Da start

All characters are generated as normal and are given the stats of normal 6th levelled characters of the appropriate type, except they start with the following stats for the appropriate race. 

	Race
	Str
	Dex
	Con
	Int
	Wis
	Cha
	Racial skill bonuses 

	Dwarf
	11
	9
	13
	10
	10
	8
	Appraise +2, Craft (1 type) +4

	Elf
	9
	12
	9
	11
	11
	12
	Listen +2, Search +2, Spot +4

	Halfling
	8
	14
	8
	11
	11
	12
	Hide +4, Climb +2, Move silent +3

	Gnome
	9
	11
	11
	11
	11
	11
	Proffesion (1 type) +3, Knowledge (1 type) +3

	Orc
	14
	9
	12
	9
	8
	7
	Intimidate +3, Spot +2 (sense of smell)

	Human
	10
	10
	10
	11
	11
	11
	+6 skill points (max +2 in one skill)



In addition to these stats they may place 15+1d6 “hero” points as they see fit, but only up to 6 in any one stat to begin with. Humans may place up to 8 points in any ability score. If the characters wish, they may reduce any stat by 2 in order to get another point. This point may not be used to exceed the normal start limitations mentioned before.

Skills are calculated as the book states except that the skill level max. are equal to the character level (i.e. 6) and spell casters are automatically at level max in their appropriate skill (i.e. psions automatically have focus rank 6, priest have religion 6 and wizards have alchemy 6).Base attack roll and saves are as rogues, fighters or wizards (which also goes for psions and priests).

All characters have the knowledge skill monster lore (int) at skill level 0 for free. This reflects how well informed the characters are with regards to exotic creature and what they know about defeating them.

Powers

All characters start with 5 powers, which define how the character is gifted. Character may choose powers from other class lists if appropriate, but only up to 1 from each of the other class lists, e.g. a warrior may have one rogue power and one psion power in addition to three warrior powers, but not two thief and three warrior powers. Only the start class may use the special abilities listed below. Thus, only a Psion may use gems for more focus where a rogue with a psion power may only use his/her skill, ability modifier and magic modifiers. Characters may choose to forego any number of powers in order to purchase more skills, ability scores, better saves or base attack bonus. For every power forfeited this way the character gains 8 AP to purchase increases for (see advancement section below). The powers vary with each character and include but are not limited to the following:

Rogues:

	Skills points 
	Saves
	
	
	Base attack
	Proficiency

	
	Fortitude
	Reflex
	Will
	
	As PHB p.47

	30+ dex modifier x6
	+2
	+5
	+2
	+4
	


All rogues have the following qualities that set them apart from the other classes: Specialist: the rogue can choose two of the class skills to be specialized in. This entails a +3 on all skill rolls in those two skills. Rogues need only spend 1 AP to increase both of these skills as they represent the rogues level. Evasion: Rogues are experts at avoiding serious harm, whether from skill or dumb luck. As a result they gain the effect of the evasion feat. These two abilities count for one of the rogue’s powers. In addition rogues may choose 4 powers from the list below or up to one from each of the other classes:

· Uncanny luck: This is improves the rogue’s evasion skill (to improved evasion) or impart evasion on others that don’t have it. In addition it allows the character a special defensive option equal to the defensive roll described in PHB p. 48 at DC10+damge sustained so far not just damage dealt. The defensive roll can be used any number of times pr. day. 

· Danger sense. The rogue has a sense of danger allowing him a full round of action rather than a partial action when surprised. It also provides the uncanny dodge ability (+3 on reflex saves an defence rolls involving traps) and increases the characters evasion to improved evasion if he or she has it already (otherwise they gain evasion).

· Assassinate. This works as sneak attack in PHB, but there is a fortitude save for half damage, DC equal to the total damage done. This power is usable only when the rogue is able to spend a full round preparing the attack and the victim is unable to defend against the attack (e.g. caught by surprise). Any critical effect still count.
· Musician: the rogue can use a perform roll to affect creatures as bards pr. PHB p. 28 any number of times per day. The DC for activating the different powers is equal to 15 plus the listed required ranks in performance, e.g. inspire competence requires a successful DC 21 performance check.   

· Information specialist: Gains a skill equal to bardic knowledge PHB p. 29 that allows information about involving legendary items, places or creatures, but can be used as an identify spell with a base DC of 20. 
· Extra specialist skills. The rogue may choose to include more skills as appropriate in the specialist package. This means that a third (or more) skill gets +3 and is tied to the rogues level progression, all increasing rank when the rogue spends an AP to increase the specialist skills.
· Dark sense. Grants blind sight 40’ and the blind fighting feat: this ability is highly dependent on hearing and without hearing it doesn’t function. 

· Spy. The rogue is very skilled at avoiding detection. The rogue gains the non-magical ability to mask his alignment and thoughts (as pr. misdirection spell), he can put on a disguise in only 1d3 rounds, gains a resistance vs. detection and scrying as if protected by a non-detection spell and is able to use hide checks in crowds (more than 10 creature of similar size) to blend in and disappear even if watched directly.

· Acrobat. Acrobat thieves is not restricted in how far they can jump, can move their normal move while climbing and balancing and do not suffer from move penalties while climbing stairs, ladder or the like or any th or save penalties for being prone or hindered in their movement. They may use their tumbling skill for defence rolls and/or reflex saves. In addition they can ignore the first 10’+ tumbling skill roll in feet when falling within an arms reach of something stationary.

Warrior:

	Skills points 
	Saves
	
	
	Base attack
	Proficiency

	
	Fortitude
	Reflex
	Will
	
	As PHB p.36

	18+ str, con or dex  modifier x6
	+5
	+2
	+2
	+6
	


All warriors (and only warriors) are allowed to buy weapon focus, weapon specialization and get to choose 5 powers from the following list or up to one from each of the other classes. 

· Berserker: The warrior can invoke rage as barbarian as many times a day as desired gains +4 to str and con, + 2 to will saves and –2 on defence rolls. It requires a wound, a provocation or a will save DC 10 to activate the rage. In addition he is immune to non-magical fear and gains +3 vs. magical fear even when not going berserk.

· Super human: The warrior gains a damage reduction of 2 and is able to continue acting when reduced to less than 0 con by making concentration rolls at DC 10 + 2xcurrent con. The character still loses con unless stabilized and must successfully roll a concentration check each round until healed up to 1 con. the character can chose to forgo the concentration check at any time and give in to the darkness.

· Spell breaker. The warrior is able to strike at spells and attempt to dispel them. The dispel check is equal to the warriors th roll –15. In addition the warriors attack count as magical with regards to damage reduction.

· Ranger. The warrior gain a minimum of 2 in all the following checks: wilderness lore, intuit direction, tracking, handle animal, animal empathy and climbing. In addition the ranger may reroll any of the above skill rolls. If this option is used the second roll is final. The ranger also gains the endurance and running feat. By using either animal friendship or animal empathy skill DC 20 the ranger can mimic the effect of an animal friendship or summon animal (it takes 2d6 round for it to appear).

· Fighting styles. The warrior can choose one or more fighting styles. By choosing the power the warrior gains a number of feats and abilities. These styles are meant to be broad and thematic in the sense that they represent something that the character is really good at. As such the details involved in the specific feats are only meant as guidelines to help illustrate the extent of the power and not as strict and limited abilities. Thus a crusher deciding to declaring that he want to smash in a door shouldn’t have to roll to succeed unless the door serves some special purpose by not being easily destroyed. The fighting styles are not simply game regulators, but meant to bring flavour to the character.

· Cavalry: +2 on riding skill rolls, mounted combat, spirited charge, mounted archery, trample, ride-by-attack

· Archer: point blank shot, far shot, precise shot, shot on the run

· 2-weapon: ambidextrous, two-weapon fighting, can use any double weapon

· Crusher: power attack, cleave, improved bull rush (with a +2 bonus), sunder (reduce the hardness to ½), weapon specialization

· Martial artist: deals 1d6 temporary damage without weapons, improved trip, arrow deflection, improved unarmed strike, flurry of blows
, evasion (or improved if the warrior has the feat already), dodge, leap of the clouds and +2 to jump skill rolls, stunning fist (any number of times, but it is a full round action)

· Dancer: dodge, mobility, spring attack, whirlwind attack, weapon finesse (any weapon), expertise, evasion (or improved if the warrior has the feat already) 

· Spiritual warrior (as paladin of same level): smite, aura of courage, lay hands, endurance 

· Weapon specialist (the powers are limited to when fighting with one particular type of weapon): quick draw, weapon focus, weapon specialization, power attack, expertise, improved critical

· Military training: combat reflexes, mobility, combat tactics skill (wis) allows the warrior to spend a move equivalent action to add a number of points to his and/or allies next initiative roll equal to what he rolls as a spell level on the spell caster table. This roll is modified as if it were a spell (adjusted for the number of creatures to affect, duration, range, vocal components and casting time). E.g. a warrior with tactics skill 11 spends an hour planning an ambush, thus gaining +4 and rolls 9 on his check. The total of 24 – a 5th levelled effect - (is spent granting all within a 10 feet cone of listening (cost 2) a bonus for the next 5 turns (long duration, cost 6) of +2 on initiatives (equal to a 2nd level spell). Alternately his plan could affect himself only (cost 0) granting him +5 on his first initiative giving him a good chance of surprising the group.

Priest:

	Skills points 
	Level skill
	Saves
	
	
	Base attack
	Proficiency

	
	Religion (wis)
	Fortitude
	Reflex
	Will
	
	Determine by the diety

	18+ wis modifier x6
	Bonus skill level: 6
	+2
	+2
	+5
	+3
	


Priests pray for their spells by using their religion skill. They need some sort of holy symbol or area to do this. Without a symbol or other focussing aids of the deity of some sort all prayers suffer a –6 penalty! However the more powerful the relic is the better suited it is to channel the will of the deity. Thus holy symbols of greater quality can give bonuses to religion checks for the purpose of casting spells. Holy symbols of power are rare and as such cannot be bought easily. As a rule of thumb consider holy symbols of power as worth 2000gp cumulatively for each +1. There is no upper limit to the holiness of an item, but consider that a +5 holy symbol has a value of 2000+4000+6000+8000+10000=30000. These are not easy to come by! 

A consequence of priest spells being activated by rituals and prayers is that they suffer penalties for not using vocal or somatic components (-3 for each). So a priest without a symbol and unable to speak or move is rather hindered (-12 on checks). Priests have a huge benefit in performing complex rituals in cooperation with others of the same faith. By cooperating with others of the same faith the head priest gains a bonus to the religion check equal to the religion skill – 5 (down to 1) for each of the other priests. Thus a Priest with religion 15 getting aided by 3 priests with religion 4 and 2 with religion 7 would get 15+3+(2x2)=22. Beware of large temples!!! Note however, that every priest involved in the cooperative must dedicate a power that need not be the same, but at least similar (e.g. slam powers, “nature” powers, defensies etc.) to cast the spell. Thus 3 cooperating priests maintaining a massive physical defence would exclude them each from using the power they dedicated, which should be at least be a defensie. If two cooperating priests do not have similar powers to share the DM may rule that no cooperative spell can be cast. 

Priests that represent any of the concordant alignments (good, evil, chaos, law) can produce up to 1 pint of holy liquid by successfully rolling DC20. This affects alignment-opposed outsiders, undead, priests and magical beasts as pr. holy water in the PHB. A priest can only retain the potency of one pint pr. wis. bonus at a time. In addition priest may craft rods, ring, wondrous items, scrolls, arms and armour when they reach the appropriate levels as described in PHB p. 79, but are considered to be 3 levels less with regards to which items they can create (thus they need to be 12th to create rods). However unlike wizards who need recipes priest get divine inspiration and do not need to spend time and money researching. 

Priests get their powers from the deity and must be in concordance with the deity’s spheres of influence. This defines the priest’s abilities and restrictions. In general priests get 5 powers to choose from like all other characters. The priest must use a power that represents the portfolio of the God they worship. This is similar to the spiritual warrior power of fighters and must be defined in conjunction with the DM. The 3rd ed. speciality priest abilities should be used as much as possible. Other possible examples are the non-spell power below. Priests may also choose up to one power from each of the other classes.

Examples of non-spell priest powers:

· Exorcism. This allows the person to use the Undead turning slam. It can also be used to expel mind controllers, such as magic jar using creatures if the possessing creature is successfully turned. Note that a successful destroy against incorporeal undead is a sure way to get rid of them permanently.

· Wild shape as druid. The progression of the power is as in PHB based on level. The power doesn’t have to be aimed at animal shapes. Other forms can be specified if appropriate. 

· Blessed. The priest gets to reroll any and all saving throws. If they choose to reroll the second roll is final.

· Commander of the dead. Can animate corpses to become skeletons or zombies of the appropriate size by making a religion check at DC = the skeleton or zombies str + size modifiers. Thus animating a fresh large corpse would result in a large zombie DC 21 (17 for str and 4 for size). This attempt is equivalent to a spell with regards to modifiers for multiple targets, range, duration etc. Thus animating colossal skeleton permanently by touch would require a DC 54 (23 for str, +16 for size and +15 for permanent), which is highly unlikely to happen! But a group of 6 medium sized skeletons could be held as a permanent for a mere DC 32 (10 for str, 5x1 for each extra target within a 10’ cone (cost 2) and + 15 for permanent) the equivalent of an 5th levelled spell. 

· Spiritual aura: grants permanent protection from evil/good/law/chaos within 10’ as appropriate and boosts allies of the same spirit (i.e. good/evil/chaotic/lawful) granting +1 on all their 2d10 rolls.

Wizard   

	Skills points 
	Level skill
	Saves
	
	
	Base attack
	Proficiency

	
	Alchemy (int)
	Fortitude
	Reflex
	Will
	
	As PHB p.52

	18+ int modifier x6
	Bonus skill level: 6
	+2
	+2
	+5
	+3
	


Wizards roll alchemy checks to casts spells. They need components to work their magic. For each power the player is able to use he or she must choose a type simple component for the spell (see Auroras for inspiration). These components are consumed and must be replenished. Without the proper components wizards get a –4 penalty to cast spells of that power. However better components give better results and as a consequence wizards with the right (and expensive stuff) can gain bonuses according to the price: base price 1gp/ component; a +1 to alchemy checks the costs 5gp, +2 costs 15 and +3 costs 30gp. This is the normal limit, but in rare cases the DM may allow more powerful materials costing 50 for +4, 75 for +5 and cumulatively more. Although +5 should be considered the practical limit. In addition wizards must be able to speak and wave their hands in order to cast spells or suffer an even higher penalty than priests do (i.e. –4 for each component). In addition to high quality components wizards can use staves and wands to channel their spells. This reduces the penalty for not using components to –2 and provides the wielder with the option to use charges to boost spells at a +1 to alchemy checks for each 3 levels of the creator of the item while using an equal number of charges. Thus a staff of power can boost wizard spells by up to +5 at the cost of 5 charges. A wizard can never use both charges and material components, but must choose one at a time. Staves and wands can be wielded as a weapon allowing the wizard to make his touch attacks with them instead of his hand. 

Being alchemists all wizards can create potions at the standard cost (no xp cost). In addition wizards may create any of the special substances and items aside holy water on p. 114 in PHB at the half the cost but requiring a DC 20 spell craft check if materials are available. 

Wizards rely on recipes for their spells as well and have to rehears them regularly. They are not able to draw upon outside powers or inner strength like priest and psions, but must rigorously adhere to specific recipes that create specific effects. This means that ALL wizard spell powers are odd ones.

There are no limitations to how many recipes wizards may have access to at any given time. However, they can only remember 1 spell/int. modifier for each power they have devoted to odd ones (see below) at a time. This means that a wizard with 16 int. and two odd ones could have up to (3 (int. modifier)) x 2 (number of odd ones) = 6 spells in his repertoire at a time. If they wish to change the repertoire, they must rememorize their spells from recipes as pr. the normal 3rd ed. rules for memorization. The wizards collection of recipes is often referred to as their spell book but it may come in any shape, size or form from glowing floating gemstones to tattooed cats or walls with runes. They are often written in secret languages (decipher script can be a very useful skill for wizards) and often hidden well. Unlike the 3rd ed. version wizards don’t need to carry it with them always, but only need it to refresh their memory once in a while or to choose a new repertoire of spells to remember.

At the time of character generation a wizard gets access to all cantrips from PHB. This applies only to wizards and not anyone simple choosing a wizard power to gain access to casting spells from recipes. All cantrips are casts as 1st spells meaning the DC for such a spell is 18. In addition, a wizard may choose a number of recipes to start with. For each power spent on recipes at character generation (and ONLY at character generation) the wizard may one of the following ways to choose recipes from:

1) A specialist power: The wizard is specialized in a specific field of magic and chooses a number of recipes for spells equal to 3+int modifier from a specific school (such enchantment, evocation etc.) or a type (such as wild magic, fire etc.) of magic. The spells chosen may be up to 4th level spells.

2) A mage power: The wizard gets to freely choose a number of recipes equal to 2+int modifier from any spell in PHB up to 3rd level.

As these are odd ones the spells each have a difficulty of DC 18 (0th level spell) to 42 (8th level spell) as odd one spells are regarded as 1 level higher than stated in the PHB. These are the spell recipes available to the wizard. At least two powers must be spent on recipes. These spells are not normally mouldable but can (at the DMs discretion) be at the normal cost plus three points of DC as these spells are fixed effects and therefore difficult to manipulate. After character generation nes spells can only be acquired by finding recipes (spell books) or through research in new recipes, where by a new spell can be acquired at standard research prices (as pr. create scrolls in 3rd ed.) and at the cost of 1 AP/spell. 

When a wizard casts spells he rolls an alchemy roll and depending on the final score he may then choose to cast any spell in his repertoire up to the level of spell generated. Remember that odd ones are always treated as one level higher that stated in PHB, deal 1 die of damage/spell level and causes damage according to its type. Thus, a fireball is a 4th leveled spell and always causes 4d6 points of fire damage, whereas Melf’s acid arrow is a 3rd causing 3d4 points of acid regardless of the alchemy roll as long as it’s above. To mould these the character would have to pay another 3 points plus 3 points for each extra die of damage. A 6d6 fireball would be a DC 27 (4th level spell) +3 (penalty for moulding odd ones) and 2x3 (2d6 extra damage) for a whopping DC 36 or 7th level spell and only works at the DM’s discretion! Unlike other spell casters, the wizard can have 1 spell active at any time equal to his int. modifier instead of the normal one power at a time restriction.

Wizards may also choose to spend powers on the following types of wizardry:

· Savants: These wizards memorise any number of spells and never need to rememorize their spells. 
· Enchanters: The wizards is able to craft all types of magical items as he gains levels as defined by the prerequisites of the item creation feats (PHB, p. 79). Crafting magical items takes time and money and requires a recipe unless the effect to be created is within the wizard’s normal powers. If a recipe has to be researched treat the creating of a recipe as an extra creating attempt thus effectively doubling the cost, time and chances of failure. 
· Battle mages start out with +6 base attack and only pay 3 AP to increase their base attack by 2 (just like the psychic warrior below). They also gain combat casting and a +2 bonus to concentration rolls but not the standard warrior proficiencies. 
· Sages are gatherers of knowledge and as such they gain a +2 bonus (or min. skill level of 2) on any knowledge and scry skill rolls. 

· War wizards are specialized in massive battles and causing great mayhem. Their spells therefore tend to hit there mark better and subsequently all area of effect spells are at DC +2 for both primary and secondary effects.
· Channeller: These wizards are known for draining magic in order to produce spectacular effects. They are so good at channelling magic that they may drain any magical item instead of just wand, staff or rods. For each 3 levels of the creator (always treat as min. level unless othewis stated) the channeller wizard may suck a +1 alchemy skill bonus out of the item by reducing it’s power proportionately. Thus a potion of heroism (creator level 4) would be good for only +1, whereas a +1 holy flaming dagger (min. level 10 for the flaming effect) could be sucked for a +3 bonus. Non-permanent items are always destroyed in the process (such as the potion), whereas permanent items must save
 at DC = 10+3/charge sucked out or be destroyed 
Psion:

	Skills points
	Level skill
	Saves
	
	
	Base attack
	Proficiency

	
	Focus (chr)
	Fortitude
	Reflex
	Will
	
	As PSI p. 9

	18+ chr modifier x6
	Bonus skill level: 6
	+2
	+2
	+5
	+3
	


Psions use “focus” skill rolls (which is a charisma based skill) to cast spells as they rely on their own inner powers. As such do not require any aids to cast their spells. Neither are they penalized for being silenced or bound. However they seriously need their rest. Unless aided by special magical means they need 8 CONSEQUTIVE hours of rest to function fully. For each hour less rest they get they suffer –2 on all focus check to cast spells. Thus a psion forced to rest only 2 hours at a time has the same penalties as a bound and gagged priest or wizard without any items i.e. – 12. Psions cannot cooperate to get greater effects, but they can use gems to focus their power. This is very harsh on the stones and shaves 25gp of their value every time a psion does this. However psions can get +1 for each 25gp value for the gem up to 1/3 psion level (up to +5 at 15th level). 

Psions are able to bond powers to runes (fixed to an item) and tattoos (fixed to individuals) that are made specifically for that purpose. This is essentially the same as crafting a magical potion except that any power cast must be permanent (-15 on psi-craft roll), however it doesn’t require research or more materials than those used in the process e.g. the ink for the tattoo. The psion may create any number of runes or tattoos, but every time the psion dedicates a number of chr point equal to the level of the cast spell in the bonding process. These points are in no way lost as long as the item remains in the within a mile of the psion and remains uncovered. If a rune or tattoo is spoiled by any deliberate action (such as etching a rune or cutting a gash in a tattoo) the power is immediately dispelled. If a rune or tattoo is dispelled the bond still remains, but without the power of the spell the psion feels a pionic drag, which causes a temporary chr loss equal to the bonded chr. These points cannot be restored until the psion unbonds the power, which involves the destruction of gems of a value equal to 1000gp/spell level of the stored power.

Psions have 5 powers to begin with. A psion may choose to become at least one type of disciple. Disciples are focused on a particular field of psionics and choosing to be a disciple costs 1 power. This gives them special powers but also some restrictions. Every disciple must have at least one power that reflects their choice in discipline (i.e. Teleport or Telekinesis for a Psychoporter, Detection or Scry for a Clairsentient etc. – see spells for more details):

· Psychometabolist form their psychic power to boost or alter their physical state. Their mental powers allow them to focus mental energy into physical prowess allowing them to distribute a number of bonus points to their physical ability scores (dex, str, and/or con as they choose) equal to their wis modifier bonus. Attuning this mental power requires a turn of focus and lasts until changed through focus or until they lose consciousness or go to sleep. Brains over brawns! 

· Psychoporter are specialists in mentally manipulating time and space. This provides them with an uncanny sense of being in the right place at the right time giving them the effect of either uncanny luck or the magical ability to move with ease as per the rogue acrobat power. This does not count against the normal restriction of only one power from another class. 
· Psychokinetisist channel their physical strength into mental blasts. This allows the psion to add his str modifier to the power check of his slam spells in addition to all normal modifiers. In addition he gains his str modifier bonus to all concentration rolls. 

· Metacreators are specialists in bonding psychic powers. They are so gifted that they may create psychic items for others to use. This process is similar to unbonding a bonded item and costs as much. The psion then transfers the bond to another willing creature that then gains the benefits and penalties of the bond (i.e. the recipient pays the chr cost instead of the psion with the risk of a psychic drag penalties should the item be spoiled). Other psions can also gain the ability to make magical items for others, but must pay for the feats to do so. 

Metacreators may create fading runes, which are effectively runes with a limited duration. They function as normal runes, but after the chosen duration (which is chosen as pr. the normal spell modifiers) the rune fades and the bond is dissolved. If the fading rune is destroyed before the fade is over the psion experiences a psychic drag, otherwise the bond simply ceases to exist. Only one fading rune may be active for each psion at a given time. Any attempt to create a new one will result in premature dispelling of the first and a following psychic drag.  
Metacreators add their int modifier to any attempts to create runes or tattoos. 
· Clairsentients have the gift of clear sight. They can see things that others can’t and as a result have a supernatural bonus on all knowledge-based skills equal to their wis bonus. Clairsentients have a scry skill bonus of +2. 

· Telepaths are mental intruders. They tend to go for non-physical slams and have a +1 circumstantial bonus to all chr based skills. 

· Psychic warriors are masters of the body and mind. A psychic warrior starts with the base attack bonus of a warrior (i.e. +6/+1) and may chose up to 2 warrior powers instead of the normal 1. In addition bonuses on attack rolls cost 2/3 AP instead of the normal 1/2 AP. They also gain all the proficiencies mentioned under psychic warrior PSI p. 14.

Psions may never choose odd ones as a power and thus all their spell powers must be mouldable.

General powers

Here is a range of powers available to all classes:

· Professional: The character is exceptionally skilled in a craft or profession and gains a +3 to skill rolls in that craft or profession. In addition the character can make a living of the profession equal to a number of 1 gp/week/skill roll under even the hardest circumstances in a normal community. This power also enables the character to create non-magical spell like effects with his craft as per normal spell guidelines (i.e. modifiers for preparation time, number of targets, range etc.). As it isn’t really magic there is a –10 penalty when determining the effect.

· Iron willed. The character is hard to manipulate and gains the effect of the thief ability slippery mind (PHB, p. 48). This ability also works against paralysis and hols magic. 

· Acquire companion as summon familiar in PHB p. 51. The bonding of a creature requires that the creature is willing and not influenced by magic, but that being said any creature with a HD of up to ½ the character and one size category smaller can become a companion. The character doesn’t gain any of the special bonuses related to the type of creature but instead gets +2 on initiative rolls when in contact with the creature as it helps him overview the scene. If the familiar dies the character is immediately reduced to 0 con and cannot acquire a new companion for a number of months equal to the last familiars level. The character may spend AP to boost the familiar as if it was himself.

· Guardian angel. The character has a spirit that watches over the psion and protects him or her. The powers from the spirit depend on what type of spirit it is. The effect is that the psion gets any one (1) of the following supernatural abilities:

· fast heal: 1 con/turn 

· SR=level+4 

· natural armor of 3 (does NOT stack with any other physical defence) 

· energy resistance (all types) 2 con/r

· Healer. The character is supernaturally gifted with regards to healing abilities. The character has a minimum of 3 ranks in healing and may reroll any healing check and can use healing check to mend wounds even without any healing packs. If healing packs are use the healer gets +3 on the healing check. In addition the healer may try to cure a persons disease by rolling a healing check at –5 against the DC of the diseases save. Similarly the healer can try to neutralize a poison in the same way. Curing diseases and relieving the effects of poison may only be tried once per affliction. Under any circumstances if the healer chooses to reroll any healing check the second roll is final.

· Streetwise: the character knows the streets and gain a number benefits, when in an urban environment: chr is considered to be 16 (or +2, whatever is greater), they automatically have diplomacy, information gathering, bluff and hide skills of a minimum of 4 (or +2, which ever is greater).

· Swashbuckler. The character is a master of dodging and weaving, mocking his opponents’ attempts to hit him. To reflect this all defence rolls are at +5 as long as he doesn’t use any armour heavier than light. 

Character generation summary 

· Find base stats based on race +15 and 1d6

· Find base skills based on race, class 

· Find base saves and attack bonus based on class

· Choose 5 powers

Advancement

As the PC’s gain knowledge and experience they are awarded AP. AP’s should be given, when the PC’s handle an encounter of a CR approximately equal to their own level. Good role-play and especially role-play that results in the characters circumventing an encounter should be treated as a successful encounter at the set CR or more.  

AP’s are equivalent to skill points and can be spent to improve skill levels. They can also be used to boost saves, base attack, buy feats and ability score increases and even extra powers. The basic cost is as follows:

	increase in 
	AP cost

	skill points 
	1

	base attack

	1 for warrior/2 for non-warriors

	saves 
	2

	feats
	3

	ability score
	4

	power
	8


There are some restrictions regarding how much a character can spend on increasing the different features. As the highest skill rank level or base attack for warriors determines the level of a character, a character cannot unhindered spend all their AP in boosting one skill/base attack. To balance things the following restrictions apply to AP spending:

Before the character can spend AP on skill rank increase in the highest skill rank (or base attack for warriors) the must spend AP to increase at least 3 other skills and improve at least 1 save. In other words it takes 1 (level defining skill point) + 3 (3 other skill points) + 2 (1 save advancement) = 6 AP minimum to gain 1 level. All other skills can be increased up to a max. of the characters level and may thus never exceed the class determining skill. 

The following limits apply to how much a PC can boost the other features:

	fortitude saves
	up to a total equal or less than the con bonus +1/2 the characters level 

	reflex saves
	up to a total equal or less than the dex bonus +1/2 the characters level

	will
	up to a total equal or less than the wis bonus +1/2 the characters level

	feats
	1/2 levels max

	ability score
	1/4 levels max (at 8th, 12th etc)

	power
	1/2 levels max (at 8th,  etc.)


Conversions from 3rd

Character conversion

When converting 3rd edition characters the characters should be kept as similar as possible. However the character should be re-created as above and then adjusted as follows for any additional levels above 6th: 

For each extra level ads

· 1 save

· 3 skill points 

· 1point in the level defining skill(s) appropriate (th for warriors)

· Add 2 bonus AP to be used as desired

Monster conversions

As one of the main purposes of the 4th edition system was to make even the simplest monsters interesting to fight again without huge conversion efforts, monsters should be used as written. They will normally try to use their full attack routine if possible, but depending on their intelligence they will change tactics if necessary. Defence roll bonuses are considered to be the same as their attack roll bonus, so just use the written bonuses and subtract 5 from any subsequent attack or defence in the same round if necessary. 

Example 1:  A salamander with +9/+4 with the spear and +7 with the tail should be considered to be able to perform any combination of attacks/defences at +9/+7/+4. Depending on the timing of an attack it may be the spear (the first or the last action) or the tail (the middle) that is used. The salamander would not normally try a 4th action in one round, but I it did it would do so at -1 on the roll and be using either the tail or spear according to the DM. 

Example 2: A 9 headed hydra has +9 with each of its heads. Therefore it can, when its initiative comes up, choose to make 9 attacks then and there. If it does the first 9 defence rolls thereafter would be at +4. Similarly, if forced to make a defence roll before its attack, the first 8 attacks would be at +9, but the last would suffer under the rule of five and subsequently be at +4 only. But that should be plenty for any group of would be heroes. In effect you are fighting nine individuals…   

Example 3: A grey render bite +12, two claws +7 and 3 int! This beast would tend to try and kill any opposition and not bother with defence. Thus no matter what the heroes do, it will try to make its three attacks in any round.

Magical item conversions

Consider all magical items that can be considered non-magical to be non-magical (e.g. a +2 sword would just be a non-magical sword of great quality granting the wielder +2 th and damage). Thus an amulet of deflection +1 or a +2 hand axe still provides bonuses, but do not count as magical.

Simplify things so that characters don’t have more magical items than necessary (which is very little!), perhaps by combining items. Thus a character with 3 wands (fire balls, lightning bolts and magic missiles) should be given an appropriate combo wand e.g. a wand that can boost force, lightning and fire slams by +2 point for every charge instead of the normal +1. 

One way to explain this reduction is that items can be merged by spell casters, so that characters gain personalized items rather than carrying 15 different minor magical weapons. NB be wary of super items – it shouldn’t be easy to merge very powerful items.

� These points may not raise any skill that is used for defining level nor may these points raise any skill above the maximum at any given level.


� This allows the martial artist to only subtract 3 instead of 5 for every attack or defence roll in a round as long as the weapons used are in character with the fighting style. 


� Magic items have a save equal to 2+half of the caster level. Thus the +1 holy flaming dagger saves at +7


� This counts as the highest skill rank level for warriors





