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_CHAPTER 1

® CHARACTER RAcCES

THE MOST common races in the world of the
Dunceons & Dracons game appear in the Player’s
Handbook and Player’s Handbook 2. This chapter
introduces four new and more unusual races. Heroic
adventurers of these races are rare: if you choose to
play one, your character is exceptional and perhaps
marked for a special destiny.

I'he githzerai and the minotaur appear in the
Monster Manual, but here they're fleshed out and
presented for use as player characters. The other two
races—the shardmind and the wilden—are new to
the game. Wilden, in fact, are new to the world, only
recently appearing in the Feywild in response to the
growing threat of the Far Realm.

I'his chapter’s races follow the same format as the
ones in the Player’s Handbook. However, instead of
describing example adventurers, the entries in this
book provide racial backgrounds, following the back-
ground rules in Plaver's Handbook 2.

Githzerai are disciplined ascetics living amid
the tumult of the Elemental Chaos. They are not a
numerous people even on their home plane. They
are sworn foes of their kindred race, the githyanki, as
well as of the mind flayers that once enslaved them.
These twin hatreds fuel most githzerai adventurers,

Minotaurs are hulking, beast-headed folk, whose
physical form represents the internal war they wage
between civilization and the rampaging beast in
their inmost nature. Some minotaurs give in to their
innate savagery, following the path of the demon lord
Baphomet. Minotaur characters, though. along with
the best elements of minotaur civilization, rein in the
beast and rise above their violent impulses.

Shardminds are crystalline creatures formed of
physical and psychic fragments of an ancient entity

called the Living Gate. With logic and discipline, they

harness magical power with the goal of rebuilding
the Living Gate, although factions among them hold
different ideas of how best to pursue that goal.
Wilden are plantlike fey creatures, newly arisen
in the Feywild to combat the spread of the Far
Realm’s influence, They can take on different aspects
of nature’s essence. altering their appearance and
even their personality with cach change of aspect.
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GITHZERAI

o ' 4
'. / ) Ascetic and disciplined, masters of body and mind
o i ) g
i :
. y ‘ RACIAL TRAITS
f Average Height: 6" 0"-6" 5"

Average Weight: 160-190 b.

Ability Scores: +2 Wisdom; +2 Dexterity or
Intelligence

Size: Medium

Speed: 6 squares

Vision: Normal

Languages: Common, Deep Speech

Skill Bonuses: +2 Acrobatics, +2 Athletics

Danger Sense: You have a +2 racial bonus to initiative
checks.

Defended Mind: You have a +2 racial bonus to saving
throws against effects that daze, dominate, or stun.

Shifting Fortunes: When you use your second wind,

7 you can shift 3 squares as a free action.
Iron Mind: You have the fron mind power.

Iron Mind Githzerai Racial Power

Umder the brunt of an attack. you use the power of your mind to
fortify yourself against harm.

Encounter

Immediate Interrupt  Personal

Trigger: You are hit by an attack

Effect: You gain a +2 bonus to all defenses until the end of
your next turn.

I'he githzerai are descended from an ancient race
once held in thrall by mind flayer overlords. After
the bloody uprising that won these people their
[reedom, ideological differences split them into two
races: the githzerai and the githyanki. The githzerai
rejected the cruel warmongering of the githyanki
and withdrew to the Elemental Chaos and to
remote locations in the world to follow a path
of self-reflection, harnessing the power of the mind
and the soul. Centuries later, the githzerai remain in
such locations, leading disciplined lives and observ-
ing their surroundings to determine their place in the
universe.

Play a githzerai if vou want . .,

+ to be a character who has strong planar ties.

+ to avoid attacks and stay one step ahead of your
enemies.

+ to be a member of a race that favors the avenger,
monk, ranger, and seeker classes.
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MINOTAUR
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% ﬂ' 148 |l| Caught between savagery and civilization, these

.'f » v |H] ! warriors struggle against the beast within
1 '|'|
11 RACIAL TRAITS
{1 Average Height: 7" 17-7°
I Average Weight: 320-350 |b.

Ability Scores: +2 Strength; +2 Constitution or
Wisdom

Size: Medium

Speed: 6 squares

Vision: Normal

Languages: Common, choice of one other

Skill Bonuses: +2 Natur Perception

Vitality: You have one additional healing surge.

Ferocity: When you drop to 0 hit points o r, you
can make a melee basic attack as an immediate
interrupt,

Heedless Charge: You have a +2 racial bonus to AC
against opportunity attacks you provoke during a
charge.

Goring Charge: You have the goring charge powe

Goring Charge Minotaur Racial Power

You charge the enemy and gore it with your horns.
Encounter
Standard Action Melee 1
Effect: You charge and make the following attack in place of
a melee basic attack.
Target: One creature
Attack: Strength, Constitution, or Dexterity + 4 (6 at 11th
level and 8 at 21st level) vs. AC
Hit: 1d6 + Strength, Constitution, or Dexterity modifier
damage, and you knock the target prone.
Level 11: 2d6 + Strength, Constitution, or Dexterity
maodifier damage.
Level 21: 3d6 + Strength, Constitution, or Dexterity
modifier damage.

Minotaurs embody the tension between civilization
and savagery, discipline and madness, for they stand
in two worlds. Tugged toward violence but bound by
conscience, numerous minotaurs are driven to rise
above their dark impulses. Such a minotaur seeks
the balance between the monstrous and the refined.
Innumerable minotaurs give in to the temptations
staining their souls and find themselves thralls to
Baphomet. the Horned King. Minotaurs must strug-
gle to become more than the beasts they resemble or
else succumb to the demonic brutality they despise.

Play a minotaur if you want . ..
CHAPTER
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Raw psionic energy barely contained in a body of
gleaming crystalline shards

RACIAL TRAITS
Average Height: 5" 97-6" 2
Average Weight: 180-230 Ib.

Ability Scores: +2 Intelligence; +2 Wisdom or
Charisma

Size: Medium

Speed: 6 squares

Vision: Normal

Languages: Common, Deep Spe : of one
other

Skill Bonuses: +2 Arcana, +2 Endurance, +2 to one
other skill

Telepathy: You can communicate telepathically with
any creature within 5 squares of you that has a
language,

Crystalline Mind: You have resi _
tance increases to 10 at 11th level and
level,

Living Construct: You are a liv
need to eat, drink, breathe
to make Endurance chec

starvation, thirst, or suffocation.
Immortal Origirl'. You are native to the
you are considered an immortal creature

purpose of effects that relate to creature o
Shard Swarm: You have the shard swarm pe

Shard Swarm Shardmind Racial Power

You loosen your mental grip on your physical form, distracting

your foes with a swarm of shards. You then re-form elsewhere.

Encounter + Teleportation

Move Action Close burst 1

Target: Each enemy in burst

Effect: Each target grants combat advantage to you until
the end of your next turn. You then teleport half your
speed.

Shardminds are sentient fragments of the Living
Gate, which once stood at the pinnacle of the intri-
cate lattice of the Astral Sea. Beyond that gate lay the
alien Far Realm, and the gate’s destruction during
the Dawn War resulted in the rise of the mind flaver
empire. Though Toun’s power holds the portal closed,
shardminds seck to rebuild the gate and forever cut
off the Far Realm’s ability to influence the world.

Play a shardmind if you want . ..
4+ to play a strange, intellectual character who has a
strong psionic flavor.







Nature’s guardians—hunters and destroyers, keepers
of ancient knowledge

RACIAL TRAITS
Average Height: 5" 6"-5" 9"
Average Weight: 140-170 |b,

Ability Scores: +2 Wisdom; +2 Constitution or
Dexterity

Size: Medium

Speed: 6 squares

Vision: Low-light

Languages: Common, Elven

Skill Bonuses: +2 Nature, +2 Stealth

Fey Origin: You are native to the Feywild, so you are
considered a fey creature for the purpose of effects
that relate to creature origin.

Hardy Form: Choose Fortitude. Reflex, or Will. You
gain a +1 racial bonus to that defense.

Nature’s Aspect: Whenever you complete an
extended rest, choose one of the following aspects
of nature to manifest.

Aspect of the Ancients: You can use the voyage of
the ancients power while you are in this aspect.

Aspect of the Destroyer: You can use the wrath of
the destroyer power while you are in this aspect.

Aspect of the Hunter: You can use the pursuit of
the hunter power while you are in this aspect.

Voyage of the Ancients Wilden Racial Power

You vanish and leave a bewildered foe in vour wake.

Encounter 4 Teleportation

Free Action Personal

Trigger: You hit an enemy with an area or a close attack

Effect: You teleport 3 squares. Choose a single enemy you
hit with the attack. You and one ally you can see gain
combat advantage against that enemy until the end of
your next turn.

Wrath of the Destroyer Wilden Racial Power

Your destroyer aspect responds to an attack with deadly force.

Encounter

Immediate Reaction  Personal

Trigger: A bloodied enemy attacks you or your ally adjacent
to you

Effect: You either make a melee basic attack against the
triggering enemy or charge it. If your attack hits, the en-
emy is also dazed until the end of your next turn.

Pursuit of the Hunter Wilden Racial Power

Your prey tries to maneuver away; but there is no escape.

Encounter
Immediate Reaction  Personal
Trigger: An enemy within 2 squares of you moves on its turn

Effect: You shift 3 squares. Until the end of your next turn,
Fm \ f‘ you deal 1d6 extra damage to the triggering enemy
W! l' when you hit it, and you ignore the -2 penalty to attack
CHAPTER 1 | CharacteMEness 108 rolls for attacking it when it has cover or concealment.
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CHOOSING A class is the most important
decision you make in creating a character, because it
determines so much of what you can do, From armor
and weapon proficiencies to power selection, your
class is an important determinant of your character’s
capabilities, and it has a tremendous impact on your
experience of the game.

This chapter introduces six classes to the D&D
game, representing three power sources and all four
character roles. The seeker expands the roster of
primal classes first introduced in Player's Handbook 2.
I'he runepriest provides a very different take on the
divine leader from the cleric in the first Player's Hand-
book. The psionic power source is represented here by
one class for each role: ardent, battlemind, monk, and
psion.

Here you'll find descriptions of these six classes,
along with four new paragon paths for each one. Fol-
lowing those classes are rules for hybrid characters,
which combine two classes to hring a unique arsenal
of powers and talents to an adventuring party.

Ardent (page 22): A psionic leader who manipu-
lates the emotions of allies and enemies alike.

Battlemind (page 42): A psionic defender who
exercises the power of the mind to control the body.

Monk (page 62): A psionic striker who combines
focused melee attacks, often made unarmed, with
incredible feats of movement and agility.

Psion (page 80): A psionic controller who uses
mental powers to move objects or opponents, or to
bend foes’ minds to his or her will.

Runepriest (page 98): A divine leader who uses
the mystical runes of the gods to form prayers of
warding or destruction.

Seeker (page 116): A controller who calls on
nature spirits to imbue arrows or other projectiles
with primal power.

Hybrid Characters (page 134): New rules for
combining the features and powers of two classes in a
manner far more flexible than multiclassing.

Epic Destinies (page 156): The Diamond Soul,
Godmind, Invincible Mind, Master of the Eternal
Hunt, Rune Maker, and War Master destinies pro-
vide new epic options.

Character Classes
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“The fate of the world rests on the fire of vour
passions.”

CLASS TRAITS

Role: Leader. You fill your allies with the will tc
and the clarity of purpose needed for victo
you attack, you loose thoughts that intensify emo-
tions and lay bare truths. Depending on your choice
of class features, you lean toward either defender or
striker as a secondary role

Power Source: Psionic. You are a spiritual warrior
whose thoughts swirl about you to infect your er

mies with doubt and fill your allies with cc
Key Abilities: Charisma, Constitution, Wisdom

Armor Proficiencies: Cloth, leather, hide, chainmail
Weapon Proficiencies: Simple

simple ranged
Bonus to Defense: +1 Fortitu

Hit Points at 1st Level: 12 + Constitution sc
Hit Points per Level Gained: 5

Insight (Wis), Intimidate (Cha), Streetwise (Cha)

Class Features: Ardent Mantle,
Augmentation

Those who let their base emotions rule them invite
madness and destruction. Prolonged feelings of fear,

greed, lust, or hatred can weaken the mind’s defenses
against manipulation. Wielding psionic power, you
excite such emotions in your enemies, creating gaps
in their defenses and frustrating their attacks, all
while filling your allies with encouraging thoughts
and guarding them against despair and other nega-
tive emotions.

Ardents rarely learn their art through formal
training. In many ways, they are incidental leaders,
having stumbled onto psionic power at some point
earlier in their lives. How you discovered your psic
talent can shape how you wield this power now.

You might have awakened to your talent in the heat
of battle, experiencing a mental breakthrough that
allowed you to augment your attacks by rending your
enemies’ minds. Or your friends might reflect your
power when your mood bleeds into theirs, altering
their emotional states to match your own. Regardless

of the revelation, you learned to harness this power to
support your fighting prowess and to guide your allies
to victorv.

HAPTER 2 | Character Classes































LeveL 16 UTtiLiTY DISCIPLINES

Bountiful Life

Ardent Utility 16

As your fortunes improve, so too do those of your allies.

Daily + Psionic, Zone

Standard Action Close burst 10

Effect: The burst creates a zone that lasts until the end of
your next turn. Whenever you regain hit points, each ally
within the zone gains temporary hit points equal to half
the hit points you regained.

Sustain Minor: The zone persists.

Fortunate Recovery Ardent Utility 16

You share your luck with your allies.

Encounter 4 Psionic

No Action Close burst 10

Trigger: You succeed on a saving throw

Target: Each ally in burst

Effect: The next saving throw each target makes before
the end of your next turn gains a bonus equal to your
Constitution modifier.

CHAPTER 2 | Character Classes
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Mental Rejuvenation Ardent Utility 16

Your psionic magic allows one ally to ignore many wounds or

several allies to ignore a few.

Daily + Healing, Psionic

Standard Action Close burst 5

Target: You or one ally in burst or you and each ally in burst

Effect: If you target only one creature with this power, the
target regains hit points as if he or she had spent two
healing surges. If you target more than one creature, each
target regains hit points as if he or she had spent a heal-

ing surge.

Re-Form Mind Ardent Utility 16

You connect the target's thoughts 1o awaken new talents.

Daily + Psionic

Standard Action Melee touch

Requirement: You must be taking a short rest.

Target: One creature

Effect: The target gains training in a skill of your choice
until you take an extended rest.

Uncanny Awareness Ardent Utility 16

Sensing vour enemies are about to strike, you urge vour allies
into position.

Daily 4 Psionic

Free Action Close burst 3

Trigger: You roll initiative

Target: You and each ally in burst

Effect: Each target can move half his or her speed as a free
action.
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BATTLEMIND g

“My mind is a far deadlier weapon than some ill-

'Ill-l-Emi..';l el i """ u-lllﬂ“'l%" | [ .. crafted bit of iron.”
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L mn i | cLassTRAITS
S - Role: Defender. You are tough and fast, while your
mastery of psionic magic allows you to outwit your
foes. Depending on your choice of class features
and powers, you lean toward either controller or
striker as a secondary role.

Power Source: Psionic. You are a psionic warrior, a
weapon master who combines physical might and a
cunning intellect.

Key Abilities: Constitution, Wisdom, Charisma

Armor Proficiencies: Cloth, leather, hide, chainmail,
scale; light shield, heavy shield

Weapon Proficiencies: Simple melee, military melee,
simple ranged

Bonus to Defense: +2 Will

Hit Points at 1st Level: 15 + Constitution score
Hit Points per Level Gained: 6
Healing Surges per Day: 9 + Constitution modifier

Trained Skills: From the class skills list below, choose
three trained skills at 1st level,
Class Skills: Arcana (Int), Athletics (Str), Bluff (Cha
Diplomacy (Cha), Endurance (Con), Heal ( \".-u_.,
Insight (Wis), Intimidate (Cha)

Class Features: Psionic Augmentation, Psionic
Detense, Psionic Study

As wanderers, mercenaries, and adventurers, battle-
minds are carefree warriors who seek only to test
their skill against the mightiest and most dangerous
opponents. Battleminds possess a potent combination
of psionic and physical skill, allowing them to use
their magic to manipulate and deceive their foes even
as their fighting skill lets them carve a swath through
enemy ranks. Battleminds tend to be bold and some-
times arrogant, an attitude earned through bringing
ruin to enemies over the course of many conflicts.
You might not share your fellow battleminds’

arrogance, but you do have access to an array of

combat abilities that let vou manipulate. baffle, and
defeat your enemies. Your mind is as deadly as your
weapon, and with the aid of your psionic magic. your
body can turn aside attacks as effectively as a suit of
plate armor can.

Let those who would stand against your might

quiver in terror when you approach, for vou are a bat-
tlemind, and supremacy in combat is vour birthright.

HAPTER 2 | Character Classes





























































“You fight well, but without discipline and focus,
vou will fall.”

CLASS TRAITS
Role: Striker. You typically eschew weapons in favor
of unarmed attacks, and you avoid armor in favor
of maneuverability and agility. Few can match your

L T

speed and poise on the battlefield. Your powers are
more than simple attacks; they are complex forms
that allow you to strike and move with unmatched
grace. You lean toward controller as a secondary
role,

Power Source: Psionic. Your intense focus, constant
training, and exceptional talent combine to allow
you to harness the psionic power within yourself.

Key Abilities: Dexterity, Strength, Wisdom

Armor Proficiencies: Cloth

Weapon Proficiencies: Club, dagger, monk unarmed
strike, quarterstaff, shuriken, sling, spear

Implements: Ki focuses, weapons with which you
have proficiency

Bonus to Defense: +1 Fortitude, +1 Reflex, +1 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 7 + Constitution modifier

Trained Skills: From the class skills list below, choose
four trained skills at 1st level,
Class Skifls: Acrobatics (Dex), Athletics (Str), Diplo
macy (Cha), Endurance (Con), Heal (Wis), Insight
(Wis), Perception (Wis), Religion (Int), Stealth (Dex),
Thievery (Dex)

Class Features: Monastic Tradition, Unarmed Combat-
ant, Unarmored Defense

From high in forbidding mountains to deep in the
allevs of a citv's meanest district, the ascetic warriors
known as monks practice their art. By focusing on
- their minds and bodies, honing both to near perfec-
-fﬁ#’ﬂi \ ol T - tion, they master a psionic fighting art that allows
ik B - them to deliver a punch with the force of a giant's club
and to absorb attacks as easily as a heavily armored
knight. Monks tap into the psionic potential that rests
within themselves, turning that energy further inward
to fortify their bodies and sharpen their minds.
Perhaps you set out on this path to put a dark past
behind you. Or your village was victimized one time
too many by an evil lord or marauding beasts. and
vou now seek justice. No matter what your motiva-
tion, the path of the monk transforms you into a
living weapon.
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Three Winds Kick

You move like a hurricane, dashing amid your enemies as you
deliver a flurry of kicks.

Encounter 4 Full Discipline, Implement, Psionic,
Teleportation
Attack Technique
Standard Action Melee touch
Target: One, two, or three creatures
Attack: Dexterity vs. Reflex
Hit: 1d10 + Dexterity modifier + Wisdom modifier
damage, and you shift 2 squares.
Movement Technique
Move Action Personal
Effect: Choose one enemy within 6 squares of you. You
teleport to a square adjacent to that enemy.

Monk Attack 17

Whirlwind Kick Monk Attack 17

You spin at incredible speeds, creating a vortex of wind that
draws your foes near. As they sprawl around you, you leap into
the air and make your escape.

Encounter 4 Full Discipline, Implement, Psionic
Attack Technique
Standard Action Close burst 3
Primary Target: Each enemy in burst
Primary Attack: Dexterity vs. Fortitude
Hit: You pull the target 2 squares.
Effect: Make a secondary attack.
Secondary Target: Each enemy adjacent to you
Secondary Attack: Dexterity vs. Reflex
Hit: 2d10 + Dexterity modifier + Strength modifier
damage.
Movement Technique
Move Action Personal
Effect: You fly your speed. The first square of this
movement doesn't provoke opportunity attacks.

T

LeveL 19 DAILY DISCIPLINES

Angelic Legion Technique Monk Attack 19

You launch yourself at your enemy, forcing it to duel with an
overwhelming array of kicks and punches. By compelling the
enemy to attack, vou lure it into your trap.

Daily + Implement, Psionic

Standard Action Melee touch

Target: One creature

Attack: Dexterity vs. Reflex

Hit: 5d10 + Dexterity modifier damage, and you mark the
target (save ends).

Miss: Half damage, and you mark the target until the end of
your next turn,

Effect: Until this power's mark ends, you can use a free
action to force the target to attack you with its ranged
attacks and melee attacks as long as you are within those
attacks’ range. Each time the target attacks you, you gain
a +4 power bonus to attack rolls against it until the end
of your next turn.
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“I can bend the desires of mortals and immortals to
my will.”

CLASS TRAITS
Role: Controller. You can mentally influence the
actions of your foes, and you can toss your enemies
around the battlefield with psionic force.
Power Source: Psionic. You direct psionic energy from
within your own mind, focusing that power through
meditation and contemplation. Your magic works

on the minds of others or manifests your wil
physical force in the world.
Key Abilities: Intelligence, Charisma, Wisdom

ds5d

Armor Proficiencies: Cloth

Weapon Proficiencies: Simple melee, simple ranged
Implements: Orbs, staffs

Bonus to Defense: +2 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: /
Healing Surges per Day: 6 + Constitution modifier

Trained Skills: From the class skills list below, choose
four trained skills at 1st level,
Class Skills: Arcana (Int), Bluff (Cha), Diplomacy
(Cha), Dungeoneering (Wis), History (Int). Insight
(Wis), Intimidate (Cha), Perception (Wis)

Class Features: Discipline Focus, Psionic Augmenta
tion, Ritual Casting

Psions are the quintessential manipulators of psionic
power. Psions unleash the potential locked within
every conscious mind, move objects with just a
thought. and assume command of even the least
desire of their foes. Psions make manifest their secret
wishes when others can only dream.

You know the mental pathways that lead to amaz-
ing edifices of altered reality. You could be a brash
human youth flush with your mental ability's first
flowering, a tattooed cenobite enrolled in a secret
psionic academy, a fey enchanter using ancient tech-
niques to beguile your foes, or perhaps a specially
trained inquisitor who has learned one secret too
many.

A llare of mental energy warms you, the thoughts
of friends and foes glitter like stars all about you, and
your thoughts themselves are weapons half sheathed.
If a god can reshape the world and you can enthrall a
god, what does that make you?

CHAPTER 2 | Character Classes
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RUNEPRIEST

“The divine runes of might are stronger than any
steel, more dangerous than any spell.”

CLASS TRAITS

Role: er. The runes you invoke allow you to impart
strength and vitality to your allies while | your
enemies open to attack Dependin
of class features and powers, you might lean to
either defende troller as a

Power Source:
runes, a powerful alphabet that formed tl

the gods’ power. Other runic st

you have mastered the runes of the gods.
Key Abilities: Strength, Constitution, Wisdem

Armor Proficiencies: Cloth, leather, hide, chainmail,
scale; light shield

Weapon Proficiencies: Simple me

Bonus to Defense: +2 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 7 + Constitution me

Trained Skills: Religion. From the class skills list below.
choose three more trained sk t 1st level.
Class Skills: Arcana (Int), Athletics (Str), Endurance
(Con), Heal (Wis), History (Int), Insight (Wis), Reli

gion (Int), Thie

Class Features: Rune Master, rune
Artistry

Isolated in sacred forges and holy libraries, runepriests
seek to unlock the secrets of the runes of divine power.

Legend holds that the gods ¢ rafted a set of powerful
runes, each imbued with a core of divine power, to
help create the world and give it order. During the
long war against the primordials, many of these runes
were lost. Even the gods only dimly recall the runes of
power. Somewhere in the forgotten depths of a dun-
geon or the isolated corner of the planes, those ancient
runes wait to be discovered. A runepriest can learn
much in the peaceful halls of a temple, but sooner or
later he or she must put on armor and go forth to find
or create a new rune, and in so doing earn a name
among the masters of rune magic.

You learned the art of rune smithing from your
master. Perhaps you sweated over a forge deep within
a dwarven stronghold. crafting weapons and armor
for the faithful as part of your apprenticeship. Or you
might have helped inscribe runes in the living wood
of the forest, crafting signs to warn of approaching
enemies. Along the way, you learned how to take

HAPTER 2 | Character Classes
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Character Classes

“I am the lightning strike, the earth’s upheaval, the
unruly sea. I am the bringer of your destruction.”

CLASS TRAITS

Role: Controller. You are a primal hunter who forges
bonds with mysterious spirits to gain their aid in
bringing down your prey. Depending on your choice
of class features, you lean toward either defender or
striker as a secondary role

Power Source: Primal. Through ancient ceremonies
and whispered evocations, you call on primal spirits
to lend their might to your cause.

Key Abilities: Wisdom, Strength, Dexterity

Armor Proficiencies: Cloth, leather

Weapon Proficiencies: Simple melee, simple ranged,
military ranged

Bonus to Defense: -1 Reflex, +1 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 7 + Constitution modifier

Trained Skills: Nature. From the class skills list below,
choose three more trained skills at st level.
Class Skills: Acrobatics (Dex), Athletics (Str), Endur
ance (Con), Heal (Wis), Insight (Wis), Intimidate
(Cha), Nature (Wis), Perception (Wis), Stealth (Dex)

Class Features: Inevitable shot, Seeker’s Bond

Seckers are ]wimal champions who scour the wilder-
ness in search of those who would defile it. Versed in
hunting techniques handed down through the gen-
erations, seekers combine thrown weapon and bow
techniques with primal evocations. I'he combination
allows seekers great range in which to deliver deadly
attacks that confound and hamper their enemies.

W hen a seeker looses a missile, the primal spirits
bound to it through ancient evocations are freed.
sometimes as terrifying beasts and sometimes as
nature’s raw destructive pntvmi;il.

As a seeker, you are both a hunter and a mystic.
You attune yourself to the wilderness you call your
home, but you are equally tied to the spirits that
dwell in the world around you. With your people’s
traditions and whispered advice from the spirits,
you navigate the wilds with ease, at home in that
environment as any beast. If an enemy appears, you
have nothing to fear, both because you have mastered
your weapons and because the spirits to whom you
have bound yourself add their savage might to your
attacks. Whether vou use lightning strikes, grasping
vines, or spectral beasts, your enemies cannot stand
against vour assault.
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Character Classes

A young apprentice wizard is forced into the military when
her hometown is sacked by orcs. After leading a squadron
in the baron’s army for three months to drive back the
invading horde, she retires from military service to enter an
adventuring career as a warlord/wizard.

A lone barbarian from the far north travels to the gleaming
cities of the south, where a local thieves' guild recruits him
as hired muscle. Along the way, he picks up several tricks

of cunning and wit, all the better to defeat those who think
him nothing more than a savage. When he later becomes
an adventurer, this barbarian/rogue relies on both his tal
ents as a burglar and his ability to unleash the raging beast
that still lurks within his heart.

The hybrid character rules allow you to combine
elements of two character classes into a whole. Effec-
tively, you create a brand-new class from portions

of two classes. Like the multiclass feats introduced
in the Player’s Handbook, these rules let you reflect a
more varied array of character abilities than tradi-
tional classes do. Whether you're doing this to reflect
your character’s elaborate backstory, to combine dif-
ferent mechanical elements to create a potent new
combination., or to fill out a group that needs just a
little something extra, the end result is the same:
Your hybrid character gives up depth of ability in
exchange for greater flexibility.

HyBRIDS AND ROLES

W hen you combine two classes of the same role (such
as fighter and paladin), you can expect your character
to be about as effective in filling that role as a single-
class character of the same role.

Combining two classes of different roles, how-
ever, creates a character who can operate reasonably
well in two different roles in certain situations. This
flexibility lets you adjust your tac tics—and your
contribution—from round to round, based on the par
ticular challenges you face.

A potential downside is that you probably can't
fill either role through an entire encounter. A cleric
rogue, for example, might be able to heal half as often
as a normal cleric and deal striker-level damage with
only some attacks.

GRroOuUP BUILDING

When adding a hybrid character to an adventuring
group, it’s best if at least one (if not both) of the roles
normally filled by your two classes are also filled by
another character in the group. For example. your
cleric/rogue won't feel quite as lacking in healing
or damage output if you also have a warlord and a
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. ® CHARACTER OPTIONS
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THe D&D game is all about options, and

the material in this chapter is designed to expand

those options beyond your choice of class and race.

Whether you're playing a character using the new

classes and races in this book or using material from

the previous Player’s Handbook volumes, you'll find
powers, feats, and equipment here to appeal to you.
This chapter includes the following sections.

+ Skill Powers: This new category of utility powers
gives new meaning to your skill training. Having
training in a skill gives you the ability to choose a
skill power associated with that skill instead of a
utility power from your class, giving you a variety
of new ways to put your skills to use.

+ Feats: Dozens of new feats offer not only support
for the new classes and races in this book, but also
a wide array of options for any characters. Multi-
class and hybrid characters in particular will find
useful feats to help them make better use of both
of their classes’ capabilities.

+ Superior Implements: Orbs, totems, staffs, and
other implements made with special materials and
techniques can offer implement-wielding charac-
ters a variety of benefits comparable to the special
qualities of weapons,

+ Magic Items: The new magic items in this chap-
ter are designed specifically for characters making
use of the new options in this book. Here you'll
find magic armor, weapons, implements (includ-
ing ki focus implements for monks), and rings
that provide ways to enhance psionic powers. con-
tain augmentable powers, and otherwise appeal
to characters who use the new classes found in
Chapter 2.
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DEMAND'S REACH

Prerequisite: 11th level, battlemind, battlemind’s
demand power

Benefit: The burst of your battlemind’s demand
increases to 5.

DESPERATE RENEWAL

Prerequisite: 11th level, psion

Benefit: If you use your second wind while you
are bloodied, you can spend the healing surge to
regain 2 power points, instead of regaining hit points.

DoMINATING MIND

Prerequisite: 11th level, psion

Benefit: Whenever you daze, dominate, or stun a
creature with a psionic effect that a save can end, the
creature takes a -2 penalty to its first saving throw
against that effect.

EFFORTLESS MOTION

Prerequisite: 11th level, monk

Benefit: Whenever you use a movement tech-
nique from a monk at-will power, you gain a +1 bonus
to AC until the end of your next turn.

ELATION OF FORTUNE

Prerequisite: 11th level, ardent, Mantle of Elation
class feature

Benefit: Whenever an ally within the radius of
your Mantle of Elation makes a save, he or she gains
a +1 bonus to attack rolls until the end of his or her
next turn.

EXPANDED FRAGMENTS
Prerequisite: 11th level, shardmind, Telepathy
racial trait

Benefit: While you are not bloodied, the range of £ ]
vour telepathy increases to 15. ' d uﬂ
i

ExPANSIVE BURST !

Prerequisite: 11th level
Benefit: Your close burst and area burst attacks
ignore cover, but not superior cover.

Eves IN THE BACK OoF YOurR HEAD
Prerequisite: 11th level
Benefit: Being flanked doesn’t cause you to grant
combat advantage.
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RunE OF BATTLE [RUNE]

Prerequisite: 21st level, runepriest

Benefit: Whenever you score a critical hit with a
runepriest power, one ally adjacent to the target can
make a melee basic attack against that target as a free
action. The ally gains a bonus to the attack roll and
the damage roll equal to the number of rune feats you
have.

RUNE OF HEALTH [RUNE]

Prerequisite: 2 Ist level, runepriest, rune of mend-
ing power

Benefit: Each ally, other than the target, in the
burst of your rune of mending regains hit points equal
to 3 + the number of rune feats you have.

RuTtHLESS PRICE

Prerequisite: 21st level, seeker. encaging spirits
power

Benefit: When you use your encaging spirits, you
can immobilize any of the targets, instead of slowing
them.

SECRET OF ENDURING VIGOR
Prerequisite: 21st level, wilden
Benefit: Once per day when you drop to 0 hit
points or fewer, you can spend a healing surge as an
immediate interrupt.
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SPIRITBOND OUTRAGE

Prerequisite: 21st level, seeker, spirits’ rebuke
power

Benefit: Targets damaged by your spirits’ rebuke
also fall prone.

STONE F1ST MASTER

Prerequisite: 21st level, monk, stone fist flurry of
blows power

Benefit: Each target of your stone fist flurry of blows
grants combat advantage for the next attack against it
before the end of your next turn.

SUPERIOR INITIATIVE

Prerequisite: 21st level

Benefit: You gain a +8 feat bonus to initiative
checks.

TELEPATHIC SUSTENANCE

Prerequisite: 21st level, shardmind, Telepathy
racial trait

Benefit: Allies within your telepathy range don't
need to breathe.

UNARMED MASTERY

Prerequisite: 21st level, monk, Unarmed Com-
batant class feature

Benefit: Whenever you make a melee attack with
your monk unarmed strike, you can score a critical
hit on a roll of 19-20.
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