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						Hello!
					
				

				
					
						Mike and I have been playing D&D almost since day one. For as long as we can remember, the ultimate
					
				

				
					
						fantasy villain for both of us has been the necromancer. Who could be more heinous than a wizard who turns
					
				

				
					
						his back on the solidarity of the living to side with the forces of disease, madness, and undeath?
					
				

				
					
						Despite our fondness for villainous necromancers in our campaigns, necromancers as mere specialist
					
				

				
					
						wizards never really seemed to fit the bill. Shouldn’t a necromancer be able to command the undead in a
					
				

				
					
						manner similar to a cleric? We think so, but a mere specialist wizard cannot do so. Sure, now that we have
					
				

				
					
						v3.5, there is a 
						control undead
						 arcane spell, but that seems such a small step in the right direction. And
					
				

				
					
						shouldn’t being a necromancer offer a wizard something more than just one bonus necromancy spell per spell
					
				

				
					
						level? Again, we think so.
					
				

				
					
						A few months ago, I worked on parts of 
						School of Evocation
						 by Fantasy Flight Games, wherein I was
					
				

				
					
						introduced to the concept of a devoted wizard. This is a wizard with a single-minded focus on a single school
					
				

				
					
						of magic. What a wonderful idea! Wouldn’t it be nice if someone did the same thing for the necromancer?
					
				

				
					
						Well, now someone has. Immediately after this obligatory introduction there follows the devoted necromancer,
					
				

				
					
						a wizard that “masters necromantic powers that few mortal creatures can rival.” You’ll also find five prestige
					
				

				
					
						classes, a couple of legendary classes, several new feats, more than 50 spells, and an assortment of other
					
				

				
					
						necromantic goodies.
					
				

				
					
						Enjoy!
					
				

				
					
						Mark L. Chance, Mike Ruggles
					
				

				
					
						What you have here is a sourcebook filled with “crunch,” as they say, designed to widen the scope of the game.
					
				

				
					
						Now you can play that necromancer you’ve always wanted. No more running around as a mage with necromantic
					
				

				
					
						tendencies; no more specializing in necrology only to have the simplist of clerics prove more effective against
					
				

				
					
						its agents. Today, you have in your hand the tools to play a tried-and-true master of the Dark Arts. Prepare to
					
				

				
					
						knock ‘em (un)dead, literally.
					
				

				
					
						Marcello Kozeluh
					
				

				
					
						2
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						THE D
					
				

			

			
				
					
						EVOTED
					
				

			

			
				
					
						NECROMANCER
					
				

			

			
				
					
						In those days, there existed some so dedicated to forces anathema to life that they held sway over the living and the
					
				

				
					
						dead, becoming like gods among the ignorant.
					
				

			

			
				
					
						L
					
				

			

			
				
					
						❁ 
					
				

			

			
				
					
						Anaxamander of Helcion
					
				

			

			
				
					
						❁
					
				

			

			
				
					
						negative energy without experiencing profound moral
					
				

				
					
						corruption. A handful of devoted necromancers are neutral
					
				

				
					
						with regard to good and evil, and these practitioners most
					
				

				
					
						often live solitary and profoundly misunderstood lives. Good-
					
				

				
					
						aligned devoted necromancers seem to be an impossibility, if
					
				

				
					
						not an oxymoron.
					
				

				
					
						RELIGION:
					
					
						 A religious aspect is almost intrinsic to the
					
				

				
					
						study of the necromantic arts. Negative energy itself often
					
				

				
					
						exhibits sentient qualities, and what religion is not concerned
					
				

				
					
						with questions about death and suffering? Explicitly religious
					
				

				
					
						devoted necromancers obviously tend to favor deities of magic
					
				

				
					
						and death. More than wizards, it seems devoted necromancers
					
				

				
					
						have good cause for currying favor with the gods.
					
				

				
					
						BACKGROUND:
					
					
						 Most devoted necromancers cut their
					
				

				
					
						teeth on the streets and in the darker alleys of large cities. From
					
				

				
					
						an early age, most exhibit an unhealthy, even perverse,
					
				

				
					
						fascination or fear of death. They haunt graveyards,  frequent
					
				

				
					
						scenes of violence, and  hover at the periphery of funeral
					
				

				
					
						processions. Later, graveyard visitations turn into grave robbing,
					
				

				
					
						and merely watching violence is not sufficient. The funerals that
					
				

				
					
						the future devoted necromancer watches become funerals for
					
				

				
					
						his victims. Training for a devoted necromancer is not easy to
					
				

				
					
						come by. It takes a certain, unpleasant kind of mentor to initiate
					
				

				
					
						young pupils into the dark arts of necromancy. As a result, most
					
				

				
					
						devoted necromancers complete their apprenticeship in near total
					
				

				
					
						isolation in the house of a bedlamite.
					
				

				
					
						RACES:
					
					
						 Most devoted necromancers are human, half-
					
				

				
					
						human, or a member of some evil humanoid race. Dark elves
					
				

				
					
						and members of certain hobgoblin tribes live lives well-disposed
					
				

				
					
						for advancing as devoted necromancers. It is also widely
					
				

				
					
						rumored (albeit in hushed tones) of a coven of ghouls that
					
				

				
					
						practice the dark arts.
					
				

				
					
						OTHER CLASSES:
					
					
						 Few devoted necromancers work
					
				

				
					
						alone when they adventure. Their arcane magic works best
					
				

				
					
						when cast from behind a protective line of strong fighters.
					
				

				
					
						Rogues best handle deadly traps guarding the secrets of
					
				

				
					
						unplundered tombs. While  more experienced devoted
					
				

				
					
						necromancers have limited healing magic at their disposal,
					
				

				
					
						they can never compare to the divine healing wielded by
					
				

				
					
						clerics and druids.
					
				

			

			
				
					
						aymen and students of wizardry alike
					
				

				
					
						mistakenly view negative energy solely in
					
				

				
					
						terms of negation. Death negates life.
					
				

				
					
						Sickness negates health. Cold negates heat.
					
				

				
					
						Darkness negates light. Consequently, a
					
				

				
					
						false impression arises that negative and
					
				

				
					
						positive energy are opposite sides of the
					
				

				
					
						same coin; that without one, the other
					
				

				
					
						cannot exist. This simplistic dualism misses a
					
				

				
					
						key—indeed defining—feature of negative energy: malignancy. Negative
					
				

				
					
						energy does not just oppose life; it also seeks to supplant it. In other
					
				

				
					
						words, negative energy does not lead to death but to undeath. Few
					
				

				
					
						understand the malignancy of negative energy better than devoted
					
				

				
					
						necromancers. These arcane casters wield negative energy for a
					
				

				
					
						surprisingly broad number of effects, for almost anything that “positive
					
				

				
					
						energies” can do may also be emulated, albeit twisted in nature, by negative
					
				

				
					
						energy.
					
				

				
					
						The devoted necromancer is a wizard who devotes mind and soul to
					
				

				
					
						the study of, and mastery over, the primal forces of death and undeath.
					
				

				
					
						Unlike a specialist wizard, a devoted necromancer is incapable of casting
					
				

				
					
						spells from any schools of magic except Necromancy and Universal. In
					
				

				
					
						exchange for such an intense focus on necromantic magic, a devoted
					
				

				
					
						necromancer masters necromantic powers that few mortal creatures can
					
				

				
					
						rival.
					
				

				
					
						ADVENTURES:
					
					
						 Devoted necromancers undertake adventures
					
				

				
					
						cautiously and after suitable preparation. The goal of such adventures
					
				

				
					
						invariably is the acquisition of knowledge and power. The personality of
					
				

				
					
						the devoted necromancer shapes the aims toward which the principles of
					
				

				
					
						necrology are applied. Some devoted necromancers are content to seek
					
				

				
					
						knowledge for its own sake or strive only to increase their personal power
					
				

				
					
						for better understanding the arcane arts. Others, however, are far from
					
				

				
					
						benign. Knowledge and power are tools used to increase the devoted
					
				

				
					
						necromancer’s lot in life at the expense of others. A few of these wicked
					
				

				
					
						individuals dream of conquest won by hordes of undead minions.
					
				

				
					
						CHARACTERISTICS:
					
					
						 Devoted necromancers are masters of
					
				

				
					
						magic that exploit the life-sustaining energies of existence. Not only do
					
				

				
					
						they command frightening arcane powers, they can also rebuke the undead.
					
				

				
					
						In fact, as a devoted necromancer grows in power, the attacks of undead
					
				

				
					
						creatures become progressively less effective against her even as her power
					
				

				
					
						over the undead and negative energy increases. In her capable hands,
					
				

				
					
						necromantic magic destroys mind, body, or soul. Disease, fear, madness,
					
				

				
					
						and death magic are the devoted necromancer’s weapons. They also tend
					
				

				
					
						be well-versed in numerous fields of study, and more than a few are gifted
					
				

				
					
						at manipulating others.
					
				

				
					
						ALIGNMENT:
					
					
						 Most devoted
					
				

				
					
						necromancers are evil. Few people
					
				

				
					
						can delve too deeply into the
					
				

				
					
						soul-twisting abyss of
					
				

			

			
				
					
						GAME RULE INFORMATION
					
				

				
					
						Devoted necromancers (DvN) have the following
					
				

				
					
						game statistics.
					
				

			

			
				
					
						3
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						ABILITIES:
					
					
						 Intelligence and Charisma are a devoted
					
				

				
					
						necromancer’s two most important ability scores. Intelligence directly
					
				

				
					
						affects the power and number of a devoted necromancer’s spells as
					
				

				
					
						well as most of her class skills. Her Charisma directly affects the
					
				

				
					
						strength of her necromantic command class feature. Of course,
					
				

				
					
						a high Constitution and Dexterity are useful for those precious
					
				

				
					
						additional hit points and the ability to avoid her enemies’
					
				

				
					
						weapons.
					
				

				
					
						ALIGNMENT:
					
					
						 Any non-good.
					
				

				
					
						HIT D IE:
					
					
						 d4.
					
				

				
					
						STARTING GOLD:
					
					
						 4d4 x 10 gp.
					
				

			

			
				
					
						SKULL FAMILIARS
					
				

				
					
						A skull familiar is a normal skull from a living creature that gains
					
				

				
					
						powers and becomes an undead creature when summoned to service
					
				

				
					
						by a devoted necromancer. A skull familiar also grants special abilities
					
				

				
					
						to its master, as given on the table below. These special abilities apply
					
				

				
					
						only when the master and skull familiar are within 1 mile of each other.
					
				

				
					
						Levels of different classes that are entitled to familiars stack for the
					
				

				
					
						purpose of determining any familiar abilities that depend on the
					
				

				
					
						master’s level.
					
				

			

			
				
					
						SKULL FAMILIAR:
					
					
						 CR —; Small Undead; HD see below; hp 1/2
					
				

				
					
						master’s total; Init +1 (Dex); Spd fly 30 ft. (perfect) (6 squares); AC 14
					
				

				
					
						(+1 size, +1 Dex, +2 natural*), touch 12, flat-footed 13; Base Atk see
					
				

				
					
						below; Grp -3 (not including BAB); Atk/Full Atk (BAB +1) melee (1d4-
					
				

				
					
						1, bite); SQ familiar powers, darkvision 60 ft., undead traits; AL same
					
				

				
					
						as master; SV see below; Str 7, Dex 13, Con —; Int —, Wis 10, Cha 10.
					
				

			

			
				
					
						CLASS SKILLS
					
				

				
					
						The devoted necromancer’s class skills (and the key ability
					
				

				
					
						for each) are Bluff (Cha), Concentration (Con), Craft (Int),
					
				

				
					
						Decipher Script (Int), Diplomacy (Cha), Intimidate (Cha),
					
				

				
					
						Knowledge (all skills taken individually) (Int), Profession (Wis),
					
				

				
					
						and Spellcraft (Int).
					
				

				
					
						SKILL POINTS AT 1ST LEVEL:
					
					
						 (2 + Int modifier) x 4.
					
				

				
					
						SKILL POINTS AT EACH ADDITIONAL LEVEL:
					
					
						 2
					
				

				
					
						+ Int modifier.
					
				

			

			
				
					
						HIT D ICE:
					
					
						 For the purpose of effects related to number of Hit
					
				

				
					
						Dice, use the master’s character level.
					
				

				
					
						HIT POINTS: 
					
					
						The skull familiar has one-half the master’s total
					
				

				
					
						hit points (not including temporary hit points), rounded down,
					
				

				
					
						regardless of its actual Hit Dice.
					
				

				
					
						ATTACKS:
					
					
						 Use the master’s base attack bonus, as calculated from
					
				

				
					
						all his classes. Use the skull familiar’s Dexterity modifier, whichever
					
				

				
					
						is greater, to get the familiar’s melee attack bonus with its bite attack.
					
				

				
					
						SAVING THROWS:
					
					
						 For each saving throw, use the master’s
					
				

				
					
						base saves (as calculated from all his classes). The skull familiar uses
					
				

				
					
						its own ability modifiers to saves, and it doesn’t share any of the other
					
				

				
					
						bonuses that the master might have on saves.
					
				

				
					
						SKILLS:
					
					
						 Skull familiars have no Intelligence. They cannot make
					
				

				
					
						use of skills.
					
				

				
					
						FAMILIAR ABILITY D ESCRIPTIONS:
					
					
						 All skull familiars
					
				

				
					
						have special abilities (or impart abilities to their masters) depending
					
				

				
					
						on the master’s combined level in classes that grant familiars, as shown
					
				

				
					
						on the table below. The abilities given on the table are cumulative.
					
				

			

			
				
					
						CLASS FEATURES
					
				

				
					
						All of the following are class features of the devoted necromancer.
					
				

				
					
						ARMOR AND WEAPON PROFICIENCY:
					
					
						 A devoted
					
				

				
					
						necromancer is proficient with the club, dagger, heavy crossbow,
					
				

				
					
						light crossbow, and quarterstaff, but not with any type of armor
					
				

				
					
						or shield. Armor of any type interferes with a devoted
					
				

				
					
						necromancer’s movements, which can cause her spells with
					
				

				
					
						somatic components to fail.
					
				

				
					
						SPELLS:
					
					
						 A devoted necromancer casts arcane spells in the same
					
				

				
					
						manner as a wizard. Her bonus spells are based on Intelligence.
					
				

				
					
						She must have an Intelligence of at least 10 + spell level in order
					
				

				
					
						to learn, prepare, or cast a spell. The Difficulty Class for saving
					
				

				
					
						throws against a devoted necromancer’s spells is 10 + spell level
					
				

				
					
						+ the devoted necromancer’s Intelligence modifier.
					
				

				
					
						BONUS LANGUAGES:
					
					
						 A devoted necromancer adds
					
				

				
					
						Draconic to the bonus languages available to her because of her
					
				

				
					
						race.
					
				

				
					
						SPELLBOOKS:
					
					
						 A devoted necromancer must study and prepare
					
				

				
					
						her spells each day from her spellbook in the same manner as a
					
				

				
					
						wizard. Like a wizard, she can prepare read magic from
					
				

				
					
						memory without the aid of her spellbook. A devoted
					
				

				
					
						necromancer begins play with a spellbook containing all 0-
					
				

				
					
						level Universal and Necromancy wizard spells plus three 1st-
					
				

				
					
						level spells of her choice. For each point of Intelligence bonus
					
				

				
					
						the devoted necromancer has, the spellbook holds one
					
				

				
					
						additional 1st-level spell of her choice. At each new devoted
					
				

				
					
						necromancer level, she gains two new spells of any spell level
					
				

				
					
						or levels that she can cast (based on her new devoted
					
				

				
					
						necromancer level) for her spellbook. At any time, a devoted
					
				

				
					
						necromancer can also add spells found in other arcane
					
				

				
					
						spellbooks to her own.
					
				

				
					
						NECROMANTIC D EVOTION:
					
					
						 A
					
				

				
					
						devoted necromancer can only learn, prepare, and
					
				

				
					
						cast spells from the schools of Universal and
					
				

			

			
				
					
						Here is an explanation of the entries listed on the table for familiars on
					
				

				
					
						the opposite page.
					
				

				
					
						NATURAL ARMOR ADJ.:
					
					
						 The number noted here is an
					
				

				
					
						improvement to the skull familiar’s existing natural armor bonus.
					
				

				
					
						TURN RESISTANCE:
					
					
						 The skull familiar’s amount of turn
					
				

				
					
						resistance.
					
				

				
					
						ALERTNESS (EX):
					
					
						 While a skull familiar is within arm’s reach,
					
				

				
					
						the master gains the Alertness feat.
					
				

				
					
						IMPROVED EVASION (EX):
					
					
						 When subjected to an attack
					
				

				
					
						that normally allows a Reflex saving throw for half damage, a skull
					
				

				
					
						familiar takes no damage if it makes a successful saving throw and
					
				

				
					
						half damage even if the saving throw fails.
					
				

				
					
						SHARE SPELLS:
					
					
						 At the master’s option, she may have any spell
					
				

				
					
						(but not any spell-like ability) she casts on herself also affect her skull
					
				

				
					
						familiar. The skull familiar must be within 5 feet at the time of casting
					
				

				
					
						to receive the benefit. If the spell or effect has a duration other than
					
				

				
					
						instantaneous, it stops affecting the skull familiar if it moves farther
					
				

				
					
						than 5 feet away and will not affect the skull familiar again even if it
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						returns to the master before the duration expires. Additionally, the
					
				

				
					
						master may cast a spell with a target of “You” on her skull familiar (as
					
				

				
					
						a touch range spell) instead of “You” on her skull familiar (as a touch
					
				

				
					
						range spell) instead of on herself. A master and her skull familiar can
					
				

				
					
						share spells even if the spells normally do not affect creatures of the
					
				

				
					
						familiar’s type (undead).
					
				

				
					
						SKILL FOCUS (EX):
					
					
						 While a skull familiar is within arm’s reach,
					
				

				
					
						the master gains the Skill Focus feat for any one skill chosen when the
					
				

				
					
						skull familiar is summoned.
					
				

				
					
						D ELIVER TOUCH SPELLS (SU):
					
					
						 If the master is 3rd level or
					
				

				
					
						higher, a skull familiar can deliver touch spells for her. If the master
					
				

				
					
						and the skull familiar are in contact at the time the master casts a touch
					
				

				
					
						spell, she can designate his skull familiar as the “toucher.” The skull
					
				

				
					
						familiar can then deliver the touch spell just as the master could. As
					
				

				
					
						usual, if the master casts another spell before the touch is delivered,
					
				

				
					
						the touch spell dissipates.
					
				

				
					
						FRIGHTFUL MOAN (SP):
					
					
						 If the master is 5th level or higher,
					
				

				
					
						the skull familiar may, once per day upon command, emit a 
						frightful
					
				

				
					
						moan
						. The master is immune to effects of his skull familiar’s 
						frightful
					
				

				
					
						moan
						.
					
				

				
					
						PROXY (SU):
					
					
						 If the master is 7th level or higher, her skull
					
				

				
					
						familiar can act as her proxy. This means that the master can  see, hear,
					
				

				
					
						taste, touch, and smell her environment through the skull familiar. She
					
				

				
					
						may also speak through her skull familiar so long as the skull familiar
					
				

				
					
						remains within 100 feet of the master. This supernatural ability requires
					
				

				
					
						concentration to maintain.
					
				

				
					
						FAST HEALING (SU):
					
					
						 If the master is 9th level or higher, the
					
				

				
					
						skull familiar gains fast healing 2. Its fast healing ability increases if
					
				

				
					
						the master is 15th level or higher.
					
				

				
					
						SPELL RESISTANCE (EX):
					
					
						 If the master is 11th level or higher,
					
				

				
					
						a skull familiar gains spell resistance equal to the master’s level + 5.
					
				

				
					
						To affect the skull familiar with a spell, another spellcaster must get a
					
				

				
					
						result on a caster level check (1d20 + caster level) that equals or exceeds
					
				

				
					
						the skull familiar’s spell resistance.
					
				

				
					
						SCRY ON FAMILIAR (SP):
					
					
						 If the master is 13th level or higher,
					
				

				
					
						she may scry on her skull familiar (as if casting the 
						scrying 
						spell) once
					
				

				
					
						per day.
					
				

			

			
				
					
						Necromancy. Other schools are magic are entirely closed to her except
					
				

				
					
						through the School Adaptation feat. A devoted necromancer receives
					
				

				
					
						a +4 bonus to Spellcraft checks to learn Necromancy spells.
					
				

				
					
						In addition, a devoted necromancer can examine an object to
					
				

				
					
						determine if it has a necromantic dweomer or read a spell to
					
				

				
					
						decipher its function. To examine an object for a necromantic
					
				

				
					
						dweomer, a devoted necromancer must make a Spellcraft check
					
				

				
					
						(DC 15 + the spell’s level). Success allows her to determine
					
				

				
					
						that the object is magical and carries a necromantic aura. If
					
				

				
					
						an object is magical but has no necromantic magic, then the
					
				

				
					
						Spellcraft check automatically fails.
					
				

				
					
						NECROMANTIC COMMAND (SU):
					
					
						 At 1st
					
				

				
					
						level, a devoted necromancer can expend one or more
					
				

				
					
						prepared spells as a free action in order to command or rebuke
					
				

				
					
						undead as an evil cleric. The rebuke/command attempt is a
					
				

				
					
						standard action that must be made the same round in which the
					
				

				
					
						spells are expended. Her effective cleric level for the command/
					
				

				
					
						rebuke attempt is equal to the total levels of the prepared spells
					
				

				
					
						expended, to a maximum level no greater than her devoted
					
				

				
					
						necromancer caster level. A 0-level spell counts as one-half a
					
				

				
					
						level. Expended spells are lost from preparation as if they had
					
				

				
					
						been cast. The expended spells are good for only one command/
					
				

				
					
						rebuke attempt.
					
				

				
					
						For example, a 2nd-level devoted necromancer expends one
					
				

				
					
						1st-level spell and two 0-level spells (a total of two levels of
					
				

				
					
						spells). She can immediately command/rebuke undead as a 2nd-
					
				

				
					
						level evil cleric.
					
				

				
					
						SKULL FAMILIAR:
					
					
						 At 1st level, a devoted necromancer
					
				

				
					
						can summon a skull familiar. This undead cranium becomes the
					
				

				
					
						devoted necromancer’s familiar, similar in many respects to the
					
				

				
					
						normal familiar of a sorcerer or wizard. Summoning a skull
					
				

				
					
						familiar takes 24 hours and uses up magical materials that cost
					
				

				
					
						100 gp. A skull familiar is an undead creature. As the devoted
					
				

				
					
						necromancer advances in level, her familiar also increases in
					
				

				
					
						power.
					
				

			

			
				
					
						SKULL TYPE
					
				

			

			
				
					
						SPECIAL
					
				

			

			
				
					
						Dwarf
					
				

			

			
				
					
						Master gains a +3 bonus on Search checks underground
					
				

			

			
				
					
						Elf
					
				

			

			
				
					
						Master gains a +2 bonus on Will saves
					
				

			

			
				
					
						Gnome
					
					
						1
					
				

			

			
				
					
						Master gains a +3 bonus on Craft checks
					
				

			

			
				
					
						Half-Elf
					
				

			

			
				
					
						Master gains a +3 bonus on Diplomacy checks
					
				

			

			
				
					
						Half-Orc
					
				

			

			
				
					
						Master gains a +1 bonus on attack and damage rolls
					
				

			

			
				
					
						Halfling
					
				

			

			
				
					
						Master gains a +1 bonus on all saving throws
					
				

			

			
				
					
						Human
					
					
						2
					
				

			

			
				
					
						Master gains a +2 bonus on any two skill checks
					
				

			

			
				
					
						1
					
				

			

			
				
					
						 A gnome skull familiar grants its master the supernatural ability to speak to burrowing mammals.
					
				

			

			
				
					
						2
					
				

			

			
				
					
						 The two skills must be chosen by the master during the summoning and cannot be changed.
					
				

			

			
				
					
						MASTER
					
				

				
					
						CLASS LEVEL 
					
				

			

			
				
					
						NATURAL
					
				

				
					
						ARMOR ADJ. 
					
				

			

			
				
					
						TURN
					
				

				
					
						RESISTANCE
					
				

			

			
				
					
						SPECIAL
					
				

			

			
				
					
						Alertness, improved evasion, share spells, Skill
					
				

				
					
						Focus
					
				

			

			
				
					
						1st–2nd
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						2
					
				

			

			
				
					
						3rd–4th
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						3
					
				

			

			
				
					
						Deliver touch spells
					
				

			

			
				
					
						5th–6th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						4
					
				

			

			
				
					
						Frightful moan
					
				

			

			
				
					
						7th–8th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						4
					
				

			

			
				
					
						Proxy
					
				

			

			
				
					
						9th–10th
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						5
					
				

			

			
				
					
						Fast healing 2
					
				

			

			
				
					
						11th–12th
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						6
					
				

			

			
				
					
						Spell resistance
					
				

			

			
				
					
						13th–14th
					
				

			

			
				
					
						+7
					
				

			

			
				
					
						7
					
				

			

			
				
					
						Scry 
						on familiar
					
				

			

			
				
					
						15th–16th
					
				

			

			
				
					
						+8
					
				

			

			
				
					
						7
					
				

			

			
				
					
						Fast healing 4
					
				

			

			
				
					
						17th–18th
					
				

			

			
				
					
						+9
					
				

			

			
				
					
						8
					
				

			

			
				
					
						—
					
				

			

			
				
					
						19th–20th
					
				

			

			
				
					
						+10
					
				

			

			
				
					
						9
					
				

			

			
				
					
						—
					
				

			

			
				
					
						5
					
				

			

			[image: 904579042.027.png]
			
			[image: 904579042.028.png]
			
			[image: 904579042.029.png]
			
			[image: 904579042.030.png]
			
			[image: 904579042.031.png]
			
			[image: 904579042.032.png]
			
			[image: 904579042.033.png]
			
			[image: 904579042.034.png]
			
			[image: 904579042.035.png]
			
			[image: 904579042.036.png]
			
			[image: 904579042.037.png]
			
			[image: 904579042.038.png]
			
			[image: 904579042.039.png]
			
			[image: 904579042.040.png]
			
			[image: 904579042.041.png]
			
			[image: 904579042.042.png]
			
			[image: 904579042.043.png]
			
			[image: 904579042.044.png]
			
			[image: 904579042.045.png]
			
			[image: 904579042.046.png]
			
			[image: 904579042.047.png]
			
			[image: 904579042.048.png]
			
			[image: 904579042.049.png]
			
			[image: 904579042.050.png]
			
			[image: 904579042.052.png]
			
			[image: 904579042.053.png]
			
			[image: 904579042.054.png]
			
			[image: 904579042.055.png]
			
			[image: 904579042.056.png]
			
			[image: 904579042.057.png]
			
			[image: 904579042.058.png]
			
			[image: 904579042.059.png]
			
			[image: 904579042.060.png]
			
			[image: 904579042.061.png]
			
			[image: 904579042.063.png]
			
			[image: 904579042.064.png]
			
			[image: 904579042.065.png]
			
			[image: 904579042.066.png]
			
			[image: 904579042.067.png]
			
			[image: 904579042.068.png]
			
			[image: 904579042.069.png]
			
			[image: 904579042.070.png]
			
			[image: 904579042.071.png]
			
			[image: 904579042.072.png]
			
			[image: 904579042.074.png]
			
			 

		

	


                                    

                                    
                                        
                                            Plik z chomika:

                                        
                                            
                                        

                                        
                                            
                                                
                                                    R5700

                                        

                                    

                                    
                                        
                                            Inne pliki z tego folderu:

                                        	
                                                        d20 Anubium The Toad God's Treasure.pdf
                                                    (2486
                                                        KB) 
	
                                                        d20 Anubium Dark Arts of Necromancy.pdf
                                                    (1145
                                                        KB) 


                                    

                                    
                                        
                                            Inne foldery tego chomika:

                                        	
                                                        0one Games
                                                    
	
                                                        12 to Midnight
                                                    
	
                                                        93 Games Studio
                                                    
	
                                                        A New Arcadia Publications
                                                    
	
                                                        Adamant Entertainment
                                                    


                                    

                                    
                                    

                                
                            
                        
                    
                
            
            
            
                Zgłoś jeśli naruszono regulamin
            

            
            
            

            

    	
                    Strona główna
                
	
                    Aktualności
                
	
                    Kontakt
                
	
                    Dla Mediów
                
	
                    Dział Pomocy
                
	
                    Opinie
                
	
                    Program partnerski
                



                	
                    Regulamin serwisu
                
	
                    Polityka prywatności
                
	
                    Ochrona praw autorskich
                
	
                    Platforma wydawców
                


    
        Copyright © 2012 
            Chomikuj.pl
        
    




        
    
