Ile-Rein and the City of Vienne

A D20 Campaign Setting Based on the Death of the Necromancer by Martha Wells

A world of magic and technology, gas lit cities and the Age of Sail in all of its magnificent glory.  A world with equal parts elegance and decadence competing in all levels of society. This is a world of adventure and romance, where anything is possible.  From the city of Vienne, one can explore the nation of Ile-Rein, and discover that the fey are coming back, or go to Bisran, the ancient enemy of Vienne. Wars are common, treachery is everywhere, and a true hero has a chance to rise high in the world. This is the Age of Empire, and the whole world has opened up.

This is the world of Ile-Rein, a Renaissance/pre Industrial Age adventure world. Technology and innovations are common, communication capability has increased, and the world is getting smaller. New lands are open to exploration, and even the known lands are not fully explored. What dangerous secrets lie in the deserts to the south? What dangers lie across the great ocean, past the Sentinels? The remains of the past are everywhere, old empires are being unearthed, and many of their secrets intend to guard themselves.

General Information










This section will help player characters determine what it is they wish to do with their characters in the world. Geographical location is very important, for things like language, culture, and available classes. This world has a lot of background detail that needs to be considered, but it is worth it in the end.

Languages

Reinish is the main language spoken in Ile-Rein. The common language of Ile-Rein and the Provinces is useful for most adventurers to know because most adventures are based in Ile-Rein or involving it somehow, hence the name of this setting.

Bisran is another popular language, though speaking it in Ile-Rein could get you lynched. Many of the royalty speak Aderassi from the nation of Adera, which is a close ally of Ile-Rein. Adera was the only kingdom of humans in the darkest ages of the past, and slowly settled the islands of Aurvash, where Ile-Rein and Talamoria are, and Igvash, the continent across the Blood Sea, home of Imperial Bisran.

Religion

The Reinish Church is the predominant religion in Ile-Rein and her provinces. A few scattered and isolated pockets of humanoids worship other gods, but for the most part, even humanoids follow the Church. In Bisran it is known as the Imperial Orthodox Church, and follows slightly different views, one of the reasons for the 3rd and 4th Bisran Wars.

In other nations, splinter churches have arisen, claiming to know a different truth. Currently there have been a number of small conflicts, civil wars, and disagreements over these new faiths, but they apparently have gained a strong enough following to stay around. 

History

The history of Ile-Rein is a mixture of the history of a number of European Empires.  Ile-Rein began as a colony of Adera, when that nation was an empire over a thousand years ago, but as that Empire fell, Ile-Rein and the Provinces became more independent, finally succeeding in establishing a separate kingdom. For years as the Dark Ages of the world continued, Ile-Rein was a minor nation isolated by rivers and forests on their continent. To the south another minor nation was also beginning to rise, over what would become known as the Blood Sea.

Across the Blood Sea, the nation of Imperial Bisran had firmly taken control of the former Adera nations on the continent of Igvash. Adera remained isolated in the mountain valleys of its homes, far from either Ile-Rein or Bisran to have much effect on either, too far to make a difference, much as how Italy fell from prominence. As Ile-Rein expanded and dealt more with the tiny independent nations, slowly incorporating Lethe, and allying with the Low Countries. These nations would eventually become the Provinces, giving Ile-Rein many important Blood Sea ports. Bisran felt threatened by this expansion, and slowly built up its control over Igvash, penetrating further south then any Adera explorers had. With new resources the first of the Bisran wars took place, with a tie.

As both nations continued to trade and expand, naval combat became more important. The second Bisran war began when Ile-Rein privateers with Letters of Marquee raided Bisran shipping, inflicting large losses. At about this time the world’s Renaissance kicked off, and slowly both nations began their enlightenment. By the end of the second war, cannon and rifles were common weapons.

Mills and industry began to develop, and trade in sheep’s wool became a very lucrative business. In Ile-Rein enclosure became the name of the day, including the mass movement of peasants to cities. Vienne, once Riverside, grew quickly, expanding past the old City Walls and also upwards, becoming a major metropolitan area. In Bisran, similar developments led to conservative backlashes from the Church.  As the times changed, Ile-Rein opened up the University of Lodun, a major center of learning in the world, on par with the University of Adera, one of the first such institutions. Magic was considered an accepted part of society, and sparked the third Bisran War.

Claiming that the Ile-Reinians were heretics and worse, the Orthodox Church of Imperial Bisran whipped up popular opinion for a Crusade, to rescue the souls of Ile-Rein. The war ended badly for the Bisran’s, and clearly established Ile-Rein as a major world naval power. Gunpowder weapons were refined and breach loading cannons, as well as rifled barrels for muskets were developed. Gas lighting became the thing to have in the richer homes of the major cities, and even major streets were lighted with gas.

Trains and forms of mass transit were becoming accepted necessities. Bus routes, with horse drawn busses, were established. This is a mere 20 years before the time the game takes place.  Currently, tensions are heating up again, and Bisran has made a number of diplomatic coups, securing a military alliance with nations far to the north. What may come of this no one knows, but Ile-Rein gears up for war.

Science

As seen from the above narrative, Science is well developed in this world. Chemists have a periodic table, though it is largely unfinished. Physicists use the scientific method and have made great strides towards understanding the world. The discovery of the X-Ray, radiation, and the structure of the atom will wait for another hundred years or so, but even without those, the scientists of the world are making good measure.

Steam power is used in factories and trains. Gas is used to power factories, and also to light the streets and homes of Ile-Rein. Kerosene is refined, and used in lamps, as well as for cooking.  Engineering is on the rise, and complex civil projects are underway in many nations, from the building of complex train systems, to restructuring of cities for better movement of people and goods.

Weapons technology has also progressed with gunpowder weapons. Deadly and common, these weapons are easy to use, and many people have them. They make a regular hack and slash game unlikely.

Medical science has led to the development of complex surgery, better medications, and a more general and better understanding of the human body.

Magic has developed as well, being seen as a science and with the establishment of the University of Lodun. A crackdown in Bisran against mages outside of the Imperial Orthodox Church led to the establishment of Hadrumal near the continent of Kalin Ak’Phan, with natives of that land, also banished for being “Dervishes,” or magic users, had been hiding for years.

Society

Equal parts decadence and elegance make up the world in this age. The rich have powerful displays of wealth, and yet, nearby, people can live in levels of squalor rivaling the Dark Ages. Money is power in the society of Ile-Rein and Vienne, and displays of power are all that matter. To quote Oscar Wilde: “In all unimportant matters, style, not content, is what matters. In all important matters, style, not content, is what matters.” This sums up the way of life of the world.  Being seen at the Opera, theater, and being involved with gentlemen/ladies clubs is very important for the wealthy. Being a supporter of the arts, philosophy, or science can be a distinguishing mark for an aristocrat with ambitions.

However, there are certain expectations that have come into being as well. As with the development of the enlightenment period on Earth, philosophy was working hard as well, including political philosophy. The concept of the Social Contract and the Rule of Law are firmly established. Due to this the first organized police forces are coming into being. In Vienne the Vienne Prefecture is the established law enforcement agency, with inspectors, constables, and even prison wardens. The concept that no one is above the law is beginning to take hold, and this is a very important development, especially for player characters. Wandering around with guns and shooting any evil guy that crosses your path without “due process” of law could put the PCs into jail very quickly!

Magic

In Ile-Rein magicians are tolerated, but not trusted by the general populace. Magic users trained at the University of Lodun are a bit more trusted by the Government then those who are not. They hold positions in court, in the Prefecture, and tend to be seen as useful, if somewhat odd. The one exception to this is Necromancy. This school of magic has been outlawed since the Necromancer Macob began his experiments two hundred years ago. Before that time, it was frowned upon, but since then necromantic spells are outlawed, and those casting them can be executed.

Other then that, the magicians in Ile-Rein have a number of schools they can go to for training, the best being at the city of Lodun. Specialists are very common, and sorcerers exist as well, though they tend to be on the fringe of any organized group of magicians, even if they want to be in an organization. Magicians of any status, that get presentation medals for their achievements can become something of a required presence in the social circles of Vienne or Lodun, having a rank equivalent to that of a Knight.  Priests from the Church of God are also fairly common spell casters.

Other groups: bards, rangers, and paladins, cast spells but are usually ignored as long as they don’t try to learn combat oriented spells. The one exception to that is Paladins, who, by being in the Church, have far more acceptance.

Combat

Gunpowder does exist, and is very powerful. It has pretty much replaced bows and crossbows as the weapon of choice for the Ile-Rein military. Many people still use bows and crossbows for hunting, as they are cheaper then the gunpowder weapons, and tend to be more accurate, making them far more useful and maintainable. Because of the prevalence of gunpowder weapon, armor has become fairly rare. It’s not much use against a lead ball moving at 800fps. The development of bullets has made armor even more obsolete as guns have become more effective with longer and more accurate shots.

As a result of these developments, fighting styles have changed as well. Unarmed combat is common, and many are being trained in tactics of fighting that use hand and fist, especially members of the law enforcement agencies and their counterparts in the underworld. These weapons are undetectable and can be useful in taking down a drunk, or winning a fight with robbers. Lighter weapons are also more common. Without armor, heavier, clumsier weapons have become obsolete and fairly useless. Wielding one can become a liability as the lighter more maneuverable sabers, rapiers, and scimitars dance in to finish you off.  

Races

All the standard PC races exist in Ile-Rein, but they all are somewhat different then the usual race. For one thing, the concept of language has changed radically. Each group of dwarves, elves, whatever has their own unique language, just as humans have very different languages.  The notes below are to help you build an Ile-Rein version of the race, rather then a more common world version.

Dwarves are found throughout the hilly regions of northern Ile-Rein. This area has led the Clans of the Nain to build amazing underground cities; many powered by heat tapped from deep in the earth. As Ile-Rein developed gas and steam power, Dwarven engineers were at the forefront. The name of their language is Nainian, though many also speak Reinish.

The elves of Ile-Rein are an ancient race known as the Tylwyth Teg. At one time they inhabited all of the land ruled now by the banner of Ile-Rein, but were slowly being destroyed by the Unseelie Court of the Fey. Although many assume elves, with their love of forests and nature, as well as their odd appearance, are members of the fey, they are still a mortal race, and the fairies of the Unseelie despise them. They joined forces with the Adera Humans when they first came, and now swear fealty to the Crown of Ile-Rein. Their knowledge of the fey was instrumental in the human’s victory and claiming of the land. Their alliance has grown close and as a result a small number of half elves have come into existence. They are very rare however, and usually speak the language of whichever family they grew up with. The elves traditionally speak Sindarin.

Unlike elves and dwarves, gnomes did not manage to keep a separate cultural identity. Many are involved in the Church; as well as living in all most major human communities. Some separate gnomish communities exist in the countryside, but these communities tend to be fairly small.  Their one serious advantage is technology and magic, making them formidable inventors, and a true value to any nation in which they exist. Gnomes are in an Industrial age, though Humans aren’t too far behind. Gnomes speak Reinish, but they throw in many words from Old Reinish as well, making their speech fairly colorful and hard to understand.

Halflings, though rare in the rest of the world, are found in the Provinces of Ile-Rein. Their lack of interest in industry and other new forms of business have left them as small agricultural communities scattered around. They speak a regional dialect of Reinish, mixed in with traditional Halfling expressions from their ancient language of Histec.

Last, but not least, are half orcs. Found in the wilder areas of Ile-Reinian civilization, many have also arrived as laborers on boats from distant lands.  They are not very trusted, but as long as they keep the peace and do not act up to much, they are tolerated. Most do not speak Reinish, instead they speak a guttural language which usually mixes pieces of Reinish, Bisran, or Aderassi language with the Orcish languages. Some, with enough exposure, might come to learn Reinish, but most typically stick close by to others of their kind, usually living in run down ghettos.

New Classes











Ile-Rein has a number of locations fairly close by, these people come to Gulfport, Rel, Chaire, and eventually make it to Vienne. The known world is a small place, so different people can come together and typical interpretations of what makes a person one class or another might no longer hold up. To represent this, a number of new classes are introduced. 

Please note the following new rule. When creating a new character every race and every character can take one Heritage Feat that shows the general path their character is going to take. See the New Skills and Feat section below for more detail.

For information on changes to the Cleric and Monk classes, go to the section after equipment labeled Religion. This section covers the changes necessary to each class for a monotheistic world. 

Elementalist

There are two types of Elementalist: the natural born Elementalist, and the trained Elementalist. The Trained Elementalist is detailed in the Occult Lore Book, and will not be gone into here; however, the natural born Elementalist will be touched upon.  This character is essentially a specialist sorcerer one who can only access the spells of his or her element, and the two others nearest. Spell power is determined not by charisma, as if from a dragon, but by whichever statistic is the one that best represents the value of the Element.

All Elementalists eventually aim for Advan, the Wizard’s Isle off the coast of Kalin Ak’Phan. Here Elementalists and wizards from a wide variety of lands have come to study and train. These schools rival Lodun and Adera for magical training.

Abilities: Depending on what type of Elementalist the character wishes to play, determines the key ability score of the class. An Air Elementalist draws their power from their connection with the air and their dexterity. An Earth Elementalist depends on his wisdom for their power, contemplating and thoughtful. The Fire Elementalist draws power from her vibrant personality, and uses Charisma for her class ability. The Water Elementalist favors strength, as it parallels water’s great force. Constitution and Intelligence are excellent secondary abilities. 

Alignment: Any.

Hit Die: d4.

Class Skills

The Elementalists class skills (and the key ability for each skill) are Bluff (Cha), Concentration (Con), Craft (Int), Knowledge (arcana) (Int), Profession (Wis), and Spellcraft (Int). Also Air Elementalists gain access to Balance (Dex), Escape Artist (Dex), and Tumble (Dex). Earth Elementalists gains access to Heal (Wis), Herbalism (Wis, see New Skills below), and Survival (Wis). The Fire Elementalist gains access to Bluff (cha), Diplomacy (Cha), and Intimidate (Cha). Finally the Water Elementalist gains access to Climb (Str), Jump (Str), and Swim (Str).

Skill Points at 1st Level: (2 + Int modifier) x 4.

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

	Table: The Elementalist

	
	
	
	
	
	
	Spells per Day

	Level
	Base Attack 

Bonus
	Fort 
	Ref 
	Will 
	Special
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	1st
	+0
	+0
	+0
	+2
	Elemental Change: Sleep
	5
	3
	—
	—
	—
	—
	—
	—
	—
	—

	2nd
	+1
	+0
	+0
	+3
	Elemental Affinity
	6
	4
	—
	—
	—
	—
	—
	—
	—
	—

	3rd
	+1
	+1
	+1
	+3
	Elemental Familiar
	6
	5
	—
	—
	—
	—
	—
	—
	—
	—

	4th
	+2
	+1
	+1
	+4
	Elemental Change: Paralysis; Ele. Resistance +1/-1
	6
	6
	3
	—
	—
	—
	—
	—
	—
	—

	5th
	+2
	+1
	+1
	+4
	Ele. Resistance +2/-2
	6
	6
	4
	—
	—
	—
	—
	—
	—
	—

	6th
	+3
	+2
	+2
	+5
	Ele. Resistance +3/-3
	6
	6
	5
	3
	—
	—
	—
	—
	—
	—

	7th
	+3
	+2
	+2
	+5
	Elemental Change: Stun; Ele. Resistance +4/-4
	6
	6
	6
	4
	—
	—
	—
	—
	—
	—

	8th
	+4
	+2
	+2
	+6
	Ele. Resistance +5/-5
	6
	6
	6
	5
	3
	—
	—
	—
	—
	—

	9th
	+4
	+3
	+3
	+6
	Ele. Resistance +6/-6
	6
	6
	6
	6
	4
	—
	—
	—
	—
	—

	10th
	+5
	+3
	+3
	+7
	Elemental Translation
	6
	6
	6
	6
	5
	3
	—
	—
	—
	—

	11th
	+5
	+3
	+3
	+7
	
	6
	6
	6
	6
	6
	4
	—
	—
	—
	—

	12th
	+6/+1
	+4
	+4
	+8
	
	6
	6
	6
	6
	6
	5
	3
	—
	—
	—

	13th
	+6/+1
	+4
	+4
	+8
	
	6
	6
	6
	6
	6
	6
	4
	—
	—
	—

	14th
	+7/+2
	+4
	+4
	+9
	Rebuke/Turn Elementals
	6
	6
	6
	6
	6
	6
	5
	3
	—
	—

	15th
	+7/+2
	+5
	+5
	+9
	
	6
	6
	6
	6
	6
	6
	6
	4
	—
	—

	16th
	+8/+3
	+5
	+5
	+10
	
	6
	6
	6
	6
	6
	6
	6
	5
	3
	—

	17th
	+8/+3
	+5
	+5
	+10
	Locate Elemental Conflux
	6
	6
	6
	6
	6
	6
	6
	6
	4
	—

	18th
	+9/+4
	+6
	+6
	+11
	
	6
	6
	6
	6
	6
	6
	6
	6
	5
	3

	19th
	+9/+4
	+6
	+6
	+11
	
	6
	6
	6
	6
	6
	6
	6
	6
	6
	4

	20th
	+10/+5
	+6
	+6
	+12
	Elemental Ability
	6
	6
	6
	6
	6
	6
	6
	6
	6
	6


	Table: Elementalist Spells Known

	
	———————— Spells Known —–———————

	Level
	0
	1st
	2nd
	3rd
	4th
	5th
	6th
	7th
	8th
	9th

	1st
	4
	2
	—
	—
	—
	—
	—
	—
	—
	—

	2nd
	5
	2
	—
	—
	—
	—
	—
	—
	—
	—

	3rd
	5
	3
	—
	—
	—
	—
	—
	—
	—
	—

	4th
	6
	3
	1
	—
	—
	—
	—
	—
	—
	—

	5th
	6
	4
	2
	—
	—
	—
	—
	—
	—
	—

	6th
	7
	4
	2
	1
	—
	—
	—
	—
	—
	—

	7th
	7
	5
	3
	2
	—
	—
	—
	—
	—
	—

	8th
	8
	5
	3
	2
	1
	—
	—
	—
	—
	—

	9th
	8
	5
	4
	3
	2
	—
	—
	—
	—
	—

	10th
	9
	5
	4
	3
	2
	1
	—
	—
	—
	—

	11th
	9
	5
	5
	4
	3
	2
	—
	—
	—
	—

	12th
	9
	5
	5
	4
	3
	2
	1
	—
	—
	—

	13th
	9
	5
	5
	4
	4
	3
	2
	—
	—
	—

	14th
	9
	5
	5
	4
	4
	3
	2
	1
	—
	—

	15th
	9
	5
	5
	4
	4
	4
	3
	2
	—
	—

	16th
	9
	5
	5
	4
	4
	4
	3
	2
	1
	—

	17th
	9
	5
	5
	4
	4
	4
	3
	3
	2
	—

	18th
	9
	5
	5
	4
	4
	4
	3
	3
	2
	1

	19th
	9
	5
	5
	4
	4
	4
	3
	3
	3
	2

	20th
	9
	5
	5
	4
	4
	4
	3
	3
	3
	3


Class Features

All of the following are class features of the Elementalist.

Weapon and Armor Proficiency: Elementalists are proficient with all simple weapons. They are not proficient with any type of armor or shield. Armor of any type interferes with a sorcerer’s gestures, which can cause his spells with somatic components to fail.

Spells: An Elementalist casts arcane spells which are drawn primarily from the Elementalist spell list. He can cast any spell he knows without preparing it ahead of time, the way a wizard or a cleric must (see below).

To learn or cast a spell, a sorcerer must have a primary score for their element equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a sorcerer’s spell is 10 + the spell level + the sorcerer’s primary ability modifier.

Like other spellcasters, an Elementalist can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: The Elementalist. In addition, he receives bonus spells per day if he has a high prime ability score.

A Elementalist’s selection of spells is extremely limited. A sorcerer begins play knowing four 0-level spells and two 1st-level spells of your choice. At each new Elementalist level, he gains one or more new spells, as indicated on Table: Elementalist Spells Known. (Unlike spells per day, the number of spells an Elementalist knows is not affected by his prime ability score; the numbers on Table: Elementalist Spells Known are fixed.) These new spells can be common spells chosen from the Elemental spell list, or they can be unusual spells that the Elementalist has gained some understanding of by study. The Elementalist can’t use this method of spell acquisition to learn spells at a faster rate, however.

Upon reaching 4th level, and at every even-numbered Elementalist level after that (6th, 8th, and so on), a Elementalist can choose to learn a new spell in place of one he already knows. In effect, the Elementalist “loses” the old spell in exchange for the new one. The new spell’s level must be the same as that of the spell being exchanged, and it must be at least two levels lower than the highest-level sorcerer spell the Elementalist can cast. A Elementalist may swap only a single spell at any given level, and must choose whether or not to swap the spell at the same time that he gains new spells known for the level.

Unlike a wizard or a cleric, a Elementalist need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his spells per day for that spell level. He does not have to decide ahead of time which spells he’ll cast.

Bonus Languages: As bonus languages available to the character, an Elementalist may take Draconic, since many ancient tomes of magic are written in the language of the dragons, and the Elemental language that corresponds to his or her affinity - Auran for air, Terran for earth, Ignan for fire, or Aquan for water.

Elemental Ability: At 20th level, the Elementalist who has opted to become a transformed Elementalist gains an Elemental Ability: once per day, transformed Air Elementalists can use the Whirlwind ability of a Medium-sized air elemental (save DC 13, damage 1d6, height 10-30 feet); transformed Earth Elementalists gain the Push attack of an earth elemental, to which his Elemental Mastery modifiers apply; transformed Fire Elementalists may apply the Burn attack of a medium-sized Fire Elemental (save DC 14) to any unarmed attacks they make; once per day, transformed Water Elementalists may use the Vortex ability of a Medium-sized  water Elemental (save DC 15, damage 1d6, height 10 - 30 feet).

Elemental Transfiguration: Beginning at 1st level, the Elementalist begins to take on the qualities of an elemental creature. At 1st level, the Elementalist is immune to magical sleep. At 4th level he gains immunity to paralysis. At 7th level he is immune to stun.

Elemental Translation: On reaching 10th level or any time after, an Elementalist has the option of gaining the elemental type and becoming a transformed Elementalist. This is further detailed on the transformed Elementalist template, below.

Familiar: An Elemental Sorcerer, at third level, can gain an Elemental Familiar as a normal Sorcerer gains a normal familiar. Use the chart below:

	Table: Elementalist Familiars Available at 3rd Level

	Elementalist
	Alignment
	Power

	Air
	Air Elemental, Small
	Master gains +4 to Balance

	Earth
	Earth Elemental, Small
	Master gains +4 to Survival

	Fire
	Fire Elemental, Small
	Master gains +4 to Intimidate

	Water
	Water Elemental, Small
	Master gains +4 to Swim


Locate Elemental Conflux (Sp): This ability allows an Elementalist to find an elemental conflux, or natural gate to the Elemental Planes, upon reaching 17th level. Whether a conflux is present, and the particular plane it leads to, is determined by the GM. The spell otherwise acts as the locate object spell, though polymorph any object does not fool it. The Elementalist can use this ability an unlimited number of times per day.

Elemental Affinity: At 2nd level, the Elementalist gains an affinity with elemental creatures. She receives a +2 circumstance bonus on all Charisma-based skills and checks when interacting with elemental, genies, and other elemental creatures. 

Elemental Resistance (Ex): As the character gains level in this class, he or she becomes resistant to spell based on her attuned element. Use the progression above. However, against the opposed elemental type, he gains a negative to saving throws against that element. Thus, a 6th Level Fire Sorcerer will receive a +3 to saves against fire attacks, and a -3 save against water attacks.

Rebuke/Turn Elementals (Su): Upon 14th level, the character has the option of being able to Turn opposed Elementals, or control by rebuking Elementals of his or her type. The Character can turn based on Intelligence bonus +3. The level for turning is equal to Elemental levels, any multiclassing does not add levels to the characters effecting turning level, only the Elemental levels.

Playing a Character in Ile-Rein

Occasionally a player will want to play a character in Ile-Rein and it is hard to see how they can fit in correctly. There are a number of other lands across the Summer Sea, Eversea, and even the Great Northern Sea, and all of them can be a possible source of adventurers who have traveled to the ports of Ile-Rein. There is enough variety in cultures and backgrounds to have any thing the players want.

This section will take each class and have a little write up about it, explaining how the class fits in the world of Ile-Rein. This information should help characters develop a better feel for how their character fits into the world of Ile-Rein, making them a more comfortable role-player in the world. Everyone eventually makes it to Vienne, so almost any character combination is possible.

BARBARIANS

Barbarians come from the wilder, untamed areas of the world, or represent individuals who still live in primitive or unenlightened regions. Specifically, members of the barbarian class are warriors with a closer tie to the more bestial side of humanity, individuals with great passion and who are fierce in battle.

Use the barbarian class for player characters who hail from the Highlands of Talamoria, right near Ile-Rein, or the plains of Kalin Ak’Phan, the desert to the east of the Blood Sea, or the frigid regions across the Great Northern Sea, sailing their long ships, and raiding shipping. They offer a distinctly different outlook on the Renaissance and Industrial Age, which can make for very interesting role-playing.

BARDS

Bards are members of a society known as the Bardic College. NPC Bards may have abandoned the College or never really paid it much attention, but it provides player character Bards with a ready-made resource for arcane knowledge, contacts, support, and training. Bards are usually discovered at a young age and their talents honed by another bard, though joining the Bardic College late in life is certainly not unheard of.

Bards employ a great deal of magical knowledge that draws on the tradition of natural philosophy – the underlying arcane properties of music, lyric, and voice. Much of it is simple psychology. As an offshoot of the Druidic Tradition, and sharing similar rites and beliefs, the Bardic College in Ile-Rein embodies both monotheistic and pagan thought and practice. A bard who uses his talents for wickedness is a terrible creature indeed, both baseless and a traitor to his community.

CLERICS

See the section on Religion below.

DRUIDS

Druids in Ile-Rein are the heirs of the fey. Their religious tradition and mystical tradition shares many commonalties with early pagan religion in Europe, although time and ritual have codified and organized much of it. Merlin and Arthur’s Grail Christianity, which combined the earth religions of the British with the Catholic Church, is the foundation of Ile-Rein Druidical practice. As such, the Druidic Order differs from the standard Player’s Handbook druid in the sense that they are more a secret society of enchanters, arcanists and visionaries, than nature priests. 

All the standard rules apply for druids in Ile-Rein. Strict observance of spell components, rituals, and the like is required – a druid relies heavily on props, just like a wizard does. Multiclassing the druid class with wizard is a logical choice. Fantastic abilities such as the power to assume a wild shape or pass without trace may stretch the realms of reality a little, but Druidical magic works in concert with the Natural Law to a greater extent than, say, faerie glamour and sorcery.

Restrictions on weapons for druids are somewhat lessened in Ile-Rein, though it is still suggested that druids not bear firearms or other mechanical weapons. The list in the Player’s Handbook outlines the basic weapon proficiencies of the druid, expand it to include all simple weapons except for the Crossbow, and add the Longbow and Shortbow, as well as composite versions. The armor restriction still applies, however.

FIGHTERS

The fighter class is, for the most part, the same in any genre or setting, and in Ile-Rein there are few differences beyond the obvious. Weapons and armor are setting-specific, but martial profession is still commonplace. Fighters can be sea dogs, cavalry captains, city constables, gentleman adventurers, or tough underworld thugs. Any fighting role is suitable for play. Military heroes are always an asset when intrigue and scandal become violent.

MONKS

The monk undergoes extensive change in the world of Ile-Rein. Monks from the Orient still exist, and should be added to the game as wanderers from far away. It is said that everyone eventually comes to Ile-Rein, and an Oriental monk makes plenty of sense in the campaign world.

However, the most common monks are the ones that follow the traditions of the Church of Ile-Rein, practicing in monasteries dotted across the land. Notes for monks are given below in the Religion section.

PALADINS

The paladin is a suitable class for pious followers of the Church of Ile-Rein. Although the fighting orders are rare, the fighters of faith are not. Elves, humans, and even extraordinary members of other races could become Knights of God. Their abilities are grounded in their faith, their adherence to their codes and disciplines, and their continued commitment to their order. Dungeon Masters whose player character paladins are ignoring these facets of play should consider removing the special divine abilities of paladins until atonement is made.

RANGERS

Player character rangers commonly have lived among or were associates of the elves and gnomes in Talamoria or other regions that are less developed then the nation of Ile-Rein. A ranger’s spellcasting ability is related to that of druids, and operates on similar principles, though the chief role of the ranger in Ile-Rein is the rural tracker, scout, and hunter. Their magical talents are secondary.

ROGUES

Much like fighters, rogues transcend many setting conventions and are easily adapted to the fantastical world of Ile-Rein. There are no changes to the rogue class as presented in the Player’s Handbook and it is suggested that the class be used for anyone from the streetwise goblin guttersnipe to the loquacious courtier, and all in between.

New Skills and Feats










This section details all the new skills and feats necessary for a character to be run in a Steam Campaign. Skills are drawn from a number of sources: Sorcery & Steam, Relative Entropy, and Elizabethulhu. At the same time, some old skills are looked at again from a new perspective, adding new parts to them.

Existing Skills












Most of the skills from the Player’s Handbook remain the same in Ile-Rein. However, with the advances of science many new skills need to be addressed, and discussed. Things work differently, or have new uses because of the advent of new technology! Rather then listing them all here, it is easier to simply ask permission or see the few honorable mentions that were placed into New Skills section due to the radical differences.
New Skills












Characters have a number of new skills available to them in this new age of scientific revolution, and science is not for the technologists alone!  Most of these new skills deal exclusively with the heightened level of technology that exists in Ile-Rein.
	Action
	DC

	Set Explosive
	10

	Disarm Explosive
	15

	Set Jury-Rigged Explosive
	20

	Disarm Jury-Rigged Explosive
	25




Demolitions (Int)

Trained Only

This skill is used to set and diffuse explosives.

Check: Setting an explosive device doesn’t normally require a check unless the character is under some sort of pressure (such as in the middle of a battle) or the device is not professional quality.  Disarming normal explosives, however, always needs a check.

Set Explosive: Anyone can push the plunger on a dynamite charge’s fuse.  It takes some knowledge of mathematics and engineering to know where a charge will deal the most damage.  A failed check to set an explosive results in a +4 circumstance bonus to all targets’ saving throws to avoid being damaged by the device, and only half damage to the intended physical target (possibly damaging parts of a structure that were meant to remain untouched).

Disarm Explosive: Disarming an explosive can be quite dangerous; failing the check by 5 or more results in an immediate detonation of the device.  If the character is a technologist and knows the schematic of the device in question, a +5 circumstance bonus is added to the skill check.  If the character is under any pressure situation (in the middle of a combat, or the device is about to explode) the DC is increased by 5. 

Set Jury-Rigged Explosive: A jury-rigged explosive cannot be placed for optimum damage.  A failed check indicates no detonation; a successful check results in 20% to 50% (1d4+1 × 10%) damage.

Disarm Jury-Rigged Explosive: Jury-rigged explosives are even more unpredictable and dangerous than normally crafted devices. Failing the check to disarm such a device results in an immediate detonation.
Special: A character with 5 or more ranks in Disable Device gets a +2 synergy bonus to all demolitions checks made to disarm explosives.


A character with 5 or more ranks in Craft (Explosives) gets a +2 synergy bonus to all Demolitions checks used to set explosives.

Herbalism (Int or Wis)

Trained Only
Herbalism is a skill common in the Provinces and wilder regions of the world, and to an extent, many hedgewitches and weak spellcasters practice it in Vienne to augment their power. If Alchemy is "Chemical Magic," Herbalism is "Natural Magic." This skill can be used to for practical, medicinal and even mystical purposes.

Herbalism is considered a class skill for Druids, Rangers, Sorcerers, and Wizards.

Check: Herbalism can be used to do a number of things from creating mundane concoctions to even assisting in the creation of magical potions. The simplest thing to do is identify a plant trait, or a trait of a concoction made from a plant. This is a DC 10 check, plus the trait level of the plant itself, which is determined by the DM. This skill aspect can benefit from Knowledge in appropriate fields.

Knowing what a plant can do will allow a character to make concoctions of the plant to harness the trait. The base DC is 15, plus the rating of the trait you wish to utilize. Making the concoction takes 1 hour for the trait rating minus any bonuses to your Herbalism skill. The cost, in gold pieces, is equal to the trait value of the concoction times 3. Half of this amount must be spent on raw materials.

This skill can also be used to make semi-potions. Not true magical potions, but much more potent concoctions. The base DC is 20, plus the trait of the plant that is the base of the concoction. The time is equal to above, but days rather then hours. This can be used to mimic low level spells (0th, 1st, and 2nd level spells) that could be made by that plant. This costs double what the regular concoction above costs, and also has an XP cost of 1/10th the cost.

Retry: If the check fails, all materials are lost.

Special: The proper materials must be at hand to make concoctions. These are a mortar, a pestle, and a couple of home made chemical solutions designed to assist in drawing out the material's traits and effect the transformations.  Tools can be simple or very advanced. If you have 5+ ranks in Alchemy, you gain a +2 Synergy bonus on Herbalism checks. As mentioned above, Knowledge checks also grant a Synergy bonus.

Knowledge (Int)

Trained Only

Several new Knowledge categories are commonly available to player characters in the Ile-Rein setting, many of which are required for technologist inventions.  Other Knowledge categories have been renamed to reflect modern scientific terms.

Astronomy: Knowledge of stars and planets, and their motions through the night sky.

Biology: Replaces Knowledge (Nature) as the study of living beings and ecosystems.

Chemistry: Knowledge of matter and basic building blocks of the universe, as well as how elements combine to form compound substances.

Cosmology: Knowledge (The Planes).

Geology: The study of earth sciences, rocks, and minerals, as well as volcanoes and earthquakes.

Mathematics: Understanding of numbers, arithmetic, geometry, algebra, etc.

Metaphysics: Knowledge (Arcana).

Parapsychology: Knowledge (Psionics).

Physics: Knowledge of motion, mechanics, electricity, and other subjects pertaining to matter and energy.

Psychology: Knowledge of the way intelligent minds work, and behavioral and social patterns of the Thinking Races.

Theology & Philosophy: Knowledge (Religion).

Xenobiology: A separate category of life sciences, xenobiology is the study of monsters and supernatural life-forms.

Munitions (Dex)

Trained Only

Use this skill to handle, reload, and maintain firearms.

Check: You can make a munitions check to reload your firearms faster, or cleaning them and administering proper maintenance. 

	Action
	DC

	Quick Reload
	15

	Cleaning with Tools
	10

	Maintenance with Tools
	10

	Cleaning without Tools
	15

	Maintenance without Tools
	25




Special: Failure to clean or maintain a gun introduces a -1 to the To Hit roll for each week proper maintenance is not applied. If this modified roll results in a 1, the weapon misfires as down below. Regular cleaning and maintenance with the appropriate tools takes 3d6 turns.

Pilot (Dex)

This skill is used to operate vehicles of all sorts.

Check: Whether the device in question is a steam-powered carriage or a helium zeppelin, it must be driven by some sort of pilot.  Most vehicles do not require Pilot checks for simple driving; only maneuvers that would push the intended limits of the vehicle (or put some form of strain on the driver to complete) require checks.  Simple maneuvers, such as a quick turn to evade a pursuer, have DCs ranging from 5 to 10.  More advanced maneuvers, such as full reverse or banking, have DCs set between 15 and 20.  Heroically risky or nearly impossible maneuvers have DCs of 25 or higher.

Special: A technologist character with 5 or more ranks in Craft (Mechanics) gains a +2 synergy bonus to Pilot checks involving vehicles he knows the schematic to.

Repair (Int)
Trained Only
You can repair damaged machines and devices.
Check: Damaged devices can be restored to full functionality with a successful Repair check. Simple crafted devices can be repaired in anywhere from a few minutes to an hour, and have DC’s ranging from 10 to 15. Repairs will restore such devices to full hp. A more complex technological device requires more time, and such work is more delicate. The DC is often 20 or higher, and even if the repair is successful, the device's maximum hit points are reduced by 1d4. Failing a repair check on a technological invention deals a further 1d10 points of damage, and may put it beyond repair (on a critical failure, the device is ruined).
Repair checks may be attempted without the proper tools on hand ("jury-rigging"), but the DC is 5 points higher. A character may attempt a temporary jury-rigging at no penalty, but after one use the device ceases to function again.
Retry: A Repair check may be attempted as many times as the player wishes, until the device in question falls below 0 hit points, at which point it is beyond repair, or until a critical failure automatically destroys the device.
Special: A character with 5 or more ranks in the appropriate Craft or Profession skill gains a +2 synergy bonus to repair checks for applicable devices.
Master mechanics suffer no penalty for making Repair checks without proper tools on items they can build with the Spare Parts ability.

Metaphysical Law (Int)

Trained Only

This skill replaces Spellcraft in Ile-Rein and represents the more mathematical nature of magic. 

Special: A Knowledge (Mathematics) skill with 8 or more ranks grants a synergy bonus now.
Use Steamcraft Device (Cha)

Trained Only

Use Steamcraft Device allows a character to make an attempt at using an unfamiliar technological item. Treat this skill as Use Magic Device, but for technology.

New Feats












The following new feats can be used by Player Characters to add that unique steam feeling to their characters, letting them explore fascinating new concepts that are beyond most typical fantasy concepts. Please refer back to the Player Character section for information regarding the new Heritage Feats. Note, due to the large number of feats and such available in such a campaign, just as new classes cannot be added, I recommend that anyone interested invest in Sorcery and Steam. Send me an email, and I will be happy to get you the ISBN number and everything necessary for ordering it: toritenshi@yahoo.com. 

Child Prodigy (Heritage)

Pilot (General)

Brew Injection (Item Creation)

Combat Climbing (General)

Combat Reload (Fighter, General)

Craft Clockworks (General)

Craft Steamworks (General)

Duelist (General)

Explosives Expert (General)

Grenadier (Fighter, General)

Groomed for Nobility (Heritage)

Hypnotist (General)

Improved Parry (General)

Industrial know-how (Heritage)

Jinx (General)

Licensed Practitioner (General)

Mad Bomber (General)

Main-Gauche (General)

Master Hypnotist (General)

Musical Prodigy (Heritage)

Ultimate Hypnotist (General)

Mechanical Aptitude (General)

Mechanical Genius (General)

Parry (General)

Physician (General)

Rapid Reload (General)

Riposte (General)

Reload on the Run (General)

Science Prodigy (Heritage)

Slip the Attack (General)

Street Rat (Heritage)

Swing by Attack (General)

Trick Shot (Fighter, General)

Two Guns Blazing (General)

Warrior Mechanist (Fighter, General)

Weapons of Opportunity (General)

Although the descriptions of the feats are considered Open Source, I am an exceedingly lazy typist and therefore have no intention of running through this entire list for the benefits of people! Just buy the book. Fantasy Flight Games will like me for this promo, and I'll like you for not making me type so much and that might encourage me to expand this world a bit more!

New Equipment










This section details the new equipment that is in use in the world of Ile-Rein. This section will highlight new weapons, armor, and equipment. These pieces of equipment are particularly useful in a campaign such as Ile-Rein and replace outdated equipment found in the Player’s Handbook.

Wealth and Money











Ile-Rein and the various other nations in the game are on a gold standard economy, which uses small coins and notes of tender to handle debts. At the same time characters can have checking accounts through various banking institutions. This leads to certain changes. For example most money is now in paper form so you can have a Paper Dollar which represents 1 Gold Piece. Or paper to represent 10 Gold Pieces. This is mostly a change for role playing purposes, but if your wallet gets soaked; you could be in for some problems. 

Weapons - From Sorcery and Steam for ease of Reference







By the early 1800s, flintlocks were being replaced by percussion caps (first invented in 1805 by the Reverend John Forsyth of Aberdeenshire). The Union and Confederate armies of the American Civil War made exclusive use of percussion cap weapons, for example. The percussion cap is an enormous improvement over the flintlock. A nipple and a tube that leads into the main charge of powder in the barrel replaces the flint, frizzen, and powder pan of the flintlock. A percussion cap, which is about the size of a pencil eraser, fits over the nipple. When the trigger is pulled, the hammer strikes the cap, detonating the fulminate of mercury contained within. Flame from this tiny detonation travels through the tube, ignites the powder in the barrel, and propels the lead ball toward the target.

Fulminate of mercury is made from mercury, nitric acid, and alcohol. It is highly explosive. Even squeezing fulminate of mercury between forefinger and thumb with too much force is sufficient to detonate it. A percussion cap is a pre-made cap that contains a tiny amount of fulminate of mercury. The hammer of a percussion cap firearm is designed so that it fits over the cap as it strikes it, thus preventing any damage to the nipple.

A percussion cap firearm is easier to load, and it is not as subject to misfires or fouling as are matchlocks and flintlocks (although both occur, especially if the weapon is not properly cleaned and maintained). Being easier to reload, well-trained and experienced solder with a percussion cap musket could fire four shots per minute. Further improvements in percussion cap revolvers, such as the open framed Colt Army and Navy models used in the American Civil War, as well as cap and ball ammunition (which combined the percussion cap with the shot itself), led to even faster rates of fire.


Availability










In Ile-Rein and the Provinces, percussion cap firearms are common and many people have access to good training. All firearms, therefore, count as simple weapons. Only Druids do not have access to firearm proficiency. Even wizards are taught how to use them, as it makes self defense far easier when their spells are gone.

Loading a Firearm

Historically accurate reloading times do not work in a D20 system if the goal is to make a viable weapon. Still, there should be some time involved as crossbows and longbows should be more efficient. In all cases loading a rifle or pistol provokes an attack of opportunity. Reload times can be determined using the following chart:






Munitions Check/
Rapid Reload AND

Firearm

Reload Time

Rapid Reload

Munitions Check


Matchlock
2 Full Rounds

Full-Round Action
Standard Action


Flintlock
1 Full Round

Standard Action

Move-Equivalent Action


Percussion Cap
Full-Round Action
Move-Equivalent Action
Free Action


Attacking Armor with a Firearm

Due to their power all ranged attacks with firearms ignore armor and natural armor bonuses to Armor Class. In other words, all ranged attacks with firearms are ranged touch attacks. This is important for flavor reasons because armor, in the traditional 1800s world, is completely out of favor, destroyed by the power of the firearm.

Rather then Armored Knights, we’ll have swashbuckling musketeers armed with rapiers and revolvers.  Of course, adventures will still want some armor to protect them from the natural attacks of monsters in the wild.

Firing two Weapons at the Same Time

All firearms can be prepared to fire before hand, and therefore more then one shot a round is completely possible. Percussion cap revolvers, deadly common, make it very easy for the player character to fire multiple times in a single round. Even more so then a repeating crossbow! However, there are penalties for going around and shooting like this. Use the following chart, and note that all the modifiers are cumulative.


Situation




Penalty


Shooting a two-handed firearm with one hand
-4


Shooting a firearm in each hand


-6/-10 Primary/Secondary Hand


Ambidexterity feat



+4 Secondary Hand


Two-Guns Blazing Feat



+2/+2 Primary/Secondary Hand


Off-hand Weapon is light



+2/+2 Primary/Secondary Hand

Firearms and Melee

Firing a ranged weapon in melee provokes an attack of opportunity. Fortunately, black powder weapons are designed to serve capably in close fighting as well as ranged combat. The iron, brass, and heavy wood used in their construction make them durable enough to be used reliably as melee weapons. As a free action, a character can flip around a pistol and grip it by the barrel, wielding it as an effective bludgeoning weapon with the same statistics as a light mace. A musket or other long-arm can be used as a Quarterstaff.  It can be wielded in two hands to gain the x1.5 Strength modifier on damage, or it can be used as a double weapon (penalties for attacking with both ends of a double weapon still apply). A long-arm with a fixed bayonet can also be used as a longspear. A musketeer can use his weapon as a longspear for reach attacks, and then switch to a Quarterstaff grip if his opponent moves inside the reach of his bayonet. Characters proficient with a firearm are always trained to use it effectively in melee as well, regardless of what other weapon proficiencies they have.

At the same time, many pistols come equipped with spring daggers, axe blades, and other accessories. Treat these pistols, when wielded in melee as the appropriate weapon. These are masterwork weapons however, and cost a hefty amount.

Misfires

Black powder weapons can be unreliable. Whenever an attack roll with a firearm results in a natural 1, there is a chance for a misfire. Roll 1d20 and consult the following table.

1d20
Result
1 - 5
Weapon fires normally, but still missed.

6 - 9
For one reason or another, charge did not ignite. You may try again without reload.

10 - 12
The charge is not sufficient to propel the shot far enough, and is wasted.

13 - 15
The weapon jams. It takes 1d4 full round actions to clear the jam.

16 - 18
The barrel becomes fouled with powder residue. 3d10 minutes to clean for use.

19 - 20
The weapon explodes, inflicting normal damage to its user. The weapon must be repaired or replaced.

New Weapons Available in Ile-Rein

	Simple Weapons
	Cost
	Dmg (S)
	Dmg (M)
	Critical
	Range Increment
	Weight1
	Type2

	Small

	Percussion Cap Pistol, Holdout
	90 gp
	1d6
	1d8
	x3
	20 ft.
	3 lbs.
	Piercing

	Percussion Cap Pistol, Light
	120 gp
	1d8
	1d10
	x3
	50 ft.
	4 lbs.
	Piercing

	Medium

	Percussion Cap Pistol, Medium
	180 gp
	2d4
	2d6
	x3
	60 ft.
	5 lbs.
	Piercing

	Percussion Cap Musket, Carbine
	100 gp
	2d6
	2d8
	x3
	20 ft.
	6 lbs.
	Piercing

	Percussion Cap Pistol, Heavy
	220 gp
	2d6
	2d8
	x3
	60 ft.
	6 lbs.
	Piercing

	Percussion Cap Pistol, Double-Barrel
	250 gp
	1d8
	1d10
	x3
	50 ft.
	6 lbs.
	Piercing

	Percussion Cap Pistol, Revolver
	500 gp
	1d8
	1d10
	x3
	50 ft.
	6 lbs.
	Piercing

	Large

	Percussion Cap Musket
	250 gp
	2d8
	2d10
	x3
	75 ft.
	12 lbs.
	Piercing

	Percussion Cap Musket, Double-Barrel
	450 gp
	2d8
	2d10
	x3
	75 ft.
	15 lbs.
	Piercing


New Melee Weapons Available in Ile-Rein

	Weapons
	Cost
	Dmg (S)
	Dmg (M)
	Critical
	Range Increment
	Weight1
	Type2

	Tiny

	Awl
	5 sp
	1d2
	1d3
	19-20/x2
	-
	-
	Piercing

	Scalpal
	3 gp
	1
	1d2
	18-20/x2
	-
	-
	Slashing

	Small

	Bayonet
	20 gp
	1d4
	1d6
	x3
	-
	2 lbs.
	Piercing

	Belaying Pin
	1 gp
	1d4
	1d6
	x2
	-
	2 lbs.
	Bldg.

	Injector
	250 gp
	1d2
	1d3
	x2
	-
	1 lbs.
	Piercing

	Screwdriver
	5 sp
	1d3
	1d4
	19-20/x3
	-
	1 lbs.
	Piercing

	Springblades
	250 gp
	1d3
	1d4
	x2
	-
	2 lbs.
	Piercing

	Medium

	Sparking Sword
	+300 gp
	+1d6
	+1d6
	19-20/x3
	-
	4 lbs.
	Electric

	Wrench, Medium
	2 gp
	1d3
	1d4
	x3
	-
	4 lbs.
	Bldg.

	Tongs, Blacksmith
	1 gp
	1d4
	1d6
	x2
	-
	3 lbs.
	Bldg.

	Large

	Wrench, Large
	3 gp
	1d4
	1d6
	x3
	-
	5 lbs.
	Bldg.

	Shovel, Gardener
	1 gp
	1d4
	1d6
	x2
	-
	5 lbs.
	Bldg.


For specific information on any of these weapons, refer to Sorcery and Steam. The book is a great resource and is totally essential for any Steampunk campaign. Beyond totally essential, it IS a Steampunk campaign.

Just a quick note regarding the Sparking Sword. Although Sorcery and Steam inspire this weapon, it is instead a modification that can be added onto any metal and bladed weapon. Other then that, use the same rules as presented in the book.

Armor













This section covers the armor available in the game world of Ile-Rein. As the common distribution of firearms has made most armors useless, this list is extremely short. However, as not everyone has firearms, and occasionally a fight does require the use of older systems of protection.

Armor Available in Ile-Rein

	
	
	
	
	
	
	–— Speed —–
	

	Armor
	Cost
	Armor/Shield 

Bonus
	Maximum 

Dex Bonus
	Armor 

Check Penalty
	Arcane Spell 

Failure Chance
	(30 ft.)
	(20 ft.)
	Weight

	Light armor
	
	
	
	
	
	
	
	

	Cord **
	15 gp
	+2
	+5
	- 1
	5%
	30 ft.
	20 ft.
	15 lbs.

	Padded *
	5 gp
	+1
	+8
	0
	5%
	30 ft.
	20 ft.
	10 lbs.

	Leather *
	10 gp
	+2
	+6
	0
	10%
	30 ft.
	20 ft.
	15 lbs.

	Std leather *
	25 gp
	+3
	+5
	- 1
	15%
	30 ft.
	20 ft.
	20 lbs.

	Thigh Boots #
	5 gp
	+1
	+6
	- 1
	5%
	30 ft.
	20 ft.
	5 lbs.

	Medium armor
	
	
	
	
	
	
	
	

	Hide *
	15 gp
	+3
	+4
	- 3
	20%
	20 ft.
	15 ft.
	25 lbs.

	Lamellar**

	150 gp
	+5
	+3
	- 4
	30%
	20 ft.
	15 ft.
	35 lbs.

	Brigandine**

	30 gp
	+4
	+2
	- 5
	30%
	20 ft
	14 ft
	40 lbs.

	Breastplate *
	200 gp
	+5
	+3
	- 4
	25%
	20 ft.
	15 ft.
	30 lbs.

	Heavy armor
	
	
	
	
	
	
	
	

	Half-plate*
	600 gp
	+7
	+0
	- 7
	40%
	20 ft.
	15 ft.
	50 lbs.

	Full plate*
	1,500 gp
	+8
	+1
	- 6
	35%
	20 ft.
	15 ft.
	50 lbs.

	Shields
	
	
	
	
	
	
	
	

	Buckler *
	15 gp
	+1
	—
	- 1
	5%
	—
	—
	5 lbs.

	Dastana **
	25 gp
	+1
	—
	- 1
	5%
	—
	—
	5 lbs.

	*  Can be found in the Players Handbook

	** Found in the Arms & Equipment Guide

	# Found in the Elizabethulhu Online Campaign Supplement


Equipment - Transportation










The Renaissance and the pre-Industrial Era are known as the Age of Exploration and the Age of Sail, a note to the great strides forward that technology had made in making the world a smaller place. Huge ships, with beams stretching up to 500 to 600 feat are beginning to be constructed. However, there are new things on the horizon. Ironclad and steam powered ships are now entering service, even oar and steam powered submarines are in existence. The first oar powered submarine was used by the American Continental Army in the Revolutionary War. The “oars” were screws that were powered by peddling or hand cranking. Steam powered engines turn the screws through gears. These great ships are still fairly rare, as the Age of Sail is still in full swing. Cannon are replacing catapults and ballista, and torpedoes are starting to be developed as well. Firebomb ships are making an appearance, and naval combat is becoming far more skilled. 

The next important note to transportation is the Train. Steam engines mounted on tracks are making appearances and many of the developed nations have fully equipped transportation networks. Trains move far faster then carriage. And in many cases, can be somewhat cheaper to ride. Many of the luxury trains have dinning cars and sleeping cars for long trips, making them a real luxury, though these are, of course, more expensive to travel on. In the cities, there are even underground networks of train tracks and smaller, slower trains that can deliver groups of people from one end of the city to another. These Underground’s, as they are called, are not luxury to be sure, but do make moving through a city much faster.

In cities taxi and bus services have developed. Omnibuses usually have scheduled routes and stops, and are very cheap to ride only a copper or two at the outside. Carriages provide somewhat faster transport for a slightly higher fair, but have the advantage of going specifically where you request.

Finally air transport has come into existence with lighter then air vehicles, specifically the Zeppelin and Dirigible of Gnome manufactures. Whole air fleets are maintained and can provide transport from one city to another, and even over water. Usually trains are far faster then these air transports, but they have the added benefit of being secure, private, and hard to attack without magic. Many nations are experimenting with air forces now, but these are exceptionally rare.

For notes on these new vehicles use the Arms and Equipment Guide except for the Train. Use the following statistics for trains.

Train Colossal Vehicle; Profession (Engineer); Speed Locomotive (average); Overall HP 100 (Hardness 10); Overall AC 10; Ram 4d6; Face 10ft by 30ft; Height 10ft; Crew 5; Weight 5 tons; Cargo 10 tons; Cost 50,000gp.

Basically a large steam engine with wheels, the Train’s locomotive part can actually achieve fairly high speeds over flat land. It is usually made out of iron and can be fairly tough and resistant. It has four artillery slots if used by the military.

Compartment Colossal Vehicle; No Skill; Speed Drawn (average); Overall HP 20 (Hardness 5); Overall AC 5; Ram 2d6; Face 10ft by 30ft; Height 10ft; Crew 0; Weight 1 ton; Cargo 500 lbs; Cost 500gp.

Each compartment can have a different use: passenger, basic (40); passenger, luxury (20); sleeping compartment (10); Dinning Compartment (20 dinners); Storage. Most are made of wood. They have 6 artillery spaces if used by the military.

Religion












NOTE: Before continuing please realize that this document makes no effort to be 100% historically accurate. In fact, aiming for 10% would be more accurate.  Instead, this is an attempt to make a Monotheistic Religion based heavily off of the Roman Catholic Church for a Renaissance or Victorian Age campaign.

The Church of God

Welcome to the Church of God, in these pages it is hopeful that your character will discover the Truth and leave the heretical faiths found in the Players Handbook aside! This, of course, should help your character get in the proper mindset to be a representative of a monotheistic religion in the enlightened era. Religious intolerance is high, and brutal crackdowns masquerading as pious interventions to save souls are common. The first section of this document will assist the character in building a Cleric of the Church, including all the changes necessary to bring in the concept of the Orders of the Saints, as well as subtle changes to include Orthodoxy and Protestantism.

Building Your Cleric of the Church

Everyone is welcome to the Church of God, whether they be Human or Humanoid. The Church provides a number of opportunities for any race, no matter if they are interested in saving souls or pursuing a higher education. The Church recruits heavily from the Humanoid populations around it, seeking to bring everyone together under the guidance of God.


Divergence: The Orthodox Church of God

The Church has had splits in the past. Most of these splits involve the interpretation of Holy Scripture rather then the denial of one God or many. In each section that requires a Divergence, look for these helpful notes. The Orthodox Church, however, works just as fully as the Church of God in recruiting humanoids and foreigners to their cause.

Divergence: The Protestant Church

As above, the Protestant Churches have had a split from the Church of God, and many quarrel among themselves.  These notes will explain the differences from the Church of God so that your Cleric will match up more with these 

Why would the various races seek to become Clerics of the Church, rather then following their own religious traditions? For one thing, these other worldly demons, as they are called by the Church, are distrusted by the vast numbers of humans who populate the area, and many crusades have been launched against those that believe differently. It is important to remember that, to the Church, the evil believers will seek to destroy and pillage, but the good members will go along with such Crusades for the opportunity to save the souls of the poor humanoids. The motivations are vastly different, but the outcome is the same: conversion by willingly embracing God, or at sword point.

Adventurers: For the Cleric of the Church, adventuring is an opportunity to spread the Word of God. Most Clerics who adventure are members of the Missionary segment of their Orders. They believe strongly in the Word of God and wish to bring it to others, and perhaps learn more about their own faith along the way. Many times a Cleric can receive the inspiration from God, to go out on a mighty quest and fight for his beliefs. On the other hand, evil clerics do exist, and many of them wander either to avoid prosecution or to pillage, destroy, and build their own personal power.

Characteristics: Clerics of the Church can summon forth Divine Magic to heal or harm, or to increase the power and glory of God. They can turn or destroy undead by channeling divine force, and many consider it their personal mission to smite evil from the world, whether it is evil in Undead or Demons.

Many are trained in armor and weapons, especially the Combat Orders, that wish their Clerics to go forth and spread the word of God by the point of the Sword, or to defend the faithful. A good Cleric can be a holy hero, surrounded in light, and wielding the will of God against the enemies of Justice. At the same time, an evil cleric can be a truly terrifying force.

Alignment: Clerics can be of any alignment, even in a monotheistic church. This can cause a number of problems, the primary problems being that how can you explain evil in a world where God is supposed to be a force of Goodness and Love? The second problem is that Evil clerics would lead to feuding in the church.

Both are explained easily, but the second question will be explained first. This feuding does occur, and has lead to the formation of the Protestant and Orthodox Churches. When the Church of God became to full of itself, and to many evil and uninterested men came to power, the schism occurred and new orders were formed. At the same time, evil in the Church of God was temporarily cast down, though the uninterested and neutral members still predominate. The Church calls forth both the sinner and the saint. It is a source of wealth and power, and can be very tempting.

So how can God let this occur? For one thing, it is the duty of mortals to keep up their own home. God will not solve all problems, and in many cases these evil clerics can become the test of the Good and Holy to see how they respond to such challenges. At the same time Demons angry at the zeal of the Church of God at attempting to wipe them out, might seduce priests and keep their evil hidden away. Although God knows, again, he leaves it to his Priests to solve the difficulties on their own by following the Word of God in Holy Scripture. Those that stray might find a cold reception or a few years in Purgatory.

Other Classes: Clerics usually get along well with fighters, rangers, rogues, bards, monks, and even, to an extent, barbarians. Druids, Sorcerers, and Wizards are a source of constant distrust. The Word of God speaks against such powers, and Druids, as far as the Church is concerned, are just one step away from demon worshippers. On the other hand, a Cleric could be very open minded, and accept others who are not totally evil. Evil Clerics tend not to be open minded.

Game Rule Information

Abilities: As per the Players Handbook

Alignment: Varies by personal inclination. However, Evil Clerics can not access the Good Domain, nor can they access any Prestige Class that requires a Good Alignment.

Divergence: The Orthodox Priest

Orthodox Priests are always of a lawful alignment. They believe in rigid laws and interpretations of the Holy Scripture, and can be fanatically stubborn about it.

Hit Die: D8

Domains: Rather then choosing a God or Goddess and limiting the Domains that way, a Cleric can choose any two Domains that he or she wishes. Domain choice can effect which Order a Cleric may access.

Class Skills: As player’s handbook.

Class Features

Armor and Weapon Proficiency: Clerics are proficient with all Simple Weapons.. Some Holy Orders increase these weapon choices, but for the most part the Church of God believes fully in their mission of peace, and does not train hard in the use of weaponry. The Church of God’s favored weapon is a mace.

Clerics are knowledgeable in all forms of armor and shields, keeping in mind the armor check penalties.

Spells: Clerics use Table 3 – 6 of the Player’s Handbook to determine their spell casting abilities. They cast Divine Spells. Use the rules on page 30 and 31 of the Player’s Handbook to determine the number of spells, domain spells, and spells able to be cast as per the rules.


Divergence: The Protestant Cleric

One interesting aspect of the Protestant Church is that anyone can read the Holy Scripture and become an accepted member of the Ministry. In later years formal training schools would form, but for the early years of Protestantism Ministers tended to be any well-educated man. However, their lack of formal training keeps them from the mastery of divine spells that the Church of God tends to display, rather they are more spontaneous casters, known for their intensity of faith, and their lack of formality. They only know a few Clerical spells, usually learned by careful reading and understanding of the Scriptures. At the same time, the intensity of their faith allows them to cast these spells far more then Clerics, and with less preparation.

Use the following table for Protestant Clerics.

Protestant Spells Known

Level
0
1
2
3
4
5
6
7
8
9

1
4
2
-
-
-
-
-
-
-
-

2
5
2
-
-
-
-
-
-
-
-

3
5
3
-
-
-
-
-
-
-
-

4
6
3
1
-
-
-
-
-
-
-

5
6
4
2
-
-
-
-
-
-
-

6
7
4
2
1
-
-
-
-
-
-

7
7
5
3
2
-
-
-
-
-
-

8
8
5
3
2
1
-
-
-
-
-

9
8
5
4
3
2
-
-
-
-
-

10
9
5
4
3
2
1
-
-
-
-

11
9
5
5
4
3
2
-
-
-
-

12
9
5
5
4
3
2
1
-
-
-

13
9
5
5
4
4
3
2
-
-
-

14
9
5
5
4
4
3
2
1
-
-

15
9
5
5
4
4
4
3
2
-
-

16
9
5
5
4
4
4
3
2
1
-

17
9
5
5
4
4
4
3
3
2
-

18
9
5
5
4
4
4
3
3
2
1

19
9
5
5
4
4
4
3
3
3
2

20
9
5
5
4
4
4
3
3
3
3

Protestant Spells Per Day

Level
0
1
2
3
4
5
6
7
8
9

1
5
2+1
-
-
-
-
-
-
-
-

2
6
3+1
-
-
-
-
-
-
-
-

3
6
4+1
-
-
-
-
-
-
-
-

4
6
5+1
2+1
-
-
-
-
-
-
-

5
6
5+1
3+1
-
-
-
-
-
-
-

6
6
5+1
4+1
2+1
-
-
-
-
-
-

7
6
5+1
5+1
3+1
-
-
-
-
-
-

8
6
5+1
5+1
4+1
2+1
-
-
-
-
-

9
6
5+1
5+1
5+1
3+1
-
-
-
-
-

10
6
5+1
5+1
5+1
4+1
2+1
-
-
-
-

11
6
5+1
5+1
5+1
5+1
3+1
-
-
-
-

12
6
5+1
5+1
5+1
5+1
4+1
2+1
-
-
-

13
6
5+1
5+1
5+1
5+1
5+1
3+1
-
-
-

14
6
5+1
5+1
5+1
5+1
5+1
4+1
2+1
-
-

15
6
5+1
5+1
5+1
5+1
5+1
5+1
3+1
-
-

16
6
5+1
5+1
5+1
5+1
5+1
5+1
4+1
2+1
-

17
6
5+1
5+1
5+1
5+1
5+1
5+1
5+1
3+1
-

18
6
5+1
5+1
5+1
5+1
5+1
5+1
5+1
4+1
2+1

19
6
5+1
5+1
5+1
5+1
5+1
5+1
5+1
5+1
3+1

20
6
5+1
5+1
5+1
5+1
5+1
5+1
5+1
5+1
5+1

NOTE – The +1 is one of the two domain spells all clerics get automatically. Protestant Clerics are basically spontaneous spell casters like the Sorcerer Class.

Spontaneous Castings: As per the Player’s Handbook. Note that Protestant Clerics do not spontaneous Cast like Orthodox or Church of God Clerics, because they automatically cast like this.

Chaotic, Evil, Good, and Lawful Spells: As per the Player’s Handbook.

Turn or Rebuke Undead: As per the Player’s Handbook.

Extra Turning: As per the Player’s Handbook.

Bonus Language: Clerics of the Church of God are taught Latin, or any ancient languages appropriate to your world. In order for another Class to learn this language, they must take the skill Knowledge (Ancient Language - <name>) and at least two skill  points in it to be able to understand it and converse in it. Clerics of the Church of God receive it for free.


Divergence: The Orthodox Language

The Orthodox Church, just as here on Earth, speaks a different language entirely from the Church of God’s Latin. They speak Greek.  Again any appropriate, yet different, language may be substituted to represent this difference in your own gaming world.

Divergence: The Protestant Language

One of the tenants of the Protestant movement was making Holy Scripture open to everyone. For that to happen the books were reprinted in many languages, and the Ministers of the faithful did not learn the ancient languages unless they had some interest in them. There was a Humanism movement which stated that to find truth one must go back to the source, and use source languages for the Holy Scripture, specifically Latin, Greek, and Arabic. This was confined to a small number of elite Princes, and the concept of the Protestant Churches in this document envisions even peasants becoming Ministers.

Code of Conduct: The Church of God does have a Code of Conduct it expects of its Priests, this is not as strict as the Code of Conduct of the Paladin however. Actually mostly what this represents is the fact that Cleric is a member of an organization that is the family and life of the Cleric. If at any time your character receives a summons by a recognized official, he will have to answer it, or risk being kicked out of the Church.


Divergence: The Orthodox Code of Conduct

This is exactly as the Paladin Code of Conduct, except that there is punishment from Church officials if the Character is ever found guilty of committing an evil or chaotic act. All acts must follow the law, and be in the cause of God and Goodness.

Divergence: The Protestant Code of Conduct

To put it simply, they don’t have one. Clerics of Protestant Churches are basically free to do as they please. Overt acts of Evil will probably get a response from another Church, or it might be ignored. It is really hard to tell.

If a Character falls from Grace by breaking the Code of Conduct, they are still Clerics, but become Heretics. Heretics can cast spells, advance in levels, and do everything else a Cleric can, but are usually hunted by the Church, and can be killed if caught.

Ex-Clerics

Clerics who give up their faith in God for whatever reason, or is thrown out of the Church for gross violations of the Code of Conduct far worse then being a Heretic, but turning into a Heathen or Devil-Worshipper, cease to gain levels as a cleric, loose spell casting abilities, and must advance as a new class.

Cleric Starting Packages:

As Per the Player’s Handbook.

The Holy Orders

The Church of God and the Orthodox Church have a number of Holy Orders that a Priest can be come a member of. These Orders focus training, and although they can limit a Cleric of the Church or an Orthodox Cleric, they can also give great advantages. The Saint Orders are for first level clerics, and are fairly balanced, acting, rather then a Prestige Class, more like a Specialist Cleric. There are thousands of Saints, and DM’s and players are encouraged to develop their own Holy Orders if they so wish. They are not open to Protestants. 


The List of Holy Orders


Name


Description






Order of St. Anne

This order concentrates on healing disease and ending suffering


Order of St. Anslem 
This order is an order of teaching and knowledge

Order of St. Aquinas 
This order concentrates on fulfilling duty, and honoring pledges

Order of St. Augustan
This order concentrates on leadership and education

Order of St. Benedict
This order concentrates on tending wayside shrines

Order of St. Francis
This order takes a vow of poverty and works to help the poor


Order of St. Nicholas 
This order works on building political influence and conversion

Order of St. Thomas
This order concentrates on philosophy and understanding scripture

Prestige Classes Available at First Level – The Specialist Priests

Order of St. Anne
Alignment: Any Non Evil

Weapon and Armor Proficiency: Only Blunt Weapons may be used.

Domains: Must have Healing and Good Domains.

Skills: Must take 4 Ranks in Healing

The Order of St. Anne restricts its members from harming anyone except in self-defense, or the defense of an innocent. Not even an evil being can be attacked unless they pose a clear and present danger to the well being of a person or the Cleric.  Clerics of this Order are restricted from casting any spells that harm others, and may only learn defensive spells. Clerics of this Order gain a +2 Bonus to all heal checks. They also gain access to the Alchemy school.

Order of St. Anslem
Alignment: Any

Weapon and Armor Proficiency: As Wizard

Domains: Must have access to Magic and Law Domain

Skills: Must have four ranks in Knowledge (Arcana) and Knowledge (Religion)

This Order is the most tolerant of magic, because it understands that magic is a reflection of education and learning. Many of the Order’s monasteries also have attached Wizard schools. Members of this Order can cast both their Domain spells once a day. This comes from a greater understanding of how divine and arcane magic works.

Order of St. Aquinas
Alignment: Any Lawful

Weapon and Armor Proficiency: -

Domains: Must have Law Domain

Skills: Must have Profession (Barrister) or Profession (Lawyer) of 2 Ranks

Members of this order are known for following the law of the land religiously. They must always remain lawful, and must always be able to justify their actions in a legal manner. They sometimes act as lawyers for the poor, or for the Church. They gain access to the Protection Domain as long as they remain lawful.

Order of St. Augustan
Alignment: Any

Weapon and Armor Proficiency: Free Martial Weapon Proficiency in one type of Sword

Domains: Must have access to Knowledge and War Domain.

Skills: Must have Diplomacy in 4 Ranks

This Order concentrates on leadership, education, and defending the Church through words, and sometimes actions. Many of the younger members of this Order are fairly rowdy. They gain an additional Martial Weapon proficiency to that of the War Domain, and can have Weapon Focus for free for both weapons. The Sword most represents their mission, and many have become Crusaders.

Order of St. Benedict
Alignment: Any Non Evil

Weapon and Armor Proficiency: As Druid

Domains: Must have access to Animal and Plant Domains

Skills: Must have Knowledge (Religion) 4 Ranks

These tenders of wayside shrines out in the wilderness live as Hermits. Many sometimes travel; bringing the word of God to those who would otherwise not have it. In a sense they replace the Druids in the settled lands controlled by the Church, and many actually deal with and sympathize with Druids. They gain Wilderness Lore as a class skill and also gain the Nature Sense of Druids. 

Order of St. Francis
Alignment: Any Non Evil

Weapon and Armor Proficiency: Light Armor and Shields only

Domains: Must have access to Protection and Travel Domains

Skills: Must know a Craft and have four ranks in it.

All members of this Order take a vow of poverty. Their possessions can not be worth more then 50 gold pieces, nor may they carry more then 50 gold pieces on their person at any time. Any money they earn must be earned by their Craft. If money is found during an adventure, it must be given to the poor, or to the Church for a good cause. Members, however, are known for their purity of thought and action. Their Wisdom Bonus can be added to their Armor Class.  Any time they attempt to help the Poor, they get a +2 to all necessary actions, including attack and defense.

Order of St. Nicholas

Abilities: Must have a Charisma of 12+

Alignment: Any Lawful

Weapon and Armor Proficiency: Martial Weapons added

Domains: Must have War and Destruction Domains

Skills: Must have at least 2 ranks in Diplomacy

This order works on building the political influence of the Church. They gain the skills Bluff, Intimidation, Sense Motives, Gather Information, and Knowledge (Politics). Charisma becomes a primary ability score. Members of this Order must stay within the strict orders of the Church, and can never be involved in revolutions unless the Church sponsors and controls that revolution. Members of this order gain access to the Healing and Knowledge Domain, but can only cast spells from their Domains because they spend most of their time studying politics, and not religion.

Order of St. Thomas
Alignment: Any

Weapon and Armor Proficiency: As Wizard, but with Light Armor and Shields

Domains: Must have access to Knowledge Domain 
Skills: Must have four ranks in Knowledge (Religion)

Members of this order are usually associated with book learning, trapped in a sea of airy nothings that they concentrate on rather then the real world. Because of this however, they cast all of their divine spells as if they were one level higher, and gain one extra bonus spell to their number of spells cast during the day. However, they are not as good in a fight as a regular cleric.

The Monk’s of Ile-Rein and the Provinces

Scattered across the land of Ile-Rein are a number of small monasteries, usually isolated and designed to keep the world out, and allow the members of the monasteries to practice their faith and build their minds towards God. These Monks of the Church are a vital part of the Church of God, providing centers for the preservation of learning, as well as acting as refuges for peasants from plague and natural disasters, and evil rulers, sometimes even forming camps of armed resistance.  These rules will help you build a Monk of the Church.

Building Your Monk of the Church

Everyone is welcome to the Church of God, whether they be Human or Humanoid. The Church provides a number of opportunities for any race, no matter if they are interested in saving souls or pursuing a higher education. The Church recruits heavily from the Humanoid populations around it, seeking to bring everyone together under the guidance of God. This is especially true of the monasteries, many of which act as educational centers for young children. Education is mandatory in Ile-Rein, but outside of the cities, educational opportunities are slim. Many of the Monasteries hope to end this, and go out of their way to help others, and many times, this brings members into their fold.


Divergence: The Orthodox Church of God

The Church has had splits in the past. Most of these splits involve the interpretation of Holy Scripture rather then the denial of one God or many. In each section that requires a Divergence, look for these helpful notes. The Orthodox Church, however, works just as fully as the Church of God in recruiting humanoids and foreigners to their cause. Monasteries of the Orthodox Church tend to be very rigid.

Divergence: The Protestant Church

As above, the Protestant Churches have had a split from the Church of God, and many have quarrels among themselves. Again the disagreement is over the Holy Scripture, rather then any question on God, or whether there is more then one. These notes will explain the differences from the Church of God so that your Monk will match up more with these. Note Protestant Monks are EXTREMELY rare, almost to the point of nonexistence, but occasionally one does arise. It is usually best to get your DM’s approval before taking this as a class.

Adventurers: Monks adventure for a variety of reasons. Some go to expand their minds and learn more about the world. Most of the time they concentrate on expanding knowledge, through lecturing, education, or even just by a joke or story around the campfire. Many don’t take to life on the road, but those that do can be a useful addition to an adventuring party. Their knowledge of history, customs, language, and to an extent, magic, make them valuable, and their oaths make them trustworthy.

Characteristics: The key feature of the monk is their knowledge. They know a lot about some of the most obscure facts that has ever been written down. Their skill with language is another trait related to the first. They are also trained well in unarmed combat. This is a result of rigorous training on the part of the monasteries in basic self-defense tactics to their members.

They also slowly gain the ability to cast some divine spells. This is a result of their constant studying of holy scripture, and the depth of their faith, coming together to bring access to Domains, and Domain spells. This is very limited spell casting however.

Finally the most important aspect of the Monk is that they can turn their faith into physical manifestations of power that allow them to be truly devastating in combat. Having the ability to raise a Shield of Faith, or to enhance their oaken staff or cudgel like a priest can is a significant combat advantage.

Alignment: Any non-chaotic. To the Church of God, anyone can have the faith and drive necessary to become a good monk, not just the lawful. Many times a NG or NE monk can blend in perfectly with the monastery, enhancing it and adding to it in significant ways.


Divergence: The Orthodox Monk

The Orthodox Monk must always be of lawful alignment. They are strict believers in rules first, rather then faith, and this reflects on their monasteries.

Divergence: The Protestant Monk

This very rare type of monk can be Chaotic. They follow their faith and their own reasoning and to hell with what the corrupt members of the Church of God or the Orthodox Church believe.

Other Classes: Monk’s get along with pretty much everyone, mostly because they see everyone as an opportunity to learn more about the world around them. Alignment of the monk can have a great influence on this, but mostly it remains true throughout the spectrum of monks that are encountered.  
Game Rule Information

Abilities: As per the Players Handbook

Alignment: Any non-chaotic.

Divergence: The Orthodox Monk


Any Lawful

Divergence: The Protestant Monk
Any

Hit Die: d8 
Class Skills: The class skills for the Monk are Concentration, Craft (All), Decipher Script, Heal, Knowledge (Religion), Knowledge (All), Profession (All), Speak Language, Spellcraft, Use Magic Device, and Survival.


Skill Points at 1st Level: (4 + Int Modifier) x 4


Skill Points at Each Additional Level: 4 + Int Modifier 
Monk Class Features


Base

Fort
Ref
Will

Level
Attack Bonus
Save
Save
Save
Special





1
0

+2
+2
+2
Shield of Faith, Domain, Unarmed Strike







Shillelagh (+1), Turn or Rebuke Undead

2
+1

+3
+3
+3
Improved Trip

3
+2

+3
+3
+3
Domain (2), Love of Faith

4
+3

+4
+4
+4
Great Fortitude, Divine Health

5
+3

+4
+4
+4
Lightning Reflexes

6
+4

+5
+5
+5
Domain

7
+5

+5
+5
+5
Lay on Hands

8
+6/+1

+6
+6
+6
Iron Will

9
+6/+1

+6
+6
+6
Domain

10
+7/+2

+7
+7
+7
Spiritual Weapon (+1)

11
+8/+3

+7
+7
+7


12
+9/+4

+8
+8
+8
Domain

13
+9/+4

+8
+8
+8
Spiritual Weapon (+2)

14
+10/+5

+9
+9
+9

15
+11/+6/+1

+9
+9
+9
Domain

16
+12/+7/+2

+10
+10
+10
Spiritual Weapon (+3)

17
+12/+7/+2

+10
+10
+10


18
+13/+8/+3

+11
+11
+11
Domain

19
+14/+9/+4

+11
+11
+11

20
+15/+10/+5
+12
+12
+12
Divine Power
Class Features

Armor and Weapon Proficiency: The Monk is proficient with all simple weapons. The Monk can use Light Armor and Shields.

Bonus Language: Monks are taught Latin, or any ancient languages appropriate to your world. In order for another Class to learn this language, they must take the skill Knowledge (Ancient Language - <name>) and at least two skill points in it to be able to understand it and converse in it. Monks receive this language at creation.


Divergence: The Orthodox Language

The Orthodox Church, just as here on Earth, speaks a different language entirely from the Church of God’s Latin. They speak Greek.  Again any appropriate, yet different, language may be substituted to represent this difference in your own gaming world.

Divergence: The Protestant Language

One of the tenants of the Protestant movement was making Holy Scripture open to everyone. For that to happen the books were reprinted in many languages, and the Ministers of the faithful did not learn the ancient languages unless they had some interest in them. There was a Humanism movement which stated that to find truth one must go back to the source, and use source languages for the Holy Scripture, specifically Latin, Greek, and Arabic. This was confined to a small number of elite Princes, and the concept of the Protestant Churches in this document envisions even peasants becoming Ministers.
Divine Health(Su): A Monk is immune to all normal diseases and poison. Magical diseases such as mummy rot and lycanthropy, and magical poisons can still have an effect. 

Divine Power (Su): Using this skill, the Monk imbues themselves with Divine Power. They get the BAB of a fighter of equal level, their strength becomes 25, and they get 1 extra hit point per level. In addition to these effects, the power of a shield of faith with a base of +5 +Wis Bonus comes into being.

Domain (Su): As a Monk advances in levels he gains access to Domain spells, though can cast no other divine spells. Each Domain can be accessed one time for each Domain had. So if you have four domains, you can cast four spells from each of the four domains. The Domains available to the Monk are Protection, Healing, Knowledge, Strength, Travel, or either Law or Chaos, depending on alignment. If you are a NG or NE Monk and you take Law, then you cannot take Chaos for any other Domain.

Improved Trip: As per the feat description.
Iron Will: As per the feat description.
Lay on Hands (Su): As per the Paladin, but Wisdom replaces Charisma.

Lightning Reflexes: As per the feat description.
Love of Faith (Su): A Monk’s faith in his religion allows them a +2 saving through against all Enchantment spells.

Great Fortitude: As per the feat description.

Unarmed Strike: A Monk has some training in hand to hand combat. Their hands deal normal rather then subdual damage as per the Simple Weapons chart on page 98 of the Player’s Handbook. Unarmed attacks do not grant Attacks of Opportunity.

Shield of Faith (Su): As per the first level Cleric’s spell. However, when cast the Monk gets a +1 to AC, as well as a bonus based off of wisdom. Then continue adding +1’s to AC as the spell. The monk can use this as many times as the wisdom bonus of the Monk.

Shillelagh (Su): At first level the Monk can imbue their staff or oaken cudgel with magical energy making it a 1d10+1 magical weapon for one minute a level. This can be done as many times as the wisdom bonus of the Monk.

Spiritual Weapon (Su): This spell acts exactly as the spell described on page 256 of the Player’s Handbook. In addition to the regular bonuses, the Monk gets a +1, +2, or +3 Bonus depending on level.

Turn or Rebuke Undead (Su): As a Cleric, the Monk can turn or Rebuke Undead. The Monk also has access to the feat Extra Turning.

Ex-Monks

A Monk that ceases to follow the Faith looses a number of skills. They can no longer access any skill that has a Su next to it, due to the fact that their faith is what powers these skills.

Monk Starting Packages:

Human Monk Starting Package


Armor: Leather, speed 30 ft.


Weapons: Quarterstaff, Light Crossbow


Skill Selection: Pick a number of skills equal to 5 + Int Modifier:


Skill

Ranks

Ability

Armor

Alchemy 

4

Intelligence
0

Concentration
4

Constitution
0

Craft (All)

4

Intelligence
0

Heal

4

Wisdom

0

Knowledge (Religion)
4

Intelligence
0

Knowledge (All)
4

Intelligence
0

Profession (All)
4

Wisdom

0

Spellcraft

4

Intelligence
0

Wilderness Lore
4

Wisdom

0


Feat: if Dex is 13 or higher, Dodge, if 12 or lower, Improved Initiative instead.


Bonus Feat: Skill Focus (Craft) or any other skill.

Gear: Backpack with Waterskin, one day’s trail rations, bedroll, sack, and matches. Three torches. Wooden Holy Symbol. Case with ten crossbow bolts. Monk’s Outfit (See Below).


Gold: 2d4 GP
Alternative Monk Starting Package


Race: Dwarf, Elf, Half-Elf, Half-Orc


Armor: Speed 20 ft (Dwarf Only)


Skill Selection: Pick a number of skills equal to 4 + Int Modifier. 
Alternative Monk Starting Package


Armor: Speed 20 ft


Weapons: Club (1d6, crit x2, 10 ft, 3 lbs, Bludgeoning) instead of Quarterstaff.


Skill Selection: Pick a number of skills equal to 4 + Int Modifier

New Equipment

Monk’s Outfit (European Renaissance) Cost - 5 sp.
Weight - 2 lbs.

This outfit of soft, brown robes is usually tied around the waste with a belt made of cord or rope. It comes with sandals, and sometimes sturdy boots depending on the weather. These robes are perfect for tending to a monastery or adventuring, and are fairly cheap.

