spell Metamagic (4)

Spell Level and Metamagic Level Adjustment d% Metamagic Effects

Sth-level spell plus metamagic (10) 0115 Enhance Spell

Bth-level spell plus metamagic (9) 16-40  Heighten Spell {+4 levels)

Tth-level spell plus metamagic (8) 41-55  Quicken Spell

fth-level spell plus metamagic (7) 56-65  Roll on Metamagic (1) and add Maximize Spell
Gth-level spell plus metamagic (6) 66-75  Roll on Metamagic (2) and add Empower Spell
DM’s choice 76-80  Roll on Metamagic (3) and add Enlarge Spell

81-85  Roll on Metamnagic (3) and add Extend Spell

Spell 86-95  Roll on Metamagic (3) and add Heighten Spell
Spell Level and Metamagic Level Adjustment (+1 level)

Eth-level spell plus metamagic (10) 96-100 Roll on Metamagic (3) and add Silent Spell
Tth-level spell plus metamagic (9)

Bth-level spell plus metamagic (8) Metamagic (5)

Gth-level spell plus metamagic (7) d% Metamagic Effects

OM's chigice 01=30 Heighten Spell (+5 levels)

31-40  Roll on Metamagic (1) and add Enhance Spell
5 41-55  Roll on Metamagic (1) and add Quicken Spell
Spell Level and Metamagic Level Adjustment 56-65  Roll on Metamagic (2) and add Maximize Spell
Tih-level spell plus metamagic (10) 66-75  Roll on Metamagic (3) and add Empower Spell

&th-level spell plus metamagic (3) 76-80  Roll on Metamagic (4) and add Enlarge Spell
Sth-bevel spell plus metamagic (8) §1-85  Roll on Metamagic (4) and add Extend Spell
DM’z choice 26=95 Roll on Metamagic (4) and add Heighten Spell

{+1 level)
el Spedl 96-100 Roll on Metamagic (4) and add Silent Spell
Spell Level and Metamagic Level Adjustment

Sth-level spell plus metamagic (10) Metamagic (8)
Gth-level spell plus metamagic (9) d% Metamagic Effects
DM's choice 01-30  Heighten Spell [+6 levels)

31-40  Roll on Metamagic (2) and add Enhance Spell
41-55  Roll on Metamagic (2) and add Quicken Spell

M Spell Level and Metamagic Level Adjustment 56-65  Roll on Metamagic (3) and add Maximize Spell
i Oth-level spell plus metamagic (10) 6675  Roll on Metamagic (4) and add Empower Spell
i DM's choice 76-30 Roll on Metamagic (5) and add Enlarge Spell
81-85  Roll on Metamagic (5) and add Extend Spell
BT MeTamacic LEVEL ADJUSTMENT TO SPELLS 86-95  Roll on Metamagic (5) and add Heighten Spell
pe (1) (+1 level)
Metamagic Effects 96-100 Roll on Metamagic (5) and add Silent Spell
il Enlarge Spell
Extend Spell

I Heighten Spell (+1 level)
| Silent Spell



Metamagic (7)

d% Metamagic Effects
01-25  Heighten Spell {47 levels)
26-45  Intensify Spell
46-53  Roll on Metamagic (3) and add Enhance Spell
36-63>  Rell on Metamagic (3) and add Quicken Spell
66-75  Roll on Metamagic {4) and add Maximize Spell
f6-80  Roll on Metamagic (5) and add Empower Spell
&1-8%  Roll on Metamagic {6) and add Enlarge Spel
86-930  Roll on Metamagic (6) and add Extend Spell
91-95  Roll on Metamagic (6) and add Heighten Spell
[+1 layel)
96-100 Roll on Metamagic (6) and add Silent Spell
Metamagic (8)
d% Metamagic Effects
01-30  Helghten Spell {+8 levels)
3145 Roll on Metamagic (1) and add Intensify Spell
46-55  Roll on Metamagic (4) and add Enhance Spell
5665 Rell on Metamagic (4) and add Quicken Spel
66-75  Roll on Metamagic (5) and add Maximize Spell
76-20  Roll on Metamagic (6) and add Empower Spell
81-85  Roll on Metamagic (7) and add Enlarge Spell
86-90  Roll on Metamagic (7) and add Extend Spell
071-05% Roll an Metamagic (7) and add Heighten Spell
(+1 level)
96-100  Roll on Metamagic (7) and add Silent Spell

Metamagic (9)

d%s Metamagic Effects
01-30  Heighten Spell (+2 levels)
31-45 Rall an Metamagic (2) and add Inte"m:":,' Spell
46-55  Roll on Metamagic (5) and add Enhance Spell
56-65  Roll on Metamagic (5) and add Quicken Spell
66-75  Roll on Metamagic {6) and add Maxdmize Spell
T6-80  Roll on Metamagic (7) and add Erpower Spell
81-85  Roll on Metamagic (8) and add Enlarge Spell
2690 Roll on Metamagic (8) and add Extend Spell
91-95  Roll on Metamagic {8) and add Heighten Spell
{+1 level)
96-100 Rell on Metamagic (8) and add Silent Spell
Metamagic (10)
d% Metamagic Effects
01=30  Heighten Spell (+10 levels)
31-45 Roll an Metamagic (3) and add Intensify Speil
46-55  Roll on Metamagic (6) ard add Enhance Spell
56-6%  Roll on Metamagic (6) ard add Quicken Spell
6675  Roll on Metamagic (7) and add Maximize Speil
76-80  Roll on Metamagic (8) and add Empower Spell
81-87  Roll on Metamagic (9) ard add Enlarge Spell
86-90  Roll on Metamagic (9) ard add Extand Spell
91-95  Roll on Metamagic (9) ard add Heighten Spell
{+1 level)
96-100 Roll on Metamagic (9) and add Silent Spell
STAFFS

There are no epic wands; staffs are the preferred spell-
storage item for epic casters. Statls have 50 charges when

created, and they can't be recharged.

tpic Staff Descriptions
Standard epic staffs are described below:

Cosmos: This smooth staff is crafted from a jer-black
stone. Staring into its surface reveals a shimmering,

142

-

TapLE 4—24: Epic STAFFS

d% Staff Market Price
01-09  Spheres 228375 gp
10-18  Mughty force 265,000 go
19-27  Walls 275.625 gp
28-36 Winter 292,500 gp
37-45  Prism 326,812 gp
Hg—-54 Rapid barrage 417,750 gp
55-63  Planar might 460,000 gp
6471 Dramination 464 400 gp
72-79  Fiery power 500,000 gp
80-87  Nature's fury 500,000 gp
83-935  Hiercphants 501,187 gp
9693 CO5mos 683,457 gp
99-100 MNecromancy 1,505,312 gp

wavering star field with the occasional
comet, nebula, or solar flare visible. It
allows use of the following spells.

« Chain lightning {intensified, 1
charge, DC 29)

« Meteor swarm (intensified, 1 charge,
DC 34)

« Sunburst (intensified, 1 chﬂrge, DC 32}

Caster Level: 27th; Prevequeisites: Craft Statf,
Craft Epic Statt, Intensity Spell, cham light-
g, meleor swarm, sunbursl; Markel Price:
683,437 gp.

Domination; This staff is short (about 4
teet long) and thick (abour 4 inches in diam-
eter) with iron bands encircling it like
shackles at regular intervals. It allows use of
the following spells,

L d

Dhvrminiake monster (1 |_'h:|rg|_=, 0 33

= Demand (1 charge, DC 32)

= Mass charm (1 charge, DC 32)

g ¢ Geas (heightened, 1 charge, DC 33)

Caster Level: 21st; Prevequisites: Crafr
Staff. Craft Epic Staff, Heighten Spell,
demand, dominate monster, geas, mass
charm; Market Price: 464,400 gp.

Fiery Power: This +5 flaming quarter-
staff grants its wielder fire resistance 30

lowing powers.

damage, 2 charges, DC 22)

o]
fire elemental only)

whenever held. In addition, it has the fol- |

= Wall of fire (extended, 1 charge, DC 18)
* Delayed blast fieball (intensified o 240 points of

| Seafrof

Sl oa s

= Meteor swarm (heightened to 12th, 2 charges, DC 32)
* Summon monster IX (extended, 2 charges, elder

StafFaf A staff of fiery power can be broken ir: a ret-
Dowmination  ributive strike. The breaking of the staff
must be purposetul and declared by the




wider. All charges currently in the staff are instantly
bised in 2 30-foot- radius globe. All within 10 feet of
Rbroken staff take points of damage equal to eight
2 the number of charges in the staff, those between
Meet and 20 feer away take six times the number of
Birges in damage, and those 21 feet to 30 feet distant
8 four times the number of charges in damage. Suc-
Witul Reflex saving throws (DC 17) reduce the damage
Sained by half.
Ihe character breaking the staff has a 50% chance of
'I||.mg to another pi;ml.' of existence: if he does not, the
posive release of spell energy destroys him,
Mter all charges are used up from the staff, it remains
345 quarterstaff with no special abilities. (Once
i cmpry of |,_'|I1it1"b_'|l'."-. it cannot be broken in a retribu-
tive strike. )
Caster Level: 25th; Prevequisites: Crafe Stath, Crafe
! Epic Staff, Extend Spe I, Heighten Spe I, Improved
Heighten Spell, Intensify Spell, Spell Focus (Evo-
cation), cortfiniual Mame, delaved Blast fiveball. meleor
iR fwarm, profeclion from elements, summon monster [X,
wall of five; Mavket Price: 500,000 gp.
1 ! The Hierophants: This gnarled, age-darkened
walking stick is carved in vines and allows use of
| LS fuliuwmg !-:FIL'“‘-:.
* Creeping doom (enlarged, extended, 1 charge,
DC 23)
* Command plants (enlarged, extended, 1 charge,
DC 25)
* Elemental swarm (intensified, 2 charges,
DC 34)
* Shambler (intensified, 2 charges,

DC 34) S

w Caster Level: 27th; Prevequi-
Wafte  siles: Cralr Statl, Cratr Epic Stall,
empbants  Enlarge Spell, Extend Spell, Intensify
i Spell, creeping doom, command plants,
Wemental swarm, shambler; Market Price: 501,187 gp.
Mighty Force: This platinum-shod staff has
three powers.
# Sl lquickened, 1 charge, mav be activated once
pet round |
B forcecage (1 charge)
N crushing hand (1 charge)

e Lowel: 21st; Prerequisites: Crafe Staff, Craft Epic
in:hn Spell, Bighy's crushing hand, forcecage, shield;
B Pricr- 265,000 gp
! '5 Fury: This +5 aberration bane
il is made from a single gnarled
Beokoak thar has been struck by light-

B allows use of the following spells.

(1 charge)
Ihrighmned to 10th level, 1 L'h:trgu. D 25)
(heighrened to 10th level, 1 charge, DC 25

After all charges are used up from a staff of nature’s fury, it
remains a +5 quarterstaff with no special abilities.
Caster Level: 21st; Prevequusites: Crafr Statt,
Craft Epic Staff, Heighten Spell, Im-
proved Heighten Spell, earthquake, fire
storm, summon monster [ (or summaon
nature’s ally 1), whirlwind; Markel Price:
500,000 gp.
Necromancy: This staff seems 1o be a series of
ﬁngﬂ bones fused together. It allows use of the
tollowing spells

Circle of death (intensitied, 2 charges, DC 2
Creale grealer undead (1 charge)

Finger of death (improved heightened 1o 16th,
2 charges, DC 34)

Soul bind (improved heightened to 16th, 2
charges, DC 34). The soul trapped through the
use of the soul bind spell is trapped

in the staff rather than a gem. S§u7
Only by breaking the staff can the  Neoromane
souls be freed.

Caster Level: 27th; Prevequisites: Craft Staff, Craft
Epic Staff, Intensify Spell, Heighten Spell, |
Improved Heighten Spell, circle of death, create

greater undead, finger of death, soul bind; Market

Price: 1,505,312 gp Cost o Create: 1,290,156 gp +

14,303 XF

Planar Might: The wielder ot
this pq,m.'u_'ri'ul srabt 15 immune to
the effects of any planar align-
ment traits, as well as the positive-
dominant and negative-dominant trairs
as described in Manual of the Planes). It

also allows use of the following spells.

» Greater planar ally (1 charge
« Greater planar binding (1 charge)
* Gate (1 charge)

When using the greater planar ally power, you must
"1||]|. !'Htrgﬂl.l'l '|'|.'I||._| [i'l.l." l'.:llll:"l.] Creatune,

In addition to its other powers, a slaff of planar might
is a +5 outsider bane quarterstaff (roll 1d4 to determine
what alignment of oursiders the staff’s bane
Staffsf POWET works _:i;.:;nin.*.-t: 1=chaotic, 2=evil,
Plenar  3=go0d, 4=lawful). After all charges are used
Might  up from a staff of planar might, it remains a +3

quarterstaff with no special abilities,
Caster Level: 21st; Prevequisiles: Cratt Stath,
Craft Epic Stath, gate, greater planar ally, greater
planar binding, protection from elements; Markel

Price: 460,000 gp.
Prism: This statf stands & feet tall, is
made of crystal, and has three flar sides
rather than being round. It allows use of the
tollowing spells.
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* Prismatic sphere (extended. 1 charge, DC 25)
* Prismatic spray (extended, 1 charge, DC 22
* Prismalic wall (extended, 1 charge, DC 23)

Caster Level; 215t Prevequisites: Cratt Statf,
Craft Epic Staff, Extend Spell, prismatic
sphere, prismatic spray, prismatic wall; Markel
Price: 326,812 gp.

Rapid Barrage: Either of the rod's
two powers can be activated as a free
action (though the statf may only be
activated once per round), it’

Staffof

Pritme

« Magic mussile (intensitied, quickened, 1
charge, 5 missiles dealing 10 points of
damage each)

* Firehall (heightened to 6th, enhanced, quick-
ened, 1 charge, 20d6 damage, DC 19

Caster Level: 25th; Prerequisites: Craft Staff
Craftt Epic Statt, Enhance Spell, Heighten

Spell, Intensify Spell, Quicken Spell, firchall, §

;]

magic missile; Marlet Price: 417,750 £p,

Spheres: This wooden staff is shod in iron
and has a 5-inch-diameter iron ball adorning itz
top. It allows use of the tollowing spells.

Staff

= Obiluke’s freezing sphere (1 charge, DC 19)
 Otiluke’s resilient sphere (1 charge, DC 16)
s Otiluke's telekinetic sphere (1 chazge, DC 22)

Caster Level; 21st; Prerequisiles: Crafr Sraff,
Craft Epic Staff, Otiluke’s freezing sphere,
Ottluke’s vesilient spheve, Otiluke’s telekinetic
sphere; Market Price: 228,375 gp.

Walls: This staff is not round, but rather a square
metallic pillar 6 feet tall, 2 inches on a side. It has a
square stone headpiece, inser with a clear dismond. It
allows use of the following spells.

= Wall of sron (1 charge)
« Wall of stome (1 charge)
 Wall of force (1 charge)

Caster Level: 30th; Prevequisites: Craft Staff,
Craft Epic Staff. Extend Spell, extended wall
of foree, wall ﬂ_f ivon, wall of stone: Markel Price:
275,625 Ep.

Winter: This steel pole is constantly coated with a
thin laver of frost. It has a circular metallic headpiece
6 inches in diamerer, through which a scene of 2
raging snowstorm is always visible. The staff allows
the use of the following spells.

of Pl

= Cone of cold (intensified, 2 charges, DC 28)

= Iee storm {intensified, 2 L'|'|.'|rg{-5_ DC 26)

* Ofiluke’s freezing sphere (intensified. 2 charges, DC 29
= Wall of ice (1 charge)

WONDROUS ITEMS

Epic Wondrous ltem Descriptions

Caster Lewvel: 24th: Prevequisifes: Craft Sraff,
Craft Epic Staff, Extend Spell, Intensify

spell, cone of cold, ice storm, Otiluke’s freezing BB *#
fi

spiere, wall of ice; Market Price: 292,500 gp. WY
)

Anyone can use a wondrous item unless spec-
ihied otherwise in the item’s description.

Srandard epic wondrous items are described
below.

Amulet of Epic Natural Armor: This
amulet, usually crafted from dragon scales,
[L“'.JE]UL"“'; Lhe \'.'{':Ll‘g'rlsi |'.|ﬂ'l;]"|' '.IHI._'I ﬂﬂ_""‘_'.h SL"..'“'IE
him a narural armor bonus to his AC of +6 or
higher, depending on the tvpe of amulert,

Caster Level: 20th; Prevequisites: Craft Won-
drous Item, Craft Epic Wondrous
Item, barkskin, creator’s caster level
must be three times the amulet's
bonus; Market Price: 720,000 Ep (+6),
2e0,000 gp L+ ) 1,280,000 £p {48 L 1,620,000 Ep
(+9}, 2,000,000 gp (+10); Weight: —, ]

Belt of Epic Strength: This wide belt is

made of thick hide and studded with

Staffol

MHimder

adamantine, The belt adds an en-
hincement bonus of +8 or higher to

] the wearer's Strength score.

Caster Level: 20th; Prerequisites: Craft
Wondrous Item, Craft Epic Wondrous ]
Ivem, bull’s strength; Market Price: 640,000 gp X
(+8), 1,000,000 gp (+10), 1,440,000 gp (+12});
Weight: 1 Ib.

Boots of Swiftness: These sofr-soled leather
shoes grant their wearer 1 +6 enhancement bonus 1o
Dexterity. The wearer's speed doubles (this does no
stack with any magical or supernatural enhance-
ment to speed), she gains the evasion ability (as the
rogue class teature), and the wearer's jumping dis
tance is not limited by her height. The wearer gains :

+20 competence bonus on Balance, Climb, Jump

and Tumble checks, Three times per day, the wearer

can utter a command word to activate the boots
haste power (as the haste spell, lasts 20 rounds).

Caster Level: 20th; Prevequisites: Craft Wondrous

Item, Craft Epic Wondrous Item, cat’s grace

Staffof L"LFFL'dHI:J:ir retreaf, haste, jump; Market Price

Spberes 256,000 gp; Weight: 1 Ib.

Bracers of Epic Armor: These items
appeat to be wrist or arm guards, They surround the
wearer with an invisible but rangible field of force
granting him an armor bonus of +11 or higher, just
as though he were wearing armor. Both bracers must
be worn for the magic to be effective.

Caster Level: 20th; Prerequisites: Craft Wondrous

Item, Craft Epic Wondrous Item, mage armor, creator’s
caster level must be twice the bracers’ bonus: Market Price




Q10,000 (+11), 1,440,000 (+12), 1,690,000 gp (+1 31,
960,000 (+14), 2,250,000 gp (+15); Weight: 1 [b.

Bracers of Epic Health: These platinum arm bands
ally bear the image of a dragon or other powerful
gature. They grant the wearer an enhancement bonus
g4 or higher to Constitution.

Caster Level: 20th; Prerequisites: Craft Wondrous ltem,
(nft Epic Wondrous Item, endurance; Market Price: 640,000
48, 1,000,000 gp (+10), 1,440,000 gp (+12); Weight: 1 1b.

Bracers of Relentless Might: These adamantine
Bcers grant 2 +12 enhancement bonus to the wearer’s
sength and Constitution. The wearer is treated as two
B categories larger than normal (to a maximum of
Wlassal) for purposes of combat-related opposed
secks that apply a modifier based on size, such as bull
i, grapple, and trip.

Laster Level: 20th; Prevequisites: Craft Wondrous Item,
Wit Epic Wondrous [tem, bull's strength, endurance, en-
0 Market Price: 4,384,000 gp; Weight: 1 Ib.

Cabinet of Feasting: This extraordinary cabinet has
Rt shility to produce a delicious feast for up to forty
#onle, three times per day. Merely opening the doors of
S tahinet reveals platters of food of all types and flavors
fhe very freshest sort. The meal has all the qualities and
Weelits of that produced by a heroes' feast spell.

Lader Level: 40th; Prerequisites: Craft Wondrous Item,
Wt Epic Wondrous Item, heroes' feast;

Mirke! Price: 288,000
& Weighl: 20 1b.

Cloak of Epic
Mharisma: This
Mttweight and
Wtionable cloak
g decorative

Pl trim. When

B, it grants a
bothigher en-

TasLe 4-25: Eric WonNDROUS ITEMS

d%

01-02
03-04
05-06
D7-08
09-10
11-13
14-15
16-18
19-21
22-24
25-27
28-30
nN-33
14-36
37-39
40-42
43-45
45-48
49-51
§52-54
55-57
58-59
60-62
63-65
G668
A9-71
72-74
15-76
J1-78
79-30
81-82
83-84
15-86
£7-88
B9-90
91-92
93-94
95-96
97-98
99100

Wondrous Item

Horseshoes of the peerless steed
Mantle of great stealth

Boots of swifiness

Cabinet of feasting

Mantle of epic spell resistance
Cloak of epic resistance +6

Gate key

Cloak of epic resistance +7

Belt of epic strength +8

Bracers of epic health +8

Cloak of epic charisma +8

Cloak of epic resistance +8
Cloves of epic dexterity +8
Headband of epic intellect +8
Periapt of epic wisdom +8
Amulet of epic natural armor +6
Cloak of epic resistance +9
Amulet of epic natural armor +7
Belt of epic strength +10

Bracers of epic health +10
Cloak of epic charisma +10
Cloak of epic resistance +10
Gloves of epic dexterity +10
Headband of epic intellect +10
Periapt of epic wisdom +10
Bracers of epic armar +11
Amyilet pf:p.l'c natural armor + 8
Belt of epic strength +12

Bracers of epic armar +12
Bracers of epic health +12

Cloak of epic charisma +12
Gloves of epic dexterity +12
Headband of epic intellect +12
Peniapt of epic wisdam +12
Amulet of epic natural armeor +9
Bracers of epic armor +13
Bracers of epic armor +14
Amulet of epic natural armor +10
Bracers of epic armor +15
Bracers of relentless might

Market Price
217,000 gp
242,000 gp
256,000 gp
288,000 gp
290,000 gp
360,000 gp
378,000 gp
490,000 gp
640,000 gp
640,000 gp
640,000 gp
640,000 gp
640,000 gp
640,000 gp
640,000 gp
720,000 gp
810,000 gp
980,000 gp

1,000,000 gp

1,000,000 gp

1,000,000 gp

1,000,000 gp

1,000,000 gp

1,000,000 gp

1,000,000 gp

1,210,000 gp

1,280,000 gp

1,440,000 gp

1,440,000 gp

1,440,000 gp

1,440,000 gp

1,440,000 gp

1,440,000 gp

1,440 000 gD

1,620,000 gp

1,690,000 gp

1,960,000 gp

2,000,000 gp

2,250.000 gp

4,334,000 gp

ement bonus
8 character's
REITISMa SCOre,
Bder Level: 20th:;
Buisites: Crafe
grous ltem, Craft
e Wondrous Item,
monster; Markel
2 b4 0,000 gp \+8),
ERE g (410 ), 1,440,000
RBLLE Weight: 1 b
Uoak of Epic Resis-
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I mapic protec-
i the form of
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Caster Level: 20th; Prevequusites: Craft Wondrous Item,
Craft Epic Wondrous [tem, resistance, creator’s caster level
must be three times the cloak's bonus; Market Price:
360,000 (+6), 490,000 (+7 ), 640,000 gp (+8), 810,000 (+92},
1,000,000 gp (+10); Weight: 1 b

Gate Key: This small tube has a series of rotating rings
and small burtons along its length. When properly oper-
ated, it can be used to attune any bounded space, such as
a L‘IL'I{'IT'I.";'.;I'\' Or a cave I.'I‘FH_"H!FIE:. [0 anot J‘u‘r |:'|'."|;|]"-|..|.|:"Ij HPJ&IE'
on another p|:Jm: of existence ]'.-n"..'muh|1_.' visited by the
wielder, When two bounded spaces are artuned, an inter-
dimensional portal springs up at each location, and the
two portals are connected. When the wielder creates a

pair of portals, he also establishes the necessary key

that travelers must have to access the portal. Possible
keys include nothing, a pearl, a particular hair color, or
msnce . even the gate key itself. Up to sixty ditterent pairs of por-
B on all tals can be attuned in this manner
g throws Once all sixty pairs of portals are created, the key
finede, Reflex, and cannot create additional gates, though it may still be the
T necessary key to access some or all of the portals. To any

Beotsof
Sror et
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creature without the proper key, the interdimensional
portals are not visible (through true seeing or similar
magic reveals their presence),

Caster Level: 21st; Prevequisites: Craft Wondrous Item,
Craft Epic Wondrous Item, gate; Market Price: 378,000 gp;

Weight: 1 1b. =

Gloves of Epic Dexterity: These tight-
fitting, thin leather gloves are very flexi- &
ble and allow for delicate manipulation.

They add an enhancement bonus 2
of +8 or higher to the wearer's
Dexterity score. @

Caster Level: 20th; Prevequisites:
Craft Wendrous Item, Crafr
Epic Wondrous Item, cal's grace;
Market Price: 640,000 gp (+8),
1,000,000 gp (+#10), 1 440,000 &
gp (#12); Weightl: —. Y

Headband of Epic Intel-
lect: This device is a light cord
with a small diamond set so that
it rests upon the forehead of the
wearer. The headband adds an
enhancement bonus of +8 or
higher to the wearer's
Intelligence score.

Caster Level: 20th; Prereg-
uisifes: Crafr Wendrous §
ltem, Cratt Epic Wondrous (S
I[l'm. COFMTMENRE OF .Il.'l_..Tl.'”I.I- L A
lore; Markel Price; 640,000
gp (+8), 1,000,000 gp (+10),
1,440,000 gp (+12); Weight: —, <l

Horseshoes of the Peerless ,._-'
Steed: These horseshoes magi-
cally adhere to the feet of any
hooted creature. Anyone riding the creature gains a +10
competence bonus on Ride checks and is treated as
having ranks in the appropriate Ride skill (and thus does
nor take the —5 penalty for r]{Ei:I'Ig an unfamiliar mount).
The horseshoes grant the creature (or its rider, as appro-
priate) the etfects of the Trample, Ride-By Atrack, and
Spirited Charge feats. The wearer of the horseshoes gains
spell resistance 32 against enchantment effects. In addi-
tion, the ground speed of the ereature wearing the horse-
‘\-]1 L 1.['."'[]]1 [I:"'i i

Caster Level: 20th; Prevequisites: Craft Wondrous Item,
Craft Epic Wondrous Item, Ride skill, haste, spell resistance;
Muarket Price: 217,000 gp; Weight: 1 1b. each

Mantle of Epic Spell Resistance: This embroidered
garment is worn over normal clothing or armor. It grants
the wearer :1']‘-r“ resistance +.

Caster Level: 29th; Prevequisites: Craft Wondrous Item,
Craft Epic Wondrous Item, spell resistance; Market Price:
290,000 gp. Weight: 1 [b.

Mantle of Great Stealth: The wearer of this neutral
gray cloak gains a +30 bonus on Hide and Move Silentdly
checks. The wearer's outline is blurry and indistinct

[ i

granting one-half concealment (20% miss chance) arall
times (as the blur spell). The mantle also grants nondetec-
tion to its wearer (as the spell).
i Caster Level: 20th; Prevequisites: Crafi
.| Wondrous Item, Craft Epic Wondrous
') Item, blur, invisibility, nondetection, silence
W' Market Price: 242,000 gp; Weight: 1 Ih.
Periapt ot Epic Wisdom: This large
pear] set on a platinum chain grants an
enhancement bonus of +8
or higher to the wearers
Wisdom score,
Caster Level: 20th; Prereg-
_ uisites: Craft Wondrous ltem
W ofEpic  Craft Epic Wondrous Item, con-
mune or legend love; Markel Price
640,000 gp (+8), 1,000,000 gp
(+10], 1,440,000 gp (+12); Weigh!l: —

INTELLIGENT
[TEMS

Just like nonepic magic items, epic
magic iftems somerimes possess
intelligence of their own. Such
items are fully sentient and should be
treated as NPCs. The Random Epic
Magic Items section earlier in this
chapter derails the chances thar epic
armor, shields, rings, rods, staffs, won-
drous items, and weapons might be
intelligent. In short, a ring, rod, staff.
wondrous item, armor, or shield
has a 1% chance to be intelligent, a
i o ranged weapon has a 5% chance o
- = be intelligent, and a melee weapon
has a 15% chance to be intelligent.

Rather than using the tables in the Dunceon Mastess
Guide, use the tables below to determine the properties of
an intelligent item: the number of powers, unusual prop-
erties, alignment, and special purpose of the item (if any
Ot the three mental ability scores, two scores are favored
(2dé + some number) and one is completely random
(3d6). Choose which scores get assigned which number,
or roll 1d4 and determine randomly according to the fol-
lowing table

e i

L =
i

{.r.{'i.l' I"'.I:.' T

TABLE 4—26: MENTAL ABILITY SCORES FOR INTELLIGENT

ITEMS
Td4 High Scare Medium Score Low Scare
1 Intelligence Charisma Wisdom
‘ Intelligence Wisdom Charisma
3 Wisdom Intelligence Charisma
4 Charisma Intelligence Wisdom

As with any intelligent magic item, you should try to
design unusual epic magic items along special themes
and for specific campaign purposes. using the rables 1=
guidelines and tor inspiration. Just because you roll a




pecilic power doesn't mean vou have o assign ir to the
#em Feel free ro change or ignore any results that don)
ityour vision of the irem,

The first step in determining the properties of a
andom intelligent epic magic item is to determine its
preral capabilities. These are found by rolling d% and
wnsulring Table 4-27
e 4-27: EPic ITEM INTELLIGENCE, WISDOM,
ARsMA, AND CAPABILITIES

&% Ability Scores

0-22 Two 2d6+10,

one 3db

040  Two 2d6+11,

ane 3d6

454  Two 2d6+12,

one 3d6
Two 2d6+14,
ane 3d6
Two 2d6+186,
ane 3d6

Capabilities
Three primary abilities,
one extraordinary power
Ti‘lrer_‘ ,':l’ll"l'l.1r:,' .1|:||||‘.||_"_-.
two extraordinary powers
Four primary abilities,
two extraordinary powers
Four primary abilities,
three extragrdinary powers
Four primary abilities,
three extraordinary powers,
oNe AWESDMEe power
Four primary abilities
three extraordinary powers
WO awesome powers
Roll again, but add 1d6 to each ability scora !
Use Table 8-31 in the Duncron Mastee's Guide
Cumulative if rolled multiple times

Two 2d6+18,
ane 3dé

BRLET PRICE MODIFIER

Bch intelligent item is a unigue combination of sen-
#nie, communication, and special powers. The marker
mice modiliers Eiven in lable 8-31 in the Duscros
MuTERs Guide may not prove sufficient to measure an
gpropriate market price for such an item. To find the
mirket price for an epic magic item, use these expanded
pdelines, adjusting as necessary ro find an appropriate
il price

Each point of Intelligence bonus, Wisdom bonus, or
trisma bonus increases the item’s markert price by
0 gp.

Any form of communication possessed by the item
screases its market price by the number shown on Table
+1% Epic ltem Communication

Eich prmary abiliry F"li""-hl."'l“t‘l.l by the item INCreases 10s

mrket price by 2,000 to 10,000 gp (average 6,000 gp

Eich extraordinary ability possessed by the item
Bresses its market price by 15,000 1o 35,000 BP laverage
S0 g'l_'u

Aspecial purpose increases the irenvs market price by
S ||'l.|'| --r-\._

Al Awesome I."I.I'n'l.'l.'i' LACTEASES [hl:" ifems '|1'|.'|-T.|":L'l F"[Il. =
o 100,000 gp

IELLIGENT ITEM ALIGNMENT

ey item with Intelligence has an alignment. Make
e that the :1|.I_|:'_I‘.t1‘.r!|11 you choose or determine ran
Bnly (using Table 4-28: ltem Alignment) matches any
fnment-oriented special abilities of the item (such as
iy power ),

Any character whose alignment is not compatible
with that of the item gains one negartive level for every
10 points of the weapon's Ego (see Item Ego below) if
he or she so much as picks up the item. Although this
never results in actual level loss, the negative levels
remain as long as the item is in hand and cannot be
overcome in any way (including restoration spells).
These negarive levels are cumulative with any other
penalties the item might already place on inappropri
ate wielders,

TABLE 4-28: ITEM ALIGNMENT

d% Alignment of Item

01-05 Chaotic good

6=15 Chaotic aeutral

16=20 Chaotic evil

21-25 Meutral svil

26-10 Lawful evil

311=5% L.'I'.'fl-lll E'::I-:Id

56-60 Lawful neutral

61-80 Meutral good

81-100 Meutral

The item can also be used by any character whose alignment
carfesponds fo the nonneutral portion of the (tem's alignment
(in other words, chaaotic, evil, good, or lawful), Thus, any
chaotic character (CC, CN, CE) can use an item with chaotic
reutral alignment

ITEM COMMUNICATION

Like a character, an :I'In'”:j.'_u.'nt Inem hpg-;ikw‘. ommaon p|:|=-
one language per point of Intelligence bonus. Choose
Ippropriate I-'Il'l!.'_ll.lh"_r."-. I.Ikl!'l_ﬂ INfo gccount r]u_:- 1tems
origin and purposes. For instance, an intelligent drow-
made weapon would probably speak Elven, and a holy
weapon might speak Celestial

An item with multiple modes of communication can
use any of its modes ar will

TABLE 4-29: Eric ITEM COMMUNICATION

d%e Communication Mode

01-10  Semiempathy '

11=35 :_""1r.'-.':'!||:,' .

I6-75 Speech !

fb-85 Telepathy * +5.000 gp

86-100 Speech ! and telepathy * +8,000 gp

The possessor receives some signal (a throb or tingle, for
example) when the iterm’s ability functions

The possessor feels urges and sometimes emotions from the
tem that encourage or discourage certain courses of action
" Speaks Common plus ane tanguage per point of Intelligence
bonus. Roll d%: 01-05, the item cannot read any languages;
0675, the item can read any language it can speak (+1,000 gp
o market price); 76-90, it can read all languages (+2,000 gp to
market price); 91-100, it can read all languages as well as read
magic {+3,000 gp to market price)
' The iterm can communicate si ently with any wielder who has
an Intelligence of 1 or higher, regardless of any language barrier

Market Price Maodifier
+1,000 gp
+2,000 gp
+3,000 gp

INTELLIGENT ITEM ABILITIES

Using the number of capabilities determined above, find
the item’s specific abilities by rolling on the appropriate
tables below




TasLE 4=30: INTELLIGENT ITEM PRIMARY ABILITIES

d%
01-04
05-08
09-12

Primary Ability

Iterm:has 10 ranks in Intuit Direction
Item has 10 ranks in Sense Motive
Wielder has free use of Combat Reflexes

13-16  Wielder has free use of Blind-Fight

17-20  Wielder has free use of Improved Initiative

21-24  Wielder has free use of Mability

23-28 Wielder has free use of Sunder

29-32  Wielder has free use of Expertize

33-39  Detect [opposing alignment] at will

4042  Find traps at will

4347  Detect secret doors at will

48—24  Detect magre at will

55-37 Wielder has free use of uncanny dodge (as a Sth-
tevel barbarian)

S8-80 Wielder has free use of evasion
61=-65 Wielder can use see inwisibility at will
e6—/0  Cure hight wounds (1d8+5) on wielder 1/day

M-75  Feather fall on wielder. 1 /day

o Locate obiect in a 120-ft. radius

17 Wielder does not need to sleep

73 Wielder does not need to breathe

79 Jump for 20 minutes on wielcer 1 /day

80 Spider climb for 20 minutes on wielder 1 fday
81=00  Roll twice again on this table
J1-100 Roll on Table 4-31: Intelligen: Item Extraordinary

Powers irstead

and so on.

All abilities function only when the item is held,
drawn, or otherwise brandished and the possessor is con-
centrating on the desired result. Activating a power is a
standard action, bur using 2 free feat is not. Feats mayv be
used regardless of prerequisites, bur the item still must be
held and drawn (or worn, in the case of such items). At
the DM’s discretion, an intelligent item might activate 2

].'lli'!"n.'l.'l!f LY 1[b LRIV R

TABLE 4=31: INTELLIGENT ITEM EXTRAORDINARY POWERS

d% Extraordinary Power Uses
01-05 Charm peson (DC 11 ") on contact 3/day
06-10 Clairaudience felainvevance 3 [day

[100-ft. range, 1 minute per use)
11-15  Magic missife [200-ft. range, 3 missiles) 3/day

16-20  Shield on wielder 3 day

21-25  Detect thoughts (100-ft. range, T minute 3/day
per use)

26-30  Levitation (wielder only, 10 minute duration) 3/day

31-35  Imvisibility (wielder enly, up to 30 minutes 3 /day
per use|

36-40  Fiy (30 minutes per use) 2/day

41-45  Lightming polt (8d6 points of damage, 1/day
200-ft. rarge, DC 13 1)

4630  Summon monster [ 1/day

S1-55  Telepathy {100 f. range) 2/day

56-60 Cot's grace (wielder only) 1/day

61-65  Bull's strength (wielcer only} 1 /day

6b=-70  Hoste (wielder only, 10 rounds) 1/day

11-73  Telekinesis (250 Ib. maximum, 1 minute 2/day
sach use)

T4-T6  Heal 1 /day

77 Telgport, 600 b, maximum 1 /day

[f the same ability is rolled rwice or more, the range, fre-
quency, ot effectiveness of the power is doubled, tripled,

d% Extraordinary Power Uises
7é Glabe of miulnerabrlity 1/day
it Stoneskin iwiﬂldﬂ |;‘,:-r!|].-I 10 minutes per usp] El.'d:::,-
a0 Feeblernind by touch 2 /day
al True secing At wil
g2 Wall of force 1/day
B3 Summon monster V| 1/day
84 Finger of death {100 ft. range, DC 17} 1/day
25 Passwall AL wall
86~90  Roll twice again on this table =

21-100 Roll again on this table, and then roll for —
a special purpose on Table 4-33
Choose an ability score of the item (usually the highest) at
the time the item is created or randomly generated. Add thal
ability's bonus to the given DC,

If the same power is rolled twice, the uses per day are dou
bled. (If true seeing or passwall is rolled twice, roll again.

Powers function only when the item is drawn and held
and the possessor is concentrating upon the desired
effect. Activating a power is a standard acrion. Ar the
DM’s discrerion, an intelligent item might activate s
POWET On L5 oW

TaABLE 4—32: INTELLIGENT ITEM AWESOME POWERS

d?  Awesome Power Uses
01-04  Astral projection 1/day
05-08  Bull’s strength (wielder only; intensified 1/day

+10 enhancement bonus to Strength)
09-12  Cat's grace (wielder only; intensified; 1/day

<10 enhancement bonus to Dexterity)

13-16  Chain lightning (enhanced; 20d6 damage;  1/day
DC16 )

17=20 Dominate monster (DC 19 ') on contact 1/dzy

21=-24  Enaurance {wielder only; intensified; 1/day
+10 enhancement bonus to Constitution) :

25-28  Epengy drain (DC 12"} on cortact 1/day

29-32  Finger of death (heightened to Sth level; 1/dsy
DC19 %)

33=36  Foresight [wielder only) 1/dzy

37=40 Cole 1/day

41-44  Haoste (wielder only; extended: 3/day
40-round duration)

4548 I'ri':'_r:r'l,'.llr'r'EII l'.l1l.-'|'5|:|:1.:l'.'!|.l {l,-,'.'EiL",.r_': cnl-,-; ExtE"‘ldf_‘d; ZI-'d.'.:,-
40-minute duration)

49-52  Mass heal 1 /day

53-56  Meteor swarm (DC 19 ) 1/day

57-60 Phase door 2/day

61-64  Prsmatic sphere (DC 19 ") 1 [day

65-68  Stomeskin (wielder only; extended; 3/day
400-minute duration)

B69-72  Summion monster |X (extended; 1 /day
&0-round duration)

73-76  Sunburst (heightened to 9th level; DC197)  2/day

17-80  Teleport without error 2 day

81-90 Rall twice again on this table —

91-100 Roll again on this tzble, and then roll for —
a special purpose on Table 8-35 in the
Dunceon Master's Guide
Choose an ability score of the item [usually the highest) at
the time the item is created or randomly generated. Add that
ability's bonus to the listed DC
* The weapon can only summon mensters whose alignment
has no components that oppose the item's alignment. For
instance, a lawful good weapon cannot summon a chaotic or
evil creature.




Uless otherwise stated, all awesome powers function at
3 caster level. If you roll the same power, the uses per
Syare doubled.

fwers function only when the item is drawn and held,
8 the possessor is concentrating upon the desired
flect. Activating a power is a standard action. At the
UMs discretion, an intelligent item might activate a
FWED OT1 115 OWTI.

fCIAL PURPOSE ITEMS

amswith special purposes are a challenge for the DM 1o
= However, they are worth the rrouble, because they
ml-!-h_'plk' enrich a ca mpaign.

LTy

Bitem’s purpose must suit the type and alignment of
sem and should always be treated reasonably. A pur
ol ‘defeat/slay arcane spellcasters” doesn't mean thar
®egword forces the wielder to kill every wizard she sees
¢ does it mean that the sword believes it is possible 1o
I8 every wizard, sorcerer, and bard in the world. It does
tin that the item hates arcane spellcasters and wants to
fig the local wizard's cabal to ruin, as well as end the
W0l 1 sorceress-queen in a nearby land. Likewise, a
mose of “defend elves” doesn't mean that if the wielder
Bmell, he only wants to help himself. It means that the
8 wanis 1o be used in furthering the cause of elves,
Bmping out their enemies, and aiding their leaders. A
pose of “defear/slay all” isn't just a matter of self
Benation. It means thart the item won't rest (or let its
feider rest) until it places itself above all others. A
and probably unrealistic—goal, to be sure.

B33 INTELLIGENT ITEM PURPOSE
¢ Purpose
Defeat/slay diametrically opposed alignment
Defeat/slay arcane spellcasters (including magic-
using monsters)
8 Defeat/slay divine spellcasters (including divine
entities and servitors)
Defeat/slay nonspellcasters
MHIJ'EJI:" a particular creature type [see Monster
Manual for choices)
Defeat/slay a particular race or kind of creature
b Defend a particular race or kind of creature
§ Defeat/slay the servants of a specific deity
Defend the servants and interests of a specific deity
Defeat/slay all {other than the item and the wielder)
o DM's or character's choice
J purpose of the neutral (M) version of this item is to
Wi e balance by defeating/slaying powerful beings of
glignments (LG, LE, CG, CE).

B8 Furpose Powe

fecial purpose power operates only when the item is

Bisuit of its special purpose. This is always up to the
mew of the item. It should always be easv and
httorward to see how the ends justify the means
.. B0 say that if the player's reasoning for how a par
@tion serves the item’s purpose is not completely

Bble, the item won't allow ir.

TABLE 4—34: INTELLIGENT ITEM SPECIAL PurpPOSE POWERS

d% Special Purpose Power
01-10 Blindness ' (DC 17 ?) for 2d6 rounds
11-20 Confusion ' (DC 19 ¥) for 2d6 rounds
21-25 Fear' (DC 19 %) for 1d4 rounds
26-535 Hold monster ' (DC 19 ) for 1d4 rounds
56-65 Slay living ' (DC 20 %)
66-75 Disintegrate ' (DC 21 %)
76-80 True resurrection on wielder, one time only
£1-100 +4 luck bonus on all saving throws, +4
deflection AC bonus, spell resistance 30
' This power affects the opponent of the item's wielder on a
successful hit unless the opponent makes a Will save at the
listed DC
* Choose an ability score of the item (usually the highest) at
the time the item is created or randomly generated. Add that
ability's bonus to the listed DC.

ITEM EGO

Ego is a measure of the total power and force of personal-
ity that an item possesses. Only after all aspects of an item
have been generated and recorded can its Ego score be
determined. Ego is a factor with regard to the dominance
of item over character, as detailed below

TasLE 4-35: ITem Eco

Attribute of Item

Each +1 enhancement of item up to +5
Each +1 enhancement of item above +5
Each 1 bonus nfﬁpnpn;ial abilities

Each primary ability

Each extraordinary power '

Each awesome power '

Special purpose

Telepathic ability

Read languages ability

Read magic ablity

Each +1 of Intelligence bonus

Each +1 of Wisdom bonus

Each +1 of Charisma bonus
" If uses per day are doubled, Ego points are doubled as well

Ego Points

e e B [ R S T [ (R A |

Thus, a +2 short sword (2 Ego points) with an Intelligence
score of 10, Wisdom score of 13 (1 Ego point), and
Charisma score of 11, plus the primary ability of finding
traps (1 Ego point) has an Ego score of 4.

By contrast, imagine a +7 flaming blast longsword (15 Ego
points: § for the enhancement bonus up to +5, 4 for the
enhancement bonus up to +7, and 6 tor the +6 bonus
value of flaming blast [see Table 4-15: Weapon Special
Abilities]) with an Intelligence score of 23 (6 Ego points),
Wisdom of 19 (4 Ego points), and Charisma of 16 (3 Ego
points). Add the primary abilities of defect IRAZIC, ¢ 1nVisi-
ble, Improved Initiative, and evasion {4 Ego points), the
extraordinary powers of detect thoughts (2 Ego points) and
haste (2 Egu Pownts j, and the awesome power of Fll'l.aliu
door (6 Ego points). Also include the fact that the weapon
is telepathic (1 Ego point) and reads languages (1 Ego
point}, and the sword has a total Ego score of 44,

items .1l.|.!||.'-| L.naracters

When an item has an Ego of its own, it has a will of its own.

The item is, of course, absolutely true to its alignment, If
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the character who possesses the item is not true to thar
alignment’s goals or the irem's special purpose, personal-
ity conflict—item against character—results. Similarly,
any item with an Ego score of 20 or higher always con-
siders itself superior to any character, and a personality
conflict results if the possessor does not always agree
with the item.

When a personality conilict occurs, the possessor must
make a Will saving throw (DC = items Ego). If the possessor
succeeds, she is dominane. If she fails, the item is dominant.
Dominance lasts for one day or until a critical situation
occurs (such as a major bartle, a serious threar to either item
or character, and so on, at the DM's discretion). Should
item gain dominance, it resists the character’s desires and
demands concessions such as any of the following:

* Removal of associates or items whose alignment or
personality is distasteful 1o the item.

* The character divesting herself of all other magic items
oritems of a certain type.

* Obedience from the character so the item can direct
where they go for its own purposes,

* Immediate seeking our and slaving of crearures Wateful
to the {tem.

* Magical protecrions and devices to protect the item
from molestation when it is not in use.

* That the character carry the item with her on all
OCCasions.

* That the character relinquish the item in favor of a
more suitable possessor due to alignment differences
or conduct.

In extreme circumstances, the item can resort to even
harsher measures.

* Force ifs possessor into combat.

* Refuse to strike opponents,

» Strike at its wielder or her associates.

* Force its possessor to surrender to an opponent.
* Cause itself to drop from the characrer's grasp.

Naturally, such actions are unlikely when harmony
reigns between the character’s and item's alignments or

when their purposes and personalities are well matched
Even so, an item might wish to have a lesser character
possess it in order to easily command him, or a higher
level possessor sc as to better accomplish its goals.

All magic items with personalities desire to play an
important role in whatever activity is under way, particu
larly combat. Such items are rivals of each other, even if
they are of the same alignment. No intelligent item wants
to share its wielder with others. An intelligent item is
aware of the presence of any other intelligent irem
within 60 feet, and most intelligent items trv their best to
mislead or distract their host so that she ignores or
destroys the rival. Of course, alignment might change
this sort of behavior. A holy devastator, for example, would
certainly not allow destruction of any other lawful good
item and might encourage their discovery, even at the
risk of having to face grim odds to do so.

Itemns with personalities are never totally controlled or
silenced by the characters who possess them, even
though they may never successfully control their posses-
sor. They may be powerless to force their demands bu
remain undaunted and continue 1o air their wishes and
demands. Even a humble +1 weapon of unusual nature
can be a vocal martyr, denigrating its own abilities and
asking only that the character give it the chance to shar
ter irself against some hated enemy:

Mote: You should assume the personality of the item as
you would with any NPC. Refer to Chapter 5: Campaigns
in the Duxceon Master's Guide, especially Table 5-5: One
Hundred Traits, for ideas on personality quirks to make
an intelligent item’s persona more memorable.

ARTIFACTS

Even in a world with epic magic items, there will always
be artifacts: legendary relics of mysterious power, their
origins shrouded in tales of lore. Some of these items may
be little more than unique epic magic items with a story
attached, while others defy even the greatest loremasters
efforts to glean their methods of creation.

Regardless of an artifact’s origin, no price can truly be
attached to these items. In most cases, rthis is because
their powers flout categorization. Other items are so far

BEHIND THE CURTAIN: PRICING ARTIFACTS

Since epic magic iterns have market prices and prerequisites
[_DT I:FE'Etiﬂl"I. 'r'|'|'I-:|" dﬂﬂ'i ar:ifa-::ts. have thece came [h“rac[ﬂm-
tics? For most artifacts, this is a game balance issue. Because
an item’s market price sets its creation cost, pricing an artifact
would lead to setting its cost to create, If a character had the
ability to create books of exalted deeds or spheres of annihilation,
the campaign (and indeed the entire world) could be thrown
out of whack. The presence of such items must lie solely in the
hands of the DM, wha can decide whether or not he wants a
deck of many things in his game. If these items had prices, then

—— = = r—

characters could create them as desired, ta king this element of
contral away from the DM.

Still, some artifacts (minor or major) can be reproduced using
the epic magic item creation rules. For instance, the Mace of
Cuthbert is essentially a +5 holy lawful mace of disruption (effec-
tively a +11 weapon) with a special power (searing light at 20th
level at will}. According to the epic magic item creation rules
this item would have a market price of approximately 2,500,000
gEp. A character who wished to wield a replica of the Mace of
Cuthbert could have such an itern created, It wouldn't be the
actual Mace but it would be essentially identical in function.

o — —




nd the means of mortal crearors that no fair price
mbe attached to their ownership.
&en though epic characters are extremely powerful,
wshould still be careful of placing artifacts in your
ame without forethought. Many have the POWEF 10
ptly influence your campaign, and withour a market
% it can be difficult to gauge their relative power in
smparison to other magic items. Suill, if any campaign
S5 out for the inclusion of artifacts, it is the epic game.
#enif you don't pass these items out as treasure, the mere
mence of them in the game can help it feel more “epic”

NOR ARTIFACTS
gstated in the Duncron
fERs Guide, minor arti-
sare not necessarily
Bigue items, bur rather
Bagic items that no longer
2 be made by common
tal means—even by the
s of epic creators. Such
s have no established
et price (though their
e can range into the
mdreds of thousands of
M piEces or more ).
Selow is a selection of
mn minor artifacts.
verfull Purse: This
r belt pouch has the
fto turn a single gold
Winto many overnight. If
e gold piece is placed
the cverfull purse at sun-
Litwill be replaced ar
gise by 25 gold pieces.
the purse has no effect if
% than one gold piece is left within, or if anything
Berthan gold i< placed within,
Gker Level: 20th; Weight: 1/2 1b.
libram of Gainful Conjuration: This mystic book is
est value 1o arcane spellcasters of good alignment
NG, CGL Study of the work requires one week,
gen completion, the good arcane caster gains a +1
fent bonus to the ability score controlling his arcane
ting ability (for example, Intelligence for wizards
Lharisma for bards and sorcerers) and experience
Bisufficient to place him halfway into the next level
iperience. (If the reader has levels in more than one
B¢ spellcasting class, he must choose one of the
to be affected.)
ngood arcane spellcasters (LN, N, CN, LE, NE, or
: e permanently drained of 1d4+1 points of Consti-
B and must atone (see the atonement spell) in order
g any turther experience.
#one incapable of casting arcane spells who reads
isingle word of the work must make a Will save
Mior suffer insanity (see the insanity spell).

Exceprt as indicated above, the writing in a libvam gﬁ;_,mb
ful conjuration can't be distinguished from any other book,
libram, tome, or so on until perused. Once read, the book
vanishes, never to be seen again, nor can the same charac-
ter ever benefit from reading a similar tome a second time.

Caster Level: 19th; Weight: 3 b,

Libram of Ineffable Damnation: This mystic book
is of grear value o arcane spelleasters of evil alignment
(LE, NE, CE). Study of the work requires one week,
Upon completion, the evil arcane caster gains a +1 inher-
ent bonus to the ability score controlling his arcane spell-

casting ability (for example, Intelligence
for wizards or Charisma for bards
and sorcerers) and experience
points sufficient o
place him halfway
into the next level of
experience. (If the
reader has levels in
more than one arcane spellcasting
class, he must choose one of the

classes to be affected.)
Nonevil arcane 'iFI-E“L'.‘lH[L‘T“!-i (LM,
M CN, LG, NG, or CG) are permi-
nently drained of 1d4+1 points of
Constitution and must atone {see
the atonement spell) in order to gain

any turther experience.

Anyone incapable of casting
arcane spells who reads even a single
word of the work must make a Will
save (DC 20) or suffer insanity (see

the piisanity 5pel]::,
Except as indicated above,
the writing in a libram of inef-
fable dammation can't be distin-
guished from any other book, libram,
tome, or s0 on until perused. Once read, the book vanishes,
never to be seen again, nor can the same character ever
benefit from reading a similar tome a second time

Caster Level: 19th; Weighi: 3 1b.

Libram of Silver Magic: This mystic book is of great
value to arcane spellcasters of neutral alignment (LN, N,
CNJ. Study of the work requires one week. Upon comple-
tion, the neutral arcane caster gains a +1 inherent bonus to
the ability score controlling his arcane spellcasting ability
({for example, Intelligence for wizards or Charisma for
bards and sorcerers) and experience points sutticient to
place him halfway into the next level of experience. (If the
reader has levels in more than one arcane spellcasting
class, he must choose one of the classes to be affected.)

Evil or good arcane spellcasters (LE, NE, CE, LG, NG,
or CLs) are permanently drained of 1d4+1 poimts of Con-
stitution and must atone (see the atonement spell) in order
to gain any further experience.

Anyone incapable of casting arcane spells who reads
even a single word of the work must make a Will save
(DC 20) or suffer insanity (see the insanity spell).

Librams

af Gatnfil
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Except as indicated above, the writing in a libram of silver
magic can't be distinguished from any other book, libram,
tome, or 50 on until perused. Once read, the book vanishes,
never to be seen again, nor can the same character ever
benetit from reading a similar tome a second time.

Caster Level: 19th; Weight: 3 [b.

Manual of Puissant Skill at Arms: This trearize con-
tains expert advice and instruction in the arts of combar.
"HH‘ |.1|:'|.‘l:|I‘J:|:|‘ Ilgh"_' Es |"1:1:|1|-. ||.'|I.h]}.. oI rﬂﬂgﬁ'[ W hﬂl
spends one week studying the manual gains 2 +1 inherent
bonus to Strength and experience points sufficient ro
place him halfway into the next level of experience. (If the
reader has levels in more than one of the classes listed, he
must choose one of the classes 1o be affectad.)

A character without any levels in one of the classes
listed gains no bonus from the work, but if an arcane
spellcaster without levels in one of the classes listed
scans even a single word she will lose 2dex1,000 XP and
must make a Will save (DC 20) or have 1 point of Intelli-
gence permanently drained.

Except as indic ated above, the writing in a manual of puis-
sant skill at armis can't be distinguished from any other book,
libram, tome, or so on until perused. Once read, the book
vanishes, never to be seen again, nor can the same character
ever benefit from reading a similar tome a second rime.

Caster Level: 19th; Weight: 3 lb. —

Manual of Stealthy F'|| :
fering: This puide to _
thievery grants any rogue
who spends a week
studying its lessons a +1
inherent bonus to Dex-
terity and experience
points sufficient to place
him !1:1]1".1.'“1_.' into the
next level of experience.

A character without any
rogue levels gains no bonus
from the work, bur if 2 divine
spellcaster withour rogue levels
scans even a single word she will lose  opdommare®
2d 621,000 XP and must make a Will  Diee
save (DC 20) or have 1 point of
Wisdom permanently drained.

Except as indicated above, the writing in a manual of
stealthy pilfering can't be distinguished from any other
book, libram, rtome, or so on until perused. Once read, the
book vanishes, never to be seen again, nor can the same
character ever benetit from reading a similar tome a
second time.

Caster Level: 19th; Weight: 3 [b.

Olidammara’s Dice: This pair of yellowed ivory cubes
appears much like any other pair of rypical {6-sided) dice,
though in place of the “1” spor is Olidammara’s symbol,
the mask of comedy and tragedy combined.

A characrer with a pair of Olidammara’s dice who
wishes to roll them must announce that he is rolling the
dice {accidental rolls have no effect). Rolling the dice isa

standard action, and both dice must be rolled simultane-
ously to have any effect.

To mimic the roll of Olidammara’s dice, the player
should roll 2dé and consulr the able below.

2d6  Effect

£ Lose 10,000 XP and dice roll again next round

3 Permanently lose 1d&+1 Dex

4 Cain 1d4 negative levels (Fortitude DC 20 to remove)
3 -1 penalty on all attacks, saves, and checks for 1 hour
7 -4 penalty to AC for 10 minutes

7 #1 morale bonus on attacks and on saves against fear

for 10 minutes

Cain effects of blur far 10 minutes

+1 insight bonus on all attacks, saves, and chec«s for
1 }‘.:}L,r

10 Gain effects of freedom of movement for 1 hour

11 Gain one limited wish {must be used within 1 mnute)
12 Gain 10,000 XP and may rol' again next round

LIy e )

N r czn gain any etfect from an additional roll of
the dice within 24 hours, with two exceptions, If vou roll s
2, the dice automatically roll themselves ar the beginning
of vour next turn and you must accept the additional
result. If you roll a 12, you may choose to roll again in the
next round (if more than 1 full round elapses between the
roll of 12 and vour bonus roll, you lose the bonus roll),
There is no method (mundane or magical) to predict or
influence the result of a roll of Olidammara’s dice. Even
powerful divination magic can't predict the outcome of 1
roll before it is made.
Caster Level: 20th; Weight:

MAJOR ARTIFACTS
Each of these unigue items has
a long history behind it—an
'Lrn:prc.n.]m;i'r'-lf creation, an
infamous origin, and any
number of tales of its
passage from antig-
uity to the present
day. These major
artifacts are immensely
potent items thar have the

].""L:l'n".'l..'l' ) .:||.|'I:'F WO ca rll]ja'ig.'l.
As described in the Dunceox Mastes}
Guide, major artifacts can only be destroyed
by unique means. The specific methods of destruction
of the major artifacts described here aren't provided so
that the DM can decide them (and so nosy players cant

ruin the mystery),

Like those found in the Dunceon Master's Guide, the
major artifacts described here are meant as examples,
Tailor artifacts ro fit your campaign world (including the
customization of those below as needed), and always be
sure to make the discovery of a major artifact a campaign-
defining moment.

Axe of the Dwarvish Lords: According to dwarven
legend, this axe is the last survivor of the Five Great
Tools forged by the First King of the Dwarves. Over the




merations, the Axe of the Dwarvish Lords has ﬂppuﬂfq:r.l
Mdisappeared dozens of times, its reappearance always
aring great change and upheaval among the dwarves.
Ihis +6 keen throwing goblinotd bane dwarven waraxe is
Bied 50 that the back end of the axe head resembles an
pting volcano, with the flames forming the head's
ged prongs. Any dwarl who holds it doubles the range of
Bdirkvision. Any nondwarf who grasps the Axe takes 2
s of temporary Charisma damage; these points cannot
Baealed or restored in any way while the Axe is held.
+10 bonus on
':Inm‘.-r:-ilnili'l:inb'ﬂ blacksmithing, gemcutting, stone-
gonry, and weaponsmithing) checks. The wielder of
& A can summon an elder earth elemental (as summon

lBe current owner of the Axe gains a

miler 1X; duration 20 rounds) once per week.

Lodex of the Infinite Planes: The origin of this
pibty tome supposedly predates the development of
e n |3n,ﬂuagu' among humans. Also known as Yagrax’s
the Codex of the Infinite Planes has survived cata
wars, and the fires of the City of Brass, though its
et whereabours are fpl:rh.Lp:- fortunately ) unknown
supposedly, it requires
mstrong men to lift it. The covers are fashioned from
e obsidian and its pages crafted of flexible lead. Its

The Codex itself is enormous

The Codex of the Infinite Planes has a caster level of 30th
tor the purposes of all powers and catastrophes, and all

saving throw DCs are 20 + spell level.

Activating any power requires both a Concentration
check and a Spelleraft check (DC 40 + twice the spell level
of the poOwer; you cant rake 10 on this check), Anv failure
on either check indicates a catastrophe befalls the user (roll
on the table below tor the effect). You c
||:||..|J"i[:|'1."'|."]'|1' |:'lrr F'U'l-":'l'."'l' UAE, EVENn ][ Wil ||'|'||. |._|'¢"'1.|':| I.'l:'ll;'l_'l"i"a

~an only incur one

d%
01-25

Catastrophe

Natural Fury: An earthquaoke spell centered on the
reader strikes every round for 1 minute, and an
intensified storm of vengeance spell is centered and
targeted on the reader.

Fiendish Vengeance: A gate opens and 1d3+1 balor
demons, pit fiends, or similar evil outsiders imme-
diately step through and attempt to destray the
awner of the Codex,

Ultimate Imprisonment: Reader's soul is captured
(as trap the soul; no save allowed) in a random gemn
somewhere on the plane while his body Is
entombed beneath the earth (as imprisonment).
Death: The reader utters a wail of the banshee and
then is subject to a destruction spell. This repeats
every round for 10 rounds until the reader is dead

gich pages feature strange, alien writing illuminated

B drawings both fantastic and grotesque. No matter

N ANy pilt:i.""l dre 1'|.|T|'|.I.'I.1. III"IFI']'I:I."T
5 remains.
davone opening the Codex for
Riinst time is utterly annihilated,
BWith a destruction spell {Fortitude
30 for L-r'.]':.' L0d6 d:un:rgr. Those
B survive can peruse its pages
e its powers, though not
miout risk. Each day spent
Bdving the Codex allows the
puer to make a Spellcraft
Bk (DC 50) to learn one of
@powers (choose the power
med randomly; add a +1 cir-
stance bonus on the check
day spent reading '
1 power is learned ). How-
B ach day of study also forces ||
wader 1o make a Will save
L3+ 1 per day of study) to
i being driven insane (as
ety spell).
Sl powers of the Codex of
Winfinite Planes are as fol-
W astrl projection, banish-
e clemental swarm, gate,
iker planar ally,
#ﬂhlmflllh. plane shift, and
tnd. Each is usable at
Lby the owner of the =<8
wssuming that he has WP
d how 1o access the power

it

r|||I||;P

Cup and Talisman of Al'Akbar: These holy relics
were carried by the demigod Al'Akbar during his
7 mortal davs. To this L|.1'3.', the tollowers of thar deity
: search the lands to recover these relics, hoping that
their recovery will unite and empower the faithful
The Cup of Al'Akbar is a large gem-set golden
chalice requiring two hands to lift. It emits light (as
the .I'-nlr;:frl -|."-.f". at all times and automatically
dispels any darkness-based spells whose
area it enters. If the cup is filled with
holy water (requiring a full gallon),
that substance will act as a potion of
cure enilical wounds or a potien of neulralize
poison {owner’s choice) if drunk. This liquid

can't be saved or stored in any way,

The
small eight-pointed platinum star
hanging from a chain of gold and
pearls. The wearer gains a +6
:'|'||:'|..!||'|‘l ement l'":"]'l.'l.l."- [ {-h.'lrl."-.l'l."l ] ..I'I",I.,l may

-

lalisiman of Al'Akbar is a

sAve of the
L
foradi

o el Casl remaowg !'r”?li‘ll‘“ |.|I|IrII1'-'- Femove

"" -l- il

1-'_"‘1:'---.': N curse, and remove disease ar will.
Furthermore, if the Talisman is
placed within the Cup and the Cup
filled with holy water, that liquid
dCIs 4% a :‘;'F"'I."l'lall 'I.'I.l!‘i!!' E"j Tesurreciromn L as
the spell). This effect will function

only once per month.

Any evil or chaotic creature
that touches the ¢ P OT lalisman

&

T

Hak,

is struck with a holy word (if evil
or dictum (if evil) spell (or both if
the creature is chaoric evil




Eye of Gruumsh: This lump of rock has a marguis-cut
black sapphire set in its center, making it appear similar
to a large eye. Ore legends claim that the rock is actually
the i"t'tr't ed eye of Gruumsh himself, pur our ages ago
by the elf deity Corellon Larethiar. Elven s sages scoff at
this story, insisting that Corellon destroved Gruumsh's
eve completely

Nevertheless, the Eye of Gruwmsh has Erear power, par-
riculatly in the hands of one of orc blood. If possessed by
an orc, it grants a +6 enhancement bonus to Strength and
Charisma, and the orc’s darkvision range is doubled.
MNonorcs who possess the Eye gain a +2 enhancement
bonus to Strength but take a =2 penalty to Intelligence
and Charisma.

Regardless of the owner’s race, any weapon wielded by
the owner of the Eye is considered an elf bane
weapon. Furthermore, by holding the Eye
before you, you can perceive things as
if you had true seemmg cast upon you.
This can be activated only once
per day but lasts as long as you
concentrate on it (requiring a
standard action each round).

Golem Armor: This enor
mous suit of black iron +10 full
plate armor increases the wearer's
size by one category (to a maxi-
mum of Colossal). The wearer
gains a +10 enhancement bonus
to Strength and is rendered im-
mune to mind-affecting effects, poi-
son, disezse, and similar etfects. He is not
subject to critical hirs, subdual damage, abil
ity damage, energy drain, or death from mas-  RiwgofGasr
sive damage. Unlike the iron golem after
which the armor is modeled, Golem Armor is immune to
rust attacks. The wearer of Golem Armor gains damage
reduction 50/+3. He also cannot regain hit points by any
means {mundane or magical) while the armor is worn. It
requires 1 hour to don or extract onesalf from Golem Armor

Invulnerable Coat of Arnd: When humanity was
voung, a nation in the distant west found itself under the
foot of a tyrannical wizard-king, one of the first o master
the arcane arts. Seeing the nation’s plight, a humble cleric
named Arnd prayed to his gods for mercy and was pro-
vided a vest of shimmering chain that would stand
against the mighriest foe. Though Arnd has long since
passed away, the Coaf remains. Rumers persist that it con-
tinually seeks out new owners to wear it into battle

The Invulnerable Coat of Amd is a +8 chain shivt of heavy for-
fification. It grants its wearer damage reduction 10/+5 and
resistance 20 against acid, cold, electriciry, fire, and sonic
energy. If the wearer can turn undead, treat the wearer as
having +4 class levels for purposes of caster level, mming
un{[l?ﬂl:] Er‘jil"lu_: evil, and |.11'i11g on hands. For instance, :
ric would have an effective caster level ._1'
_:[h- wluh a 21st-level paladin could lay on hands for 25 x
her Charisma modifier in points of damage healed

Iron Gauntlet of Hextor: This right-harded gauntler
of black iron was worn by Hextor in his first barls
against his half-brother Heironeous and was imbued
with a fracrion of his power and intellect. Since thar day
the Gauntlet has been passed down to various lieutenants
and high priests of the faith of Hextor, always seeking 10
find the right vessel to further its destructive urges,

The Gauntlet grants a +8 enhancement bonus to
strength. The wearer doubles the damage bonus on any
smite artacks he makes. If the wearer has the Leadership
feat, the wearer’s Leadership score increases by +4, but
the wearer can never attract or keep followers or co
who are good or chaotic. Onee per day, the wielder can
use implosion as a 20th-level caster (DC 23).

The Iren Gauntlet of Hextor is :n[ellmenr- Int 13, Wis 18

Cha 24, Ego 26) and lawful evil. It can communi-
cate relepathically with its wearer, though it
cannot speak. Ir will always seek to dom-
inate any wearer who isnt lawful evil
forcing such an owner to commit
lawful evil deeds (or else find 2

more suitable wearer),
Ring of Gaxx: This strange-
lv erafted platinum ring of ur-
known origin is set with a gem
of nine facets, each one in-
scribed with a different incom-
prehensible rune. Each day a
sunrise, the gem turns to display 2
different facer (with no apparent
pattern, though some wearers have
reported the ability ro control the acrive
facet to some extent). The active facet deter
mines the Rings pawer for that day. Each day, roll 1d10 w0
determine which facet {and thus which power) is acrive

VLS

d10  Active Facet Power

Wearer is immune to disease

Wearer needs no air to survive

Wearer gains +5 natural armor bonus
Wearer gains low-light vision

Wearer gzins fast healing 1

Wearer can fiy at will

Wearer gains cold resistance 30
Wearer gains freedom of movement
Wearer gains +5 res/stance bonus on saving throws
Wearer may select which facet is active

okl ol i —d
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The wearer of the Ring of Gaxx can, with a grear deal of
m L"I'I[II[ EXNErTon, atrempt to {']l:lnglz the active facer aw ay
from one he does not desire. This requires a full-round
acrion and a Concentration check {DC 50), and deals 2ds
points of subdual damage regardless of success. 1f the
save is successful, the new facet is determined randomly

It the Ring of Gaxx is removed, the former wearer
takes 2de points of subdual damage each minute uniil
it is replaced or until his subdual damage exceeds his
current hit points (though the subdual damage
resumes again immediately when the former wearer
regains consciousness),
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P Monstandard rgces tha,rq;e candid l'rtrv:har-
sters possess (ogedh be assighed) a paein traig aalled
level adjustment \THis congept is muqhed on'in Chap-
er 2, Characrers in the! DONGrON MASITER'S l;_,liidf Ina
vy, level adjustment can be thoughr of g5 the race’s
‘monster class.| Thus, player chatacters using/one af'
these races whapick: up't i‘btr first level ﬁfﬁﬁmﬁﬁuﬂ-
thass are actually mu]nclassmg in a Wy, 'ﬁmgh multi-,
I‘hl! rules and restrictiohs are not invoked fexcept for
bone, noted below), nor do these Lhnrn-:.taE gain-Hit

Mg or ather special powers from their ‘mopstérclass®

het than the speeial abilities'naturally attriplited to

L Face.
iy Then creating a character using a nansrmd:nl race,
iﬂlhit tace’s level adjustment to the character’s ¢lass
(or levels) to determine its actual character level.
8 this special circumstance, the characrer level is now
telerred 1o as effective characrer level (ECL). Fot
istance, a winterwight with a level adjustmenr of +25

.\m

to read the monstér entties,
.\‘l. ¥ |7 -

#who 1%also aulst leval sorcerar has an ECL of 26,

Player characters whohave lavel adjustments of
+1 or_higher (humans abd other standard races

«can be said 1o have a leveladjnstment of +0) indi-

cate thav their class levels do nor accurately
reflect their power.

Creating Characters LUsing ECL: Only lera
playsricreate nonstandard race chapacters when
" you wotld otherwise allow that plager to crearea
hlgher level standard character of equivalent
“power. Thus, the winterwight sorcerer with an
ECL of 26 noted abové could not enter the game
uatil vou would normally alletv standard 26th-
lewel charactérs to enter the' game,

Advancing Charactérs Using ECL: Effec-

% fdve'character-level (ECL), as 2 measure of a

character's power, is equivalent to character

Yevel: Normally, character level as a concept is

thée stim of all the characters’ classes. Thus, a
human. 1 2th-level sorcerer/T4th-level rogue
has a chagacter level of 26th. When next he
goes up a level, he'll have a character level of
27th; this requires a total of 325,000 XP, as
~~|'J|rwu'| on Table 1-2"Experience and Level-

Dependent Benefits.

In exactly the same way, a character with
an ECL due 1o its nonstanglard race requites
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MONSTERS BY CHALLENGE RATING

CR Manster ECL
5 Mercane 7
9 Hoary steed n/a
9 Legendary bear n/a
10 Legendary tiger n/a
18 Behemoth eagle nja
19 Behemoth gorilla nfa
21 Chichimec 23
21 Mithral golem nfa
21 Mu spore 23
Z1 Pseudonatural troll 74
21 Slaad, white 23
22 Araxim 2
22 Ha-naga 26
21 Thorciasid 24
23 Brachyurus 25
23 Lavawight 25
23 Paragon, mind flayer 26
23 Ruirn swarm 25
23 Winterwight 25
24 Colossus, stone nia
24 Sirrush 26
24 Tayellah 26
24 Vermiurge 27
25 Glaom 30
25 Adamantine golem nfa
25 Hoary hunter 29
25 Hunefer 27
25 Phane 29
25 Slaad, black 27
25 Treant, elder 28
26 Infernal 30
26 MNeh-thalggu 0

XP to advance. For instance, a winterwight 1st-level sor-
cerer/3rd-level rogue has an ECL of 29 (level adjustment
of 25 for being a winterwighr, + 4 for character level). To
go up a level, the winterwight uses its ECL on the Char-
acter Level column on Table 1-2. In its case, it needs a
total of 435,000 XP to advance to the next level (as it goes
from 29th to 30th),

Essentially, the experience point requirement for a
nonstandard character to reach the next level i differ-
ent. Instead of needing character level x 1,000 XP 1o
reach the next level, a character needs its ECL x 1.000
to reach the next level,

MONSTERS BY TYPE (AND SUBTYPE)

Aberration: gibbering orb, ha-naga, neh-thalggu,
paragon mind flayer, thorciasid, vermiurge.

Animal: legendary bear, legendary tiger,

Construct: adamantine golem, flesh colossus, iron
colossus, living vault, mithral golem, stone colossus,
umbral blot

Construct, Outsider (Lawful): anaxim

Dragon: advanced dragon, force dragon, prismatic
dragon.

Elemental (Air): primal air elemental,

Elemental (Earth): primal earth elemental.

Elemental (Fire): primal fire elemental.

CR Monster

26 Shadow of the void
26 Shape of fire

26 Worm that walks

27 Colossus, flesh

27 Gibbering orb

27 Uvuudaum

28 LeShay

28 Prismasaurus

28 Sirrush, three-headed
29 Demilich

29 Hagunemnon

30 Atropal

30 Genius loci

30 Titan, elder

£} | Force dragon, adult

LY | Drream larva

32 Umbral blot

i3 ':._D|D55u‘-'|._ Iron

13 Living vault

14 Phaethon

35 Dragon, advanced red great wyrm
35 Frimal elemental. air
35 Primal elemental, earth
35 Primal elemental, fire
35 Primal elemental, water
16 Xixecal

19 Devastation centipede
i1 Devastation spider

42 Devastation scorpion
50 Devastation beetle

48 Prismatic dragon, old
57 Hecatoncheires

- =

S22l s

22

e

Elemental (Water): primal water elemental.

Fey: hoary hunter, leShay.

Magical Beast: brachyurus, hoary steed, prismassum
sirrush, t:l':-'t‘]l'.lh. three-headed sirrush.

Monstrous Humanoid: gloom.

Ooze: genius loci, ruin swarm, worm that walks,

Outsider: behemoth eagle, behemoth gorilla, elder s
pseudonatural troll.

Outsider (Air): chichimec.

OQutsider (Chaotic): dream larva, phane, black did
whirte slaad.

Outsider (Cold): xixecal,

Outsider (Evil): hecatoncheires, uvuudaum.

Outsider (Evil, Lawful): infernal.

Outsider (Evil, Chaotic): infernal.

Outsider (Fire): phaethon.

Outsider (Lawful): mercane.

Plant: elder treant, mu spore

Shapeshifter: hagunemnon.

Undead: demilich, hunefer.

Undead (Cold): shadow of the void, winterwight.

Undead (Fire): ]:l'-.':m'lght. :-:]1..'||3-r of fire,

Undead, Outsider (Evil): arropal.

Vermin: devastation centipede, devastation spidt
devastation scorpion, devastation beetle




ABOMINATION

mminations are mistakes—the unwanted, unforessen
Bipring of misguided deific concourse. Abortions of
girit, abbominations live on, nurtured by their quasi-
powers and pure, undiluted hate of their forebears
il naturally formed crearures.
Rominations are misshapen, grotesque, and horribly
itted from their godly birth-throes. Abominations
B in an overwhelming variety of forms, all terrible.
foursed of heaven and hell, abominations are sealed
¥ for eons at a time. But over the course of tirme,
iminations are sometimes accidentally freed or
mage 1o escape on their own, An abomination’s appear-
#can panic nations, worlds, or entire planes of exis-
e, Thankfully, most abominations remain securely
tied away by higher deific decree.
Rominations posses the spark of godhood. As such,
pyare virtually immortal unless slain, (They are not

fully immortal, but they age so slowly and they need
Bet, sleep, and even breathe so rarely that death for an

BILDING ABOMINATIONS

®on planes seal away more abominations than can be cata-
0, However, the DM can create new abominations using

Bbllowing information.

Rominations are a grouping, not a type. In fact, abomina-
88 e a grouping of the outsider type in the same way that
Bes are a grouping of the outsider type. The accompany-
B bbie indicates the average values an abomination of a
= size might have for its basic physical scores.

saminations also share several other characteristics

Momination Traits: All abominations are born directly (or

Iy, s in the case of anaxims) from a god and some

B2 creature (or idea), but none are favored, wanted, or loved.
@ they all share a tiny spark of deific energy, which grants
i the qualities described in Abomination Traits, earlier in
M thapter, (Note: If you are using the rules presented in
88 and Derigods, abeminations are rank O deities.)

fiil Healing and Regeneration: Most abominations have

measure of fast healing and regeneration, ranging from

B85 for both abilities. Usually, higher HD abominations

higher values for fast healing and regeneration, though
Mt atways the case. If an abomination has regeneration, it
ally subject to normal damage from at least two sources,

ol which is the antithesis for their subtype (for instance,

Str Dex
12=13 26-27
14=15 24-25
18-19 22-23
26—-27 20-21
34-35 18-19
42-43 16=17
50-51 14=15
58-59 12=13
bE=67 10-11

Con
12=113
1d=1%5
16=17
20-21
24-25
28-19
32-13
16-17
=

# of HD
4d8-9dE —_—
TdE-11d8
1048-2148
19d8-33d8
27d8-3848
16d3-50d8+
47d8-58cd8+
S6d8-T70d8+
71d&+

abomination normally only comes through conflict.)
Though they are unable to grant spells to followers, some
abominarions are worshiped regardless.

Abominations speak Abyssal, Celestial, Infernal, and
often a language associated with their imprisonment
(Aquan, Auran, Terran, or Ignan).

Combar

Abominations take unholy delight in cataclysm. Project-
ing their own self-loathing on the multiverse at large,
they seek 1o tear it all down. The eradication of life, death,
and existence itself is the goal of most abominations.
Though they hardly require food, abominations gain
their single satisfaction by feeding, especially on still-
living victims.

ABOMINATION TRAITS

All abominations share these characteristics
Immunities (Ex): Abominations are immune to poly-

morphing, petrification, or any form-altering artack.

They are nor subject 1o energy drain, ability drain, or

evil abeminations are subject to normal damage from good
weapons), and the other of which is somehow tied to some
unique feature of the abomination (for instance, an abomina-
tion sired by a sun god might take normal damage from
weapons forged in darkness or at night)

Natural Armor: All abominations have some degree of natu-
ral armor bonus ranging from +10 te +100. Usually, higher HD
abominations have higher natural armor bonuses, but this is
not always the case

Spell-Like Abilities: All abominations have access to a variety
of spells in the form of spell-like abilities, which they can use
as 20th- or higher-level casters, depending on the abomina-
tion. No rule governs how many or how few spell-like abilities
an abomination may claim, though the infernal serves as a
good guide for the upper limit

Unique Abilities: All abominations have at least one or more
unique abilities tied to their godly parent's portfolio, or to the
manner of their incarceration. For instance, an abomination
bom of a sun god might give off blinding, searing light wher-
ever it went—or it could have the power to plunge an area into
darkness forever.

Spell Resistance: As a general rule of thumb, abominations
have spell resistance equal to their CR +12,

Bite Claw Core
1dé 1d4 1d4
148 1dB 1d6
2d6 1d& 1d8
2d8 2dB 2d6
4d6 2d8 2d8
408 46 4d 6
ide 448 4d8
Edi a2db Ada
16d6 gd8 8dB

Slam

1d4
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ability damage. They are immune to mind-affecting
eftects (charms, compulsions, phantasms, patterns, and
morale eftects), and are immune to one of five energy
types :‘.~'|"L"i.'|!-5i.' to the abomination).

Resistances (Ex): Abominations have fire resistance
20, cold resistance 20, and damage reduction of at least
30/+6 (certain abominations have higher damage reduc-
tion). Abominations all have significant spell resistance.
Abominations resist detection, and are all treated as if
attecred by a nondetection spell of a caster level equal to the
abomination’s HD.

Special Qualities (Ex): All abominations have the
:‘-F“..'”'hi.'l'.." d hl.h['l.' o Use [rug :ﬁt‘i‘?:‘l!{ al '..'l.'l_:]. :j_“ﬁ,!-“’i!'l.’_r‘
them to pierce illusions, see invisible creatures, and
see past foes protected by blur, displacement, or similar
effects. Abominations are not subject to death from
massive damage, and they have maximum hit points
per Hit Die. Abominations have the blindsight
extraordinary ability 1o a range of 500 feer. Abomina-
tions can choose both nonepic and epic feats as part of
their feat selection,

Telepathy (Su): Abominations can communicate
telepathically with any creature within 1,000 feet that
has a language.

Summon Creature (Sp): Abominations can
summon creatures associated either -
with the portfolio of their godly v
progenitor or with their imprison- §
ment. For example, an abomina-
tion whose deific father's port-
folio included the sky
might be able to sum
mon air ele-
mentals, while
another abomi-
I'l.."i("']':l "'al;,".'l.ll._"l._‘l ;'I"n.'l.";'l:l.'
deep in the earth
might be able 1o i
summon earth ele-
mentals (regardless

of its mother's or

father's portio-
lio). Summoned
creatures serve the

abomination with-

our question. Sum- @
moned creatures
automatically
eTurn "a"n']'l.l,,'l.'ll.,'l"

they came af- ===
ter 1 hour, or sooner
if slain. See specific abomination entries for

additional details on summoning.

AMAXIM
Medium-Size Construct, Outsider (Lawful)
Hit Dice: 38410 (380 hp)

Initiative: +7 ( Dex)

Speed: 60 fr., fly 200 ft. (perfect

AC: 37 (+7 Dex, +20 natural

Attacks: 2 spinning blades +40 melee, 2 slimsi8
melee, shocking touch +35 melee touch; or dlam
ity ray +35 ranged touch, & spikes +30 ranged (138
range increment

Damage: Spinning blade 2dé6+12, slam 2dé+6, sh
ing rouch 2deé+6, electricity ray 10dé elecind
spikes 2d6+12

Face/Reach: s fr. by 5 fi./s fr.

Special Attacks: Rend 4dé+18, sonic blast, spelld
abilities, summon iron golem

Special Qualities: Abomination traits, magic imms
construct traits, fast healing 15, SR 34, 30/46

Feats: Cleave, Great Cleave, Power Attack, Sundes

Saves: Fort +12, Ref +19, Will +17

Abilities: Str 35, Dex 25, Con —, Int 20, Wis 20, Ch 8

Climate /Terrain: Any

Organization: Solitary, binary (pair), or command i
(2-5 anaxims and 5-12 iron golems)

Challenge Rating: 22

Treasure: Standard

Alignment: Always lawful neurral

Advancement: 3948 HD (Large); 49554

(Huge); 56~70 HD (Gargantuan); 71-140

(Colossal)

Anaxims are the ill-conceived dedgs
crafted by gods of the forge
Unlike most abomiss
rions, anaxims are bog
not of lust, but pieces
labored piece from pe
chanical designs inspim
by apocalyptic impulses &8
axims are CONSITUCTS 'Ihil[ hiix]
not purged as they should ha
been, and so gained a pseudadl
of their own. Anain
appear as humg
sized conglomen
tions of img
clockwor
gears, shes
ing blades m
tallic fists, and

other unfamilig
moving parts of i

senerally, theve

. ¥ ( ey

3 W‘:—“ pear unbalance

unwieldy, and om

nously jutting with too many cutting implement

An anaxim takes to the air by deploying a special sud

rotating blades from its back; once deployed, the blads

spin over its head with a constant roar of noise 1
rushing air.

Most failures of forge gods are never discovered, bn

anaxims are somehow imbued with the -'.p;n:'h of deif




meht that all abominations share. Despite their artificial
Wil anaxims are animarte and determined ro make
%ir own way in the world, seeking revenge for

#ing consigned to the scrap heap by their per-

SBonist creators.

ol

Sims have a variety of at-

wisforms, including simple
B attacks, a special elec-
wity touch arrack, and
8t favored spinning
Bdes. Foes ar a dis-

e of 10 feet or more

Esubject 1o spike pro-

miiles, an electricity

B 0r 2 sonic roar.

Sonic Blast (Ex): As a
gindird action, an anaxim

i emit a 60-foot cone of

waic energy that deals 20dé6

wats of sonic damage to all

smtures that fail a Reflex save

8L 29); those that succeed take
i lamage

hend (Ex): If the anaxim hirs
Wi spinning blade, the spin-

8¢ blade slices particularly

#l This atrack automari-

wy deals an additional

.15 points of damage.

Spell-Like Abilities:

@ will—greater dis-

Ming, displacement,

Hj."JH-| invisibilily,

Bl jauni. Caster

el 22nd; save DC 15

iipell level

smmon Iron Golem (Sp): An anaxim can summon an
Ilgl"hfl'n Up 1o lour nmes per i[ﬂ}r

ﬂhminﬂtiﬂn Traits: Immune to polymorphing,
mnlication, and other form-altering attacks; not sub-
10 energy drain, ability drain, ability damage, or
Bilh from massive damage; immune to mind-affecting
Bt fire resistance 20; cold resistance 20; nondetec-
o irue secing at will; blindsight 500 fr.; telepathy our
BLI0O [y

tenstruct Traits: Immune to mind-aftecting effects
s, compulsions, phantasms, patterns, and morale
gl and to poison, sleep, paralysis, stunning, disease,
Bith effects, necromantic effects, and any effect thar
Bes @ Fortitude save unless it also works on objects.
Rt heal damage (though regeneration and fast heal
Nuill apply, if present), Not subject to critical hits, sub-
Bl dimage, ability damage, ability drain, or energy
i Not at risk of death from massive damage, bur
goved when reduced to 0 hir points or less; cannor be
ed or resurrected. Darkvision 60 [,

ATROPAI
Large Undead, Outsider
(Evil)
Hit Dice: HD 66d12 (792 hp
Initiative: +6 (+2 Dex, +4 Im-
proved Initiative)
Speed: 5 ft., fly 240 ft. (perfect)
AC: 51 (-1 size, +2 Dex, +40
natural)
.ﬁ.ttﬂ[‘k&: 2 [l.ﬂ.H.'hl.‘r- faf iy ITII."]I.'I.'
touch, eye ray +30 ranged
H.:l'l.l.li.'J'fl
Damage: Touch 2dé Con
drain/19-20, eye ray negative
level damage/19-20
Face/Reach: 5 ft. by 5 ft./10 fr.
Special Attacks: Constitu-
tion drain, energy drain (2d4
negative levels, Fort DC 59),
spell-like abilities, summon
mighterawler
Special Qualities: Abomination
traits, undead traits, rebuke/com-
mand undead, regeneration 20, SR
42, DR 40/+8, negative energy aura
Saves: Fort +22, Ref +26, Will +43
Abilities: Str 43, Dex 15, Con —, Int 28,
Wis 22, Cha 42
Skills: Concentration +82, Hide -2, Knowl-
edge (arcana) +75, Listen +8, Spellcratr +80,
Spot +19
Feats: Alertness, Cleave, Combat Casting, Combat
Reflexes, Dodge, Expertise, Great Cleave, Improved
Bull Rush, Improved Critical (touch), Improved Crit-
ical (eye ray), Improved Iniriative, [ron Will, Light-
ning Reflexes, Mobility, Power Attack, Quicken
Spell-Like Ability, Run, Spring Atrack, Skill Focus
(Spellcrafr), Weapon Focus (touch), Weapon Focus
(eve ray), Whirlwind Arack
Epic Feats: Devastating Critical (rouch), Overwhelming
Critical (touch), Undead Mastery, Zone of Animation
Climate,/Terrain: Anv
Organization: Solitary
Challenge Rating: 30
Treasure: Standard
Alignment: Always lawful evil
Advancement: 67-80 HD (Large); 81-100 HD (Huge

Atropals are stillborn godlings who spontaneously rise
as undead.

A soul-numbing cold comes before and follows after
an atropal

the life energy of heroic creatures is sup-
pressed in its foul aura, and the life force of lesser crea-
tures is extinguished. An atropal is black wirh after
birth, malformed and unfinished, and obviously
undead. [ts wer, wrinkled, and bloated humanoid body
is surmounted by a hairless, overlarge head. Its eves are
glassy and vacant. It constantly drools stinking ichor as




it mouths obscenities. Its arms are too slender and its tiny
hands end in cruelly sharpened nails, while its legs are
atrophied, dead things that hang useless below ir. An
atropal never walks, but always floats.

When an atropal rises, the gods cringe, and seek to
banish the horrid remnant by sealing it away in a sepa-
rate cemetery plane or beneath the crypts of dead civi-
lizations. Woe to the adventuring party or wizard-
archeologist who untombs an atropal—once released,
the atropal kills everything in a wider and wider swath
until it is somehow neutralized. The undead nations led
by necromancer kings of past ages may have actually
been led by atropals.

LOomoat

Atropals send minion undead and nighterawlers before
them. They are quick to cast greater dispelling on foes,
especially those using spells to protect them against
negative energy and those who have the death ward
spell cast

Spell-Like Abilities: At will—animate dead, blasphemy,
create grealer undead, create undead, cone of cold, desecrate,

greater dispelling, finger of death, improved invisibility, plane
shift, slay living, speak with dead, spectral hand, teleport with-
out ervor, unholy aura; 5/day—haste, project image, weird
Caster level 30th; save DC 26 + spell level.

Rebuke/Command Undead (Su): Arropals can
rebuke or command undead as a cleric of the same level
as the atropal's HD,

Negative Energy Aura (Su): A 30-foot-radius spread
negative energy aura spreads from each atropal. All un-
dead in the field (including the atropal) are treated as if
having turn resistance +20 and a negarive energy version
of tast healing 20. Living creatures in the aura are treated
as having ten negative levels unless they have some sort
of negative energy protection or protection from evil,
Creatures with 10 or fewer HD or levels perish (and, at
the atropal’s option, rise as spectres under the atropal’s
command 1 minute later).

Constitution Drain (Su): When the atropal hits a
living opponent with a touch attack, the opponent takes
§ points of permanent Constitution drain, or 10 points
on a critical hit. The arropal heals 20 points of damage, or
40 points on a critical hit, whenever it drains Constitu-
tion, gaining any excess as remporary hit points. The
attack allows a Fortitude save (DC 59).

Energy Drain (Su): When the atropal hits with a
ranged rouch attack (a ray of urter darkness that it shoots
from one eve to a range of 400 feet), the resultant energy
drain bestows four negarive levels, or eight negative
levels on a eritical hit. For each negative level bestowed
on an opponent, the atropal heals 10 points of damage, or
20 on a critical hit, gaining any excess as temporary hit
points. After 24 hours have passed, the afflicted opponent
must attempt a Fortitude save (DC 59) for each negative
level. It successful, the negative level goes away with no
harm to the creature; otherwise, the creature’s level
decreases by one.

Regeneration (Ex): Arropals take normal
from good Weapons or senfient weapons (or of
living weapons).

Summon Nighterawler (Sp): Five times per day an
can summon a nighterawler {(see the Monster Mas

Abomination Traits: Immune to polymormph
petrification, and other form-altering attacks; not
ject to energy drain, ability drain, ability damag
death from massive damage; immune to mind-affis
effects; fire resistance 20; cold resistance 20m
detection; true seeing at will; blindsighr 500 fr: 1o
thy out to 1,000 fi.

Undead Traits: Immune to poison, sleep, panls
stunning, disease, death, effects, necromantic el
mind-affecting effects, and any effect requiring s
tude save unless it also works on objects. Not subjes
critical hits, subdual damage, ability damage, s
drain, or energy drain. Negative energy heals Ng
risk of death from massive damage, but destroyed sl
hit points or less. Darkvision 60 ft. Cannot be nistll
resurrection works only if creature is willing.

HICHIMEC

Medium-Size Outsider (Air)

Hit Dice: 27d8+189 (405 hp)

Initiative: +7

Speed: 5 ft., fly 200 ft. (perfect)

AC: 39 (+7 Dex, +22 natural)

Attacks: 2 primary wing buffets +39 melee, 6 s
ary wing buffers +37 melee, tail slam +37 melee

Damage: Primary wing buffer 2dé+12, secondary wal
buffer 1dé6+6, tail slam 1dé+6 plus Cha drain

Face/Reach: s ft. bv 5 ft./5 fi

Special Artacks: Spell-like abilities, summon girg
mental, Charisma drain

Special Qualities: Abomination traits, fast healingl
SR 33, DR 20/+6, electricity immunity

Saves: Fort +22, Ret +22, Will 417

Abilities: Str 34, Dex 25, Con 24, Int 12, Wis 14, Chid

Skills: Diplomacy +12, Hide +37, Intimidate +
Knowledge (the planes) +31, Knowledge ( religis
+31, Listen +34, Move Silently +37, Search +17, Sest
Motive +19, Spot +34

Feats: Alertness, Dodge, Flyby Artack, Multiatsd
Power Artack

Epic Feats: Blinding Speed (x2)

Climate/Terrain: Any

Organization: Solitary, pair, or flock (6-9)

Challenge Rating: 21

Treasure: None

Alignment: Always neutral evil

Advancement: 28-38 HD (Medium-size); 39-50 B
[ Large)

Chichimecs are the unwanted offspring of deiries of
sky, air, and similar portfolios.
A chichimee looks like a clump of madly flappin

flurtering, scrabbling wings (some chichimecs hm




ghered wings, others batlike). A single long tail
pends [rom the center of the mass, trailing behind
sereature, Their coloration is usually 5*::[1' white to
.:'.' !.l:l'l ||'.!.'_ way [o :‘i-jl ]\l". Il.""Jill'." LI SOHTNE AT e dS. Lll'.lt“l‘l
michimec is slain and dissected, irs riny mouths,
i, and other sensory organs dorting irs body trunk

spever seen, Chichimecs are usually about 4 feer

sliMeErer.

[hese creatures are sometimes confined to sealed
miplanes ol air, or some tar reach of the Elemental
o o Adr, or even distant, uninhabited giant worlds

g up only of poisonous gases

Scnimecs I"-l'”L"f any |.'|I.']|"|!: [I'.I..“ LTOSSCS [|n'|r '|".||h
B many wings, and a rail buffer. If forewarned of a
1, they summon as many air elementals as they
gin the time available. Unless its elementals are in
e, 2 chichimec leads ofl combat with wail of the

bell-Like Abilities: At will—darkness, telekinesis:
y—improved imvasibility, control weather, call lightnimg,
g boll, chain lightning, wail of the
wr, Caster level 20th; save DC 20 + .y
gl love|

immon Air Elemental (Sp):

¢ times per day a chi M
BEC CaAn sumMmMmon an
Eur¢lemental

{harisma Drain (Su):

Sellect permanently

faces a living oppo
i Charisma score by 2

ity when the chichimec
pwith 3 1ail slam, or 4
8is on a critical hit.
Rchichimec heals 10
'-.':.xi.||11.|i._'||.'. or 20 an
-':Z.:.'ll ]'.ll. 1.‘.']1.1.‘F'||.".‘|J I IL

o Charisma, gaining
IEICess as femporary
points. The arrack
b 1 Fortitude save
L —on a successful
b only 1 point ot
gisma is drained and
pinchimec heals § points

fmigpe

] & i
Bomination Traits:
Bune 10 polymorph-

g petrification, and
glorm-altering attacks;

H':"ri[h-vnrr;,;'.'L|r:ur1..1|:|i|- t«. "

gn, ability damage, or death

Bmassive damage; immune o mind-affecting
B fire resistance 20; cold resistance 20; nonderec:
e seeing at will; blindsight 500 ft.; telepathy ou
o e,

DEEAM LARVA

Large Outsider (Chaotic)
Hit Dice: 40d8+360 (680 hp
Initiative: +3 [ Dex
Speed: 80 fr; fly 240 fr. (perfect
AC: 52 (=1 size, +3 Dex, +40 natural
Attacks: Bite +56 melee, | gore =51 melee, 4 pincers +51
melee, 4 claws +51 melee
Damage: Bite 4d8+16, gore 4dé+8, pincers 4de+8, claws
4d6+8
Face/Reach: 5 tr. by 5 ft./10 ¢
Special Attacks: Worst nightmare, improved grab, send
ing, spell-like abilities, summon nighowalker
Special Qualities: Abomination traits, sonic immunity,
regeneration 15, fast healing 15, SR 44, DR 40/+8
Saves: Fort +31, Ret +25, Will +29
Abilities: Str 42, Dex 17, Con 29, Int 16, Wis 24, Cha 36
Skills: Concentration +52, Craft (dreamweaving) «46,
Diplomacy +17, Escape Artist +46, Hide +42, Knowl-
edge (dreams) +46, Listen +50, Move Silently <46, Sery
+46, Search +28, Sense Motive +35, Spot +50
Feats: Cleave, Combat Reflexes, Flyby Artack, Grear
Cleave, Power Attack, Quicken Spell-Like
Ability, Sunder, Weapon Focus (pincers),
Weapon Focus (gorel, Weapon bFocus
bite), Weapon Focus (claw
Climate/Terrain: Any
Organization: Solitary, pair, or soli-
rary '|‘~El:'- | =4 1 |&1'."|1~.'.'.|'L|1-.':~'-
Challenge Rating: 31
Treasure: Standard
Alignment: Always chaotic evil
Advancement: 41-65 HD (Large);
' B W ci-84 HD (Huge); 85-110 HD
W pgupfi 2o Gargantuan

' ]

"o ‘-“ Dream larvae are the I'Iti*-':'lt‘!:-:'lﬁr.":l‘.
R 3: offspring of deities of fancy, long-
W ing, and dream
" Most creatures know the
x:.Jrl'lrmL‘1‘.1 I'II H | |".|£|_H [error—a
l‘.‘i‘lt il ]'l.l."'fl'l."lI =|:'||| '1".'..1]\.1."‘1 |]'|.I.'
sleeper from a dead sleep
Dream larva are night terrors
thdl I_"'\-I.'.i'l""l.' r.r-.*m i.ErI.'ul'l'l'I It [E'll.'
waking world, nightmares made
manifest. They have no specific
form, bur insread are every crea-
ture's worst nightmare—each
observer sees a dream larva for
the birst time as the most tear-
. S0MmMe, |1.'f'.:l":l.' Crearure '.11'I-i.!_"|
nable. To those that survive thai
squamous vision, dream larvae ap-

AT i I:EI'!.:IZ' |'Ii.|:'|'|..|['|l.|||,| ‘\.I'I,|]_"'I_':- l.,'l\":'l'l.'l_‘l'l".-l,,'l,i Tl 1|'.';'l:',|‘1,|]1t\.|:1 I,'II'
'fli.l'l".]ll'l}_'_ I-Il'l-'::l worims., Dream |.Jf'|':ll.' I]:I".'l'.' I'Il.'::'!"'l. d CIL
elly fanged mouth, four arms ending in claws, and four
arms tipped wit

1 pincers



No one knows how many dream larvae infest the vari-
OLs Teglons Lll-l.:ll't‘:!hﬂ'-. Most 5]13-:1- PErS never -._[r.._l Am le“_- [-.|-|-|-.
bidden dreams that send their thoughts into the self-
perpetuating nightmares that conceal and trap individual
dream larvae. Such forbidden dreams are normally anly
triggered by the discovery of certain banned,
divine manuscripts that have been
mostly purged from the multiverse.

However, sometimes dream larvae
are disturbed nonetheless {or
purposefully summoned).

When they are, they follow

the dreamer back into the
waking world, and attempt

to plunge all ereation into a

true nightmare of their own
Invention.

Combat

The mere sight of a dream
larva kills all but the most
strong-minded. Dream larvae
who get a good grip on their foes
can send them physically into
specially prepared nightmares for
a time, Dream larvae rarely do
anything without summoning

a nightwalker to help them
bring the terrors of the night
into the day.

Worst Nightmare (Su): Each
time a living creature first views a
specific dream larva from a dis-
tance of 30 feet or less (or from a
scrying effect), the subject sees
the image of the most fearsome
creature imaginable. This is not an b
illusion or phantasm; the dream larva truly becomes, for
just that instant, the subject’s worst nightmare. Even if
simultaneously viewed by dozens of different creatures,
the dream larva appears differently to each one of them.
Creatures immune to fear or mind-affecting effects (or
warded by protection from evil or death ward spells) are
immune ro worst nighrmare; all others must make a Will
save (DC 43) or die from the supernatural horror revealed.
Survivors (and those resurrected) are immune to the
effect from that individual dream larva in the future

Spell-Like Abilities: At will—{ly, haste, nightmare, pris-
matic spray; 2/day—dreamscape (see Chaprer 2). Caster
level 31st; save DC 23 + spell level,

Improved Grab (Ex): If the dream larva hits with a
claw or pincer, it deals normal damage and attempis 1o
start a grapple as a free action without provoking an
attack of opportunity. Dream larvae can use improved
grab on a creature of any size. The dream larva has the
opuon conduct the grit}"}*]u 11u-r:|n;|][1_;. 5|.m]_‘-|'g.' use the
claw or pincer to hold the opponent, or use sending (see
below) on the opponent. Each successful grapple check

it makes during successive rounds automaticallyl
the damage listed for the artack that established theld
unless it used sending on the victim
Sending (Su): Grappled victims may be physis
sent into a nightmare, at the dreamls
option, on the dream larva’s next action
establishing the grapple. Victimsm
make a Will save (DC 43) or be appanst
swarmed by thousands of worms my
up the dream larvays bﬂq}r_
victim is actually cast i
shrieking maelstrom
dream where it can take sl
tions but observe, Thevis
physically returns §
rounds larer, appa
ejected from the dg
larva's body (but appess
even if if the dream lang
!l'j.[ QT 15 'i:lTl"II'_"'I"n.'l,'iHI_' A
The victim of the nighmm
has taken 4de points of 8
porary Wisdom damage}
is otherwise free 1o 201 on
round it returns. If the v
takes more Wisdom damig
than it has points of Wisds
the extra points are instead
as temporary Constitution d
Summaon Nightwalker (Spk By
times per day, a dream larvags
summaon a nightwalker (see i
Monster Manual),
Abomination Traits: Immuney
polymorphing, petrification, and other fos
altering atracks; not subject to energy drain, shils
drain, ability damage, or death from massive damag
immune to mind-affecting effects; fire resistance ®
cold resistance 20; nondetection; true seeing at wl
blindsight 500 ft.; telepathy out to 1,000 fi.
Regeneration (Ex): Dream larvae take normal damsg
from good or lawful weapons or weapons forged by
sieepwalking weaponsmith.

HECATONCHEIRES

Huge Outsider (Evil)

Hit Dice: 52d8+572 (988 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 100 ft.

AC: 70 (-2 size, +30 natural, +20 insight, +12 armor ¥
half pn'ul!u‘: |

Attacks: 100 greatswords +71 melee; or 100 boulis
+53 ranged

Damage: Greatsword 2dé+20/17-20; or boulds
2d8+20/19-20

Face/Reach: 10 ft. by 10 f1./15 ft.

Special Attacks: Superior multiweapon fighting, spel
like abilities, summon hecatoncheires




pecial Qualities: Abomination traits, electricity
mmunity, regeneration 40, fast healing 50, SR 70,
IR 60/+12
s Fort +39, Ref +30, Will +27

itles: Str 50, Dex 15, Con 32, Int 10, Wis 8, Cha 24
fills: Climb <64, Diplomacy +13, Hide —12, Intimidate
#0, jump +64, Knowledge (history) +33, Listen +99,
%irch +100, Sense Motive +49, Spot +99, Wilderness
Lore <49
ts: Cleave, Combat Reflexes, Great Cleave, Im-
poved Critical (greatsword), Improved Critical
boulder), Improved Initiative, Multidexterity,
Multiweapon Fighting, Power Attack, Sunder, Weap-
i Focus (greatsword), Weapon Focus (boulder
ipic Feats: Penetrate Damage Reduction, Mulri-
wapon Rend
imate/ lerrain: Any
mpnization: Solitary or pair
lillenge Rating: 57

sure: Standard
mment: Always chaotic evil
Bnncement: 53-58 HD (Huge); 59-70 HD
fLarpantuan ): 71-140 HD (Colossal)

samncheires are the oldest

minations, born of

w-deities early in the
Weverse’s history.

Withe beginning of time,
ﬂ!tl.'lgh Were ]nlz-.l.||.'l]-:
8 definition of form and

ition for living

S Was not yet set,

din that time were

g0 the hecaton-

s the “hundred-

ped ones.” The

moncheires are

ge standing over

it rall, and like a

g tree bulging

8 knobby boles, oK

B have one hundred

mand fifty heads.

s fail 1o describe

Emonstrosity of their

s, of the brutality of

B visage. They are

s armed, grasping a

sword or boulder in

B of their hands.

e wear magic half-

imor. Sometimes - -

watoncheires is o~
Bl with one or more ‘H&rw .
B weapons, as well.

fom their birth, they were outcast and sealed
i h'l' |h|.' ll.L']11i.ltl'H1.‘ t]'l.-l.t r"'l".}'. LlL,'I;,";,l. |§'|.1_']T'|. '|_-1'.| |"|l;,"r

deities who |'l‘|.]lli]'|:‘l.|. their insane martial abilities to
take down rival deities have released them from time to
time. Each time they were released, an old pantheon
fell. Few creatures can stand up to a hecaroncheires in
combat, not even the gods.

Lombat

Hundred-handed ones rely on their hundred limbs 1o
quickly disparch toes under a tlurry of blows or boulders.
Superior Multiweapon Fighting (Ex): A heca-
toncheires Hights with a grearsword or a boulder in each
hand. The hecatoncheires does not suffer an attack or
damage penalty for artacking with one hundred
weapons. However, the press of limbs prevents the crea-
ture from making iterative artacks with any of its arms,
nor can it make more than ten attacks against a Small or
smaller creature, fifteen attacks against a Medium-size
creature, or twenty attacks against a Large creature in
the same action (it can make all its arracks against a
I‘lLlHi' L l:lTH{"r creature 1in one :,:li_'[il.-_l'n
Skills: A hecatoncheires fifty heads
give it a +50 racial bonus on Listen, Spot,
and Search checks
Spell-Like Abilities: At will—
grealer magic weapon, flv
shield. Caster level soth;
save DC 17 + spell level
Summon Hecatoncheires
(Sp): A hecatoncheires
can summon one
other hecatoncheires
once per day, though
is loath to do so because
then it will be similarly
obligated o answer its sib
ling's summoning. A sum-
moned hecatoncheires can-
not use its summoning power
".'ﬁ".‘l]l.l'." "\-'lljn['l".“]'l.l:"l.].
Abomination Traits:
Immune to polymorphing,
petrification, and other torm-
..'l][l."T]]'l.E ..'I”ﬂl'l\."'i: not !'ll.lhllrl;,"l.'1 [
energy drain, ability drain,
ability damage, or death from
massive damage; immune to
]'[1]]'l'l|.-.'I:.I|.L'L'|;]]‘.g ettects: Hre
resistance 20; l;'-!'lld res1st-
ance 20; nondetection; true
seeing at will; blindsight
500 ft.; telepathy out to
1,000 LT,
Regeneration (Ex):
Hecatoncheires take nor-
mal damage from good
WEapons or Weapons
tempered with the blood
of a deiry.




INFERNAI

Large Outsider (Evil) (Chaotic or Lawful)

Hit Dice: 40d8+360 (680 hp

Initiative: +11 (+7 Dex, +4 Improved Initative

Speed: 80 fr., fly 240 ft. (perfect

ALC: 5047 Dex, —1 size, +34 natural

Attacks: 2 claws +56 melee, 1 bite +50 melee, 2 wings +50
melee, 1 tail slam +50 melee

Damage: Claw 4d6+16, bite 4d8+8 +spell suck, win
2d6+8, rail slam 4d8+8

Face/Reach: s fr. bv 5 fr./10 ft.

Special Artacks: Improved grab, spell suck, learned spell
immunity, spell-like abilities, summon fiend
Special Qualities: Abomination trairs, fast

healing 15, regeneration 15, SR 38, DR
35/+7
Skills: Balance +11, Concentration +52,
Diplomacy +13, Escape Artist +50,
Hide +46 lump +21, Knowledge
L ana

E

+49, Knowledge (the planes
+49, Listen +53, Move Silently +50,
Scry +49, Search +49, Sense Mo-
tive +51, Spellcraft +49, Spot +53,
Tumble +50

Feats: Alertness, Cleave, Great
Cleave, Improved Inirtiative,
Power Artack, Sunder, Weapon
Focus (claw

Epic Feats: Blinding Speed (x2),
Tenacious Magic (improved invis-
ibilily), Tenacious Magic (blur)

Saves: Fort +31, Ref +29, Will +30

Abilities: Str 43, Dex 25, Con 28,
Int 22, Wis 26, Cha 29

Climate/Terrain: Any

Organization: Solitary or hell
brigade (1 infernal and 1d4
balors, or 1 infernal and 1d4 pit
fiends

Challenge Rating: 26

Treasure: Standard

Alignment: Lawful evil or chaotic evil

Advancement: 41-50 HD (Large);
31-56 HD (Huge); 57-72 HD
(Gargantuan

Infernals are born of the ill-starred
meeting of god and fiend

Even gods are seduced, and from
the union of heaven and hell are
born fiendish abominations called infernals. Those
born of god and baatezu are lawful, and infernals born
of god and tanar'ri are chaotic. All are horrors of
fiendish form, pitch-black scaled humanoids standing
15 or more feer tall. Vast dragonlike wings enfold each
infernal, but are unable to hide the tea ring claws, the
hellish maw, or the eyes from which gleam the promise
of eternal damnarion.

Unlike many other abominations, infernalsk
more freedom to roam areas of their hells of ong
though they are proscribed by divine decres
moving farther afield. This suits the various prins
the Nine Hells and the Abyss, because many inf
are possessed of such might that they could chilly
even a prince’s supremacy. For this reason, most o
of the lower planes seek to further isolate infermg
possible, or even slaying them when they cin
their part, infernals plot and scheme with mill
unlike any other, until the time is right to teid
multiverse to ribbons.

LOombat
Infernals are mighty creatures, and crainl
possible, they seek to neutralize spellesm
toes first, should any conflict arise. T
bite sucks the spells and minds of anvige
catch. Infernals cast blur and Ty
mnvisibility on themselves as pesd
during combat
Improved Grab (Ex): If an infesl
hits with a claw, it deals normal disg
and atrempts 1o start a grapple s
action without provoking an ks
opportunity. Infernals can use
ability on Large and smaller creans
The infernal has the oprion to conds
the grapple normally, or simply ue
claw to hold the opponent. Eschul
cessful grapple check it makes dus
successive rounds automatically dsg
standard claw damage, in additioes
automatic spell suck damage,
Spell Suck (Su): If an infernal b

a foe, the foe loses one of its highe
level prepared spells or one of the el
slots for this day that it has not used Th
victim chooses the prepared spellg

lose. If the victim has no prepans
spells or unused spell slots (eihe
because it has exhausted §
spellcasting for the day or because
victim is not a spellcaster), the by
instead deals 2 points of tempons
h‘lh’”lgrnn' d.'ml:ll._?_i:.
Learned Spell Immunity (S
If an infernal is affected by 1 g4
cast by a particular spellcaster iy
infernal thereafter becomes immunes
that spell when cast by that spellcaster. For instanced
the infernal is hit by Mialee's horred wilting and
attected, it then becomes immune to horrid |1'||||-'_;:
cast by Mialee ever again, though if Hennet casts hont
wilting on the infernal, it is subject to the spell's effey
(the tirst ime
Spell-Like Abilities: At will—animate dead. b

1
phemy, blur, charm person, create undead, darkness, dog




ilr::lll':-'-. deseerate, delect |;:I|I-."-. detect !._:|I|1:J- detect Jﬂll.'.
Mt magic, fear, fireball, greater dispelling, hold person,
mpoved invisibility, magic civele against good, major image,
wduce flame, polymorph self, pyrotechnics, read magic, scry-
= supggeshion, symbol, telekinesis, lelepert without ervor
#lf plus 1,000 pounds), unholy aura, unholy blight,
mballow, wall of fire; 1/day—fire storm, hellball (see
B-J?“." 2, ||‘h'||]|""-|||||. MIEEEDT STrarm, {_-_..'I"l:t-l_"r li_".."l.,"l :hlh.
e DC 19 + spell level.
smmon Fiend (Sp): An infernal can summon four
Sors or four pit fiends per day, depending on the
ﬂlﬁr—;ll“r orientanon [(""u'l.'i!'l"..'. |.i|.'||"|' = | ['l'..l. {'huil.'l"'- ! Ea'n.‘.'l!-lﬂ
siernals summon pit fiends, and chaotic infernals
Smon |.1.'|||"T"'..
Abomination Traits: Immune to '|':u;:||vr'|1._1rphing.
mrhication, and other form-altering attacks;
Bt subject to energy drain, ability
Bnn, ability dam-
g or death from
Bisive damage;
Emune 1o mind-
Miting effects;
B lesistance 20,
B resistance 20;
Madetection;
e steing ar will;
madsight 500 fi.;
Beputhy out 10
Lo fr
kegenera-
o (Ex): [n-
mals 1ake
mal dam-
oo good
poets. Law-
binfernals also
erormal damape
B chaotic weap-
Rand vice versa

BETHON
jpantuan Owur-
(Fire)
Dice: 62d8+806
4302 hp
tive: <15 (+7 Dex, +8 superior Iniriative

120 41, burrow 120 .

i =4 size, +7 Dex, +34 natural

ks & pseudopod slams +83 melee

ge: Slam 4d8+24 plus 2dé fire damage

ach: 30 fi. by 30 f1./15 fr

fll Attacks: Fiery touch, fiery overrun, spell-like

I

1i
£
)

mommtal

kit Qu:l!i.ti.cﬁ: Abomination trairs, Hre Immunity,
IeSke immunities, regeneration 25, fast healing 25,
W R 40/ +8

e For +48, Ref +42, Will +39

s, improved grab, swallow whole, summon elder

Abilities: Str 58, Dex 25, Con 36, Int & Wis 18, Cha 319
Skills: Climb +51, Cratt (metalworking) +29, Craft
(stoneworking) +29, Hide -5, Knowledge (geogra-
phy) +49, Listen +66, Move Silently +66, Sery +59,
Search +59, Spot +66
Feats: Alertness, Cleave, Great Cleave, Great Forti-
tude, Improved Initiative, Iron Will, Lightning
HL‘”L‘HL"‘C. Power .""|.I1.JL'I:~. .";lil1l.|.r.".'. "."u"l.'ilih"ﬂ Focus
!-i].':r'rl:
Epic Feats: Blinding Speed (x5), Superior Initiative
Climate/Terrain: Any
Organization: Solitary, or in company of 1-10 elder
fire elementals
Challenge Rating: 34
Treasure: Standard
Alignment: Always chaoric evil
Advancement: 63-80 HD (Gargantuan);
Bi—=186 HD (Colossal

Phaethons are
the progeny ol
fire gods.
No fire burns
hotter than the
rage personified
by a phaethon,
Gargantuan blots
of sentient mag-
mia, !":'l:it":]'ll"['l‘l
burn their way
through the belly
of the earth.
When roused,
they burst to the
surface, creating
miniarure "a'l."']l.\'il:'
noes as they exir,
only to sweep to-
ward the closest
flammable ob-
.j‘l.";.'[ O COearune, a
tsunami of red
hot liquid rock
Many worlds
contaln ;".J'l :l.l'."||:'|l.5']':."'l
locked away at their heart, unable to break the compul-
sion laid on them by higher powers. The heat at the

core of some worlds is sometimes altogether due to a
supernatural phaerthon (or brood of phaethons),
trapped and raging for eons. Sometimes a phaethon
breaks its eternal geas for a day or a season, during
which time it incinerates anything it can flow over
and smother.

Lombal
Phaethons exude up to eight magma pseudopods to slam
foes, and atrempt 1o gr.a]'i and pu]i their foes into their
liquid bodies
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Fiery Touch (Ex): Touching or being touched by a
phaethon deals 2dé points of fire damage.

Fiery Overrun (Ex): A foe who is successfully over-
run by a phaethon is treated as if swallowed whole

Improved Grab (Ex): If the phaethon hits with a
pseudopod, it deals normal damage and attempts to
start a grapple as a free action without proveking an
attack of opportunity, Phaethons can use improved
grab on a Huge or smaller creature. The phaethon has
the oprion to conduct the grapple normally, simply
maintaining a pseudopod hold, or attempting to
absorb the opponent by swallowing the foe whole,
Each successful grapple check it makes during succes-
sive rounds automatically deals the damage listed for
the p:«irudnp-::u,l

Swallow Whole (Ex): The phaethon can absorb oppo-
nents it holds with a second successful grapple check
after a grab. The opponent must be Huge or smaller.
Absorbed creatures take 20d6 points of fire damage and
10dé points of bludgeoning damage each round they
remain inside a phaethon. Victims must make a success-

ful grapple check to “swim” free of the living magma of

the phaethon.

Spell-Like Abilities: At will—fireball, fire storm, delayed
blast fireball, flame strike, wall of five; 1/day—scrying. Caster
level 34th; save DC 24 + spell level.

Summon Elder Five Elemental (Sp): Phaethons can
summon up to ten elder fire elementals per day (see
Monster Manual).

Abomination Traits: Immune to polymorphing,
petrification, and other form-altering artacks; not sub-
ject to energy drain, ability drain, ability damage, or
death from massive damage; immune to mind-affecting
effects; fire resistance 20; cold resistance 20; nondetec-
tion; true seeing ar will; blindsighr 500 ft.; relepathy out
to 1,000 fr.

Oozelike Immunities (Ex): Immune to poison,
sleep, paralysis, stunning, polymorphing, and mind-
influencing effects; not subject to critical hits or flank-
ing; blind

Regeneration (Ex): Phaethons rake normal damage
from lawful weapons and cold-forged weapons, and
double damage from cold or ice weapons.

FHANE

Large Outsider (Chaotic) (Incorporeal)

Hit Dice: 36d8+324 (612 hp

Initiative: +11 (+7 Dex, +4 Improved Initiative)

Speed: 80 ft., fly 120 ft, (perfect)

AC: 50 (-1 size, +3 Dex, +11 deflection, +23 insight)

Artacks: Incorporeal touch +43 melee

Damage: Incorporeal touch 1dé plus stasis touch

Face/Reach: s ft. by 5 fr./10 fi.

Special Attacks: Spell-like abilities, stasis touch, chronal
blast, time leach, summon past time duplicate

Special Qualities: Abomination traits, null time field,
time regression, fast Elw.ﬂmg 15, regeneration 15, SR 37,
DR 30/+6, sonic immunity

Saves: Fort +31, Ref +29, Will +25

Abilities: Str —, Dex 25, Con 28, Int 24, Wis 16.Chl

Skills: Balance +11, Concentration +48, Diplomacy
Hide +42, Jump +4, Knowledge (arcana) +46, Knowl
(the planes) +46, Knowledge (religion) +46, Lises
Move Silently +46, SCry +46, Search +46, Sense My
+42, Spellcraft +46, Spot +44, Swim +33, Tumble

Feats: Alertness, Combar Reflexes, Dodge, Great |
tude, Improved Initiative, Iron Will, Lightning Refl
Weapon Focus (incorporeal touch)

Epic Feats: Blinding Speed, Spell Stowaway (tim

Climate/Terrain: Any land and underground

Organization: Solitary or pair

Challenge Rating: 25

Treasure: None

Alignment: Always chaotic evil

Advancement: 37-50 HD { Large); 51-65 HDIH

Phanes are timelost abominations whose deific i
possessed portfolios relating to time or fate,

No two phanes have exactly the same appearance
all are shadowy and insubstantial. Though it is diffie
pierce the pale shadow of their form, some are vagel
humanoid, all are somewhat bestial, and many sref
right nonhumanoid. Usually, two (sometimes ms
emerald eyes burn from their shadowy form.

Phanes are not so much captive as lost so farin the
(or future) that time itself is without meaning. Hoy
sometimes a phane escapes into the four dimension
our multiverse, Here, phanes particularly enjoy calls
ing victims by permanently locking them in tempa
stasis. Phanes can feed off the essence of creatures
temporally trap in this fashion. Other phanes are mg
ambitious, and seek to alter the fate of nations, wad
and planes—for the worse.

Lombat

Phanes are most effective when they can get up dl
and personal, drawing their potential victims ino the

null time field. If they can ger hold of a target, theyes
temporally sequester their vicrim, Since they are ing

poreal, phanes are only 50% likely to be affected by 2

attack, whether melee, ranged, or spell. 1f particuls
threatened, a phane will use its time stop ability, useh
chronal blast special ability on a few targets, then{s
the scene via teleport without error. The favorite tactics)
phane is to use its ability to summon a past time duplia
of a foe to sew confusion and uncertainty, prior toafd
out artack by the phane and a betrayal by the pastin
duplicate. They also always use their spell-like abiling
create a time duplicate of themselves.

Spell-Like Abilities: At will—detect good, die
magic, improved invisibilily (self only); §/day—hasie me
haste, slow, teleport without error, tomgues, trap the soul, ine
strike, unholy aura; 2/day—safe time, time duplicate s
Chapter 2); 1/day—time stop. Caster level 21st; savelf
21 + spell level.

Stasis Touch (Su): As temporal stasis, except g



#will supernatural abiliry. Caster level 25th; save DC 21
*ip.'“ level.
Chronal Blast (Su): As a standard action, the phane
i make a ranged touch attack against any creature
fihin 100 feet. If it succeeds, the subject is
Wgeted by a spasm of space
e flux, dealing 15d6
s of damage.
lime Leach (Su):
Bt every round of
SMIENL [IMe expe-
Snced by the phane,
futomatically ab-
Btk the “future”
B any creature
ths successfully
Sapsulated in
BNIC 1ime via its
B touch (not its
il ime field), no
mier the distance
ENNlng victim
B phane, and no
jier the number of
ftims. Of course, to
YiCIim no time
fies at all, but each
muent round experienced
Wihe phane ages the victim
fears, at the same, time
ling the ;"!'l'.'ll‘:r of 20 hit points of
BBie. A victim who is not somehow
Beed from static time by a friend who can cast
MR, greate) Ll-l'-r':'“IH_L:. or some other likely _H.|:I1.'|.|.
Bentually ages to death, Victims killed in this manner
matically fall out of static rime as desiccated husks
ilisintegrate to a fine dust with even the lightest
B Victims who are released prior to death immedi-
apply the physical effects of aging, but not the
@il effects (see Table 6—5; Aging Effects in the
§Handbook )
pimmon Past Time Duplicate (Sp): Once per day, a
Bt Can summon a duplicate of one its foes stolen
i parallel alternare past. The stolen time duplicate
Wibesame stats and possessions as the original, bur is
dasif having two negative levels (which simulares
esperienced version of the original). The phane
Bihever summon a past time duplicate of a creature
Bmore than 25 HD (add sufficient negative levels to
pensate for high foe HD, if necessary). The past time
8k, despite having most of the knowledge of the
Bl serves the phane lovally like any summoned
e If the past lime duplicate is slain, the original is
limed because the duplicare was pulled from a
Wi past. However, the original does not necessarily
@ this, and must make a Will save (DC 30) or be

B8 lor 1d4 rounds after witnessing the death of a

£

et for the first time.

Abomination Traits: Immune to polymorphing, pet-
rification, and other t'u.lrm-q]wrmg attacks: not subject
to energy drain, ability drain, ability damage, or death
from massive damage; immune to mind-affecring
effects; fire resistance 20; cold resistance 20; nondetec-
tion; true seeing at will; blindsight 500 ft; telepathy out

to 1,000 fr
Null Time Field (Ex): Phanes contin-
ually generate a 30-foot-radius spread
null time field. All creatures and
objects in the field, except the
phane, must make a Will saving
throw (DC 30) each round ro
take any actions. On a failed
Save, r:l.l.i_"]tn.'['h A re
stuck in a static time
stream until their next round
of actions, at which
time they must
make another saving
throw. While a sub-
ject is stuck in a static
time stream induced
by a null time field,
the phane can use its
static touch on the
subject to “seal the deal
s0 to speak, though in all
ali |'|I.'f Ways, [.h{" ""”.'.l.-'“..".-l s
invulnerable to artacks
and damage as if in tempo-
ral stasis
Time Regression (Su): If
the phane spends an action per round for four rounds,
at the end of the 4th round the phnm_- regresses back in
time 4 rounds, to the very 1st round it originally began
concentrating on rime regression. On its second pass
through the time stream, it can rake complerely differ-
ent actions, based on its knowledge of the future
(though if it takes different actions from its first pass
through the time stream, the events of the original time
SIreéam are iil'\lﬂ' I,_'i'l_..'l“_gl.,"l.,‘i I
Regeneration (Ex): Phanes take normal damage
t'rnm |'|L'I|'g.' '.'II:'IIJ El’.!'{:ll.i weapons, ;_'||‘||i_i f-:un: weapons
forged in the furure or an alternate reality’s time stream
if any),

XIXECAL

Colossal Outsider (Cold)

Hit Dice: HD 72d8+1,080 (1,656 hp

Initiative: +11 (+7 Dex. +4 Improved Initiative)

Speed: 140 ft.

AC: 64 (=8 size, +7 Dex, +55 natural

Attacks: 2 claws +93 melee, bite +87 melee stamp +87
'I'I'II.']I.'I.'

Damage: Claw 2d8+28/19-20, bite 4d6+14, stamp
4d6+14

Face/Reach: 40 fr. by 40 ft./25 fi




Special Artacks: Rend 4d8+42, cold, spell-like abilities,
breath w CAPON, SUNTIMON while dnl_un;n, Constitution drain
Special Qualities: Abomination traits, cold subtvpe, dire
winter, fast hw.':ih:np_ 30, regeneration 30, SR 48, DR 45/49

Saves: Fort +55, Rel 47, Will <39

Abilities: Str 66, Dex 13, Con 40, Int 12, Wis 8, Cha 34

Skills: Climb +103, Concentration +90, Hide -9,
Knowledge (arcana) +76, Knowledge (the planes) +76,
['-ZI1L|'.~.'||.'L5|_|_.‘,L* rr]:lg:un +76, Listen +49, Search +76,
FPr“rr.llt +76, Spot +76

Feats: Alertness, Cleave, Dodge, Great
Cleave, Great Forritude, ]mpn}t'{-d Crit ,

ical (claw), Improved Initiative, Iron i
will, Lightning Reflexes, Power
Artack, Sunder, Weapon Focus (claw)

Epic Feats: Blinding Speed (x4), - Jil -
Devastating Critical (claw), '
Overwhelming Critical (claw)
‘."5;.‘%'][ Stowaway (improved
mvisthility)

Climate/Terrain: Any

Organization: Solitary or in
'I]'I.l.' company HE- I-i_[-'l-- 1 |_|||_i
white dragons

Challenge
Rating: 36

Treasure:

Standard

Alignment: Always
-:"I‘!l-ll'l1'|1' L"l.'1|

Advancement: 73-1350
HD (Colossal)

Xixecals are born of
gods whose portfolios EE
include evil, ice, and
chaos

A storm of the ages
moves in, cold bevond
all imagining. At irs
nucleus something
moves—a walking
glacier 100 feet or
more high, Its hoary,
icelike body is vaguely
humanoid, bur alwavs
shrouded in an ice
storm that screams
and howls around it

Pale dragons of purest white wing through the storm,
alighting on the shoulders of the colossus with impunity

More than one worlds arctic region provides a home
tor an unwanted child of chill deific lust, Frozen awav
for all time, xixecals could be released when some unre-
lated cataclysm causes the world to shudder and shake.
cracking the xixecal free from its rigid prison of black
ice, Thus, xixecals do not precipitate a time of change,
but may accompany them,

LLambat

Xixecals overcome most creatures merely by the és
ing supernatural storm of cold that accompanies @
wherever they go. Those that can withstand the nes
ment of the storm are subject to a xixecal's fes
claws, bite, stamp, and rend ability. Not to mentios§
one or more old white dragons tha usually accom
a xixecal wherever it goes, glorying in the frigid clis
Ol 118 presence.
Rend (Ex): If the xixecal hins
./ both claw artacks, it larches onmg
opponent’s body and tears the flesh B
attack automatically deals an addits
4d8+42 points of damage
Cold (Su): A hir from s
cal's melee artack indss
numbing cold. The oppos
must succeed ar a Forting
save ( DC 58] or be affe
as though by a slow spel
10 rounds.
At will— ||l.|.:|-.r'|r.'-r:|,
of cold, JI."'-I.'l'I'||||_'._ |
dispelling, domi
monster, hold pms
rrproved inids
||J||I'|-\.:'|I!| e, Il'ﬂi i
ice; 5/day—hal
meteor avam. O
er level 34th
DC 22 + spell il
Breath Weaps
{Su): Cone of qlf
300 teer, 3/day, ds
age 12dé, Forr b8
Df .l
Summon Ty
Dragon (Sp): Fa
times per day sl
ecal can summg
an old white dng
on (see the Mons
Manual).
Constitutio
Drain (Su): Th
effect permaness
reduces a livig
opponent’s Consg
tution score by 4 when the creature hits with 2 ds
bite, or rend, or rwice that amount on a rend or critig
hit. The creature heals 20 points of damage (or 40 e
rend or critical hit) whenever it drains Constitutis
gaining any excess as temporary hir points. The and
allows a Fortitude save (DC 58)
ﬂbﬂh‘lihﬂtinn Traits: Immune to p.n-h':n-;-urphmg pet
ritication, and other !.L}Tm'ftl[{'l'.'llp attacks; not hl.il:r'f.'
to energy drain, ability drain, ability damage, or dest




Bm massive damage; immune to mind-affecting
Bects; fire resistance 20; nondetection; true seeing at
il blindsight 500 fr.; telepathy out 1o 1,000 f1.

Cold Subtype: Immune to cold damage; takes

iwble damage from fire unless a saving throw for halt

fimage is allowed (the standard cold resistance 20
w1 sbominations have is not shared by xixecals), in
wich case it takes half damage on a success and double
h:g-.‘ on a failure.

Dire Winter (Su): A xixecal always stands at the
weier of a permanent dive winter spell effect (see Chap-
w1l I dispelled, the effect returns 1 minute later—
®only way to permanently remove the effect is to
8 the xixecal that generartes it.

Regeneration: Xixecals take normal damage from
Usful weapons, and double damage from burning or
F WI'..'BP‘."“!'-.

BEHEMOTH

Bhemoths are outsiders in animal form that are of
proportions, even larger and more powerful than
e animals.

Rhemoths resemble natural animals in almost all
wpects, but they are grossly larger than their natural
@nterparts, hailing from beyond the Prime Marerial
jane. They are more intelligent than their mundane
munterparts, and their otherworldliness conters a level
¥magical fortirude not found in earthbound versions,

Behemoth Eagle
Colossal Outsider
21d8+126 (220 hp)

+20 (+12 Dex, +8 Superior Initanve |

20 ft., fly 160 fr. (poor)

24 (+12 Dex, —8 size, +10 natural)
2 claws +25 melee, bite +15 melee

Claw 5d10+7, bite 4d12+3
Jse/Reach: 40 ft. by 80 fr./15 fr.
Uipecial Attacks: Rend 8d8+20
pecial Qualivies: Evasion, SR 30, DR 20/+6
Fort +18, Ref +24, Will +16
Str 25, Dex 34, Con 23,
Int 17, Wis 19, Cha 16

BEHEMOTH EAGLE

A behemoth eagle is an intelligent, keen-eyed bird of
prey that sometimes associates with good creatures. It
stands about 20 feet tall, with a wingspan of up to 80 feet.

_ombat

A behemoth eagle usually artacks from a grear heighr,
diving earthward ar rremendous speed. When it cannot
dive, it uses its powerful talons and slashing beak ro
strike its target’s head and eves.

skills: “A behemoth eagle receives a +8 racial bonus on
Spot checks during daylight hours

Carrying Capacity: A light load for a behemoth eagle
is up to 2,400 pounds; a m edium load, 2,401-4,800
pounds; and a heavy load, 4,801-7,200 pounds

BEHEMOTH GORILLA

A behemoth gorilla stands 25 feer rall or more and
weighs close to 20,000 pounds. It has long claws and
sharp teeth.

Combat

A behemoth gorilla can rend opponents with its claws, as
well as deliver a nasty bite. The creature can also attempt
to grapple and pin, then claw the prone opponent.

Rend (Ex): A behemoth gorilla that hits with both
claw attacks latches onto the opponent’s body and tears
the flesh. This automarically deals an additional 8d8+20
points of damage

Behemoth Gorilla

Huge Outsider

21d8+252 (346 hp)

+12 (+8 Dex, +4 Improved Initiative)
&0 ft., climb 30 [

38 (+8 Dex, -2 size, +22 natural)
2 claws +29 melee, bite +24 melee
Claw 4d8+10, bite 3d10+5

10 fr. by 10 fr./10 fr.

Scent, SR 30, DR 20/+6

Fort +24, Ref +20, Will +16

Str 31, Dex 26, Con 35,

Int 6, Wis 15, Cha 12

Balance +32, Climb +42,

Diplomacy +24, Knowledge (geography) +27,
Knowledge (history) +27, Knowledge (nature)
+27, Knowledge (the planes) +27, Knowledge
(religion) +27, Listen +30, Sense Motive +24,
Spot +40%, Wilderness Lore +28

Alertness, Flyby Attack, Improved

Initiative, Weapon Finesse (claw)

Epic Skill Focus (Spot), Superior Initiative
Any forest, hill, mountains, and plains
Solitary or pair

Intimidare +22, Jump +25,
Move Silently +29, Spot +23

Dodge, Improved Initiative, Iron Will,
Mobility, Power Attack, Spring Artack

piC Feats:

FI{ rrain:
Irpanization:
thillenge Rating: 18 19
Treisuie: MNone None
liemment: Always neutral

Warm ﬂ}ﬂ!ﬁl’ Ht‘]d Warm mountains
Solitary or company (5-8)

Always neutral

Vancement: 21—42 HD (Colossal) 22-42 HD (Huge




BRACHYURUS
Large Magical Beast

Hit Dice: 38d10+684 (893 hp)

Initiative: +18 (+14 Dex, +4 Improved Initiative

Speed: 80 fi

AC: 40 (+14 Dex, -1 size, +17 natural)

Attacks: 2 claws +48 melee, 1 bite +46 melee

Damage: Claw 2dé+10/19-20, bite 3d6+5/19-20

Face/Reach: s fi. by 10 fr./10 fi

Special Attacks: Frightful howl, savage 15d6+25

Special Qualities: Blindsight 240 ft., DR 30/+5, dark-
vision 60 ft., fast healing 10, low-light vision, SR 32,
scent, acid, cold, electricity, fire, and sonic resist-
ance 20

Saves: Fort +41, Ref +37, Will +25

Abilities: Str 30, Dex 38, Con 47, Int 18, Wis 32, Cha 19

Skills: Hide +20, Listen +33, Move Silently +34, Spot
#35

Feats: Alertness, Great Fortitude, Improved Bull Rush,
Improved Critical (elaw), Improved Critical (bite),
Improved Initiative, Improved Trip, Iron Will, Light-
ning Reflexes, Multiattack, Weapon Focus (claw),
Weapon Focus (bite)

Epic Feats: Bl |:|u||'r|‘;;I Speed (x2

Climate/Terrain: Any

Organization: Solitary, pair, or pack (5-10).

Challenge Rating: 23

Treasure: Standard

Alignment: Usually lawful neutral

Advancement: 39-48 HD (Large); 49-58 HD (Huge});
59-66 HD (Gargantuan); 67-135 HD (Colossal

Brachyuruses are the primordial stock from which all
lesser wolves and canines devolved, The
mythological Fenris Wolf itself o
springs directly from brachyurus {
stock.

Brachyuruses appear as
extraordinarily large
wolves with bristling
mane of white and =
burnt red i

p, "

: ey
*—l’r:.'cb .--‘ ‘lr‘

fur. Their teeth and claws, even for their extremes
seem overlarge, but not in the least clumsy The

a brachyurus can frighten even the most hardes
experienced adventurer.

Brachyuruses roam ancient savannahs lost 1o g
otherplanar wilds, or as single individuals among 8
lesser kin in worlds where their presence is gen
unrealized. Esoteric hunters prize brachyurusp
though more often than not such a hunter becie
the hunted

Brachyuruses can speak Common and can comnel
cate with all wolves.

OMBAT

Brachyuruses are straightforward when on the o
They give loose to their frightful howl 1o break g
Eroup of opponents, :ih.'h I.'I'li"l'_'l".':l.' 1'1|!|1rr i ﬂﬂ' :
victim or one left behind by fleeing companions T
brachyurus's preferred tactic is to first use | mprov
Trip on an opponent, then immediately savagel
downed foe with the ability of the sime name
Brachyuruses working in tandem are particuli$
deadly near H’I:ppr.'d foes

Frightful Howl (Su): As a standard action, a bradks
rus can emit a howl in a 60-foot-radius spread
affects opponents with fewer Hit Dice or levels than 8
brachyurus has. The affected creature must make sa
cessful Will save (DC 33) or become shaken. Succe
indicates that the targer is immune to thar brachvug
frightful howl for one day.

Savage (Ex): 1f a brachyurus successfully tripsg
opponent, it latches onto the opponent’s body and e
the flesh. This artack automarically deals an additied
15d6+25 points of damage

If an opponent goes prone for any reason ( perhapsy
the subject of another brachyurus's Improved Ty
attack) in an area a brachyurus threatens, the brachy

rus can also savage the victim as a free action (e
as the brachyurus's attack of opportunity forth

round), even though it had nothing to do with g

ping the foe.

*li_

_

COLOSSUS

A colossus, as its name suggests, is a golemll

construct of Colossal size. Colossi are mg

cally creared automatons of close 1o god

like power. Constructing one invol

b the employment of epic magic and e
mental forces,

Combar

Colossi are nigh unsigp

pable in combar, anf

rarely miss a targer they
have chosen to batter, The
follow instructions explicitly and
incapable of devising any strategy or tactics

=
-

1 -
"l‘ﬂ'"""




Secial Attacks:
Qualities:

Stone Colossus
Colossal Construct
64d10 (352 hp)

3 [ LDex)

40 fr. (can't run)

dif (=8 size, =3 Dex, +45
natural )

2 slams +70 melee

Slam 8dé+30

40 fr. by 40 fr./25 f1.
Shatter

Construct traits, magic
immunity, antimagic field,
DR 30/+6

Fort +21, Ref +18, Will «21

Flesh Colossus
Colossal Construct
100d10 (550 hp)]

+2 (=2 Dex, +4 Improved
[nitiative

40 ft. (can't run)

45 (=8 size, =2 Dex, +25 natural,

+20 profane)

Colossal club +79 melee or
2 slams +79 melee or
thrown object +65 ranged
Colossal club sdé+18 or

2 slams 4dé+12 or thrown
object "u.'plp,h]ng 10 tons
or less) 4de+12

40 fr. by 40 fr./25 ft. (reach
40 ft. with Colossal club)

Frighttul presence, horritic

appearance, stomp, stench
Construct traits, magic
immunity, DR 20/+7,
negative energy affinity
Fort +33, Ref +31, Will +33

Iron Colossus
Colossal Construct
96d10 (528 hp)

2 ({ Dex |

50 ft, (can’t run)

60 { =8 size, =2 Dex, +60 natural)

2 slams +99 melee

Slam 12d6+35

40 fr. by 40 ft./25 fi.
Breath weapon

Construct traits, magic
immunity, antimagic field,
rustproof, DR 30/+7

Fort +32, Ref +30, Will +33

Sir 70, Dex 5, Con —,
Int 7, Wis 10, Cha §

ills:
Cimate, Terrain:

Any Any
Uganization: Solitary Solitary
hllenge Rating: 24 27
Treasure: MNone None

Aignment:

Mwancement:

Usually neutral
65-192 HD (Colossal}

Reolossus's creator can command it if the colossus is
Bhin 120 feer and can see and hear its creator, If
Wimmanded, a colossus usually follows its last
mnction to the best of its ability, though if attacked it
s the artack. The creator can give the colossus a
iph' program (o govern its actions in hiz or her
nce, such as “Arttack all creatures that enter this
niane” (or only a specitic type of creature)

sbmstruct Traits: Immune to mind-affecting effects
gms, compulsions, phantasms, patterns, and morale
Bl and to poison, sleep, paralysis, stunning, disease,
il eflects, necromantic effects, and anv effect that

s 3 Fortitude save unless it also works on objects
pot heal damage (though regeneration and fast heal-
Wl apply, if present). Not subject to critical hits, sub-
[ 'ﬂlﬂ'llgt'. ability damage, ability drain, or energy
s Not at risk of death from massive damage, but
when reduced to 0 hit points or less; cannot be
e or resurrected. Darkvision 60 ft

ligic Immunity (Ex): A colossus completely resists
migical and supernatural effects, except where oth
e noted below,

Str 35, Dex 6, Con =,

Int 1 or as controlling spirir,
Wis 11 or as controlling spirit,
Cha 3 or as controlling spirit
- MNone or as controlling spirit

MNeutral evil or neutral
None {abilities may vary
by level of possessing spirit)

Str 80, Dex 7, Con —.
Int 9, Wis 12, Cha 7

Any
Solita ry

33

Usually neutral
97-288 HD (Colossal)

Antimagic Field (Ex): A colossus constantly gener-
ates an antimagic field in a 100-foor-radius. The field is an
invisible barrier that is impervious to most magical
effects, including spells, spell-like abilities, and supernat
ural abilities. Likewise, it prevents the functioning of any
magic items or spells within its confines, except for the
colossus’s own supernatural abilities. This effect is other-
wise as an antimagic field cast by a 25th-level caster.

Lonstruction
I'he construction cost given for each colossus rakes
into account the physical body and all the materials and
“1F|'|.‘|.| L'I.“='|':IF'|||.'|I."|'IE"- Il‘lﬂt dre |._'|.H|".-.|.:|I1‘.||.'|.] or ]"‘I.".'I."]T'II.' il pPer-
manéni part of ir. Exceprt for the much [Ll-l.li.[hr.‘l' require
ments, constructing a colossus is not unlike construct
ing a golem

STONE COLOSSUS
A stone colossus is 70 feet tall and weighs around 250,000
pounds. Its bedy is of chiseled stone, frequently siylized
to suit its creator. For example, it may look like an exact
carved replica of its egoristical creator



A stone colossus cannot speak or make any vocal
noise.

';:'.'llllll.sl:
Stone colossusi are formidable opponents, being physi
cally powerful and difficult to harm

Shatter (Su): A stone colossus can use shatter as a free
action once every 2 rounds against an opponent’s wes pon
or other item as a 24th-level caster.

Magic Immunity (Ex): A stone colossus is immune to
all spells, spell-like abilities, and supernatural effects,
except as follows. A transmute rock to mud spell slows it (as
the sow spell) for 1 round, with no saving throw, while
fransmute mud to rock heals all its lost hit points. A stone to
flesh spell has no effect on a stone colossus,

Lonstruchion
A stone colossus’s body is chiseled from 2 single block
of hard stone, such as Eranite, u‘righnn; at least
375,000 pounds,

The colossus costs 760,000 gp to create, which includes
100,000 gp for the body. Assembling the body requires a
successful Crafr (sculpting) or Craft (masonry) check
(LD 37).

The creator must be 25th level and able o cast epic
spells. Completing the ritual drains 30,600 XP from the
creator and requires geas/quest, limited wish, polymorph
any object, and shatier

FLESH COLOSSUS
The epitome of the necromancer’s art,
a flesh colossus spreads rerror and §
destruction in its wake

A horrific humanoid mass of rotting ¢
flesh, a flesh colossus resembles nul:h:i:ng
so much as a Colossal zombie, but in fact
itis a construct of great power. Its com- _~&=
posite construction is revealed ¢
only by the coarse texture of irts )
grayish skin,

A tlesh colossus knows all lan-
guages spoken in life by the
ghost who acts as its control-
ling spirit. When the control-
ling spirit is suppressed, it mut-
ters in all the tongues spoken
by its component corpses,

Lombat
Unwieldy because of its enor-
mous bulk, a flesh colossus
relies upon simple methods
that require no finesse—such
as tearing up a tree by the roots
and using it a5 an enormous
club, lifting Wagons or cot-
tages (or any object weighing

less than 10 rons) and tossing LJE|

wzf EE
alk

them like pebbles, grabbing foes and hurlingg
against walls with a satistying erunch, or simplysg
ing any who offend it into the bloody dirt

Frightful Presence (Ex): A flesh colossus rd
malignancy to all that live, causing all who comes
a mile of it to make Will saves (DC 56), Those whar
their saves are shaken. Those who fail by 20 pois
less are frightened. Those who fail by 21 1o 40
are panicked. Those who fail by 41 points or mos
cowering (see Condition Summary in Chapter 34
DusGEON Master's Guide).

Horrific Appearance (Su): Once per day, the
trolling spirit within a flesh colossus may draw
the negarive energy latent in the construct tof
form its countenance into a horrible leering visag
within 300 feet who see this must make a Fortiruds
\DC 56) or take 2d4 points of temporary Strength
terity, and Consritution damage,

Stomp (Ex): By concentrating all its energy o

attack (as a full-round action), a flesh eole
may stomp upon any adjacent foe (ih
any within the area it threatens). ls

- |

roll modifier for this spei
tack is +65 (478

Vs
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than three hundred previously animated Medium-size
humanoid creatures must be stripped of their flesh and
the bones, which are then rendered in rwo great vars. The
resulting semiliquid bone-paste is then cast into a new
articulated skeleton of grear size, to which the rendered
flesh is applied like wet clay to shape the figure. Finally,
the necromancer must bind a ghost of at least 10 HD (the
more powerftul the better) into the colossus to act as its
controlling spirit. Without the controlling spirit, the
|:L'1|l1":|:‘;ll51 is i'|.|:"t il ﬂ.]'&'l."]'ﬁl..n"t"i_[ i':l:'ll.'l'l.!"‘l.l_"'. ":'i'l.[l-l 1L, 1K I'-I.Inl_'[ll_'lrlh
as a golem of grear size and repugnant appearance. If no
ghost is available, the necromancer may occupy the
colossus himself by cast ing magic jar.

The colossus costs 760,000 gp to create, which includes
100,000 gp for the body. Assembling the body takes no
great skill, and many flesh colossi reveal thar fact in their
Ll.l'l'l.'li"lll]'l I.'i.'IT]nH

The creator must be 29th level and able to cast epic
spells. Completing the ritual drains 30,600 XP from the
creator and requires magic jax, limited wish, polymorph any
abject, and finger of death

IRON COLOSSUS

Bhccessful, the stomp deals double damage (8de

) and pins the victim unril the colossus chooses to

Bse him

Stench (Ex): The foul carrion stench that surrounds

lesh colossus is so utterly revolting that all crea- £
wt[]'l 4 Sense -I.:l|.1“'i|.'|\1.'![ ".'i.'hl:'l come L'I.'I'II__III"I !LH_J rl’:: ?-ﬂ

B0l the construct must make a Fortitude save el
60) or be nauseated (unable to arrack, cast

concentrate on spells, or do anything else
Rilring attention, except tor a single move or
equivalent action per round). Those who suc-

[
oy Al

@00 their saves rake a —4 circumstance pn.'n,|]|;'g.'
fllattack rolls, saving throws, and skill checks for
% next 2dé+4 minutes.
dagic Immunity (Ex): A flesh colossus is
mmune to all magical and supernatural effects except
B that use negative energy (see below).
Sepative Energy Affinity (Su): A flesh colossus
inssome residue of the negative energy that once
Bmited the component corpses from which it
geated. Any negative energy spell targeted at
Blossus repairs damage taken by the colossus
e rate of 1d10 hir points per level of the h;"-l'“.

Biniction
[}
il master necromancer of surpassing power

@ireate a tlesh colossus. The bodies of not less

An iron colossus is ar least 80 feet tall and weighs
around 350,000 pounds. It can be fashioned in any
manner, just like a stone colossus, although it almost
alwavs dis-
plays armor

of some




sort. Its features are much smoother than those of a stone
colossus. Iron colossi sometimes wield Huge exoric
weapons in one hand,

An iron colossus cannot speak or make any vocal noise

Lombai

When an iron colossus hits (which is pretty much all the
time), its strike is almost always potentially lethal, since
the death by massive damage rule (see C hapter & of the
Players Handbook) is most likely invoked,

Breath Weapon (Su): Cone of poisonous gas, 80 feet,
a5 a free action every 1d4 rounds. initial damage 3dé
remporary Lon, secondary damage 2ds temporary Con,
Fort half (DC 558)

Magic Immunity (Ex): An iron colossus ic immune
to all magical and supernatural effects except as fol-
lows. An electricity effact restores 1 hit point to the iron
colossus for each 3 points of damage it would other-
wise deal,

Rustproof (Ex): An iron colossus is not affected by
rust attacks, unlike smaller iron golems,

Lonstruction
An iron colossus’s body is sculpred from 150,000 pounds
u-l!'plm‘ 1rcn

The colossus costs 1,000,000 Ep 1o create, which
includes 100,500 gp for the body Assembling the body
requires a successful Craft larmorsmithing) or Craf;

weaponsmithing ) check (DC 421,

The creator must be 35th level and able to cast epic
spells. Completing the ritual drains s0.000 XP from the
creator and requires cloudkill. geas/quest, limated wish, and
polymorph any obiect,

DEMILICH

Diminutive Undead

Hit Dice: 21d12 (130 hp)

Initiative: +7 (43 Dex, +4 Improved Initiative)

Speed: Fly 180 ft. (perfect)

AC: 51 (+4 size, +3 Dex, +§ natural armor, 8 bracers of
armor, +2 ring of protection, +21 insight)

Attacks: Touch +21 melee

Damage: Touch 10d6+20 plus paralyzing touch

Face/Reach: 1 ft. by 1 ft./0 fi

Special Attacks: Trap the soul fear 4 ura, paralyzing
touch, 21st-level wizard spellcaster, Perfect Automatic
Still Spell, spell-like abilities

Special Qualities: Magic immuniry, phylactery transfer-
©NCe, Turn resistance +20, DR 30/, undead traits, acid
resistance 20, fire resistance 20, sonic resistance 20,
immune to cold, electriciry, polymorph, and mind-
attecting artacks.

Saves: Fort +10, Ref +12, Will +17

Abilities: Str 10, Dex 14 (with gloves), Con —, Ing 39 (with
headband), Wis 24, Cha 20

Skills: Alchemy +38, Concentration +25, Hide +27,
Knowledge (arcana, undead) +38, Knowledge (planes,

dragons, history, local) +28, Listen +26, Move Siis
+27, 5cry +27, Search +38, Sense Motive « 26, Spell
+38, Spot 426

Feats: Brew Potion, Combar Casting, Craft Wond
[tem, Enlarge Spell, Heighten Spell, Improved is
tive, Lightning Reflexes, Maximize Spell, Quig
Spell, Scribe Scroll, Spell Penetration, Toughness

Epic Feats: Automatic Quicken Spell, Epic Spellom
improved Spell Capacity (10th), Tenacious Magic

Climate /Terrain: Any

Organization: Solitary

Challenge Rating;: 29

Treasure: Standard

Alignment: Neutral evil

Advancement: By character class

Demiliches are wiser, older, and far deadlier thang
mon liches

A demilich often appears as 3 single skull whoss
and tooth sockets have been firted with costly g
Other demiliches might appear as gem-encrusted by
of another type, such as a skeleral hand or spine &
gems gleam wickedly with the light of stolen soulshe |
slowly devoured.

Particularly powerful liches sometimes learn i
secret of fashioning soul gems, and so evol
demilichdom. Demiliches are free 10 roam distant plgs
in astral form, leaving behind their physical remgise
brood in dark tombs of horror. In their planar wand
ings, which span centuries, demiliches seek to di
all the secrets of the multiverse, and beyond, appliy
themselves to the study of epic spells, the location
unique artifacts, and the keys to release and cont
imprisoned abominations. Many pursue plins
deeper, which may eventually win them control of s
stretches of the multiverse, or syer grant them thes
of godhood.

Demiliches speak the anguages they knew as licke

and as living creatures,
Combar

While demiliches are steeped in the knowledge of

spells and defensive mg gic, they are usually contens

trust to their innate defenses and magic immuning
well as their ability to suck the soul right from the bodk
of those who displease it

Trap the Soul (Su): A demilich can trap the sould
up to eight living crearures per day. To use this powek

selects any target it can see within 300 feet. The e

is allowed a Fortitude saving throw (DC 16), If thy

farget makes its saving throw, it gains four neganm
levels (this does not count as 3 use of trap the soull}
the target fails its save, the souyl of the target is instandy
drawn from irs body and trapped within one of the
gems incorporated into the demilich’s form, The pea
gleams wickedly for 24 hours, indicating the capuy
soul within. The soulless bod v collapses in a massg
corruption and molders in a single round, reduced g




Wit If lefr to its own devices, the demilich slowly
wvours the soul over 24 hours—at the end of that time
soul is I:t""li'l].‘lt"l"l."l‘_n-' absorbed, and the victim is for-
mgl'l]'ll‘.
ifthe demilich is overcome before the soul is eaten,
mmhing the gem releases the soul, after which time ir is
B 10 seek the afterlife or be returned to its body by the
g of either resurrection, true resurrection, clone, or miracle.
Apotential victim protected by a death ward spell is not
amune to trap the soul, bur receives a +5 bonus on its
Srtinnde sa ving throw. Negalive energy protection is effec-
#e aguinst the level loss.
fear Aura (Su): Demiliches are shrouded in a dread-
Baura of death and evil. Crearures of less than § HD in
oot radius thar look at the demi-
B must succeed at a Will save
B 19) or be affecred as
Sy ]‘. ]:I'g.' fear as cast by a
Bdevel caster.
hralyzing Touch
Wk Any living crea-
gt 2 demilich
iches must suc-
#dat a Fortitude
e DC 36) or be
Emanently para-
el Remove paral-
ot any spell
Bitcan remove
Yurse can free
Bevictim (see
I8 bestow curse
). The effecr
sot be dispelled
gone paralyzed by
béemilich seems
. though a suc-
itul Spor check
B 20) or Heal
Bk (DC 15) re-
B that the vicrim
sll alive
5?:“5: The demilich
@0ist any spells it could cast as a lich. This sample
ilich was 1 21st-level wizard (spells per day: 4/13/6
WW6/5/5/5/5/1). The last spell slot is a 10th-level slor
Bmillable for 0-9th level metamagic spells
Berfect Automatic Still Spell (Ex): A demilich can
lthe spells it knows withour gestures,
Spell-Like Abilities: At will—alter self, astral projec-
fmiie greater undead, ereate undead, death knell, enerva-
h,.g'rmh'T -ihr'f”rllg. harm .LI'H.I:!“‘_.' used to heal itself),
mmonster 1-1X, telekinesis, weird; 2/day—preater
el Demiliches use these abilities as casters of a
B equal to their spellcaster level, but the save DCs
ball 36
Migic Immunity (Ex): Demiliches are immune to
@agical and supernatural effects, except as follows.

A shatter spell affects a demilich as if it were a crys-
talline creature, but deals half the damage normally
indicated. A dispel evil spell deals 3dé points of damage
(Fort save for half damage). Holy smite spells affect
demiliches normally
Phylactery Transference (Su): Headbands, belts,
rings, cloaks, and other wearable items kept in close asso-
ciation with the demilich's phylactery transfer all their
benefits to the demilich no matter how far apart the
demilich and the phylactery are located. The standard
limits on types of items utilized simultaneously still
;Jppi';. The *1.'|11"|]'.~]r demilich “wears” bracers of armor +8,
headband of intellect +6, pink loun stone, ring of wizardry I,
ring of protection +2, and gloves of Dexterity +2.
Undead Traits: Immune to poison, sleep,
paralysis, stunning, disease, death, effects,
necromantic effects, mind-affecting
etfects, and any effect requiring a
Fortitude save unless it also
works on objects. Not subject
to critical hits, subdual dam.-
§ age, ability damage, ability
8 drain, or energy drain. Nega-
tive energy heals. Not ar risk
of death from massive dam-
age, but destroyed at 0 hit
points or less. Darkvision
60 tt. Cannot be raised; res-
urrection ".'ﬁ'l:'l'l'l";.H L"Tli'!f I|'
creature is 1.".'L|]ih_|.1.
Immunities (Ex):
Demiliches are immune
to cold. l.']l,'L'-
tricity, poly
morph, and
mind-affecting
attacks.

CREATING A
DEMILICH
“Demilich” is a rem-
plate that can be

added to any lich. It uses all the lich's statistics and
special abilities except as noted here.

A demilich’s form is concentrated into 1 single por-
tion of its original body, usually its skull. Part of the
process of becoming a demilich includes the incorpora-
tion of costly gems into the retained body part; see Creat-
ing Soul Gems, below.

Size: Medium-size and Large liches become Diminu-
tive demiliches, Huge liches become Small demiliches,
Gargantuan liches become Medium-size demiliches,
and Colossal liches become Large demiliches.

Hit Dice: As lich.

Speed: Replace with fly 180 fr. (perfect) or the lick's
supernatural (not natural) fly speed, whichever is berer.

AC: The demilich retains the lich's +5 narural armor
bonus and gains an insight bonus equal to AC equal to its

&
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Hit Dice, as well as a probable size adjustment 1o AC (for
example, +4 for its new Diminutive size for a previously
Medium-size lich),

Attacks: The demilich gains an insight bonus equal to
its Hit Dice as a bonus on its touch atracks

Damage: The demilich gains an enhanced touch
attack over that of its previous lich form (it now uses its
entire flying skull to make the touch artack), including
paralyzing touch. The demilich’s touch artack uses nega-
tive energy to deal 10d6+20 points of damage to living
creatures (no saving throw). Liches with other narural
attacks lose them,

Special Attacks: The demilich retains all the lich's spe-
cial attacks and also gains those described below:

Trap the Soul (Su): A demilich can trap the souls of up to
eight living creatures per day. To use this power, it selects
any target it can see within 300 feet. The target is allowed
a Fort saving throw (DC 10 + demilichs HD + demilich’s
Cha modifier). If the rarget makes its saving throw, it
gains four negative levels (this does not count as a use of
trap the soul). If the target fails its save, the soul of the
targer is instantly drawn from its body and trapped
within one of the gems incorporated into the demilich's
form. The gem gleams wickedly for 24 hours, indicating
the caprive soul within. The soulless body collapses in a
mass of corruption and molders in a single round,
reduced to dust. If left to its own devices, the demilich
slowly devours the soul over 24 hours—at the end of
that rime the soul is completely absorbed, and the victim
15 forever gone

If the demilich is overcome before the soul is eaten,
crushing the gem releases the soul, after which time it is
free 1o seek the afterlife or be returned to its body by the
use of either reswrrection, true vesurrection, clone, or miracle.

If the demilich is overcome before the soul is eaten,
L'TL1*1|1'ln}:. the gem releases the soul, after which time ir is
free to seek the afterlife or be returned to its body by the
LIS L'lt- '.?'ln.[hl‘l |-I"'-H|':|'L'|:'r|-|"|], rl'”.l_' resHYTECTIoN. |_'|:1;I'|.|'I ar H:||!'|:||'|I|_'I
A potential victim protected by a death wand spell is not
immune to trap the soul, but receives a +5 bonus on its
Fortitude saving throw. Negative energy protection is effec-
tive against the level loss,

Fear Aura (Su): Demiliches are shrouded in a dreadful
aura of death and evil. Crearures of less than 5 HD in a 60-
toot radius thar look at the demilich must succeed at a
Will save (DC 14 + demilich’'s Cha modifier) or be
affected as though by fear as cast by a 21st-level caster.

Pavalyzing Touch (Su): Any living creature a demilich
touches must succeed ar a Fortitude save (DC 10 +
demilichs HD + demilichs Cha modifier) or be perma
nently paralvzed. Remove paralysis or any spell that can
remove a curse can free the victim (see the bestow curse
spell). The effect cannot be dispelled. Anyone para-
lyzed by a demilich seems dead, though a successful
sSpot check (DC 20) or Heal check (DC 15) reveals that
the victim is still alive.

Spells: The demilich can cast any spells it could cast as
a lich.

Perfect Avitormatic Still Spell: The demilich can cast
spells it knows without gestures,

Spell-Like Abilities: Ar will—alter self, astral g
trom, creale Erealir undead, cveale undead, death L‘rIE|L
tion, greater dispelling, harm (usually used ro heal i
summaon monster 1-1X, telekinesis, and weird: 2/&
greater planar ally. Demiliches use these abilities s
ers of a level equal 1o their spellcaster level, bur the
DCs are equal to 10 + the demilich's HD + the demil
Charisma modifier.

Special Qualities: The demilich retains all thele
special qualities and also has those descrfibed below

Magie Immumity (Ex): Demiliches are immunefs
magical and supernatural effects, except as follom
shatter spell affects a demilich as if it were a crysul
creature, but deals half the damage normally indics
A dispel evil spell deals 3dé points of damage (Fon
for half damage). Holy smite spells affect demilid
normally.

Phylactery Transference (Su): Headbands, belts, fsg
cloaks, and other wearable items kept in close associs
with the demilichs phylactery transfer all their bend
to the demilich no marter how far apart the demilichel
the phvlactery are located. The standard limits on e
of items utilized simultaneously still apply,

Undead Traits: Immune to poison, sleep, paralysis @
ning, disease, death, effects, necromantic effects, mish
affecting effects, and any effect requiring a Fortitudes
unless it also works on objects. Not subject to critical b
subdual damage, ability damage, ability drain, or
drain. Negative energy heals. Not at risk of death s
massive damage, but destroyed at 0 hit points or b
Darkvision 60 ft. Cannot be raised; resurrection woll
only it crearure is willing,

Immunibies (Ex): Demiliches are immune to cold &8
tricity, polymorph, and mind-affecting artacks

fum Resistance (Ex): A demilich has rurn resistance 8

Damage Reduction (Su): A demilich loses any previsy
damage reduction and instead has damage reductis
30/~ (30 points of damage is subtracted from all mes
attacks, no matter the weapon's enhancement bonu
Vorpal weapons, no matter their enhancement bong
ignore this damage reduction but do only half damages
a demilich (demiliches cannot be beheaded).

Resistances ( Ex): Demiliches have acid resistance 20.fs
resistance 20, and sonic resistance 20,

Saves: Same as the lich.

Abilities: A demilich gains +10 to Intelligence, We
dom, and Charisma.

Skills: Demiliches receive a +20 racial bonusa
Hide, Listen, Move Silently, Search, Sense Motive,
Spot checks. Otherwise same as the lich (this overs
with the previous racial bonus gained by the lich; it dos
not stack ).

Feats: Same as the lich

Epic Feats: Demiliches gain the feats Blinding Spesd

Tenacious Magic, and Automatic Quicken Spell.

Climate,/ Terrain: Same as the lich,




Organization: Solitary or consistory (1 demilich and
H liches).

Challenge Rating; Same as the lich + &,

Ireasure: Same as the lich,

Mignment: Any evil.

Mvancement: By characrer class.

ILICH CHARACTERS
% process of becoming a demilich can be undertaken
aly by a lich acting of its own free will. The demilich
wtiins all class abilities it had as a lich.

ATING SOUL GEMS
ches have phylacteries that allow them to reappear
H10 days after their apparent death, as do demiliches.
Bmiliches also have eight soul gems, each of which acts
#ea phylactery in its own right. If all the soul gems, as
#25 the demilich’s phylactery, are not destroved after a
#nilich is downed, the demilich reappears 1d10 days
#erits apparent death. The soul gems also allow the
#nilich 1o use its most devastating ability, trap the soul
et above .
fich demilich must make its own soul gems, which
uires the Craft Wondrous Item feat. The lich must
Risorcerer, wizard, or cleric of at least 21st level. Each
i gem costs 120,000 gp and 4,800 XP to create and
Sacaster level equal to that of its creator at the time
freation.
$%0ul gems appear as egg-shaped gems of wondrous
By, They are always incorporated directly into the
mcentrated form of the demilich. For instance, a demi-
®skull might place the gems in the eye and tooth sock-
80t the skull, while a demilich hand might integrate
BEgEms a5 faux joints.

DEVASTATION VERMIN

#sttion vermin are mindless agents of destruction,
orgotten remnants from an alternate multiverse
times into synch with our own only once every few
usind cons.
Heastation vermin are creatures that have slumbered
eth the surface of the earth for untold centuries,
en away and undisturbed. Often, devastation vermin
®rekened by the encroachment of civilization into
Bernesss, or the area above them. When disturbed, dev-
Biion vermin erupt from the soil with ravenous
Bittites, leaving swaths of destruction in their paths as
Sermin Traits: Immune ro mind-affecting effects
s, compulsions, phantasms, patterns, and morale

ek LY
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BASTATION CENTIPEDE
Btion centipedes can cover vast distances
U consuming Large and smaller creatures as they

Combat

[n addition to its powerful bite, the devastarion centipede
has a lethal poison it can use to render its prey helpless,
Poison (Ex): Bite, Fort save (DC 93} initial and sec-
ondary damage 2d12 temporary Dex.
Skills: Devastation centipedes receive a +4 racial
bonus on Climb, Hide, and Spor checks.

DEVASTATION SPIDER

The devastation spider is an aggressive predaror that
comes in two types: the hunter and the web spinner, The
hunter hunts its prey rather than using its webs to trap
food (though it does still possess the capability to spin
webs, using them as its nest), while the web spinner uses
a sheet web to trap prey. Hunting spiders are faster (their
higher speed values are given in parentheses)

Lombat

Devastation spiders use their poisonous bite ro subdue or
kill prey.

Poison (Ex): Bite, Fort save (DC 94): initial and sec-
ondary damage 2d12 rtemporary Con.

Web (Ex): Both types of devastation spiders often wait
in their webs, then lower themselves silently on silk
strands and leap onto prey passing underneath. A single
web strand is strong enough to support the spider and
one creature of Gargantuan size,

Web-spinning devastation spiders can cast a web eight
times per day. This is similar to an amtack with a net but
has a maximum range of 150 feet, with a range increment
of 30 feet, and is effective against targets of up to Gar-
ganruan size (see Chapter 7 of the Player's Handbook for
more information on net attacks). The web anchors the
target in place, allowing no movement.

An entangled creature can escape with a successful
Escape Artist check (DC 38) or burst it with a Strength
check (DC 44). Both are standard acrions,

Web-spinning spiders often create sheets of sticky
webbing abour 1,000 feet square. They usually position
these sheets to snare flying creatures but can also try to
trap prey on the ground. Approaching creatures must
succeed at a Spot check (DC 20) to notice 2 web: other-
wise, they stumble into it and become trapped as
though by a successful web artack. Attempts to escape
or burst the webbing gain a +5 bonus if the trapped crea-
ture has 5ul‘1‘u'thing to walk on or grnh while pu“mg
free. Each 5-foot section has 24 hit points, and sheer
webs have damage reduction 20/fire. A devastation
spider can move across its own sheet web at its climb
speed and can determine the exact location of any crea-
ture caught in the web.

Skills: Web-spinning devastation spiders receive a +4
racial bonus on Hide and Spot checks. Hunting spiders
receive a +6 racial bonus on Jump checks and a +8 racial
bonus on Spot checks (using the modifiers given in
parentheses), “All devastation spiders gain a +8 compe-
tence bonus on Hide and Move Silently checks when
using their webs.




DEVASTATION SCORPION
-”".1.' i

tling quickly through rerrain in search of food

Peison (Ex): Sting, Fort save (DC 95): initial snd
ondary damage 2d12 temporary Str.

Skills: Devastation scorpions receive 1 +4 racislh
on Climb, Hide, and Spor checks,

evastation scorpion is an aggressive hunter, scut-
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In addition to its deadly claws, the devastation scorpion DEVASTATION BEETLE
has a highly toxic sting from its tail

Improved Grab (Ex): To use this ability, the devasta-
tion scorpion must hit with its claw artack. 1f it gets a
hold. it hangs on and squeezes.

Squeeze (Ex): A devastation scorpion that gets a hold
on a Gargantuan or smaller opponent automatically deals
damage with both claws and its sting,

Hit Dice:

Devastation Centipede
Colossal Vermin
128d8+1,152 (1,728 hp-

Devastation beetles are ravenous when they tirsd
consuming anvthing and everything in the vicinis

A -[-"'-',IHHII-."J‘. |.'|1.'1'|.[1.' uses borh 1[5 =i'i'|l.'r| |.‘-LI“-; .*|||.Ju~|

cial abilities to get 1o food
Trample (Ex): A devastation beetle can trn

Devastation Spider
Colossal Vermin
128d8+1,280 (1,856 hp)

Initiative: +13 [ Dex 14 ( Dex)

Speed: 80 fr. 60 ft., climb 40 fr. (80 fr., climb 40 ft)
AC: 35 (—8 s1ze, +13 Dex, +40 natural 581(—8 size, +14 Dex, +42 natural
Artacks: Bire +99 melee Bite +101 melee

Damage: Bire 20d10 +16 plus poison Bire 18d10+19 plus poison
Face/Reach: 50 fr. by 350 fr./20 ft. 120 fr. by 120 fr./20 ft

Special Attacks:
Special Qualities:

Poison

Darkvision 300 ft., SR 50, DR 40/49

]'lL"l"-I. ] §!

Darkvision 300 fr., SR 50, DR 35/+8

Saves: Fort +75, Ref +55, Will +42 Fort +76, Ref +56, Will +42
Abilities: Str 33, Dex 37, Con 29, Str 37, Dex 39, Con 30, |
Int —, Wis 10, Cha 2 Int —, Wis 10, Cha 2
Skills: Climb +19, Hide +5, Spot +8 Climb +15, Hide +2 Jump £15 (+21), Mo
Silently +14%, Spot +14 (+18
Climate/Terrain: Any land Any land
Organization: Solitary or cluster (2-5 Solitary or cluster (25
Challenge Rating: 39 41
ITreasure: None None
Alignment: Always neutral Always neutral
Advancement: Mone MNone
Devastation Scorpion Devastation Beetle
Colossal Vermin Colossal Vermin
Hirt Dice: 128d8+1,408 (1,984 hp) 128d8+2,304 (2,880 hp)
Initiative: +12 { Dex +10( Dex
Speed: 100 fr. 70 ft.
AC: 60 (-8 size, +12 Dex, +46 natural 72 (-8 size, +10 Dex, +60 natural
Attacks: 2 claws +102 melee, sting +97 melee Bite 4104 melee
Damage: Claw 10d10+14, sting 8d10+7 plus poison Bite 25d10+24
Face/Reach: 120 fr. by 240 fr./20 ft. 100 ft. by 150 fr./20 fi.
Special Artacks: Improved grab, squeeze, poison Trample 30d10+24, acid cloud
Special Qualities: Darkvision 300 ft., SR 50, DR 45/+8 Darkvision 300 ft., SR 60, DR 50/+10
Saves: Fort +77, Ref +54, Will +42 Fort +84, Ref +52, Will 442
Abilities: Str 38, Dex 35, Con 32, Str 42, Dex 31, Con 44,
Int —, Wis 10, Cha 2 Int =, Wis 10, Cha 9
Skills: Climb +22, Hide +4, Spot +8 Listen +6, Spot +6
Climate/Terrain: Any land Any land
Organization: Solitary or cluster (2-5 Solitary or cluster (2-5
Challenge Rating; 42 50
Ireasure: MNone None
Alignment: Always neutral Always neutral
Advancement: None None
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mEJT‘I['IhI:'I and smaller creatures for 30d104+24 points
#dimage. Opponents who do not make artacks of
mporunity against the devastation beetle can attempt
Weflex save (DC 20) to halve the da mage.

kid Cloud (Ex): A devastation beetle exudes a con
B vapor that radiates outward in every direction for 60
bet This vapor deals 6dé points of acid damage each
nd 10 anyone caught in the cloud.

PDRAGON, ADVANCED
edragons in the Monster Manual—and the new vari
mp:{'!‘i"_’n[fd in Il'.ll‘! 1.'h-|'|'ITI.'.."' "]'I..I"u'l.' ["a"n.'l."'!'i'l;," dge Care-
puies. from wyrmling to great wyrm. The advance-
ot rules in the Monster Manual allow dragons

Beoretically infinite progression even bevond the
Mige ob great wyrm. This book lets dragons improve
B than their Hit Dice as they progress to epic heights
Rpower,

Mge Category: A standard dragon (including all the
!ﬂﬂnsm the Monster Manual and Monster Compendium:
silers of Facriin) gains one “virtual age category” for

pee 3 Hit Dice it gains bevond the great wyrm stage. A
il red dragon, with 21 more Hit Dice than a standard
Pitwyrm, has gained seven virtual age categories
uning its effective age category is nineteen. Abilities
i[lll'll‘tl-:m Once P'..']' l!:l".' |."¢'I‘ ..Ill:l.' I..IL'IEI.'HI_F!'\' or of |'H.'r'|"|'!|‘\.!"
Weihe dragon’s age category as part of a calculation use
Badiusted number.

it dragons (the force dragon and prismatic dragon

o presented in this chapter) gain
one age category per 5 Hit Dice ij.'un-.| great wyrm
Size: One important element of dragon advancement
is increasing size. The dragons that don’t reach Colossal
. il |.""|I lh‘L‘ grf-\.‘lt WY TIm ';[EEL' CAN Never mead I'I 1t :II.'I."E:ITI.EI.I'!I_L'
to the standard advancement rules. When advancing a
I:ILLFLH'I I."I.JI'I"ﬂ'..[t'f !.['1 |.'.l AL S1L0 RO |I.”l.‘l-l.,"!' ! ':'ﬁ'h'ill.,' b! IL'L;.
brass, and copper dragons), ordinary (green, blue, and
bronze dragons), greater (silver, red, and gold), or epic
(force and prismatic). A dragon that is Tiny as 2 wyrm-

ling is in the lesser group, a dragon that is Small as a
wyrmling and never reaches Colossal size is in the ordi
nary group, and ; Large as a
wyrmling and reaches Colossal by the great wyrm stage
151N l.lﬁ'!‘ greater group,

A lesser dragon becomes Colossal when it gains two
age categories Hit Dice) beyond great wyrm. It
increases to Colossal+ when it gains an additional four
age categories (12 HD). Thus, a white great wyrm
reaches Colossal at 42 HD and Colossal+ at 54 HD, while
a bronze great wyrm becomes Colossal ar 45 HD and
Colossal+ ar 57 HD

An ordinary dragon becomes Colossal when it gains
one age category (3 Hir Dice bevond great wyrm. It
increases to Colossal+ when it gains an additional four
age categories (12 HD). Thus, a green great wyrm
reaches Colossal size at 41 HD and Colossal+ size at 53
HD, while a bronze dragon becomes Colossal at 42 HD
and Colossal+ ar 54 HD,

J'"L g:IL'.]1l'I dl'-..l‘!:'_l."r'l k"‘l:"-i."-l'll'l'.ll."H ':.:l:'-.ll:!-!'ihiii-- '.'-.'l'll."l'l 1 J:.il!'l'-i
tour age categories (12 HD) more than it needed to reach
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the Colossal size. Thus, a silver or red dragon becomes
Colossal+ at 52 HD, and a gold dragon becomes Colos-
sal+ at 50 HD

Epic dragons, already Colossal+ by the time they reach
the great wyrm stage, do not increase in size thereafter.

Use the information presented under the epic
dragon entry, below, to determine the statistics of a
Colossal+ dragon.

Armor Class: A dragon’s natural armor bonus
increases by +1 for every Hit Die it gains beyvond the
great wyrm stage. (You can use this rule for lesser dragon
advancement as well, since natural armor and Hir Dice
always increase at the same rate.)

Breath Weapon: If a dragon's breath weapon deals
damage, the damage typically increases by 2 dice for
every virtual age category the dragon gains. The two
exceptions in the Monster Manual are the brass and white
dragons, whose breath weapon damage increases by only
| die per age category. The saving throw DC against 1
dragon's breath weapon remains 10 + 1,2 the dragon’s Hit
Dice + its Constitution modifier

Spell Resistance: For standard advanced dragons,
spell resistance increases by 2 per additional age cate
gory. For epic dragons, spell resistance increases by 3 (for
torce dragons) or 6 (for prismatic dragons) per addirional
EE Calegory.

Speed: When a dragon becomes Colossal, its fly
speed increases by S0 feer and its maneuverability
becomes clumsy. When it reaches Colossal+, its fly
speed increases by another 50 feet, and its maneuver-
ability remains clumsy, A dragon’s land speed and other
hpr:l.'iil[ movement types (swim, burrow, and so on) do
not change.

Ability Scores: A grear wyrm's Strength and Constitu-
tion scores both increase by +2 for every virtual age care-
gory the dragon gains. Its Dexterity remains unchanged.
Its Intelligence, Wisdom, and Charisma increase by +2
bor every two age categories the dragon gains

Special Abilities: Dragons do not gain additional
spell-like abiliries, but their damage reduction continues
to increase as they gain Hit Dice. For most dragons (the
exceptions being the force and prismartic dragons), the
great wyrm's damage reduction increases by 5/+1 for
every two age categories it gains beyond the wyrm stage
The epic dragons detailed in this chapter gain damage
reduction of 10/+1 for every two age categories (10 Hit
Dice) they gain beyond the wyrm stage

Caster Level: A great wyrm's caster level increases by 2
for every virtual age category the dragon gains. As
with the epic dragons described in this chapter,
advanced dragons gain the Improved Spell Capacirty
fear as a bonus fear once for every three caster levels
above 20th.

Feats: Like ordinary dragons, advanced dragons
receive one feat for every 4 Hit Dice they have. Fears
gdlm:-;l after the -.|1':|1.:-:m attains great wyrm status can be
epic feats.

Challenge Rating: For standard dragons, CR increases

by 2 per additional age category, For epic dragonsf
increases by 3 per additional age category

All other dragon statistics are as presented for
in general and specific dragon varieties in the M
Manual and other sources.

SAMPLE ADVANCED DRAGON
This example uses a red dragon advanced 10418
Dice. This represents an increase of 21 HD, or seven
tual age categories. '

Red Great Wyrm, Advanced

Colossal+ Dragon (Fire)

Hit Dice: 61d12+1,037 (1,433 hp)

Initiative: +3 (Dex)

Speed: 40 ft., fly 250 ft. (clumsy)

AC: 70 (-8 size, +3 Dex, +60 natural, +5 bracers)

Attacks: Bite +77 melee, 2 claws +73 meles, 2 wings 4
melee, tail slap +72 melee

Damage: Bite 8dé+24, claw 4d8+12, wing 4de+12§
slap 4d8+36

Face/Reach: 40 ft. by 80 ft./20 fi

Special Attacks: Crush 8dée+36 (DC 5§71, tail s
4d6+36 (DC 57), breath weapon, frightful p
(DC 51), spells (caster level 33rd), spell-like abili

Special Qualities: Immunities, DR 35/46, SR 46, blisd
sight, keen senses (darkvision 7,600 ft.), fire subtype

Saves: Fort +49, Ref +35, Will +43

Abilities: Str 59, Dex 16 (with gloves), Con 45, Int 320
33, Cha 32

Skills: Appraise +44, Balance +33, Bluff +72, Climb &
Concentration +78, Diplomacy +78, Escape Artist &
Heal +41, Intimidate +78, Intuit Direction +41, Jug
+85, Knowledge (arcana) +72, Knowledge { histony
+72, Knowledge (local) +72, Knowledge (nature) 4
Listen +72, Search <72, Spellcraft +72, Spot 41
Swim +54

Feats: Cleave, Combar Casting, Combar Reflers
Dodge, Great Cleave, Hover, Improved Darkvisis
Improved Spell Capacity (10th), Improved Spd
Capacity (11th), Improved Spell Capacity (126
Improved Spell Capacity (13th), Mobility, Pows
Attack, Quicken Spell, Quicken Spell-Like Abilis
Snatch, Spell Opportunity, Spellcasting Harries
Weapon Focus (claw), Wingover

Challenge Rating: 39

Breath Weapon (Su): Cone of fire, 80 1., u.l:nmp
38d10, Ref half (DC 57).

Spell-Like Abilities: 19/day—Ilocate object; 3/day—
suggestion; 1/day—find the path, discern location. Cas
level 33rd; save DC 21 + spell level.

Immunities: Sleep, paralysis.

Fire Subtype: Fire immunity, double damage from
cold except on a successful save,

Sorcerer Spells Knoun (6/9/9/9/B/8/8/8/7/7/2/2/1}}
base DC 21 + spell level): 0—arcane mark, daze, dela
magic, ghost sound, mage hand, prestidigitation, ray of fg




B magic, resestance; 1st—cause fear, enlarge, expeditions on the Epic Dragon Face and Reach and Epic Dragon
L reduce, ventriloquism; 2nd—darkness, detect thoughts, Artacks rables below. In addition, the breath weapon of

imor image, see invisibility, web; 3rd—fireball, greater the oldest epic dragons is a larger cone than most Colos-

g weapon, haste, wind wall; 4th—confusion, polymorph sal dragons possess. The size modifier for these dragons

. polymorph self, stoneskin; sth—magic jar, passwall, remaing —8,

Bort, wall of force; 6th—flesh to stone, greater dispelling,

e weing; 7th—control undead, delayed blast fireball, pris-  EPIC DRAGON FACE AND REACH

Mlic spray; 8th—etherealness, horrid wilting, symbol; Size Face

i H ' )
S—meleor swarm, power word kill, wish. G:F;nm;n ;32 E::Eg::’
fssessions; Bracers of armor +5, gloves of Dexterity +6, ring of Coloteal 40 ft. by 80 ﬁ:

Hurning, major ring of elemental resistance (cold), chaos Colossals 40 ft. by 80 ft.
mond, 2,000 gp.
Eric DRAGON ATTACKS
1 Tail 1 Tail

DRAGON. EPI« Size 1 Bite 2Claws 2 Wings Slap 1Crush Sweep

. - . Huge 2d8  2d6 1d8 2d6 2d8  2d4
i other dragons, force and prismatic dragons are Gargantuan 4d6  2d8 2d6  2d8 4dE 246

ntic, winged, reptilian creatures. The epic dragons Colossal 448 4de 2d8  4dé 4ds 248
Mentirely outside the commonly accepted categories Colossal+ 8d6  4d8 4d6  4d8 8d6  4de
fehromaric and metallic dragons, and may originate

Riother plane of existence. They are further distin-  EPIC DRAGON BREATH WEAPONS

thed from the common dragons described in the a8 Cm;te- (Length]

miler Hnnm.tl' by lhvlr.r_remendm.u: size (even at g:ﬁg“inman :g R
1 lllng.. their [Lnnger life span (with cnrrusp;}nd- Colossal 70 ft.

By greater increases in power as they age), and their Colossal+ 80 fi,

tery of unusual energy forms—force and pris- * A cone is as high and wide as its length,
Bilic energy.

While common dragons are easily categorized by Wyrmling epic dragons possess certain abilities that
BiEment and remperament, epic dragons display common dragons do not acquire until later in life, includ-
et more individual variation in these areas. Dragons ing frightful presence, spellcasting, and spell resistance.

both varieties are usually neutral, pursuing their An epic dragon with a caster level above 20th gains the

interests rather than the great causes of alignment Improved Spell Capacity fear as a bonus feat once for
lict. Some are extremely selfish and ill-tempered, every three caster levels above 20th. Any epic dragon can
fi others are as beneficent as gold dragons. Like choose epic feats for which it otherwise meets the pre-
gt dragons, however, almost all epic dragons cover requisites. Epic dragons also have access to the dragon
hoard wealth fears in the Monster Manual, as well as the additional feats

Mepic dragons speak Draconic, described in this book.

Empower Spell-Like Ability: An epic dragon can

i0con Ace CATEGORIES apply the Empower Spell feat to one of its spell-like

Catagory Age (Years) abilities that it can use at least twice per day. 1f the
Wyrmling 0-10 e has Minited usé of the spelkitke shilivy (3 72:

Very young 11-30 dragon has limited use of the spell-like ability (3/day,

Young 31-50 tor example), the empowered ability uses up rwo uses

Juvenile 51-100 of the ability. If the dragon can use the ability at will,

Young adult 101-200 there is no cost for empowering the ability. The dragon

Adult 201-400 does not need to specify a spell-like ability when it

gl‘::"""" adult ;.E}I_??{HJ chooses this feat; it can apply the feat 10 any spell-like

Very old 1.201-1.600 ability i possesses. o

Ancient 1.601-2,000 Maximize Spell-Like Ability: The dragon can

Wyrm 2,001-2,400 apply the Maximize Spell fear to one of its spell-like

Great wyrm 2,401+ abilities that it can use at least three times per day. If
L the dragon has limited use of the spell-like abiliry
GMEAT (3/day, for example), the maximized ability uses up
dngons share all the combar characteristics of stan- three uses of the ability. If the dragon can use the abil-
- aﬂgﬂnﬁ. as described in the Monster Manual. Even ity at will, there is no cost for maximizing the ability.
Bling epic dragons are Huge, however, and are capa The dragon does not need 1o specify a spell-like ability
fmaking tail sweep and crush attacks. Although when it chooses this feat; it can apply the feat to any

8 no size category larger than Colossal, the oldest spell-like ability it possesses.

' dfagons have a greater reach and deal more damage Epic dragons fly even faster than common dragons,
Bilheir attacks than other Colossal dragons, as shown and can cover greater distances.




Eric DrRACGON OVERLAMD FLYING SPEEDS

One Hour
Mormal
Hustle

One Day
Mormal

Except as noted here, epic dragons conform to the gen-
eral information that applies to all dragons given in the

350 feet

60 miles

120 miles

Flight Speed
250 feet 3100 feet
40 miles 50 miles
B0 miles 100 miles
120 miles 400 miles

Monster Manual,

FORCE DRAGON
Dragon (Force)
Climate,/ Terrain: Any land and underground

Organization: Wyrmling, very young, young, juvenile

and young adult: solitary or clurch (2

tary, pair, or family (

Force DRAGONS BY AGE

Age
Wyrmling

VErY young
Young
Juverle
Young adult
Adult

Mature adult
Old

Very old
Ancient
Wyrm

Great wyrm

Size
H 20d12+100 (230}

Hit Dice (hp)

H  25d12+150 (312)

30d12+210 (405)
315d12+315 (542)
40d12+440 (700)
45d12+585 (877)
50d12+750 (1,075)

55d12+935 (1,292)

480 miles

AC
11 (-2 size,

5); adult, mature
adulr, old, very old, ancient, wyrm, or great wyrm: soli-
2 and 2-5 offspring)

Challenge Rating: Wyrmling 13; very young 1%
21; juvenile 25; young adult 28; adult 31; matures
35; old 37; very old 39; ancient 43; wyrm 305

wyrm 59

Treasure: Double standard

Alignment: Usually neutral

Advancement Range: Wyrmling 21-24 HD (Hag
very young 26—29 HD (Hugek young 31-34 HDUS

gantuan); j1.|'-.'q,'r|ﬂl.' 36—39 HD (Gargantuanj; y
adult 41—44 HD (Gargantuan); adult 46—49 HD}

gantuan ); mature adult 51-54 HD (Colossal ); old 568
HD (Colossal); very old 61—64 HD (Colossals;a

66—69 HD (Colossal); wyrm 71-74 HD (Coloss
great wyrm 76+ HD (Colossal+)

+4 deflection, +19 natural)

18 (-2 size,

+6 deflection, +24 natural)

43 (-4 size,

+8 deflection, +29 natural)

50 (-4 size,
+10 detlectian,
57 (-4 size,
+12 deflection,
64 (4 size,
+14 deflection,
67 (=8 size,
+16 deflection,
74 (=B size,
+18 deflection,

+34 natural)
+39 natural)

«44 natural)

+49 natural)

+54 natural)

Cr O O

60d12+1,140 (1,530)

65d12+1,365 (1,787)

a1 (-8 size,

+20 deflection,

83 (-8 size,

+59 natural)

C+

C+ 70d12+1,610 (2,065)

75d12+1,875 (2,362

Force DrRACOM ABILITIES BY AGE

Age
Wyrmling

'I|I'I'_"I":|-' Yok ﬂg
Young
Juvenile
Young adult
Adult
Mature adult
Did

Very old
Ancient
Whyrm

Gireat wyrm

Speed
60 fi., fly 250 ft. (poor)

&0 fi., fly 250 ft. (poor)

60 fi., fly 300 ft. [clumsy)
&80 ft., fly 300 ft. (clumsy)
&0 fi., fy 300 ft. (clumsy)
&0 fr., fly 300 fit. (clumsy)
60 ft., fly 300 ft. (clumsy)
60 ft., fly 300 ft. (clumsy)
60 ft., fly 300 ft. (clumsy)
60 ft., fly 300 ft. (clumsy)
60 ft., fly 350 ft. (clumsy)
&0 ft., fly 350 k. (clumsy)

+22 deflection,
95 (-8 size,
+24 deflection,
102 (-8 size,
+26 deflection,

+64 natural)
+09 natural)

+74 natural)

Ctr Dex Con Int ‘Wis
L1 10 21 18 19
15 10 23 22 23
i9 10 25 26 27
43 10 29 30 i
47 10 i3 34 a5
51 10 17 38 9
55 10 41 42 43
59 10 45 46 47
63 10 49 50 51
&7 10 33 34 55
| 10 57 58 59
75 10 61 62 63

Attack

Bonus
+28

+35
+40
+47
+54
+61

+64
|

+78
+85

+92

+99

Cha
18

22
26
30
34
38
42
46
50
54
a8
62

Fort Ref Will Breath
Save Save Save Weapon (DC)
#17 412 +16 5d12 (25)
+20  +14  +20 10412 (28)
+24  +17 +25 15412 (32)
#28  +19 429 20412 (36)
+33 +22 +34 25d12 (41)
+37  +24  +38  30d12 [ 45)
+42 427 +43  35d12 (50)
+46  +29 +47  40d1Z (54)
+51 +32 452 45d12 (39)
+35 +34  +56 50d12 (63)
+60 +37 +61 355412 (63)
+64 439 485 60d1Z (72)

Special Abilities
Damage reduction 15/+2,

deflecting force, immune to force

Darnage reduction 20/+4
Otiluke's resilient sphere, blur
Damage reduction 30/+6

Wall of force

Damage reduction 40/+8
Forcecage, displacement
Damage reduction 50/+10

Maze

Damage reduction 60/+12

Otiluke's telekinetic sphere, invisibility

Force dragons are arrogant and aloof, tending 1o ps
solitude and isolation from the masses of whar they o
sider lesser creatures. The only other creatures i
respect are prismatic dragons and certain deities

Fear
DC
rU |

i o

3l g

35 8

TN
89 M

73 3

Caster Lew
Trd

bth

Gth
1.dth
15th
1 &tk
215t
24th
27th
30th
33rd
36th




Awyrmling force dragon hatches from an egg the
ol 1 farmer’s hut, and emerges covered in glittering
¥ like tiny diamonds. As it ages, its scales become
Bbrilliant, but they still refract light—often sur-
Bnding the dragon in a shimmering haze of light,
#twyrm force dragons are naturally invisible, since
W8 passes smoothly through
it bodies. A force dragon's
mslucent scales thicken and
Bilen as it ages, making a great
s hide nearly as impenetrable as
o force. Unlike nonepic drag-
& force dragons have no
B whatsoever.
Borce dragons lair
Emote reglons
from civiliza-
L but show no
ieed preference
108 termain type
any other. An-
forests, for-
Bling mountains,
i deserrs, and
ning subterra-
thasms are all
ntial lairs for
g reclusive be-
8 Despite their
ive size, force
ons eat very
: 1-1|I:'r11:!:1'11.g
ods of active
Being with long
. They eat
kind of
but sages
galate that
falso feed
Bhnce effecs
B8R on raw
ieal power

#drigons rarely seek out combar, but they lash our
Binit intruders in their domains with incredibly
gy antacking unceasingly until the foes are dead or

maway. They have lirtle interest in conversation,

Ethey doubt that any lesser intellect could possess

edge that would surpass its own. They prefer

BEineir breath weapons for attack, and use their

ke abilities 1o separate their opponents and con-

Bhnperous foes,
ieath Weapon (Su): A force dragon has one type of
# weapon, a cone of force that tears through crea-
Bind objects in its area to devastating effect.
mmune to Force (Ex): A force dragon cannot be

el by any force effect, including magic missiles,

explosive runes, Mordenkaimen's sword, the Otiluke’s sphere
spells, or any other spell or effect with the Force descrip-
tor. It can move freely through barriers made of force,
such as a wall of force,

Deflecting Force (Su): A force dragon is protected by
a shield of force thar provides a deflection bonus to its
AC. The deflection bonus is equal to the dragon’s
Charisma bonus.

Blur (Su): When a force dragon reaches juvenile age,
the force surrounding its body distorts the light around
it so that it is hard to discern the dragon's exact loca-

tion. This funcrions as
a continuous blur spell,
giving the dragon one-
half concealment (20%
miss chance).
Displacement (Su):
An old force dl‘;lp_nn'-;
deflecting force bends
light even more ex-
tremely, giving the
dragon the benefit of
the displacement spell
(total concealment, S0%
miss chance). This
supersedes its blur
abiliry
Invisibility
(Su): A grear wyrm
force dragon is a crea-
ture of pure force, and
is completely invisible
{as though protected
by inproved mwisibility),
A creature that can see
invisible
must still contend with
the dragon's displace-
ment abiliry,
Spell-Like Abilities:
3/day—forcecage, maze,
Otiluke’s resilient sphere,
Otiluke’s telekinetic sphere, wall of force.

creatures

Sample Force Dragon, Adull

Gargantuan Dragon (Force)

Hit Dice: 45d12+4585 (877 hp)

Initiative: +0

Speed: 60 fi., fly 300 ft. (clumsy)

AC: 64 (—4 size, +14 deflection, +44 natural)

Attacks: Bite +61 melee, 2 claws +56 melee, 2 wings +56
melee, tail r-L1[:'I +56 melee

Damage: Bite 4d6+20, claw 2d8+10, wings 2dé+10, tail
slap 2d8+30

Face/Reach: 20 ft. by 40 fr./15 fr.

Special Attacks: Crush 4de+30 (DC 45, rail sweep
2d6+30 (DC 45), breath weapon, frightful presence
(D 46), spells (caster level 181h), spell-like abilities




Special Qualities: Immunirties, DR 30/+6, SR 39,
blindsight, keen senses, deflecting force, blur (20%
miss chance)

Saves: Fort +37, Ref +24, Will +38

Abilities: Str 51, Dex 10, Con 37, Int 38, Wis 39, Cha 38

Skills: Alchemy +36, Appraise +36, Bluff +38, Concen-
tration +58, Diplomacy +59, Escape Artist +45, Intim-
idate +61, Knowledge (arcana) +59, Knowledge
(geography) +59, Knowledge (history) +59, Knowl-
edge (local) +59, HDDW]ELIE_I‘ (nature) +59, Knowl-
edge (nobility and royalty) +59, Knowledge (the
planes) +59, Knowledge (religion) +59, Listen +61,
Scry +59, Search +74%, Sense Motive +38, Spellcraft
+59, Spot +76"

Feats: Alertness, Cleave, Combar Reflexes, Empower
Spell-Like Ability, Flyby Attack, Hover, Improved Ini-
tiative, Maximize Spell-Like Ability, Power Attack,
Spell Knowledge, Sunder, Wingover

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or family (1-2 and 2-5
otfspring)

Challenge Rating: 31

Treasure: Double standard

Alignment: Usually neutral

Advancement:
$6=-49 HID ~
(Gargantuan)

Breath Weapon
{Su): Cone
of torce, 60 ft.,
damage 30d12,
Ref half (DC 45)
Spell-Like Abil-
ities: 3/day—Oti-
luke’s vesilient sphere, Wl
wall of force, Caster
level 18th; save DC
24 + spell level.
Immunities
(Ex): Immune to
sleep and paralysis,
immune to force
effects.
."1'|.|1T Erer 1';]:'1"”1
Anown (6/10/10/
/e /9 /RITIL:
base DC 24 + spell
level): o
mark, dancing lights,
detect magic, flare,
ghost sound, light, mend-
ing, open/close, vead magic; 1st—change self, comprehend
languages, detect secret doors, magic mussile, true strike; 2nd
bull’s strength, cat’s grace, davkness, locale object, mirror image;
3rd—clairaudience/clairvovance, firchall, haste, lightning
boll; 4th—charm monskter, |rrrFrr.::|:-|_-|_|' muvisibility, wrying,
stoneskin: Sth—cantacl other plane, dream, hold monster,

| .I
«Ardane | |&

teleport; 6th—analyze dweomer, greater dispelling
sceing; 7th—forcecage, spell turning, summon manda
.q[]'l—;1|.-|r'|'|”4"|'||‘.l| any object, profection from tp1'||1i
ftme shop,

Fossessions: Cryslal ball with true seving, civclet of eyl
of power (7th-level spell), 8,000 gp.

“Variant of robe of eyes; benefit included in Searh
Spot skill modifiers,

PRISMATIC DRAGON
Dragon (Light)
Climate,/Terrain: Any land and underground
Organization: Wyrmling, very young, young, |
and young adult: solitary or clutch (2-5); adult, 1
adult, old, very old, ancient, wyrm, or great wyrmg
tary, pair, or family (1-2 and 2-5 offspring)
Challenge Rating: Wyrmling 14; very voung lén
22; juvenile 30; young adult 34; adulr 39; matupe
43; old 48; very old 52; ancient 57; wyrm sl
WY 66
Treasure: Double standard
Alignment: Usually neutral
Advancement Range: Wyrmling 24-27 HD (Hu
very young 29-32 HD (Huge); young 34-37}
(Gargantuan}; juvenile 39—42 HD (Gag
tuan); young adult 44—47 HD (Gang
tuan); adult 49-52 HD|
gantuan}; mature adulp 54
HD (Colossal); old 59428
(Colossal); very old &
" HD (Colossalk
cient 69-71H
(Colossal+kw
F4—77 HD (Col
sal+); grem
79+ HD (Coloss

Prismatic drag
are flamboyy
personable, g
charming, g
unlike the i
force dragonsd
spite being the
undeniable sg
riors. They e
the wild divens
of life, pan
larly the incrs
ble spectrum}
human perso
Though they rad
venture into humanoid communities, they enjoy
tors to their remote lairs and rarely attack any crea
unless provoked.
A 1.-.'1.'rmiinj.1 prismatic t‘ifagtu‘; is covered in 1y
brightly reflective scales and surrounded by a shimms
ing aura of multicolored light. Even the scales of a g

n,

By
LT H S

(L
i

(t H"l i

WL




MATIC DRAGONS BY AGE

g

Sirn
|IHE H

Hit Dice [hp)
23d12+138 (287)

AC
35 (-2 size,
28d12+196 (378)

Byoung H 42 (-2 size,

Ref
Save

+13

Attack
Bonus
+30

will
Save
+18

Fort
Save
+149

+5 deflection, +22 natural)

+37 «23 +16 +23

+7 deflection, +27 natural)

33d12+297 (511) 47 (-4 size,

+9 deflection, +32 natural)

18d12+418 (665) 54 (—4 size,

+11 deflection, +37 natural)

43d12+559 (338) 61 (-4 size,

+13 deflection, +42 natural)

48d12+720 (1,032) bd (-8 size,
+15 deflection,
71 (-8 size,
+17 deflection,
78 (=8 size,
+19 deflection,
85 (-8 size,
+21 deflection,
92 (-8 size,
+23 deflection,
99 (=8 size,

53124901 (1,245)

58d12+1,102 (1,479)
63d12+1,323 (1,732)
68d12+1,564 (2,006)
73d12+1,825 (2,299)

Mtwyrm C+  78d12+42,106 (2613) 106 (-8 size.

+27 deflection,

jimic DrRaCON ABILITIES BY ACE

Speed
miing 60 ., Ay 250 f.

Str
29

Dex Con

{poor) 10 23

60 ft., fly 250 f
60 ft., fly 300 fi,
60 ft., fly 300 f.
60 ft., fy 300 f.
60 ft., fly 300 fi.
60 ft., fly 300 fi.
60 fi., n:,' 300 ft
60 fr., fly 200 fi.
60 ft., fiy 350 ft. {clumsy)
60 fi., fly 350 ft. (clumsy)
60 fi., fly 350 f. (clumsy)

33
37
41
45
49
53
57
el
B5
69
73

10
10
10
10
10
10
10
10
10
10
10

23
29
i3
17
41
43
49
53
37
61
B3

(poor)

(clumsy)
(clumsy)
(clumsy)
{clumsy)
(elumsy)
(elumsy)
(clumsy)

Y jourig

g very small and fine, making its skin appear as
has 2 snake's, though the brilliant scales are virtu
Brinerable. Like force dragons, prismatic dragons
Ll Ll.'ll']'!-' l.Jth:l]'ll;_‘:rS_ .
fllimitic dragons make their lairs wherever they
While some prefer remote fastnesses far from any
Rilcivilization, others choose to live in sea caves just
e 3 port city, in the ruins overlooking a bust [mg
88 lown, or in the forest just beyond a hamlet's pas-
B They seem to eat a small amount relative to
e, and are generally careful to hunt over a wide
B ol territory to avoid depleting resources or anger-
Ii.'ul cattle herders. They ear any kind of meat, and
lict derive sustenance from light.

st dragon fights only if it is attacked, preferring
e unwitting intruders in conversation to expand
fgenience of the quirks and foibles of other creatures.

Int
20

24
28
32
16
40
44
48
52
56
60
64

+47 natural)
+3Z natural)
+57 natural)

+B2 natural)

+87

+67 natural)

+94

+25 deflection, +72 natural)

+ 1010

+7 7 natural)

Wis
21

Cha
20

Special Abilities Caster Level
Damage reduction 15/+3, deflecting  Sth
force, hypnotic pattern, immune to

light and blindness

24
8
33 32
37 36
41 40
45 44
44 45
53 o
57 36
61 &0
65 b4

23
29

Sth
11th
13th
17th
20th
23rd
26th
29th
32nd
15th
3&th

Damage reduction 20/+5
Rainbow pattern

Damage reduction 30/+7
Sunbeam

Damage reduction 40/+10
Sunburst

Damage reduction 50/+12
Prismatic wall

Damage reduction 60/+15
Prismatic sphere

When one does fight, it uses its breath weapon, melee
attacks, and spell-like abilities in dreadful concert, care-
tully selecting the right atrack for the right opponent.

Breath Weapon (Su): A prismatic dragon has one type
of breath weapon, a prismatic spray effect. The breath
weapon’s cone is of the size indicated by the dragonss size,
not [|!'I|.‘ Emrm;ﬂ cone |!-4_:|'|' |]“r tLF.La“.

Deflecting Force (Su): A prismatic dragon is pro-
tected by a shield of shimmering light similar to a cloak of
chaos that provides a deflection bonus to its AC. The
deflection bonus is equal to the dragon’s Charisma bonus

Immune to Light and Blindness (Ex): Prismaric
dragons cannot be harmed by any light, including Evoca-
tion [Light] spells, searing light, and the various prismalic
(sphere, spray, wall) spells. In addition, they are immune to
any spell or effect that causes blindness

E-PEII-I.H-;E' ﬁhilitiﬂs: At will ||]'_j1r].'f||' pabtern, rainbow
pattern; 3/day—prismatic sphere, prismatic wall, sunbeam,
stintbirst,




sample Frismatic Uragon, Old

Colossal Dragon

Hit Dice: 58d12+1,102 (1,479 hp)

Initiative: +4 {Improved Initative

Speed: 60 fr., fly 300 fr. (clumsy)

AC: 78 (-8 size, +19 deflecrion, +57 natural

Attacks: Bite +74 melee, 2 claws +69 melee, 2 wings +68
melee, tail slap +69 melee

Damage: Bite 4d8+23, claw 4d6+11, wings 2d8+11, tail
slap 4d6+34

Face/Reach: 40 ft. by 80 fr./15 ft

Special Attacks: Crush 4d8+34 (DC 58), tail sweep
2d8+34 (DC 58), breath weapon, trightiu[ preésence
(DC 58), spells (caster level 26th), spell-like abilities

Special Qualities: Immunities, DR 40/+10, SR 66,
blindsight, keen senses, deflecting force

Saves: Fort +50, Ret +31, Will +50

Abilities: Str 57, Dex 10, Con 49, Int 48, Wis 49, Cha 48

Skills: Balance «33, Bluff +48, Concentration +77, Diplo-
macy +81, Disable Device +48, Escape Artist +58, Heal
+48, Hide +13, Intimidate +23, Intuit Direction +48§,
Jump +27, Knowledge (arcana) +77, Knowledge {(archi-
tecture and engineering) +77, Knowledge (geography
+77, Knowledge (history) +77, Knowledge (local) +77,
Knowledge (nature) +77, Knowledge (nobility and
rovalty +77), ]'-'.I1-'..~'-.~.'J|:ih.‘,|: (the p|:i|1r=12 A thu‘lm:lgv
(religion) «77, Listen +77, Move Silently <29, Open
Lock +29, Scry +77, Search +77, Spellcraft +77, Spot
+77, Tumble +29

Feats: Cleave, Flyby Attack,
Great Cleave, Improved Ini-
tiative, Improved Spell Ca-
pacity (9th), Improved Spell
Capacity (9th), Power Artack,
Quicken Spell-Like Ability, Snaich,
Spell Knowledge (x4), Sunder,
Weapon Focus (bite), Weapon
Focus (claw), Weapon Focus
[tail slap

Climate/Terrain: Anv land
and underground

Organization: Solitary, pair,
or family (1-2 and 2-5 off-
spring)

Challenge Rating: 48

Treasure: Double srandard

Alignment: Usually neutral

Advancement: 59-62 HD
(Colossal)

Breath Weapon (Su): Cone
of prismalic spray, JO I, etlect as
spell, Ref half (DC 58).

Spell-Like Abilities: At
will—hypnetic patiern, rainbow
pattern; 3/day—sunbeam, sun-
buirsf

Caster level 26th; save
DC 29 + spell level.

Immunities (Ex): Immune to sleep and panl
eftects, immune to light and blindness effects

Sovcerer Spells Known (6/11/11/11/10/10/10/10/48
base DC 29 + spell level): 0—dancing lights, dae &
magic, ghost sound, light, prestidigitation, ray of frost, readm
resistance; 1st—enlarge, mage armor, magic mssile, dodd
strike, unseen servant; 2nd—alter self, blur, darknes &8
thoughts, levitate; 3rd—blink, fireball, greater magic
haste, tongues, wind wall; 4th—confusion, polymorph
polymarph self, serying, stonesking Sth—dismissal, fabng
passwall, wall of foree; sth—antimagic field, preater dupd
true seeing; 7th—forcecage, sequester, spell turming, leleport
oul ervor; 8th—greater planar binding, mass charm, s
'-][h—-!.'mrlm I¢ monsler, i L&, r|||_|'|:l'|'l-|'|]|”].:'||r. ||'l|‘|||1|r'|:||
tome stop, wish

Possessions: Stalf of the cosmos, ring of regeneralion, 15,56

LIEMENTAL, PRIM

Primal elementals are the most potent incarnationsol@
elements that compose existence.

COMBAT
Elementals have varied combar abilities and racice
all have the same elemental traits.
Elemental Traits: Immune to poison, sleep, pirdia
and stunning. Not subject to critical hits

PEIMAL AIE ELEMENTAI
Air elementals are among the swittests
most agile creatures in existence. Prind
air elementals are like unto e
STorms "-'l.'l'.ll."l.'l 111I'1|' |.I."'|:|'h'l.' rhl_"l:":l'l'[
inner plane of air.

A primal air elemenial appes
as an amorphous, shifting cl
Darker bits of swirling vips

give the appearance of two s
and a3 mouth.

Primal air elementals kl}!ﬁ
Auran, though they rarely chos
to do so. Their voices crescesd
like thunder.

Combat
Primal air elementals are musts
of the air.
Air Mastery (Ex): Airbone
creatures take a -1 penaly s
artack and damage rolls agans
an air elemental
Whirlwind (Su): The elemes
tal can transtorm itself into a whig
wind once every 10 minutes i
remain in that form for up e
round for every 2 HD it has Ing
form, the elemental can move throug
the air or along a surface at irs fly speed.




Hit Dice:
Initiative:

AL:

Attacks:

lamage:
face/Reach:
Special Artacks:

Saves:
Whlities:
Skills:
Frars:

fiﬂ‘ Feats:

Uimate,/ Terrain:
Gepanization:

Treasure:
Ugnment:

Mancement:

" Artacks:

ipes:

e
ilke
:

Special Qualities:

thallenge Rating:

il Qualities:

Air Elemental, Primal

Colossal Elemental (Air)

96d8+864 (1,296 hp)

+24 (+16 Dex, +8 Superior Initiative)

Fly 100 ft. (perfect)

66 (-8 size, +16 Dex, +48 natural)

Slam +81/+76/+71/+66 melee

Slam 4d8+16

40 fr. by 40 fr./25 fr.

Air mastery, whirlwind

Elemental traits, DR 35/48,

SR 42, air subtype

Fort +43, Ret +68, Will +35

Str 32, Dex 43, Con 28, Int 8, Wis 13, Cha 13
Listen +75, Spot +75

Alertness, Combar Reflexes, Dodge,
Elyby Artack, Great Fortitude, Improved
Initiative, Iron Will, Mobility, Lightning
Reflexes, Spring Attack, Weapon Finesse
(slam), Weapon Focus (slam)

Blinding Speed (x2), Improved Combat
Reflexes, Superior Initiative

Any land

Solitary

35

MNOone

Usually neutral
97-288 HD (Colossal)

Fire Elemental, Primal

Colossal Elemental (Fire)

96d8+864 (1,296 hp)

+22 1 +14 Dex, +8 Supenor Initiative)

50 fr.

64 (-8 size, +14 Dex, +48 natural)

Slam +79/+74/+69/+64 melee

Slam 4d8+16 plus 4d8 fire

40 fr. by 40 fr./25 ft.

Burn

Elemental traits, DR 35/+8,

SR 42, fire subtype

Fort +43, Ref +66, Will +39

Str 32, Dex 39, Con 28, Int 8, Wis 13, Cha 13
Listen +75, Spot +75

Alertness, Combat Reflexes, Dodge, Great
Fortitude, Improved Initiative, Iron Will,
Lightning Reflexes, Mobility, Power Attack,
Spring Attack,Weapon Finesse (slam),
Weapon Focus (slam)

Blinding Speed, Dire Charge, Epic Will.
supertor Initiative

Any land

Solitary

35

None

Usually neutral

97-288 HD (Colossal)

Earth Elemental, Primal
Colossal Elemental (Earth)
96d8+960 (1,392 hp)

-1 [(Dex)
20 fr., burrow 40 fr.
49 (-8 size, =1 Dex, +48 natural)

Slam +83/+78/+73/+68 melee

Slam 4d10+24/19-20

40 ft. by 40 fr./25 fr.

Earth mastery, push

Elemental traits, DR 35/+8 (plus 9/-),

SR 42, earth subtype

Fort +60, Ref +33, Will +35

5tr 43, Dex 8, Con 31, Int 8 Wis 13, Cha 13
Listen +75, Spot +75

Alertness, Cleave, Combar Reflexes, Great
Cleave, Improved Critical (slam), Iron Will,
Lightning Reflexes, Power Artack, Sunder,
Weapon Focus (slam)

Damage Reduction (x3), Devastating Critical
(slam), Epic Weapon Focus (slam), Over-
whelming Critical (slam)

Any land

Solitary

35

None

Usually neutral

97-288 HD (Colossal)

Water Elemental, Primal

Colossal Elemental (Water)

96d8+960 (1,392 hp)

+14 {Dex)

20 fr., swim 90 fr.

&4 (-8 size, +14 Dex, +48 natural)

Slam +81/476/+71/+66 melee

Slam 4d10+24/19-20

40 ft. by 40 fr./25 fr.

Water mastery, drench, vortex

Elemental traits, DR 35/+8 (plus 9/-),

SR 42, water subtype

Fort +60, Ref +48, Will +35

Str 42, Dex 38, Con 31, Int 8, Wis 13, Cha 13
Listen +75, Spot +75

Alertness, Cleave, Combar Reflexes, Dodge,
Great Cleave, Improved Critical (slam), Iron
Will, Lightning Reflexes, Power Attack,
Sunder, Weapon Focus (slam)

Damage Reduction (%3}, Devastating Critical
slam), Overwhelming Crirical (slam

Any land

Solitary

35

None

Usually neutral

97~-288 HD (Colossal)




M |‘-rl.l'|'|..t| air whirlwind is 10 feet wide at the base cold, L';'-:'I_"l|';":\.;‘_\-|i|_||_'|i|'_‘;h'l«. face with a ['11|J|_1||'_|||_|{-|"'{|P.3'|'|_1_|'|E|

40 teet wide at the rop, and up to 80 feer tall. The ele- two eves that sparkle like multifaceted gems. A
mental controls its exact height, but it must be at least earth elemental stands ar least 70 feet tall and weights
10 teet 250,000 pounds or more.

Gargantuan or smaller creatures might take damage Earth elementals speak Terran in a voice that e
when caught in the whirlwind and mav be lifted into like the rumbling of an earthquake.

the air. An affecred creature must succeed at 2 Reflex
save (DC 67) when it comes into
contact with the whirlwind or rake
4d8 points of damage. It must
also succeed ar a second Reflex
save (DC 67) or be picked up
bodily and held sus-
P{']'I.'..l.'."l.i i.'.'l I]'Il_" 'I_"I;,'!l'l."-'l;_"r'
ful winds, auromari-
cally taking 4ds
poinis of J:Lm:tgu
each round. A
creature that can
fly is allowed a
Retlex save (DC
&7) each round 1'
to escape the ¥
whirlwind. The

creature still
takes damage
but can leave

if the save is %

Combat
Primal earth elementals enjoy bartering objects!
foes) to dust.
Earth Mastery (Ex): An earth elemental gaing

attack and damage bonus if both it and its foe

the ground. If an opponent is airborne or wi
borne, the elemental takes a —4 penalty on
and damage rolls. (These modifiers are not inds
in the statistics block.)

Push (Ex): An earth elemental can start {58
rush maneuver without pn_n-uluug an attek
opportunity. The combar modifiers givenl§
earth mastery, above, also apply to the elemes

opposed Sirength checks.

PEIMAL FIRE ELEMENTAL
Primal fire elementals are fast and agile @8
embodiment of flame’s fury.
A primal fire elemental looks 1k
colossal sheer of flame with an armlil
appendage on each side. Thet
arms” seem to flicker back i
the creature’s flaming body,

*
-

successiul

The ele-
mental can ™
eject any car-
ried creatures
whenever _
it wishes,
depositing
them wherever
the whirlwind happens ro be. A
summoned elemental always ejects trapped creatures
before returning to its home plane.

If the whirlwind's base touches the ground, it creates
a swirling cloud of debris. This cloud is centered on the
elemental and has a diameter equal to half the whirl-
wind's height. The cloud obscures all vision, including
darkvision, beyond 5 feet, Creatures § feer away have
one-half concealment, while those farther away have
total concealment (see Chapter 8 of the Player's Hand-
book). Those caught in the cloud must succeed ar a Con-
centration check (DC 67)to cast a *_-:pn.*“

FRIMAL EARTH ELEMENTAL
Primal earth elementals are as strong as the bones of R
the earth, '

A primal earth elemental looks like a colossal stony
humanoid. When summoned to the Material Plane
(by a custom-crafied epic spell), it is made of what-
ever types of dirt, stones, precious merals, and
gems it was conjured from. The elemental always has a




By o spring out again seconds later. The only facial fea-
Wi are two !:11'1;1" gh:!-'l.k'ihg patches of brilliant blue
ime, which seem to funcrion as EYEs,

Aprimal fire elemental cannot enter water or any
Ber nonflammable liquid. Unlike lesser fire elementals,
ipimal fire elemental may attempt to evaporate a lesser
Wy of water if blocked. A primal fire elemental is at
w05 feet tall bu weighs only 24 pounds.

fire elementals speak Ignan in a voice akin ro the
mnd of a mountainside burning.

a1
ppomal fire elemental atemprs wo burn creatures and
wwces of the Material Plane to ashes.
Burn (Ex): Those hit by a
wimal fire elemental’s slam

tick must succeed at a Re-
Mave (DC 67) or carch fire.
% fame burns for 1d4 rounds
i'!t'.Jl:rhmE_'_ on Fire in Chapter
Mithe DUvcEon MasTER'S Guide).
ilming creature can take a
Se-equivalent action to put our
& tlame

Leatures hitting a fire

Emental with natural

Ipons or unarmed

bcks take fire

Bmape as though

by the elemental's

Bk and also carch

®unless they succeed

Reflex: save

fire Subtype (Ex):

B immunity,

bl damage

B8 cold excepr

1 success-

[t ave.

BALWATER ELEMENTAL
timal water elemental is the tempest of the open
i embodied.
Aprimal water elemental appears as a high, crested
with smaller waves for arms. Two orbs of deep green
#toutof the front of the wave, serving as eves, A primal
Belemental can't venture more than 360 feet from
@iy of water from which it emerged
Wit elementals speak Aquan with the voice of an

e il

gl water elemental can both batter and slam oppo-

#8140 death

iier Mastery (Ex): A water elemental gains a +1
ppattack and damage rolls if both it and its oppo-
wuch water. If the opponent or elemental is land-
fihe elemental takes a —4 penalty on attack and

—— -

damage rolls. (These modifiers are not included in the
staristics block.)

A primal water elemental can be a serious threat 1o a
ship that crosses its path. It can easily overturn even la rge
craft (ships of up to 460 feet in length) and stop massive
vessels (ships of less than 960 feet in length). Even ocean-
going behemoths (ships of less than 1,920 feet in length
can be slowed to halt speed

Drench (Ex): The elemental’s touch puts out torches,
camplires, exposed lanterns, and other open flames of non-
magical origin if these are Gargantuan or smaller. The crea-
ture can dispel magical fire it touches as dispel magic cast by
a caster whose level equals the elementals HD total (96),

Vortex (Su): The elemental can transform itself into
a whirlpool once every 10 minutes, provided it is
underwater, and remain in that form for up to 1 round
for every 2 HD it has (48 rounds). In vortex form, the
elemental can move through the water or along the
bottom at its swim speed

The vortex is §
teet wide ar the
base, up to 50
teer wide ar the
top, and up to
80 teer tall. The
elemental con-

trols irs exact

height, but it must

be at least 10 feet.

Gargantuan and

smaller creatures might take
damage when caught in the
vortex and may be swept up
by it. An aftected creature
must succeed at a Reflex

save (DC 68) when it
comes into contact
with the vortex or take

4d10 poinrs of damage. 1t must
dlso succeed at a second Reflex save (DC 68) or be pi._'l-'_;-.J
up bodily and held suspended in the powerful currents,
automatically taking 4d10 points of damage each round
A creature that can swim is allowed a Reflex save (DC 68
each round to escape the vortex. The creature still rakes
damage, bur can leave if the save is successtul,

The elemental can eject any carried crearures when-
ever it wishes, depositing them wherever the vortex hap-
pens to be. A summoned elemental always ejects trapped
creatures before returning to its home plane

If the vortex's base touches the bottom, it creates a
swirling cloud of debris. This cloud is centered on the ele-
mental and has a diameter equal to half the vorrex's
]'-L':Ighi. The cloud obscures all vision, anlu.j:ng_ dark
vision, beyond § feet. Creatures 5 feet away have one-half
concealment, while those farther away have total con-
cealment (see Chapter 8 of the Mayer's Handbook). Those
caught in the cloud must succeed ar a Concentration
check (DC 68) 1o cast a spell.




GENIUS 1OC]
Colossal Ooze

Hit Dice: 70d10+1,400 + 40 (1,825 hp

Initiative; -2 | Dex

speed: 5 fr., burrow s fi

AC: 0(-2 Dex, -8 size

Attacks: 10 slams +64 melse

I]umng::-: Slam 4d10+20

Face/Reach: Varies (see text)

Special Attacks: Enslave, improved grab,
4d10+30

Special Qualities: Blindsight 200 fr., fast healing 50,
OOrE [raas

saves: Fort +43, Ref +21, Will +30

Abilities: Str 50, Dex 6, Con 50, Int —. Wis 24, Cha 26

Climate/Terrain: Any

Organization: Solitary

Challenge Rating: 30

Treasure: Standard

Alignment: Usually any evil

Advancement: None

COnstrice

sometimes a section ot landscape itself animates as 3
single entity. A genius loci, or “local spirit,” is
such a place, malign in nature
A genius loci is difficult to spot, e
since it looks like any other sec-
tion of landscape, One can
.||_'|E'Il.'..|| dy i Mountain,
an isolated valley, a
small lake, a deep
cavern, a ﬁl]lgil.'
tield, a rtiny
mMoon, oOr 2N
entire (small
ish plane
Despite the
fact thar it is
d Creature, its
torm almost
exactly dupli-
cates all the
textures and
qualities of a
natural landscape, §
so much so thar %
animals and plants §§
live and grow nor-
mally on a genius loci
as it it were part of the
natural environment
A genius loci itself has no
intelligence, but rather "emulates”
the sentience of ANy creature it cur-

rently enslaves (see below), if any. A creature

enslaved to the genius loci inhabits the landscape in

whatever manner available to it some slaves live in

structures (actually part of the genius loci), while e
may nest in trees, or in burrows, Each genius loall
only a single enslaved creature at one time. though ol
creatures may also inhabir the surface of the genii

Any creature entering a genius loci who makesg
cesstul Wilderness Lore check (DC 31) realizs il
something is amiss, though it is difficult to tell s

what—ar least until the landscape irself animate s

begins to batter, grab, and crush the life out of thosens
intrude. The genius loci feeds by occasionally 1 e

some recently slain creature into itself

Genius loci are spontaneously generated from
that have remained undisturbed for long eras. In i
the personality of the place becomes not just 2 me
but also a fact, Most are malignant, persecuting i
passers with glee, bur a few are benign, -.rt-t'urmg:
haven ro various sylvan folk.

Genius loci do not speak directly, though they mag
so through their currently enslaved thrall

L { :i'.r"-'JlEu"- [
A genius loci can directly attack any creature stan
on its surface with animated parts of irself deliveny
terrific slam artacks. It also dirscts irs enslaved thyl
against those it attacks. If its slave is slaing
selects another of its foes 3 i N
newest slave. Once a geninshe
animates a portion of irel§
attack, such as 2 tree
column of earth, ora st
ot ground, the boul
aries of irs masy
torm become dig
and the crems
becomes openg
attack (Wills
ness Lore chel
to determine s
extent of thep
nius loci areg
longer ney
§ sary). The i
® mated partofil
genius loci ki
reach of 15 s
Enslave (Sukd
genius loci can g
the epic spell mids
once per round #5af
action until it sucess
fully enslaves a foe (W8
il DC 53 to resist). Once it b

i slave, it cannot enslave anothe

" umtil its current slave dies, is g

oned, or is otherwise taken out of the o

ture. A slave becomes free if its genius o
master is slain. A genius loci forces its slave to rems
with it, though it may send its slave off to tempari




it nearby locations in order to draw in Unsuspecting
Wtims. In fact, the "purposes” of the genius loci are 1o
ime degree influenced by the current slave. The genius
il has no Intelligence score of its own; thus, its
mulation of its slave’s intelligence sometimes
mmsters attitudes and goals. However, a
e can only go so far in influencing
dhardly mobile master, and cannot
Bowingly attempt to free itself from
% genius loci that keeps it close.

Improved Grab (Ex): If the
#nius loci hirs a Gargantuan or

miller creature with a slam

ek, it deals normal damage

Baempts to start a grapple as a

xtion without provoking an
sk of opportunity. The genius

Kihas the option 1o conduct the

L |'-‘;1|L' rturrn:ﬂ!}.'. or hlmpl'g.' LS

part of its body it used in the

moved grab 1o hold the opponent.

B8 successful grapple check it makes

Bing successive rounds automatically

8 slam artack damage, in addition to con-

Bation damage

Lonstrict (Ex): A genius loci crushes its oppo-

i, dealing 4d10+30 points of bludgeoning

age, atter making a successful grapple check

Doze Traits: An ooze is an amorphous or mutable
jilre, Uozes are immune to poison, sleep, paralysis,
Bing, and polymorphing. They have no clear front
%k ind are therefore not subject to crirical hits or

ing. Oozes are blind but have the blindsight special
By They have no Intelligence scores and are there
timmune to all mind-affecting effects (charms, com-
Bons, phantasms, parterns, and morale effects),

GIBBERING ORR
¢ Aberration

hice: 27d8+216+3 (340 hp
ative: +20 (+12 Dex, +8 Superior Initiative)
e 5 1., fly 20 fr. (good)
$81+12 Dex, —2 size, <16 natural armor, +12 insight
I8 24 eve rays +31ranged touch, 12 bites +28 meles
age: Bite 2d8+5/19-20
each: 20 fr. by 20 fr./10 f
fieial Attacks: Gibbering, improved grab, swallow
Wl eve rays, spell-like abilities
il Qualities: All-around vision, flight, amorphous,
BI.DR 25/+6
e fort +23, Ref +23, Will +24
e Str 32, Dex 35, Con 27, Int 40, Wis 24, Cha 22
8% Concentration +33, Knowledge (arcana) +45,
849, Search +37, Speak Language (any five), Spell-
8847, Spor +33
Mertness, Combat Casting, Combat Reflexes, Dod ge,
% Attack, Great Fortitude, Improved Initiative,

Improved Critical (bite),

Iron Will, Lightning Reflexes, Multiattack, Skill Focus
(Spellcraft), Skill Focus (Spot), Toughness, Weapon
Focus (eye ray), Weapon Focus (bite)

Epic Feats: Epic Fortirude, Improved Combat Casting,
Polyglot, Superior Initiative

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 27

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: 27-54 HD (Huge); §5—-108 HD (Gar-
gantuan

The gl]:-['u-rmg orb is a grear, bloated, f] oating mass of eves
and mouths, ;‘l.'rh.lp:i a common ancestor of both the \|_,1I.|."'-
bering mouther and the beholderkin,

A gibbering orb is a pulsating sphere of grayish flesh, 20
teet or more in diameter. The orb floars above the ground,
seeming to writhe and spasm as it moves, as though some-
thing inside is throwing itself against the walls of the
sphere in a desperate but furile attempt to esc ape. Hun-
dreds of eves and mouths of various sizes and shapes swirl
around the orb like moons around a planet, partly obscur-
ing the central mass. There is no apparent top and bortom
to a gibbering orb; eyes and mouths evele and spin about
one another in a never-ending swirling dance. The eves
stare and blink, and the mouths drool, scream, and chant
terrible litanies. Few who have encountered a gibbering
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A gibbering orb wanders the planes and the places
between the planes, seeking to consume living creatures
to sate its ravenous appetite. Although it appears to be an
insane, babbling creature, the gibbering orb is acrually
quite I1‘lt||1|.,1 nt. In some ways, it functions ]I.I.'-.l' a hive
mind, with the perceptions and capabilities of multiple
creatures locked inside its body. It can speak all lan-
guages, and its myriad mouths each constantly speak a
different one, the sound of which combines together into
a cacophony of noise that drives those who hear it to
insanity in a matter of moments

When it encounters another creature, the gibbering
mouther attacks with abandon, hoping to decimate its
prev with its éve rays and then devour the opponent with
its mouths. It will attempt to consume the opponent
whole, both for foed and for the magical knowledge con-
tained therein. Because of this, the gibbering orb's trea-
sure is trapped inside its body.

LOMBAT

The gibbering orb has the ability to bire its foes by
extending 4 1‘“=l.’l.1l.]1"T"1"l.J with one of its mouths ]::-r-;_'-||t||_']
ing prominently from the end, ourward from its body,
‘ﬂﬂki!'la_l.'. with -I]-’Il'l'lllltp speed. The orb can extend four of
these at any one foe, or a total of rwelve in any given
round. At the same time, the l;_‘!_"“lilrll-.. L:-t..'i'!,'{n |'|ﬁ1,'._- [hL‘ _||;~|i].
ity to cast a host of spells at a rapid rate and to greart effect.

Gibbering (Su): The cacophony of speech emanating
from the scores of mouths that make up the orb forces all
within 60 feet of the creature to succeed ar a Will save each

round (DC 40) or suffer the effects of an insamity spell

Improved Grab (Ex): To use this ability, the gibbering
orb must hit with a bite attack. If it gets a hold, the orb
auromatically deals bite damage and can attempt to swal-
low whole,

Swallow Whole (Ex): A gibbering orb can attempt 10
swallow a Large or smaller opponent by making a success-
ful ur.i}'l]."-]t' check. Once inside, the opponent gala;l--. 4ds
points of constriction damag age plus 3d10 points of acid
~.L1rn.!1._-. per round. A swallowed creature can cur its way
out by using claws or a light slashing weapon to deal 20
polnts of -.1;t|:1;t§.:r in a single blow (AC 16, DR 25/+6 still
applies). Once the ereature exits, the fluidlike body strue-
ture of the orb closes the wound; other swallowed oppo-
nents must cut their own way out. When a creature dies by
being swallowed whole (or when a creature killed by the
gibbering orb in some other fashion is eaten by it), the gib-
bering orb absorbs the creature’s known spells, prepared
spells, and spell-like abilities. The orb can use any two of
those abilities per round as a tree action. Each originates
from an eye that is not producing an eve ray (see below)
that round. Stolen -1."¢'|]u and spell- l|]-.; abilities are lost
after 24 hours

Eye Rays (Su): Two dozen of the eves can each produce
i I;'I'I:.iEIEJl rav each round, with each EVe i :|T'||_j|;i‘|1r|5|_| a ‘iP"r”
trom among the list of spells below as if cast by a 27th-level

caster. The save DCs, where applicable, are 16 + spellls
A gibbering orb has no direcrional limitations on whes
can point its eye rays, because the eyes orbiting aroun
body drift and float wherever needed. However, 1 gt
Ing orb can never aim more than five TAYS At any & :
target, due to limitations of aiming. All rays have 2 ring
150 feer. Each of these effects functions as a ravd
Aiming a Spell in Chapter 10 of the Player's Handl
regardless of the normal parameters of the spell it s
bles. Thar is, each is usable against a single targets
lu]mn s 3 ranged touch attack. The eve ravs are: cone il
.-Iﬁl?lftﬁhih. |[:1:'1|r.ll|:|h o ELErn o HETEY .|1';;||||. '|_'|_'|:I|.,'|r||||.J__
of death, flesh lo stone, grealiey ._!l;;'l.'”u.';l frarm, hold mems
horvid wilting, implosion, mfliet eritical wounds, lightningl
magic missile, Mordenkamen'’s disjunction, Otto’s i
dance, polymorph any object, power word blind, [t.'il.rl"-l':'dH
power word stun, prismatic spray; slay living, and fentyomal e
Spell-Like Abiliries: At will—Two stolen spellg
spell-like abilities per round. Caster level 27th, s
16 + spell level.
All-Around Vision (Ex): The gibbering orbsms
eves give it a +4 racial bonus on Spot and Search cha
Flight (Ex): The gibbering orb's body is naturallybey
ant. This buoyancy allows it to fly as the spell, 1safs
action, at a speed ot 20 feet. This buovancy also grani
permanent feather fall effect with personal range.
Amorphous (Ex): A gibbering orb is not subject iom
cal hirs. It has no elear front or back, so it annot be i

GLOON

Medium-Size Monstrous Humanoid

Hit Dice: 25d8+225 (337 hp)

Initiative: +26 («18 Dex, +8 Superior Initiative

Speed: 0 fr.

AC: 40 (+18 Dex, +12 insight

Artacks: +10 keen Li'dm_'e'r of human dread +54/+49 +44/a0

Damage: Dagger 1d4+21,/15-20 (+1dé crii

Face/Reach: 5 fr. by s fr./s fi.

Special Attacks: Fear gaze, sneak attack +13de

Special Qualities: Blindsight 60 fi., opportunis, qis
Cence, s ‘“ J!LL‘ abilities, SR 35, DR 25/46

Saves: l-m: +17, Ref +32, Will +21

Abilities: S:I 32, Dex 46, Con 29, Int 26, Wis 25, Chi

Skills: Hide +46, Listen +29, Move Silently +66 Spot 43

Feats: Cleave, Dodge, Improved Critical (dagg
Improved Initiative, Mobility, Power Attack, sy
Draw, Spring Artack, Weapon Finesse (dagger , Wesm
Focus (dagger

Epic Feats: Blinding Speed, Devastating Critid
(dagger), Overwhelming Critical (dagger), Sael
Arrack of Opportunity, Superior Initiative

Climate/Terrain: Any urban

Organization: Solitary

Challenge Rating: 25

Treasure: Nonstandard (just irs dagger)

Alignment: Usually lawful evil

Advancement: 25+ HD (Medium-size




igloom is an assassin does not extend beyond the creature irself. This quality

8t cloaks itself in gives it a +20 racial bonus on Move Silently checks (it
gernatural cam- ) is still possible for a gloom to create noise, such as by

mllage, lingering \ bumping into something that scrapes on the floor or
athe periphery by sounding a chime). The gloom can lower this effect
i vision and ar will

ailking its prey

b the deep- gr
8 shadows.

Agloom looks
iy much like 2

mnin from the hy

2k down, with dull,

Sp{‘"-I.iIEL* Abilities: At will—shadow walk: 3/dav-
true strike. Caster level 20th; save DC 20 + spell level,

GOLEM

Golems are magically created automatons of great power
Constructing one involves the employment of mighty
magical and elemental forces.

These golems share all normal golem characteristics
and construct traits as described in the Monster Manual.

MITHERAL GOLEM
A mithral golem stands 18 feer tall and weighs abour
12,000 pounds. It can be fashioned in any manner, but
often resembles a sleek humanoid.

abbery black skin. Its

:“15- El'i""-'-'l."la 2 15 .'|:'|I_'I[h er
Rllter iiur’e‘.plvw]g.- devoid
thair, the gloom also has
®eves. Its distended,
Wﬂl:.’uh'd ]'l'll.'|||.1]'|. l\.ll';l\'n.'['l
Wkina perpetual fiend-
Bsmile, is full of jagged
Bk teeth. Despite its

A mithral golem cannot speak or make any vocal noise,
nor does it have any distinguishable odor. It moves with
i :Jg_slil'f-' and grace that belies its size, and unlike most
golems, it can run just as well as a normal crearure,

Sprent lack of ocular
Mpms, 0 gloom seems to
e no trouble seeing. A
gom typically dresses in
B clothing suitable for
Meneral (stylized for Mithral golems are deadly foes, particularly against those
Btlocal culture), snug gsgn  who expect them to be as pon-
ming and all black. A -8 ..‘_@J' i derous as an iron _!.'_L‘-|ur:1.

gom is armed with Alacrity (Su): Once
B0 keen dagger of per round, the mithral
Ben dread. In the golem may take an
extra partial action
(either betore or after

Combat

dof any other crea 1
W but 2 gloom, the
INREr is a +5 keen Jn;._'gr F,

MEAT

Weom has the uncanny abil

B reach its prey by moving
& hadow 1o shadow—literally. Combin
mihat with its knack to remain torally
B the gloom often is able to arrack
bianish before its prey s companions

1[5 l.'-|!|'|1‘f aciions
=

5 In the round

Muelize something is wrong
fear Caze (Su): Viewing the gloom's
I ISPITES ErTor Creatures that et
Rpoom's gaze must succeed ar a Will
e [C i) or h:l.l:H.l:'l' the I.'t.!.l,"l.,'[.‘\. |_'l|‘- a fean
Bticast by a 20th-level caster.
Bportunist (Ex): This ability func-
M like the rogue class feature of the
Mme
Weak Artack (Ex): A gloom is able to sneak
Btis1 25th-level rogue, dealing 13dé extra

-
Qulescence (Su): A gloom is constantly
B3 per the silence spell, although the area

[




h"ﬂ}_‘.‘,if Immunit}r (Ex): A mithral gn]rm 15 immune ADAMAN T]Ni’ GOLEM

to all magical and supernatural effects, except as fol- An adamantine golem towers to five times the he

lows. A slow spell negates its alacrity for 1d4 rounds, of 2 human and weighs around 32,000 pounds. I
while a haste spell restores 1deé hit points per level of erally looks like a Hupeis
the caster (maximum 10d6) or restores its alacrity, if pre- golem, but with the uniqueds
viously negated by a slow spell. Multiple of adamantine.

slow spells simply extend the duration =9 An adamantine golem cass
i e o
of the effecr f’ H\"__,_

speak or make any vocal noiseg
Lanstruction L]

f " does it have any distinguid$
.?_Tgttli .‘-.ﬁ e odor. It moves with a pondeng
A mithral golem's body is 'Fi \ o« (@ . i but smooth gait at half the s
!-21.'1||.]:'H=|.] from 8 1/2 ‘ﬁ‘-‘\ﬁ.i\ -:___._ [ . - p s, -- \ of 3 narraal hl]]n:ln 1:..11:|:|!q
tons of pure iron "fh'}‘l causes the ground to tremblelsy
and is then poly- ':Ffl'-‘ _,é
morphed into mith- b vy

hundred feet in all directs
"
. A
ral (using polymorph

any object).

A mithral golem costs
250,000 gold pieces to
create, which includes }
5,000 gp for the body. .
Assembling the body
requires a successful
Craft {armorsmithing) or
Craft (weaponsmithing)
check (DC 30).

The creator must
be 25th level, have
the Craft Epic Magic
Arms and Armor fear,
and be able to cast ar-
cane spells. Completing  §
the ritual drains 5,000 4N
XP from the creator .
and requires geas/quest,
Illl"‘l:.. F‘l"h'”ll'l:l'F'l!i Ny L"E"_ﬁ'l'l.
and wish

Combat
Adamantine golems use th
‘Fll_l].‘ll:hl'.[LHI'-: |1-|11.'H:L'.1[ m-.g'hr:
batter enemies inta pi
Trample (Ex): Asaus
dard action during isns
'i'il.fi'l rnum]. [h'E' .]dﬁ'l'ln
tine golem can litenl§
TUn OVer an opponens
least one size categ
smaller than itself 1§
trample deals sdios
points of bludgeoniy
damage. Trampled op
nents can either atieng
attacks of opportunityul
—4 penalty or Reflex us
. (DC 57) for half damag
< Magic Immunity (i
Or An adamantine golen§
immune to all magd
and supernatural effects.

. . 'I;q.l

Mithral Golem Adamantine Golem
Huge Construct Huge Construct
Hit Dice: 36d10 (198 hp) 54d10 (297 hp)
Initiative: +4 [ Dex) —1 (Dex
Speed: 40 fr. 20 ft. (can't run)
AC: 42 (-2 size, +4 Dex, +26 natural, +4 haste) 37 (=2 size, =1 Dex, +30 natural)
Attacks: 2 slams +39 melee 2 slams +58 melee
Damage: Slam 4d10 +14 Slam 6d10+20
Face/Reach: 10 k. by 10 ft./10 k. 10 fr. by 10 fr./10 fu.

Special Attacks: Trample
Special Qualities: Construct traits, magic immunity, DR 50/+5,  Construct traits, magic immunity, DR 50/47

alacrity
Saves: Fort +12, Ref +16, Will +12 Fort +18, Ref +17, Will +18
Abilities: Str 39, Dex 19, Con —, Int —, Wis 11, Cha 1 Str 51, Dex 9, Con -, Int —, Wis 11, Cha1
Climate/Terrain: Any land Any land
Organization: Solitary Solitary
Challenge Rating: 21 25
Treasure: None None
Alignment: Always neutral Always neutral

Advancement: 37-54 HD (Huge); 55-72 HD (Gargantuan) 55-82 HD (Huge); 83-108 HD (Gargantuan)



st on
B adamantine golem's body is sculpted from 45,000
wands of pure iron and is then polymorphed into
gmantine | using polymorph any object).

The golem costs 500,000 gold pieces to create, which
atludes 25,000 gp for the body. Assembling the body
#uires a successful Craft (armorsmithing) or Crafy
sponsmithing) check (DC 40).

The creator must be 30th level, have the Craft Epic
Migic Arms and Armor fear, and be able to cast arcane
gl Completing the ritual drains 10,000 XP from the
s and requires Bighy's crushing hand, geas/quest, poly-
o any obiect, and wish,

HA-NAGA

lnlossal Aberration
B Dice: 20d8+220 (310 hp)
Bitiative: +22 (+14 Dex, +8 supérior Initiative)
feed: 60 fr, fly 120 ft. (perfect)
4 (-8 size, +14 Dex, +24 natural armor)
#cks: Coil whip +21 melee, sting +19
melee, bite +13 melee
mage: Coil whip 4dé6+8, sting 2d8+4
#is poison, bite 4d8+4
e Reach: 15 fi. by 15 ft. (coiled)/
it
tial Artacks: Charming
pie, poison, improved
b, constrict 4dé+12
tial Qualities: Flight,
W DR 15/+7
% Fort +17, Ref +22,
Will +22
lities: Str 27, Dex
. Con 32, Int 15, i
Wi 31, Cha 36
& Escape Artist ‘1, 3
4, Hide +29,
Howe Silently +30,
firch +22, Spell
il +22, Spot +17
it Combat Casting,
Wize, Flyby Attack, Improved
Bitiutive, Lightning Reflexes,
Mebility, Multiartack, Quicken
®ll, Spell Penetration, Weapon
fesse (coil whip), Weapon
esse (sting )
meats: Superior Initiative
mmite Terrain: Temperate and warm land or under-
-
irtion: Solitary or nest (2—4
mge Rating: 22
miure: Standard
Bement: Usually chaotic evil
ement: 21-40 HD (Colossal)

The ha-naga is a massive and powerful naga lord, often
worshiped by spirit nagas as a god.

A ha-naga takes the same general form as a naga, al-
though it is of immense size and power, growing as long
as 100 feet or more. A ha-naga has no set color, but
instead :llj:t]."!.‘i the hues and shades of its scales to march
its environment, much like a chameleon. The head of a
ha-naga is that of a classically beautiful woman or hand-
S0Mme man.

Ha-nagas preter to make their lairs in the ruins of
ancient civilizations, once they have brought about the
downfall of such places, of course, A ha-naga's favorite
locale for a nest is a former center of society—a temple,
a throne room, or a coliseum. It is in this place where
the ha-naga gathers together the rreasures of the soci-
ety, bringing art, fine jewelry, and the recorded history
of the civilization together as a tribute to its own devas-
aring prowess,

COMBAT
A ha-naga has the ability to fly, winding and coil-
ing through the air in a2 manner similar 1o a
water snake’s motion. It uses this to its advan-
tage, swirling above and around foes as it
uses its gaze artack or casts spells. Like its
smaller cousins, a ha-naga prefers the
use of spells in combat, resort-
ing to melee only as a last
resort. When it does engage
in combar, its swift speed
and quick reflexes make it a
formidable foe, stinging with its
tail or constricting opponents with
its body.
Flight (Su): As per the fly
spell, 120 fr. (perfect). This abil-
ity gives the ha-naga a +6 cir-
cumstance bonus on Move
Silently checks.
Charming Gaze (Su): As
mass charm, 90 ft., Will save
(DC 33
Chameleon Ability (Ex): Ha-
nagas can blend in with their sur-
roundings, giving them a +8 circum-
stance bonus on Hide checks.
Improved Grab (Ex): To
use this ability, the ha-naga must hit with its coil
whip attack. 1f it succeeds, it can constrict

Constrict (Ex): A ha-naga deals 4d6+12 points
damage with a successful grapple artack against Huge
or smaller opponents,

Poison (Ex): Sting, Fort save (DC 31); initial and sec-
ondary damage 2d8 temporary Con.

Spells: Ha-nagas can cast spells as 21st-level sorcer-
ers, and can also cast cleric spells and spells from the
domains of Chaos and Evil as arcane spells (save DC 33
+ spell level




HAGUNEMNON
PROTEAN)

Large Shapechanger

Hit Dice: 44d8+616 (814 |:|p.

Initiative: +17 (+13 Dex, +4 lmprr-\'u'd Ininative

Speed: 50 fi.

AC: 50 (-1 size, +13 Dex, +28 natural)

Attacks: S slams +53 melee

Damage: Slam 2d6+21,/19-20

Face/Reach: s ft. by 5 ft./10 f1.

Ep-E-EiEI Attacks: Psionics, destabilize form

Special Qualities: Alter shape, DR 25/+6, darkvision
120 ft., immunities, regeneration 50, spell resist-
ance 39

Saves: Fort +40, Ref +39, Will +32

Abilities: Str 53, Dex 37, Con 39, Int 20,
Wis 23, Cha 34 -

Skills: Bluff +32, ]'I':p[umaq'j.' +16, Dis-
guise +32, Hide +9, Intimidate +14, Lis T
ten +28, Sense Mo- f* '

e . i
tive +21, Spot +15 g .
Feats: Alertness, P it i

Cleave, Combat :‘. A X
Reflexes, Endur- o '
ance, Great Cleave,
Great Fortitude, Im-
Prﬂl'l.'-J Initiative,
Iron Will, Light-
ning Reflexes,
Muldattack, Pow-
er Artack, Weap-
on Focus (slam)
Epic Feats: Blinding
Speed, Devastating
Critical
i "|l.'|.|'|'| | S
Overwhelmi ng

L

Critical (slam)
Climate/Terrain:
ANy
Organization:
Soelitary
Challenge Rating:
29
Treasure: Standard
Alignment: Chaotic neutral
Advancement: 45-59 HD (Large); 60-74 HD
(Huge); 75-89 HD {Huge)

The ultimare shapeshifter, a hagunemnon can take on the
extraordinary abilities of any other nondeific creature.

Hagunemnons, also known as proteans, have no natu-
ral shape; they always appear in flux, incorporating the
]J'E'I"-'H"Ji.:ll attributes ur'm-n, three, or more Creatures simul-
taneously. Their forms boil with possibility, and rarely
does any attribute last for more than a minure. Even new-
hli.:'i ns are tlklt"m {"!. t]t"‘-]'l- CAET l.'hit] ﬁl:l.l'.l!_"

[ainted with chaos at the time of their race’s crem
proteans are denied the stability thar most races g
This has imbued them with undying hatred of il
shapechanging beings (they tolerate other shyg
changers but look down upon them for remainingiai§
same shape for hours or even days at a time). Hapuse
nons travel endlessly, seeking new creatures to duslis
and new extraordinary abilities to assume. Theirug
phobia generally results in their attempting to sliyeie
beings after copying them,

Hagunemnons have an ever-evolving language &
changes so quickly that only another hagunemnoags
understand it. They can speak and understand the
guage of any other crearure

, COMBAT

Hagunemnons are opportusis
availing themselves of any imd
form that serves the mome
Ever-evolving, they s
repeat the same tactic B
they hit on a good comba
tion of L':itl':tnnlln:uj.' abiles
(such as a dragons hlisf
sight and frigheful ps
b Cnice, along with ayes
ti's poison bire iad)
xorns burrow abili
they may stick wil

for some time
Psionics (Spta
will—dels
thoughts, dese
sion door, ¢
real jaund, ok

:' nondelecliog

,"'I'-1JI|' shiff, g
tion. Caster level 208
save D 22,
Destabilize Fom
(Su): If a protes
hits with twog
— more slam attach
. in the same round §
partly destabilizs®
toe's physical form 8
foe's body boils and changs
in an uncontrolled fashion, deg
ing an additional 4d6+31 poinsd
damage as well as 2 points of
porary Constitution damage. If s
victim is drained to 0 Constitution, its dead body is onh
so much clear fluid thar drains away unless somehs
preserved by friends of the victim.

Alter Shape (Ex): A protean can assume the shay
of any combination of physical nondeific creaturses
the same time as a free acrion. In fact, a protean’s fom
constantly boils, and it requires a move-equivales




ktion ¢ach round for a protean to maintain a certain
Bape (even if that shape is a combination of several
Bipes). Whatever its present form, the protean retains
diss own special qualities. Plus, it gains the advantage of
B0 four extraordinary abilities from the forms it
mmics (but not spell-like or supernatural powers). The
sumed form can be no smaller than a flea and no larger
Bun 200 feet in its largest dimension (make sure to rake
a0 account rules for reach and size modifiers to AC and
Beke attacks). Incorporeal traits can also be assumed.
®ich counts as a single extraordinary ability.

2 hagunemnon assumes a partial form that confers
Bextraordinary ability already possessed by the crea-
we only the better of the two abilities is retained

8o matter its form, the protean can never make more
i five attacks using a full-round action. However, it may
Watitute 2 melee artack form for one of its slam artacks,
=g its own base attack bonus and Strength modifier to
amage, but dealing base damage appropriate to the attack
e For instance, if the protean gives itself the head of a
Bon, it gives up one of its slam artacks for a bire attack,
Bille retaining four other slam artacks, or some other
Embination of melee attacks that do not exceed four,

Hoary Hunter

Medium-Size Fey (Cold)

4+6d6+598 (759 hp)

+19 (+11 Dex, +8 Superior Initiative)

3 30 fr.

AC: 46 (+11 Dex, +15 insight, +10 natural)
ks: +6 keen longsword of binding

+46/+41/+36/+31 melee

+6 keen longsword of binding

1d8+27/15-20 plus 1dé plus binding

sfbysh./sft.

Spell-like abilities

Cold resistance 50, SR 36, DR 20/+6

Hit Dice:
Hl fative:

Bamage:
fice/Reach:

special Artacks:
pecial Qualities:

aves:

| .
s
- .I "

Fort +28, Ref +36, Will +31
I

+35, Ride +33, Search +40, Spot +38,
Wilderness Lore +36
Alertness, Blind-Fight, Cleave, Dodge,

HOARY HUNTER

Str 38, Dex 33, Con 36, Int 31, Wis 23, Cha 26
Sills: Intimidare +30, Intuit Direction +28. Listen

Hoary hunters are malevolent fey that appear on frosty,
moonlit nights to hunt travelers for sport, selecting their
prey, chasing them down, and dragging them into the night
realm of the Unseelie Court 1o be imprisoned forever,

Though difficult to see because of its mount’s magical
breath, a hoary hunter appears as a gaunt man or elf, bur
with sharp, exaggerated fearures thar are always unsettling
to behold. Everything about the hunter is white, from the
wild mane of hair atop its head to the pearly, luminescent
buttons on its coat. At midnight, when the temperature is
below freezing, and any sort of moon shines upon the
frozen ground, the hunter appears initially as a roiling fog
accompanied by echoing hoof beats. Dismounted and out
in the open, a hoary hunter seems to be some ghostly
apparition in the moonlight, but it is not undead.

A hoary hunter rides a magnificent flying horse, a snowy
steed whose breath billows in great clouds of frosty vapors
and whose blue eyes glow coldly in the darkness. It is often
said that one who is selected as prey by a hoary hunter first
knows his doom from the sound of hoofbears and the starry
glow of those eyes coming toward him through the mists.

Hoary Steed

Large Magical Beast (Cold)
12d10+36 (102 hp)

+8 (+4 Dex, +4 Improved Initiative)
40 fr., fly 90 fr. (good)

23 (-1 size, +4 Dex, +10 natural)

2 hooves +17 melee, bite +15 melee

Hoof 3dé+6, bite 5d8+3
Sf.bytofr/s fr.

Cold resistance 25, air walk, astral projection
and etherealness, magic circle against good,
misty breath, SR 20, DR 10/43, immunities
Fort +11, Ref +12, Will +5

Str 22, Dex 18, Con 17, Int 6, Wis 13, Cha 14
Listen +12, Spot +12

Flyby Attack, Improved Initiative, Multiartack

Expertise, Great Cleave, Improved Crirical
{longsword), Improved Initiative, Mobility,
Mounted Combat, Power Attack, Ride-by Attack,

Spirited Charge, Spring Attack, Track, Trample,

Weapon Focus (longsword), Whirlwind Attack

Dire Charge, Epic Weapon Focus (longsword),

Overwhelming Critical (longsword), Superior Initiative

dimite/Terrain: Any cold Any cold

{imnization: Solitary or company (2-5) Solitary (with rider)
Blenge Rating: 25 9

Trasure: None None

Always neutral evil Always neurral evil

47+ HD (Medium) 13-24 HD (Large}); 25-36 HD (Huge

. Feats:

RCEment:




COMBAT

The hoary hunter prefers to charge its prey while upon
horseback, slashing with its +6 keen longsword of binding
as it rides by. A critical hit (or the blow that would kill
or render a foe uncon-

scious) from this blade

does not wound rthe

hunter’s prey. Instead,

the victim is bodily

transported as per a soul

binding spell height-

ened to 16th level (DC

10} into a brilliant whire

diamond at the end of

the sword’s hilt. The

hunter then returns to

its realm, raking its

prisoner with it o be

enslaved.

Rarely does a hoarv
hunter encounter those
formidable enough to
challenge it, but on
those occasions, it uses
its spell-like abilities to
overwhelm such foes,
making it easier to cap-
ture them, If a chosen
victim does man:age to
escape the hunter for 1
hour, or succeeds in
ttt‘t-l.':.'-IHT:E'. the fev crea-
ture, the hunt is not
over. A hoary hunter
cannot be killed while
on the hunt (see below). | S8
It returns on the very
next night that is both cold and moonlit, with a second
hunter to aid ir, and attempts again to caprure this
victim. If it fails again, this pattern is repeated each suit-
able night until either the prisoner is taken or five such
nights pass. 1f a victim escapes all five nights, a hoary
hunter never again troubles him.

Moving ro a warmer locale only delays the inevitable.
The hoary hunter bides its time, waiting years if it must,
only to appear again when the night conditions are right
Shifring to a different plane of existence does not stop
the hunt; a hunter follows its prey to any realm in the
multiverse during the hour, and ir and its companions
can appear on any plane to begin the hunt anew so long
as there is moonlight and freezing temperatures,

Sp{'“-]_i'-l{-' Abilities: At will—discern location, true
strike, fog cloud, hold monster, plane shift; 3/day—dimen-
sional anchor, dominate monsier. grealer .fl-;'w'.lllli'.f:- | 'dm_.'—
Mordenkainen’s disjunction, contingent recall and resurrec
tion®, Caster level 23rd; save DC 18 + spell level

Contingeni recall and resurrection 15 a2 variation on an
epic spell tound in Chapter 2: Epic Spells. When slain,

the hoary hunter is actually transported, with§

mount, back to the fey realm, where it is resurms

and allowed to 1'.-::gij': I!]u.' hiunt anew. The ¢1|-||5,- W e

truly slay the hoary hunter is to defeat it in its hos
realm after this epicqd
has been exhausred @
the day

HOARY STEED
A hoary hunter's mount§
a supernatural besrs
extraordinary elegance sl
prowess. It is comple
loval to its hunter and sl
allow no other individg
to approach or ride§

Combat
A hoary steed can and
with its two hoow
and deliver 2 vics
bite each rousd
Air Walk (Sups
hoary steed can ride throg
the air as well as on i
ground, as though affecisfs
a permanent air walk spl
Astral Projectin
and Etherealness (Sg
These abilities funceis
just like the spells i
same names as cast iy
20th-level caster.
Magic Circle Againe
Good (Su): This abilis
continuously duplicas
the effects of the spell |
hoary steed cannot suppress this ability
Misty Breath (Su): The breath of a hoary stead fin
tions like a constant obscuring mist spell.
Immunities (Ex): A hoary steed is immune g
charm and hold spells or abilities.

HUMNEFER

Medium-Size Undead

Hit Dice: 50d12+3 (603 hp)

Iniriarive: +16 (+12 Dex, +4 Improved Initiative

Speed: 100 fi.

AC: 52 (+12 Dex, +20 natural, +10 insight)

Attacks: 2 slams +44 melee

Damage: Slam 3d6+18/19-20 (+1dé on critical hit) pls
hunefer rot

Face/Reach: 5 ft. by s fr./s fi

Special Attacks: Despair, hunefer rot, spell-like abilise

Special Qualities: Blindsight 300 fr., resistant to bl
DR 20/45, tast healing 30, SR 37, undead traits, fig
vulnerabiliry




wwes: Fort +18, Ref +30, Will +41

bilities: Str 47, Dex 35, Con —, Int 18, Wis 38, Cha 36
kills: Concentration +40, Knowledge (undead) +31,
Listen +43, Scry +21, Spelleraft +31, Spot +43

nts: Cleave, Combat Reflexes, Dodge, Expertise, Great
Cleave, Grear Fortitude, Improved Critical (slam),
Improved Disarm, Improved Initiative, Lightning
Reflexes, Mobility, Power Attack, T-t:-ughne:;s, "-.‘E-’e_-:pun
Focus (slam)

gic Fears: Devastating Critical (slam), Overwhelming
Crirical (slam), Spell Stowaway (teleport without ervor)
imate, Terrain: Any

panization: Solitary, pair, or court (5-9)

nillenge Rating: 25

(essure: Standard

Bgnment: Alwavs lawful evil

ncement: 51-56 HD (Medium-size); 57-60 HD

llarge); 61-66 HD (Huge); 67-70 HD (Gargantuan);
i+ HD (Colossal)

fnelers are the mummies of demigods
iote power has not urterly departed 1o
il realms.
Huneters are withered and
icated. Their features are
Bden beneath ages-old funer-
windings. They move
& unbelievable celerity,
ikiy and efficiently
!nlling their resting
pces. Most hunefers are
pcribed with the symbols
g pictured idols that were
B important to the demi-
M mummy.
Bunefers seek always to
apiure their godly essence,
Bugh the separation of
#(the hunefer) and spir-
Hiles in the astral realm)
Wiemarkably difficult to
fdge—the hunefer is
Btively an altogether Sou
Bierent being, who :
dtiven by the
e MEMOries
i body of past
e, though des-
10 nEver pos-
it Should a dead god
Btitom its grave in the
il Flane, the cast-off
80l 2 hunefer is likely forgorten, and no better (or
®loff than before, except for its undying rage ar
iy left behind.
Hnelers speak all spoken languages, though ir takes
W4 rounds to switch between languages, as it digs
BE IS MEmories.

.." 3

COMBAT
Huneters are happy to rely on their spell-like abiliries
in combat, and are certain to cast as many of their
defensive spells prior to combar as they can manage. A
hasted hunefer prefers to spend a standard action to use
its slam artack, and its free partial action to use a spell-
like abiliry.

Despair (Su): The mere sight of a hunefer requires
viewers to succeed at a Will saving throw (DC 48) or be
paralyzed with fear for 1d4 rounds. Regardless of the out-
come of the save, a ﬁllbju:-:l is not again vulnerable to that
hunefer's despair ability for 24 hours.

Hunefer Rot (Su): Supernatural disease—slam, Fort
save (DC 35), incubation period instantaneous; damage
1dé temporary Con. Unlike normal diseases, hunefer rot
requires a victim to make a successful saving throw
every round or take another 1dé points of temporary
Constitution damage. The rot continues until the victim
reaches Constitution 0 (and dies) or receives a remove dis-

ease spell or similar magic
An afflicted crearure that dies shrivels away
into sand unless both remove disease and raise dead
(or better) are cast on the remains within 2
rounds. If the remains are not so treated, on
the third round the dust swirls and forms
an 18 HD mummy with the dead foe's
equipment under the hunefer’s
} command. (The mummy dust spell
in Chapter 2 has statistics for an
18 HD mummy.)

Resistant to Blows
R (Ex): Physical atracks deal
only half damage to hune-
fers. Apply this effect before

Ij:! t]'l.:'lgl' n:n'.l uction,
Spell-Like Abilities: At
will—chain lightning, dis-
placement, haste, knock, greater
dispelling, passwall, serying, tele-
port without error, true secing,
unholy awra, weird; 1/day—ruin
(see Chapter 2). Caster level
27th; save DC 23

spell level.

Undead Traits: Im-
mune to poison, sleep,
paralysis, stunning, dis-
ease, death, effects, nec-
romantic effects, mind-
atfecting effects, and

any etfect requiring a Fortitude

save unless it also works on objects.

Not subject to critical hits, subdual dam-

age, ability damage, ability drain, or energy drain. Neg-

ative energy heals. Not at risk of death from massive

damage, but destroyed at 0 hit points or less. Dark-

vision 60 ft. Cannot be raised; resurrecrion works only
if creature is willing,
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Fire Vulnerability (Ex): A hunefer takes double dam-

age from fire attacks unless a save is allowed for half

damage. A successhul save halves the damage, and a fail-
ure doubles ir.

LAVAWIGHT

Medium-Size Undead (Fire)

Hit Dice: 32d12 (208 hp)

Initiative: +12 (+8 Dex, +4 Improved Iniriative

Speed: 60 f1.

AC: 46 (+8 Dex, +28 natural)

Attacks: 2 claws +38 melee, 1 skull burt +32 melee

Damage: Claw 3d8+21/19-20 (+1d& on critical hit)
plus blazefire, skull burt 2d6+10 plus
blazefire

Face/Reach: s ft. by 5 ft./s ft.

Special Attacks: Rend 6dg+31,
blazefire, spell-like abilities

Special Qualities: Undead
traits, fire subtype, heat
aura, 5K 34, DR 20/46,
tiery hardness

Skills: Knowledge
(undead) +30, Listen
+36, Spot +38

Feats: Cleave, Grear
Cleave, Improved
Critical (claw), Im-
proved Initiative, Power
Attack, Weapon Focus (claw

Epic Feats: Blinding Speed, Epic
Weapon Focus (claw), Overwhelming
Critical (claw)

Saves: Forr +10, Ref +18, Will +24

Abilities: Str 52, Dex 27, Con -, Int 10, Wis
22,Cha 28

Climate/Terrain: Any

Organization: Solitary or pair

Challenge Rating: 23

Treasure: Standard

Alignment: Chaotic evil

Advancement: 33-42 HD (Medium-size): 43—-55 HD
'H".I:u!q.'

Lavawights are horrors of death wrapped in molten
magma

Lavawights appear as humanoid skeletons sheathed in
a thick skin of molten rock. The magma serves a lava-
wight as searing “flesh” and does not hamper its move-
ment in any way. Huge shards of razor-sharp, glowing
obsidian depend from each finger, serving as claws, Only
the skull of a lavawight is free of magma; there, a corona
of white flame burns like a crown.

Lavawights are created from the remains of victims
slain by shapes of fire

Lavawights speak Common and Infernal.

COMBAT

Lavawights like to use their claws and skull butt onfg
attempting 1o set them on blazefire.

Rend (Ex): If the lavawight hits with both of ischst
it latches onto the opponent’s body and rears the i
This attack automatically deals an addirional sde8
points of damage.

Blazefire (Su): Living creatures taking damape o
a lavawight’s attack find themselves ignited with bis
tire; white-hot, lambent flames cascade over thi
bodies, and they must succeed ar a Fortitude savellf
35) or permanently lose 4 hit points. The opponent ns
continue to save every round for the next é roundid
rounds toral) to avoid being permanently draineddl

| more hit points each round. The ]ax';w.'iﬂ-n heals

same amount of damage whenever a crearure is dras
ot hit points, gaining any excess as temporar &

points. If an opponent is slain by blazefire, o

blackened ash remains of the victim
Hir points lost to the blazefire never hedlss
urally and cannot be magically restored—is
are gone for good.

Spell-Like Abilities: Ar wil-
dimension door, flame arrow, spell immus
(sleel storm), fireball, wall of fire. Cang

level 22nd; save DC 19 + spell level
Undead Traits: Immune to poiss
sleep, paralysis, stunning, disease, deg
effects, necromantic effects, mind-affeciy
effects, and any effect requiring a Fu
tude save unless it also works on obje

Not subject to critical hirs, subds

damage, ability damage, ability draing

energy drain. Negative energy heals 58

at risk of death from massive damage s

destroyed at 0 hit points or less. D

vision &0 ft. Cannot be raised; resumes

works only if creature is willing.

Heat Aura (Su): A 10-foor-radiuss
heat aura surrounds a lavawight. All o
tures of the fire subtype in the fisl
(including the lavawight) are treated a8

having turn resistance +6 (if undead)ad

fast healing 10. Creatures subject tofi
d:l]'tmgr: take 2d10 points of fire dis
age each round they remain withs
the heat aura.

Fire Subtype: Fire immunirty, double damage fra
cold except on a successful save.

Fiery Hardness (Ex): The lavawight's molten sk
provides it with damage reduction of 10/-. The lave
ighr'.‘: standard Li'.l:ln.agr reduction does not stack, bat
overlaps with this fiery hardness damage reductins
However, even when its standard damage reduction des
not apply, the 10/~ does.

|



LEGENDARY ANIMAL

#gendary animals are animals of historical strength,

geed, and power. According to some theories, they have
#en imbued with power beyond all other animals to
#rve a5 nature’s defenders. Whatever their origin, leg-
sdary animals are extraordinarily rare.
Not every animal has a legendary counterpart—rhere
matany legendary sparrows, for example, Generally
aly the top predarors and largest herbivores in a partic-
Brclimate have legendary versions. Two examples are
wided here: the legendary bear and legendary tiger.

WENDARY BEAR
tegendary bear doesn't usually attack humans despite
B great sirength. Most of the bear’s diet consists of

jints and fish

MBAT
Improved Grab (Ex): To use this ability, a legendary
mrmust hit with a claw artack

WENDARY TIGER
the legendary tiger is among the fiercest and ~
y most dangerous land predators in the animal
kingdom, measuring 8 to 10 feet long
and weighing up to 600 pounds.

ot

COMBAT
Pounce (Ex): If a legendary tiger leaps
upona foe -.|1|1':r|_|-; the first round of combat, it
can make a full attack even if it has already
taken a move action.
Improved Grab (Ex): To use this ability,
the legendary tiger must hit with a bite
artack. If it gers a hold, it can rake.
Rake (Ex): A legendary tiger can make two
attacks (+30 melee against a held creature
with irs hind |l."|_.1~.- for 2d6+5 points ol
L]:l:n‘l.lgr each. If the [:.'grmin Iy Hger pounces
on an opponent, it can also rake.

Skills: Legendary tigers receive a +8
racial bonus on Hide and Move Silently
checks. *In areas of tall grasses or heavy
undergrowth, the Hide bonus improves
[0 +16.




Legendary Bear

Large Animal
Hit Dice: 20d8+140 (230 hp)
Initiative: +2 (Dex)
Speed: s0ft.
AC: 21 (-1 size, +2 Dex, +10 natural)
Artacks: 2 claws +27 melee, bite +22 melee
Damage: Claw 2d6+13, bite 4d6+6
Face/Reach: 5 ft. by 10 ft./5 fr.

Special Attacks:  Improved grab
Special Qualities: Scent

Saves: Fort +19, Ref +14, Will +9

Abilities: Str 36, Dex 14, Con 24, Int 2, Wis 16, Cha 12
Skills: Listen +8, Spot+8, Swim +18

Feats: —

Climate,/Terrain: Any forest, hill, mountains,
plains, or underground

Organization: Solitary or pair
Challenge Rating;: 9

Treasure: None
Alignment: Always neutral
Advancement:  21-40 HD (Large)

LESHAY

Medium-Size Fey

Hit Dice: 50d6+650+3 (828 hp)

Initiative: +21 (+17 Dex, +4 Improved Initiative)

Speed: 40 fi.

AC: 32 (+17 Dex, +20 insight. +5 natural armor)

Attacks: 2 +10 keen brilliani energy bastard swords
+53/+48/+43/438 melee

Damage: +10 keen brilliant energy bastard sword
1d10+15/15-20

Face/Reach: 5 fr. by 5 ft./5 ft

Special Attacks: Gaze, spell-like abilities, leShay
weapons

Special Qualities: Superior two-weapon fighting, DR
30/+7, elf traits, immune to poison and disease, low-
light vision, SR 42, fast healing 10

Saves: Fort +29, Ref +44, Will +35

Abilities: Str 21, Dex 45, Con 37, Int 33, Wis 23, Cha 47

Skills: Bluff +38, Concentration +33, Diplomacy +35,
Disguise +38, Escape Artist +37, Intimidate +20,
Knowledge (local) +31, Knowledge (nature) +31,
Listen +30, Move Silently +37, Search +13, Speak
Language (any tive), Spot +27

Feats: Alertness, Blind-Fight, Cleave, Combat Casting,
Combat Reflexes, Dodge, Endurance, Expertise, Great
Cleave, Improved Critical (leShay weapon), Improved
Initiative, Iron Will, Mobility, Power Attack, Quick
Draw, Spring Attack, Sunder, Toughness, Weapon
Finesse (leShay weapon), Weapon Focus (leShay
weapon ), Whirlwind Amack

Epic Feats: Blinding Speed, Polyglot, Spell Stowaway
heal

Climate,/Terrain: Any

Legendary Tiger

Large Animal

26d8+182 (299 hp)

+4 { Dex)

50 fi.

23 (-1 size, +4 Dex, +10 natural)

2 claws +29 melee, bite +24 melee
Claw 2dé6+11, bite 2d8+5

5ft. by 10 fr./s fi.

Pounce, improved grab, rake 2de+5s
Scent 1
Fort +22, Ref +19, Will +10

Str 32, Dex 18, Con 24, Int 2, Wis 14, Cha {0}
Hide +8% Jump +15, Listen +5,

Move Silently +12, Spot +7, Swim +14
Any forest, hill, mounrains,

plains, and underground

Solitary or pair

L]

None

Always neurtral

27—48 HD (Large)

Organization: Solitary
Challenge Rating: 28
Treasure: Standard
Alignment: Any
Advancement: None

As elves are 1o humans, so are leShay to the elves (but mos
s0): a race immortal, enigmatic, and exceptionally powedd

LeShay look like tall, thin, albino elves, except the
they lack the oversized ears of true elves (leShay e
look more like half-elf ears) and, while they have fhe
glossy dead-white hair of true albinos, their eyes are ity
of darkness. Some affect a particular color or st
while others change their ourfits from moment
moment. All are deeply concerned with etiquerte, decs
rum, and receiving the respect they feel due; failuren
meet their standards of politeness, or simply Crossing
one of their whims, can often be fatal

LeShay never die from age or disease; they perish anly
killed. LeShay are the mere remnant of a once-great nge
whose origins are lost to history, They claim 1o predate the
current multiverse and refer darkly to some carastrophe
that not only wiped out most of their people but changed
time so that their era never existed, even in the remotss
past. Attempting to undo the catastrophe would apparenty
result in another disaster even more terrible, so the ded
mated survivors—less than gods but more than monak-
tor the most part merely attempt to amuse themselves md
stave off ennui as they work out their individual destinis

LeShay have grear facility at languages (as per the
Polyglot epic feat) and can speak any language withis
seconds of hearing it spoken for the first time, righ
down to the most courtly or impressive accent there




UMBAT
#Shay rarely initiate combat, since they prefer 1o re-
ki rather than act. However, their vast experience
nikes them shrewd judges of others' capabilities and
illed tacticians. Their gaze ability, in addition to their
wrible weapons, make them feared opponents.
Shay are also quick to utilize their spell-like abilities
Sprep for |.'|'|;1'|||_'|_,|:|', or t]._n;_n from it, Mo |.|_=-j'-;|'|;:|-.,r |-||__-|_,:||;__'||:,.l=_~L
Brun away from a fighr rhar is going against him or
T, I."ﬂi!-' to return to the fray when the odds are maore
worable, possibly years or even decades later
Spell-Like Abilities: At will—alier self, detect
mughts, displacement, freedom, greater dispelling, heal, im-
med invisibility, knock, speak with plants, spell turning,

In‘-'-.'pﬂrr without errvor, wates i':-fm!?:lllg. Caster level 28th;
save DC 28 + spell level.

I.E'Shﬂ!r' Wﬂﬂpﬂﬂﬁ {Sll:': Each ]l._'.‘"-lh.j'.' CATELES WO pPer-
sonal melee weapons that she manifests from her own
lite essence. The weapon can change form as she shifts
from class to class, typically appearing as a bastard
sword (one in each hand), When not in combar, the
weapons simply do nort exist, but leShay can “draw’
their weapons from nowhere as a free action. LeShay
weapons are considered light weapons for a leShay,
regardless of their size.

Superior Two-Weapon Fighting (Ex): A leShay
fights with a leShay weapon in each hand. Because these
weapons are extensions of its own body, the leShay does
not take an attack or damage penalty for artacking with
WD "a'l-'!.'i.‘lpl:"]"."';

Gaze (Su): All crearures within 30 feer who meet the
gaze of a ll.‘.‘":h:l}.' become affected as if by charm monster
A Will save (DC 53) negates the effect. Each opponent
within range of a gaze artack must attempt a saving
throw each round at the beginning of his or her turn in
the initiative order. A leShay can also actively gaze as an
attack action by choosing a target within range, who
must then attempt a saving throw LeShay are immune
to their own gaze

Elf Traits: Immune to magic sleep spells and effects;
+2 racial bonus on Will saves against enchantment
spells or effects; low light vision (can see twice as far as
a human in low-light condirions); entitled to a Search
check when within 5 feet of a secret or concealed door
as though actively looking for it; Martial Weapon Profi-
clency [Composiie ]|_'||‘|H|_‘h_|',1,-_ composite 5.;|:'||_||:[|::|,‘_-.-,‘1.-_ ||_I.]'|:L|".
bow, longsword, and rapier) as bonus feats; +2 racial
bonus on Listen, Spot, and Search checks (already fig-
ured into the statistics given above),

LIVING VAULT

Colossal Construct
Hit Dice: 96d10 (528 hp

i
Initiative: -2 ( Dex
5]:!{‘#1.": 10 fr. (cant run
AC: 60 (=8 size, =2 Dex, +60 natural
Attacks: 2 slams +99 melee
Damage: Slam 10d6+35
Face/Reach: 40 fr. by 40 ft./25 ft.
Special Attacks: Imprisonment
Special Qualities: Recognition, safekeeping, construct -
traits, magic immunity, DR 30/+7
Saves: Fort +32, Ref +30, Will +33
Abilities; Str 80, Dex 7, Con —, Int 9, Wis 12. Cha 7
Climate/Terrain: Anv
Organization: Solitary
Challenge Rating: 33
Treasure: Standard (see text
Alignment: Neutral
Advancement: None




A living vault is just that—a magically animated cham-
ber constructed by the most powerful epic wizards to
store and protect prized possessions.

A living vault is primarily a defensive entity, designed
to guard treasures of all sorts, though it can artack as
necessary. It has an array of powerful magical functions
that allow it to ward off even the most aggressive
attempts to penetrate its interior. Even living creatures
can be stored in a living vault, carefully locked away for
future interrogation.

The default appearance of a living vaulr is a grayish
brown stone structure 50 feet by 50 feet that is 10 feer
high, but once constructed, the living vault can
reshape itself into a variety of forms in order to fit within
particular dimensions, so long as the total amount of
storage area it possesses is 25,000 cubic feet. Long and
narrow vaults are common, as are tall, skinny ones, The
final shape doesn't matter so long as the volume
remains constant. Living vaults form stony feer as a free
action in order to move.

To access a vault, its creator must call the vault from
where it is sequestered through the use of a sending
spell. The vault has no obvious opening; however,
items can be stored and retrieved by naming them (the
living vault provides an inventory to its creator on
request). The item to be stored appears to sink into the
living vault’s form as if made of mud. Likewise, items
retrieved pop out of the living vault’s form, Storing
and retrieving items in this fashion rakes one round
per rransaction

Creatures other than the vault's master who wish to
access the inventory must destroy the vault ro do so. If 2
vault is destroyed, all the objects and creatures stored
within immediately emerge.

COMBAT

The living vault has no melee atrack forms, but it cer-
tainly benefits from a variety of magical arracks and
defenses

Imprisonment (Sp): As a free action twice per day, a
living vault can project a 60-foot cone. Creatures caught
in the cone must make a Will save (DC 58) or be
affected as by the imprisonment spell, except creatures
are stored within the vault's interior. The living vault
can hold two Gargantuan creatures, eight Huge crea-
tures, thirty-rwo Large creatures, one hundred wenmy-
eight Medium-size creatures, and so on. This assumes
that the rest of the vault is also relatively empty, so
large hoard of treasure reduces the number of creatures
a living vault can hold at any one time.

If freedom is later cast upon the very spor where the
victim of imprisonment disappeared, the victim is freed,
though it doesn't appear where it disappeared, but in a
space adjacent to wherever the living vault is currently
physically located.

Recognition (Ex): Once made, a living vault
rt"‘].‘-'li.'tl'l-'lj!‘ only to its owner; no other |::|E-i|1g_ Can access
the vault's interior. The vault is not fooled by disguised

creatures, and can distinguish berween its true mig
and false duplicates, even penetrating disguisesu
in conjunction with shapechange, alter self, change
polymorph, seeming, and simulacrum and similar offi
The vault does, however, respond to the producidl
clone spell.

Safekeeping (Sp): At will, a living vault can el
power that combines the effects of sequester andy
shift to render the vault invisible to any form of sighta
divination, and at the same time transfer it to 2 rinds
portion of the Astral Plane. When in safekeeping mel
the living vault responds to a sending by its mass
returning to the location from which it left and becs
ing tangible once again.

Creatures and objects that are stored within they
are treated as if under the effects of sequester, whetse
the vault itself is or not. Often, creatures are brosgh
into the vault via imprisonment, but sometimes ungs
scious or otherwise subdued crearures are stored 8@
object, in which case they receive no saving throwg
resist the effect.

Construct Traits: Immune to mind-affecting effis
(charms, compulsions, phantasms, patterns, and mom
effects), and to poison, sleep, paralysis, stunning, dises
death effects, necromantic effects, and anv effect e
requires a Fortitude save unless it also works on objes
Cannot heal damage (though regeneration and i
healing still apply, if present). Not subject to critiegd
hits, subdual damage, ability damage, ability dring
energy drain. Not at risk of death from massive dumag
but destroyed when reduced to 0 hit points or b
cannot be raised or resurrected. Darkvision 60 fi.

Magic Immunity (Ex): A living vault is immunetng
magical and supernatural effects, except as follows. A
dom spell cast on it causes it to defer the use of its oo
imprisonment power for 10 rounds.

MERCANE

Large Outsider (Lawful)

Hit Dice: 7d8+21 (52 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 15 (—1 size, +2 Dex, +4 natural)

Attacks: Masterwork falchion +9/+4 melee

Damage: Falchion 2d4+3

Face/Reach: 5 ft. by 5 ft./10 fi.

Special Qualities: SR 25, spell-like abilities, telepathy

Saves: Fort +8, Ref +7, Will 48

Abilities: Str 15, Dex 15, Con 16, Int 20, Wis 17, Chafi

Skills: Appraise +19, Bluff +12, Diplomacy +16, Gathe
Information +12, Innuendo +15, Intimidate +9, Knowt
edge (arcana) +13, Knowledge (the planes) +13, Sens
Motive +13, Spor +9

Feats: Expertise, Improved Disarm

Climate/Terrain: Any land and underground

Organization: Company (1—4 mercanes and 3-18 &b
level fighter bodyguards) or progression (1 mercane




Mih-level fighters, 1 21st-level fighter/2nd-level
Union Sentinel)
[Ellenge Rating: 5

Etasure: Double standard

lignment: Always lawful neurral

gancement: By character class

anes are extraplanar merchants, selling weapons,

#igic, and other treasures from plane to plane.

They profess neutrality in the conflicts and rivalries of
B planes, preferring to do their business and move on.
Rbeneath the mercanes' veneer of impartiality are
sutives of their own, and they often hire adventurers to
#ibeir plans in motion.

Amercane stands out in the most crowded bazaar. A
ioor-tall, blue-skinned creature dressed in velumi-

B tobes, it moves with a slow, languid grace. Its hands
i spidery and delicate, with one more joint on each
Beer than humans have,

Mercanes speak Abyssal, Celestial, Draconic, Infernal,
Mt least two other languages.

IMBAT

fercanes leave the fighting to their minions and
Bdiguards—they know that their advantages lie at
BEnegotiating table, not on the battlefield. When
ssed, they attempt to disarm their opponents or use
mibility or dimension door to escape. A mercane
st always has a Leomund's secret chest full of treasure
B magic ready, and it won't hesitate to recall the
Bstto grab a porent wand—or simply bribe a worri-

wme foe,
Upell-Like Abilities: 3/day—dimension door, invisibil-
Yday— Leomund's seeret chest, plane 5[r|_|r1, Caster level

il save DC 12 + spell level.

Rlepathy (Su): Mercanes can communicate tele-
ically with any crearure within 100 feet that has

ge.
8kills: Because they grow up in a mercantile culture,
etines receive a +4 racial bonus on Appraise checks.

BCANE SOCIETY

ddic creatures, mercanes travel widely, buying and
g their wares. They favor opulence, so they often
Bar borrow villas or palaces when they'll be sertling
tfor 2 while. Because they're known as rich mer-
s, mercanes always have a squad of bodyguards
ey They attract bandits and thieves like flies, so mer-
B tend to be cautious abour any strangers they come
M contact with.
Wecanes present a demeanor of patience and elegance
ey ply their rrade. They never quarrel among them-
B, and a rival who insults one mercane often finds
Blothers also bear a grudge. Their family and marting
Bire unknown, since juveniles and the elderly are
tseen by those not of their race.
t8Union, a squad of Union Sentinels (three regulars
4] and one sergeant [Frr21/Union Sentinel2]) usually

accompanies a mercane as it makes its way through the
city, but it may hire bodyguards for each specific job, tai-
loring them to the task. If a company of mercanes has
business in the Abyss, for example, it will probably be
accompanied by tieflings or demons. Unusually danger-
ous trade missions require extra help, of course, and
groups of adventurers are often found in the pay of 2
company of mercanes.
The patron deity of mercanes is Boccob.

MERCANE CHARACTERS

A mercane’s favored class is wizard: the senior mercane
among any company is usually a wizard. Mercanes who
are clerics worship Boccob. Player character mercanes
have a level adjustment of +7. (See the section on level
adjustment at the start of this chapter.)

MU SPORE

Colossal Plant

Hit Dice: 35d8+315 (472 hp)

Initiative: -3 (Dex)

Speed: 40 ft.

AC: 27 (-3 Dex, -8 size, +28 narural)

Attacks: 4 tendrils +31 melee, 1 bite +26 melee

Damage: Tendril 2dé6+13, bite 4dé+6

Face/Reach: 40 ft. by 40 fr./25 fi.

Special Attacks: Spore cough, improved grab, swallow
whole

Special Qualities: Acid resistance 20, blindsighe 210 ft.,
DR 25/+5, fast healing 10, plant traits, sticky

Saves: Fort +28, Ref +8, Will +20

Abilities: Str 36, Dex 5, Con 29, Int 18, Wis 28, Cha 28

Climate/Terrain: Any

Organization: Solitary, pair, or polyp (3-7)

Challenge Rating: 21

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement: 36+ HD (Colossal)

Redwood-sized creatures of malignant fungus called mu
spores stride through lands of perperual rwiligh.

A mu spore appears a5 an ambulatory toadstool stand-
ing some 60 feet or more high. A mu spore’s broad, mot-
tled cap is upside down compared to the cap of 2 common
toadstool; it points upward and serves as a very large
mouth. A nest of spore-laden tendrils extends from the
sides of the creature. Mu spores stride in darkness much
of the time, appearing to be black in hue, but in the light
a mu spore’s bright red color becomes apparent.

Mu spores wander worlds where the full light of the
sun rarely shines—often, this means subterranean do-
mains of vast size, though some mu spores live beneath
the foliage of even more prodigious foliage than them-
selves, or in the shadow of mountains and giant struc-
tures. Mu spores artack any creature they encounter,
seeking nourishment.

Mu spores speak Common and Terran.




COMEBAT

A mu spore can be difficult to .|p]:‘-n'.|;|l:|‘. because of its
spore cough—and those who do get through to make
melee artacks may soon find themselves immaobi
even swallowed

Spore Cough (Su): Once every 1d4 rounds a mu spore
can release a cloud of burrowing spores, This spore cough
is treated as a 100-foot-cone breath weapon. The burrow-
ing spores deal 20d8 points of damage to all creatures and
structures in the area, or half L].i‘r'l'l.]_i_"f' 1o any Creatures
that make a Reflex save (DC 36).

Improved Grab (Ex): If a mu spore hits with a ten-
dril, it deals normal lji“'l'li.‘l_!._"I." and dlempts o Sfart a grap-

ized or

Pll.‘ as a Iree action wit |‘H_1|_|_r ;‘-f'i"'l'l"L'-'ll'l_i: an :'I[li.i'.'l-. .l-.j.{-.-l-.]-\.l-.r.
tunity. Improved grab works only against Garganruan
and smaller opponents. The mu spore has the option 1o
conduct the grapple normally, transfer the victim to its
mouth as a free action, or simply use its tendril to hold
the opponent. Each successiul _.::;lpl-.h- check it makes
during successive rounds automatically deals the
l.'I:ll'-“I:I::_qq.‘ HIVEn loT 1|‘|1,-' T1‘|‘1|jr'i|,

Swallow Whole (Ex): If the mu spore begins its turn
with an opponent |'1r.