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You might subtitle this book the Independent Player’s
Guide, since it does for many independent, dark and
neutral factions what the Alliance and Horde Player’s
Guides do for the Alliance and Horde. This book details
many races that are important in the Warcraft world but
are not members of the Alliance or Horde. It also details
many factions — dark factions, indeed, though some are
darker than others — that have their own motivations,
intrigues and agendas. They all possess a degree of
separation from the Alliance or Horde, though they are
of concern to Alliance and Horde characters.

Specifically, this book is concerned with the following
races and factions.

Races: Dark Iron dwarves, dragonspawn, murlocs,
naga, pandaren, quilboar, satyrs and tuskarr.

Factions: The Argent Dawn, the Atal’ai and Hakkari,
the Cenarion Circle, the Cult of the Damned, the Dark
Horde, the Darkmoon Faire, the Defias Brotherhood,
the dragonflights (all five), the Earthen Ring, the
Explorers’ League, the Farstriders, the Scarlet Crusade,
the Syndicate, the Thorium Brotherhood, the Twilight’s
Hammer, the Zandalar troll tribe.

Within these pages, behold the following chapters:

Chapreer 1: New Races

Our List of Allies Grows Thin

This chapter presents the races mentioned above
(except for goblins; they appear in World of Warcraft the
Roleplaying Game). Note that these races appear in other
books as well (especially the Monster Guide); they are
present here for a couple reasons. The first is convenience
— it puts all the playable races close together. The
second is that the Monster Guide is primarily a Game
Master (GM) resource; he probably doesn’t want his
players pawing through it. Also, the racial descriptions in
this chapter appear in the standard player character race
format, so they include some interesting details about
the races (particularly about adventuresome members)
that don’t appear in the Monster Guide (or Lands of
Mystery, in the case of dragonspawn and murlocs).

Chapreer 2: Class Oprcions
Nothing Can Stop Us Now

This chapter contains loads of new possibilities for
Warcraft characters. This chapter, which includes several
new concepts and game elements introduced in the
Alliance Player’s Guide, is divided into five subsections.

e e

i' (UarcraFe on che (Ued ﬁ
Like this book? Have a question? Want to rip out
the developer’s guts with vitriolic message board |
posts? Feel free to let us know/ask/do so at www. i
: warcraftrpg.com. ]

Equipment is first. Several races in this book —
especially pandaren — possess unique weapons that
don’t appear in WoW RPG.

Variant Classes take the classes in WoW RPG and
alter them slightly, creating classes that are somewhat
different than the standard rogue, scout and so forth
that appear in WoW RPG. If you want to play a rogue
who focuses on combat (and receives the abilities to do
so), you'll find the rules here.

Racial Iconic Classes are also variant classes, as
above, but these classes represent certain racial icons.
The naga mage, for instance, is an icon on Azeroth, and
this section gives you the rules to play one.

Creature Classes allow you to play a dragon
(specifically, a red whelp), flamewaker, nerubian or sea
giant from level 1.

Feats is the final section, and it’s appropriately hefty.

Chaprer 3: Prestige Classes

Bring Pandemonium!

This chapter includes 9 new prestige classes to which
your character can aspire. Though aimed at members of
the races and factions presented in this book, any charac-
ter who meets the prerequisites can take these classes.

Chapreer %: Magic

Gather the Darkness

This chapter provides an overview of how many in-
dependent races feel about magic in general and about
specific kinds of magic. It contains new spells and magic
items, as well, which the dark races and factions devel-
oped or use extensively.

Chaprer 5: Technology

The Random Explosions Will Continue Until
Morale Improves

This chapter provides an overview of how many
independent races and factions feel about technol-

: Fiecion Spocs
- As in the Alliance Player’s Guide, throughout this book are sidebars containing pieces of fiction — short
- scenesand vignettes that serve (hopefully) to immerse you in the Warcraft world, are related to the information 1}

- nearby, and provide a break from reading loads of game material. il




INTRODUCTION

ogy. It also contains new tech-mods and techno-
logical devices that the dark races and factions
developed or use extensively. This chapter includes
tech-mods created by goblins!

Chaprer 6: Hiscory and Culcure

Filling the Knowledge Gaps

The famed dwarven explorer Brann Bronzebeard has
been around and seen a lot. He’s thinking about writing
a history (Sociology? Political science? He hasn’t really
decided yet.) book for schoolrooms; these are some of
his notes and working drafts concerning the history and
culture of each of the independent races included in

this book.

Chaprer 7: The Faccions

A Place for Everyone

This chapter, also narrated by Brann Bronze-
beard, delves into the many dark factions in-
cluded in this book. He discusses everyone from
the Argent Dawn to the Earthen Ring to the
Zandalar troll tribe.

Chaprer 8: Dark (Uarriors

I Like Fightin’ Best

This chapter is similar to Chapter 8 in the Alliance and
Horde Player’s Guides, which delve into the military,
tactics, soldiers and champions of the Alliance and Horde.
Each race and faction receives its own section in this chapter,
including a description of its tactics and military ideas, fol-
lowed by statistics describing one or two typical members of
the faction who could hold their own in combat.

Chaprer 9: Creacures

A Dark Bestiary

This chapter includes many creatures that are impor-
tant to the races and factions in this book, from clockwerk
goblins to watery minions.

Chaprer 10: Advencures

I Expect You to Die

This chapter includes two adventures for heroes of any
faction: “Goldknuckle,” which involves a crazed goblin’s
plans to become the wealthiest creature in the world, and
“The Lost Idol,” which focuses on a hostile murloc tribe.
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Included in this chapter are many new playable races for the WoW RPG. These races are unaffiliated with the
Alliance or Horde, though the occasional, exceptional individual may join one of these affiliations.
! Tadle 1-1: Racial Abilicy IModifiers
: : Race Ability Adjustments Favored Class
! Dragonspawn (wyrmkin +1 Str, —2 Cha Warrior
\ ey, Dwarf, Dark Iron +1 Agy, -2 Cha Rogue
AT Murloc +1 Agy, +15pt, =2 Cha Scout
o Naga (female +2 Int, +2 Cha, =2 Str Mage
A Naga (male +2 Str. =2 Int, =2 Cha Warrior
U ! Pandaren +2 Sta, +2 Cha, =2 Int Warrior
_ Quilboar +2 Str. +2 Sta, =3 Int, =3 Cha Barbarian
E Satyr +2 Agy, =2 Spt, =2 Cha Rogue
: Tuskarr +2 Sta, =2 Int Scout
i W

N

o
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Description: The dragonflights of Azeroth are not
without retainers and assistants. Noble creatures serve
the dragons with absolute loyalty, acting as footmen,
soldiers, assistants and companions. They are endowed
with many of the dragons’ mystic abilities and virtuous
qualities. Exactly how they came into being is a mystery
to many, though dragons may have the answers.

Each wyrmkin is born into a specific flight of draconic
servitude. Each dragonspawn race is shaped to serve a
specific dragonflight, and each dragonspawn exhibits
hereditary traits that represent the dragonflight he serves.

Though they have dragonlike qualities, these
creatures are not descended from dragons. Instead,
they are distant kinfolk, descended from humanoids
who spent their lives close to the dragons and took
on the qualities of their masters after generations of
service. As a result, dragonspawn are gifted with unique
advantages, including immunity to their dragonflight’s
breath weapon.

Wyrmkin dragonspawn are the least of the
dragonspawn. They are tough and hardy, but not
particularly intelligent. Most lack self-motivation,
requiring a leader to give them specific instructions and
commands. Dragonspawn have no social mobility.

Dragonspawn serve their draconic masters eagerly,
considering the task an enormous honor. No
dragonspawn breaks with his patron dragonflight
or strikes out alone. They follow the commands of
their dragon masters willingly — and a dragon might
command a dragonspawn to undertake a mission by
himself, or perhaps join forces with a group of heroes.

_ Dragconspiyy

Appearance: The lower bodies of dragonspawn are much
like dragons: a scaled hide, four legs and a tail. They have
humanoid torsos with long, thick arms, and scaled, draconic
heads. Their hides and draconic features are the color of
their patron flight (black, blue, bronze, green or red).

Dragonspawn have similar physiques regardless of the
flight they belong to. Most dragonspawn bear a mark
upon their breastplates or shields that identifies their
draconic mentor or patron, giving honor to the dragon
who trained them. Armor and clothing reflect the scale
coloring of the dragonspawn’s patron dragonflight.

Region: Dragonspawn can be found wherever
dragons dwell. For example, the Burning Steppes teem
with black dragons, drakes and other servants of the
black dragonflight. In Grim Batol, where the red dragon
Alexstrasza was once imprisoned, there now waits a host
of red dragonspawn legionnaires eager to protect the
remnants of the red dragonflight.

Affiliation: Independent. Dragonspawn are loyal to
their specific dragonflights, and to no one else.

Faith: Many dragonspawn revere dragons, particularly
their own dragonflights. The Dragon Aspects— Alexstrasza
the Life-Binder, Malygos the Spell-Weaver, Ysera the
Dreamer, Nozdormu the Timeless, and Deathwing (once
Neltharion the Earth-Warder) receive special attention.

Names: Dragonspawn names are harsh and simple,
with no family name to speak of; they are usually
referred to by their place in the hierarchy, much like a
military rank, and the name they were given at birth.
Dragonspawn adventurers often refer to themselves
simply by their given names.




DRAGONSPAWN

¢ Male Names: Kaz, Brak, Fash, Shez, Verrik, Yzyr, Zoar.
¢ Female Names: Fraya, Mahut, Adru, Shanza, Zstrsa.

\Y)frmkin Drilgonspawn
Racial Trails

e +1 Strength, —2 Charisma. Wyrmkin are physically
powerful, but their culture teaches them to be submissive.

e Large Quadruped: Wyrmkin are 7 to 8 feet tall
and their quadrupedal bodies give them great girth.
As Large creatures, wyrmkin take a —1 size penalty to
Armor Class, a -1 size penalty on attack rolls, and a —4
size penalty on Stealth checks to hide; they have a +4
bonus on grapple checks, and a natural fighting space
and reach of 10 feet. Wyrmkin have a total +8 bonus
on checks to avoid being tripped. They must use larger
weapons and armor than Medium creatures.

As Large quadrupeds, wyrmkin have carrying capacities
triple those of Medium bipeds. Their strange frames mean
that armor must be custom-made, however, and
costs four times the normal amount.

e Wyrmkin base land speed is 30 feet.

® Monstrous Humanoid: Wyrmkin
are monstrous humanoids,
not humanoids. As such,
they are immune to hold
person and similar effects
that  specifically  target
humanoids.

e Darkvision: Wyrmkin can
see in the dark up to 60 feet.
Darkvision is black and white,
but it is otherwise just like
normal sight.

® Heritage Immunities (Ex): By virtue of their unique
lineage, dragonspawn are immune to the breath weapon
of their own flight. For example, red wyrmkin are immune
to the fiery breath of a red dragon. Dragonspawn are
likewise immune to the frightful presence of any dragon
of their flight as long as that dragon does not have at
least twice as many Hit Dice as the dragonspawn.
Black and red dragonspawn also have the fire subtype.
Chromatic dragonspawn technically have both the cold
and fire subtypes, which effectively negate one another; they
end up having resistance to acid 5, cold 5, and fire 5. They
take a —2 penalty to both Intellect and Charisma.
¢ Automatic Languages: Common and Draconic.
¢ Bonus Languages: Any. Some wyrmkin are scholars
and often learn many languages; some pass this
knowledge onto their wyrmkin allies.
® Racial Levels: Unlike humans and some other races,
wyrmkin can take afew levelsin “wyrmkin”
as a class to develop their racial qualities
more fully.
e Favored Class: Warrior. A multiclass
wyrmkin’s warrior class does not count
when determining whether she suffers an
experience point penalty for multiclassing

-

X '._ “Multiclass Characters,” XP for
LA % Multiclass Characters).
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CHAPTER ONE: NEW RACES

Tavle 1-2: The Wyrmkin

Base
Wyrmkin Attack  Fort Ref  Will
Level Bonus  Save Save Save Special

Ist +1 )l ) 4y +1 Strength, +1 Stamina, light armor proficiency, martial weapon proficiency

Ind +2 +3  +0 43

+1 Strength, +1 natural armor bonus, medium armor proficiency, martial weapon

proficiency

3rd +3 2o af

+1 Strength, +1 Stamina, +1 natural armor honus, heavy armor proficiency,

martial weapon proficiency

(Uyrmkin Levels

Wyrmkin can take up to three levels in “wyrmkin” at any
time. Wyrmkin levels represent the individual’s exploration
of her draconic heritage, tapping into the talents granted
by her association with her dragonflight.

Wyrmkin levels stack with an arcane spellcasting class
level for purposes of determining caster level for spells.
If the wyrmkin has more than one arcane spellcasting
class, add the racial levels to the highest.

Hit Die: d8.

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

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

Description: About three centuries ago, war rocked
Khaz Modan. The Bronzebeard, Wildhammer, and
Dark Iron clans clashed in the bitter War of the Three
Hammers, and eventually the Bronzebeards drove the
Wildhammers and Dark Irons out of their city. Not
content to establish a new homeland, Thaurissan, the
sorcerer-king for the Dark Irons, led his people against
both Ironforge and the Wildhammers of Grim Batol.
This was a mistake, as it caused Ironforge and Grim Batol
to join forces against him; they defeated his attacking
forces and marched on his stronghold. In desperation,
Thaurissan summoned a blazing entity.

He made a horrible mistake. The creature who
answered the summons was Ragnaros the Firelord.

Ragnaros’s cataclysmic arrival shattered the land,
scoured the armies, and ended the war. The Firelord then
descended into what is now Blackrock Depths, exerting
his will over the remaining Dark Irons and bending
them to his will. Now, the Dark Irons serve Ragnaros,
but nurture their hatred against the Bronzebeard and
Wildhammer dwarves who defeated them centuries ago
— just a few generations, for the long-lived dwarves.

Appearance: Dark Iron dwarves resemble their
Bronzebeard cousins, but their skin is pale or an ugly
gray. Their hair and beards are black, bluish, white or

“Class” Skills: Knowledge (arcana) (Int), Listen
(Spt), Spellcraft (Int), and Spot (Spt). See Chapter 5:
Skills in WoW RPG for skill descriptions.

Starting Gold: A Ist-level wyrmkin with a level in
wyrmkin begins play with 5d4 x 10 gold pieces.

Weapon and Armor Proficiency: Wyrmkin with
levels in wyrmkin are proficient in the use of simple
weapons and shields (but not tower shields).

Armor Proficiency: Wyrmkin gain proficiency with light armor at
Ist level, medium armor at 2nd level, and heavy armor at 3rd level.

Martial Weapon Proficiency: A wyrmkingainsproficiency
in one martial weapon of her choice at 1st level and another
martial weapon of her choice at 2nd level. At 3rd level, a
wyrmkin gains proficiency in all martial weapons.
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orange, and their eyes glow with a flamelike luminance
that recalls their fiery overlord.

Region: The Dark Irons dwell in Blackrock Depths.
They battle the black dragon Nefarian’s forces for
control of Blackrock Mountain. With the devastation of
the Third War, many Dark Irons returned to the surface,
ranging across the Arathi Highlands and the Searing
Gorge for their master.

Affiliation: Independent. Ragnaros’s motives are
unknown, but the Dark Irons serve his will. Others
pursue their own agendas, when these don’t clash
with Ragnaros’s. Many relish the opportunity to cross
blades with their ancestral enemies, the Bronzebeard
and Wildhammer dwarves. Dark Irons are evil, selfish
and arrogant. They don’t get along well with others, so
their allies are few; however, rumors say that they and
Mekgineer Thermaplugg, head of the leper gnomes in
fallen Gnomeregan, seek an alliance.

Faith: The Dark Irons don’t place much emphasis on
faith, but, as they are servants of Ragnaros, they tend
to revere fire and fire elementals — particularly big,
powerful fire elementals like Ragnaros.

Names: Dark Irons follow naming practices similar to
Bronzebeard dwarves’.

¢ Male Names: Beld, Franclorn, Lokhtos, Grall.




DWARF, DARK IRON

¢ Female Names: Aster, Channis, Mogran, Wellia.
¢ Surnames: Angerforge, Darkbargainer, Firesmite,
Forgewright.

Dark Iron Dwarft
Racial Trails

e +1 Agility, =2 Charisma. Dark Iron dwarves are
more precise and subtle than their Bronzebeard and
Wildhammer kin, but just as surly (if not more so).

® Medium: As Medium creatures, Dark Iron dwarves
have no bonuses or penalties based on their size.

® Dark Iron dwarf base land speed is 20 feet. Medium
and heavy armor does not slow Dark Iron dwarves.

® Darkvision: Dark Iron dwarves can see in the dark
up to 60 feet. Darkvision is black and white only, but it
is otherwise like normal sight.

® Stonecunning: Stonecunning grants Dark Iron dwarves
a +2 racial bonus on checks to notice unusual stonework
such as sliding walls, stonework traps, new construction,
unsafe stone structures (surfaces, ceilings and columns)
and the like. A Dark Iron dwarf can make a Search check
for stonework traps as a rogue can. Dark Iron dwarves can
also sense their approximate depth underground.

e Weapon Familiarity: Dark Iron dwarves treat
blunderbusses, dwarven battle hammers, dwarven
tossing hammers, dwarven waraxes, flintlock pistols,
and long rifles as martial weapons rather than
exotic weapons.

e +) racial bonus on saving throws against

{

poison.

related to stone or metal. Appraise and Craft are
class skills for all Dark Iron dwarf characters.

e Automatic Languages: Common and .
Dwarven.

® Bonus Languages: Goblin, Kalimag, and
Low Common. Dark Iron dwarves
sometimes learn Goblin and
Low Common to speak
with the creatures around
their territory, and their
elemental masters g
teach some of them
their ancient
language.

e Racial Levels:
Unlike humans

¥

and some other
races, Dark
Iron dwarves
can take a few
levels in “Dark
Iron  dwarf’
as a class to
develop their

)
e +2 racial bonus on Appraise and Craft checks I\‘

racial qualities more fully.

¢ Favored Class: Rogue. A multiclass Dark Iron dwarf’s
rogue class does not count when determining whether
he suffers an XP penalty for multiclassing (see WoW
RPG, Chapter 3: Classes, “Multiclass Characters,” XP
for Multiclass Characters).

Dark Iron DwarF Levels

Dark Iron dwarves can take up to three levels in
“Dark Iron dwarf” at any time. Levels in Dark Iron dwarf
represent the individual drawing upon his heritage as
both a member of the Dark Iron clan and a servant of
fiery elementals.

Hit Die: d8.

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

Skill Points at Higher Levels: 4 + Int modifier.

“Class” Skills: Appraise (Int), Climb (Str),
Concentration (Sta), Craft (Int), Listen (Spt), Search
(Int), Sense Motive (Spt), Spot (Spt), and Stealth
(Agy). See Chapter 5: Skills in WoW RPG for skill
descriptions.

Starting Gold: A 1st-level Dark Iron dwarf with a
level in Dark Iron dwarf begins play with 5d4 x 10 gold
pieces.

Weapon and Armor Proficiency: Dark Iron dwarves
with levels in Dark Iron dwarf are proficient with simple
weapons, light armor and shields (but not tower shields).
| Bonus Weapon Proficiency: At each level, the

{ Dark Iron dwarf chooses one weapon from the

following list: blunderbuss, dwarven waraxe,
dwarven battle hammer, dwarven tossing
;  hammer, flintlock pistol, and long rifle. He is
proficient with that weapon.
// Fire Magic Affinity (Su): Whenever
the Dark Iron dwarf casts a spell with the
' fire descriptor, he may add his levels
", of Dark Iron dwarf to his caster
5 level for the purposes of any
level-dependent  effects
(such as range, duration
and so forth).
Resistance to Fire
(Ex): Dark Iron
~ dwarves’ association
'l with Ragnaros
grants them some
protection against
fire. A Dark Iron
s, dwarf  has
S \, resistance to
1EFP‘ 8 fire equal to
—
e three times
_-;' his Dark Iron
dwarf level.

—
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Tadle 1-3: The Dark lron DwarF

Base
Dark Iron  Attack  Fort Ref Will

Dwarf Level Bonus Save  Save  Save  Special

Ist +0 +2 +0 +0

+1 racial bonus on attack and damage rolls against Bronzebeard

and Wildhammer dwarves, bonus weapon proficiency, fire magic

a

+0
+1

Description: Murlocs are fishlike humanoids who dwell
throughout Azeroth. They hate most other races and attack
intruders on sight, viciously defending their territories.
Most other races consider murlocs a nuisance but not a real
danger, as murlocs tend to be weak individually and their
tribes are not large enough to pose a threat to the civilized
world. Still, to a group of adventurers who accidentally
stumble into a murloc village, murlocs can be deadly.

Murlocs appeared on land only recently, leading
some to speculate that the race is
newly formed — or, at least, their
ability to move about on land is a
new development. Some experts
believe that the murloc race, in its
current form, is far, far older than
this, perhaps predating even the
kaldorei empire of 10,000 years
ago. If this is true, then they must
have good reason for clambering
onto dry land.

Many murloc tribes exist, and
the tribes get along with each
other reasonably well. Members of
a single tribe are usually similar in
appearance. Multiple tribes in the
same area are organized into clans,
and every so often a clan meets
to discuss issues of importance —
though exactly what is important to
a murloc is a matter of some debate.

Appearance: Murlocs look like
fish crossed with humans. They
stand 6 feet tall, but walk with
a hunch, making them appear
shorter. Their hands and feet are
webbed, and fins run along their
heads and backs. Their mouths are
wide and set with numerous sharp
teeth; their eyes are large, and set
on opposite sides of their heads.

ffinity, resistance to fire 3
+2 Stamina, bonus weapon proficiency, resistance to fire 6
+1 Agility, bonus weapon proficiency, resistance o fire 9

Murlocs are scaled in almost every color imaginable
— purple, orange, green, yellow, and many others.
Their bodies are marked with patterns as well;
many murlocs bear stripes, spots, swirls and similar
markings. Their bellies are often of a different,
lighter color than the rest of their bodies. In addition,
murloc scales shine like fish scales — in the light,
turned at certain angles, they glimmer with all the
colors of a rainbow.




MURLOCS

Region: As far as anyone knows, murlocs don’t have a
single region they call their homeland, but they exist on
coastlines throughout the world — Azeroth, Kalimdor,
and Northrend all boast tribes of murlocs. They live in
both fresh water and salt water, and many tribes exist
inland, around lakes and marshes. They are particularly
plentiful in the South Seas.

Affiliation: Independent. Murlocs hate all other
races, though they occasionally work with powerful
aquatic races (like naga) out of fear or misguided
religious fervor. Each murloc tribe has its own agenda,
though scholars don’t agree on whether these agendas
are ever more than just existing and killing anyone who
comes close. Every once in a while, a murloc leaves the
tribe to embark upon adventure, but a murloc joining
the Alliance or Horde is unheard of.

Faith: Murloc faith is strange. Some accounts report
that religion plays a dominant role in their society, but
they do not revere a common deity — at least, as far
as anyone knows. Murloc beliefs incorporate powerful
creatures that live around them, and their pantheons
are dynamic, changing as the surroundings do. A tribe
may venerate a whale (or may even raise its status to
whale-god) until a giant sea serpent drives it away, at
which point their beliefs change to incorporate the sea
serpent as the chief object of their reverence.

Some whispers assert that all murlocs honor an entity
above all these others — accounts of murlocs occasionally
speaking of “the One in the Deeps” is, supposedly, evidence
of this. Whether this is true or not, and, if it is, whether
“the One in the Deeps” is simply a representation of the
ocean or if it is an actual entity, is unknown.

Names: If fish gave themselves names, they would be
similar to murloc names. Their names contain many wet,
soft sounds; SH’s, Ls, and M’s are common. Their tribe
names recall something of the tribe’s accomplishments,
appearance, history, or tradition.

® Male Names: Ashmol, Loshof, Molgloo, Shlesh.

¢ Female Names: Malash, Orgloom, Seeshen, Shyresh.

e Tribe Names: Blindlight, Bluegill, Greymist,
Saltspittle.

Marloc Racial Trails

e +2 Agility, +1 Spirit, —2 Charisma. Murlocs are
faster than most people realize, even above the water, and
surprisingly focused and strong-willed. Their appearance
makes most surface-dwellers uncomfortable, however.

e Medium: As Medium creatures, murlocs have no
special bonuses or penalties based on their size.

® Murloc base land speed is 20 feet. Murloc base
swim speed is 30 feet. Like all creatures with a swim
speed, a murloc can move through water at her swim
speed without making Swim checks. Murlocs gain a
+8 racial bonus on any Swim check to perform some
special action or avoid a hazard. A murloc always can
choose to take 10 on a Swim check, even if distracted
or endangered. A murloc can use the run action while
swimming, provided she swims in a straight line.

® Monstrous Humanoid: Murlocs are monstrous
humanoids, not humanoids. As such, they are immune
to hold person and other effects that specifically target
humanoids.

¢ Aquatic Subtype: Murlocs have the aquatic subtype.

¢ Darkvision: Murlocs can see up to 60 feet in total
darkness. Darkvision is black and white only, but it is
otherwise just like normal sight.

e Amphibious: Murlocs can breathe both air and
water indefinitely. They are uncomfortable on land, but
can function on it.

¢ Dehydration: Murlocs must immerse themselves in
water for at least 1 hour once per day. A murloc who
spends 24 hours without immersing herself in water
takes 1d6 points of damage and a —1 penalty on attack
and damage rolls, skill and ability checks, and saving
throws. Every 8 hours thereafter, the murloc takes the
same damage and penalties, which stack. Damage from
this effect cannot be healed by any means until the
murloc immerses herself in water for at least 1 minute
for every hour she was out of water.

e Swim is a class skill for all murloc characters.

¢ Automatic Language: Nerglish.

¢ Bonus Languages: Common, Dwarven, Nazja and
Zandali. Murlocs sometimes learn the languages of the
creatures with which they interact.

® Racial Levels: Unlike humans and some other races,
murlocs can take a few levels in “murloc” as a class to
develop their racial qualities more fully.

e Favored Class: Scout. A multiclass murloc’s scout
class does not count when determining whether she
suffers an experience point penalty for multiclassing
(see WoW RPG, Chapter 3: Classes, “Multiclass
Characters,” XP for Multiclass Characters).

Murloc Levels

Murlocs can take up to three levels in “murloc” at
any time. Murloc racial levels represent the individual
drawing upon her mysterious heritage and training in
the unique ways of her race.

Murloc levels stack with a divine spellcasting class
level for purposes of determining caster level for spells.
If the murloc has more than one divine spellcasting
class, add the racial levels to the highest.

Hit Die: d8.

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

Skill Points at Higher Levels: 2 + Int modifier.

“Class” Skills: Concentration (Sta), Spot
(Spt), Stealth (Agy), Survival (Spt), and Swim
(Str). See Chapter 5: Skills in WoW RPG for skill
descriptions.

Starting Gold: A Ist-level murloc with a level in
murloc begins play with 1d4 x 10 gold pieces.

Weapon and Armor Proficiency: Murlocs with levels
in murloc are proficient in the use of simple weapons
and shields (but not tower shields).

Bonus Weapon Proficiency: A 1st-level murloc gains
proficiency with tridents.

A 3rd-level murloc gains proficiency with nets.
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Bonus Feat: A 2nd-level murloc can choose one
of the following bonus feats: Point Blank Shot, Quick
Draw or Track.

Increased Land Speed: A 2nd-level murloc’s base
land speed increases to 30 feet.

Improved Darkvision: A Ist-level murloc’s darkvision
increases to 90 feet. A 3rd-level murloc’s darkvision increases
to 120 feet.

Increased Swim Speed: A Ist-level murloc’s swim
speed increases to 40 feet. A 3rd-level murloc’s swim
speed increases to 50 feet.

Tadle 1-4: The Murloc

Base
Attack Ref  Will
Bonus Save Save Special
Ist +1 +0 42 +2  +2raciol bonus on Stealth checks, bonus weapon proficiency, improved darkvision,

increased swim speed
+1 natural armor bonus to AC, +1 racial bonus on Concentration checks, +1

racial bonus on Stealth checks, bonus feat, increased land speed
+1 natural armor bonus to AC, +1 racial bonus on Concentration checks,
+1 racial bonus on Stealth checks, bonus weapon proficiency, improved darkvision,

Ind +2 al) - o e

3rd +3 +1 +3 43
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Description: Naga are insidious, snakelike humanoids
who dwell deep beneath the ocean. They have an
ancient and complex culture steeped in arrogance and
arcane magic

Long ago, at the end of the War of the Ancients, the
Well of Eternity — the source of all arcane magic on
Azeroth — imploded. The Well was destroyed, and
much of the land around it crashed to the bottom of the
sea, shattering the world in the process. The force of the
implosion smashed a hole in the ocean’s floor, revealing
the planet’s molten core. This crack still exists — it’s
called the Rift — and Azeroth’s molten interior is open
to the ocean, heating the nearby waters.

Many night elves sank to the bottom along with their
cities. However, they were no longer kaldorei — these
night elves were cursed, and during the Sundering they
became the water-breathing naga. On the ocean floor,
the Well of Eternity left behind residual energies. Over
10,000 years, these energies mutated the surrounding
sealife — including the naga. Now, the naga make their
presence known again on the surface and seek to retake
their place as rulers of the world.

Naga men are strong and fierce, and are valuable
soldiers and generals in the naga’s armies. Naga women
are smarter and boast a natural ability with arcane
magic, and thus naga see them as superior. Naga society
is clearly matriarchal, with women assuming leadership
positions and men serving them willingly. All naga
owe fealty to their queen, Azshara — the same Azshara

increased swim speed

responsible for bringing the demons to Azeroth ten
millennia ago.

Appearance: The ancient curse worked its changes
differently on naga men and women, and their culture
reflects this fact. They draw clear lines between genders.
Naga men are larger and reminiscent of dragons —
particularly their heads. Their bodies are powerfully
muscled and often boast spikes, bony ridges, and
other fierce adornments. Naga women appear almost
delicate in contrast. They are slender and sinuous,
more like serpents than dragons, and their faces are
recognizably elflike. Their bodies are streamlined, and
their movements almost sensuous. Most naga women
are born with four arms.

Naga skin coloring varies greatly. Naga men usually
have darker skin than women — dark blues and greens
are common. Naga women usually have lighter skin,
often pale green, yellow and turquoise. Naga’s bellies
are often lighter than their backs. Eye color is similarly
varied, though green and blue are common. Naga
coloration clearly reflects their oceanic ancestry.

The changes wrought by the ancient arcane energy
are unpredictable, and their mutative powers affect every
naga in different ways — and affect some much more than
others. All naga bear unique signs of these mutations,
mostly cosmetic: soft spines, tendrils, extra fins, bony
plates and ridges, swirls and other markings on their skin,
and the like. In some naga, these mutations are much
more pronounced, and may have a useful function.




NAGA

Region: The naga capital is Nazjatar, at the bottom
of the ocean in the Eye, beneath the Maelstrom. Their
city is built into the cliffside and adorned with fantastic
decorations. Nazjatar is in fact built upon the remains
of the former kaldorei capital of Zin-Azshari — as the
naga changed with the Sundering and evolved over the
millennia, so too did their city.

In current times, many naga range out from Nazjatar.
They prefer sea coasts, and can be found throughout
Aczeroth. A group of naga under Lady Vashj has joined
Illidan Stormrage in Outland.

Affiliation: Naga. Naga serve their own purposes
and are united in their efforts to return their race to
glory. All others — Alliance, Horde, Scourge, Legion
and all the rest — are either tools to further this goal or
obstacles that must be destroyed.

Faith: Over the eons, Queen Azshara, the most
powerful arcanist of the ancient world, has grown in
power and magnificence. To the naga, she is a living
demigod, and they venerate her. Her presence in Nazjatar
is a powerful motivating force for the naga, and in their
minds Azshara, Nazjatar, and the naga are inextricably
linked — perhaps the same thing, in a way. Naga pay
homage to their heritage and their queen. The beings
they once revered as kaldorei — Malorne, Cenarius,
even Elune — are nothing but shadows.

Names: Naga names have little
in common. Some retain kaldorei "
traditions, taking surnames that speak to
the strengths of their race. Others prefer
more exotic names that may have some
meaning in the naga tongue or in
some other forgotten language. Still
others adopt titles purely for their
intimidation value, or to assert claims to
leadership. Their names often include many
sibilants, Z’s and V’s.

e Male Names: Sakrasis, Shezril,
Velrash, Zoniss.

® Female Names: Anna, Asprah,
Charib’dishal, Scilla, Ursula.

® Surnames: Darkscale, Rendclaw,

Serpens, Stormbow.

Naga Racial Trails

Naga men and women have slightly different racial
traits, as shown below.

® Naga Men: +2 Strength, —2 Intellect, —2 Charisma.
Naga men are larger and stronger than women, but not
as intelligent or mentally forceful.

® Naga Women: +2 Intellect, +2 Charisma, -2 Strength.
Naga women are more intelligent than men and tend
toward leadership, but they are physically weaker.

¢ Medium: As Medium creatures, naga have no
bonuses or penalties based on their size.

e Naga base land speed is 20 feet. Naga base swim
speed is 30 feet. Like all creatures with a swim speed, a
naga can move through water at her swim speed without
making Swim checks. Naga gain a +8 racial bonus on
any Swim check to perform some special action or
avoid a hazard. A naga always can choose to take 10 on
a Swim check, even if distracted or endangered. A naga
can use the run action while swimming, provided she
swims in a straight line.

e Monstrous Humanoid: Naga are monstrous

) humanoids, not humanoids. As such, they are
. immune to hold person and similar effects that
specifically target humanoids.
e Aquatic Subtype: Naga have the aquatic
subtype.

e Darkvision: Naga can see in the dark up to
60 feet. Darkvision is black and white only, but it
is otherwise like normal sight.
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CHAPTER ONE: NEW RACES

¢ Amphibious: Naga can breathe both air and water
indefinitely. They are equally comfortable on land and in water.

® +1 natural armor bonus to AC.

® Naga have a +2 racial bonus on Knowledge (arcana)
and Spellcraft checks. These skills are class skills for all
naga characters.

e Swim is a class skill for all naga characters.

¢ Automatic Languages: Common and Nazja.

¢ Bonus Languages: Darnassian, Low Common, and
Nerglish. Naga learn to speak with the creatures with
which they interact. Some learn the language of their
heritage as well.

e Racial Levels: Unlike humans and some other races,
naga can take a few levels in “naga” as a class to develop
their racial qualities more fully.

e Favored Class: Mage (women) or warrior (men). A
multiclass naga’s mage (for women) or warrior (for men)
class does not count when determining whether she or
he suffers an XP penalty for multiclassing (see WoW
RPG, Chapter 3: Classes, “Multiclass Characters,” XP
for Multiclass Characters).

Naga Levels

Naga can take up to three levels in “naga” at any
time. Naga racial levels represent individuals drawing
upon both their Highborne legacy and the power that
mutated them over thousands of years.

Naga men and women evolve in slightly different ways.

Hit Die: d8.

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

Skill Points at Higher Levels: 2 + Int modifier.

“Class” Skills: Intimidate (Cha), Knowledge
(arcana) (Int), Knowledge (military tactics) (Int),
Knowledge (religion) (Int), Spellcraft (Int), Stealth
(Agy), Survival (Spt), and Swim (Str). See Chapter 5:
Skills in WoW RPG for skill descriptions.

Starting Gold: A Ist-level naga with a level in naga
begins play with 1d4 x 10 gold pieces.

Weapon and Armor Proficiency: Naga are proficient
with simple weapons. They do not gain proficiency with
any armor or shields.

Mutation (Ex): The Well of Eternity’s residual energies
are unpredictable, and their mutative power manifests in
different ways. In all naga, many of these mutations are
simply cosmetic — soft spines running down their backs,
or extra fins adorning their arms, for instance. Some naga,
though (those with racial levels), also possess mutations
that have a more substantial effect.

At each level, the naga chooses one of the mutations
listed below. Some mutations are available only to men
or to women, and a few have other prerequisites as well
(noted in italics). Unless otherwise noted, a naga can take
any given mutation only once. Other mutations are also
possible; these are merely some of the most common.

Arcane Aptitude (Female only): The naga’s Intellect
is considered to be +2 points higher when determining
bonus spells and her spells’ DCs.

Arcane Puissance (Female only): The naga gains new
spell slots per day as if she had also gained a level in an

arcane spellcasting class in which she possesses at least 1
level. She does not gain any other benefit a character of
that class would have gained. If she has more than one
spellcasting class in which she can cast arcane spells,
she must decide to which class she adds this level of
naga for the purpose of determining spell slots per day.
A naga can gain this mutation any number of times.

Claws (Male or Female): The naga gains two claw
attacks that deal 1d4 points of damage each as primary
or secondary natural weapons. See the Monster Guide,
Chapter 5: Monster Types, Subtypes, and Abilities,
“Natural Weapons,” for more information.

Extra Arms (Female only): This mutation is especially
common; indeed, most naga women have it, being born
with four arms instead of two. All four of the naga’s
arms are equally dexterous and strong and can wield
weapons. One hand is considered the primary hand
and the other three are secondary. The naga can take
the Multiweapon Fighting feat to reduce the penalties
for fighting with multiple weapons (see the Monster
Guide, Chapter 4: Monsters as Characters). However,
naga born with extra arms tend to be frail; the naga
suffers a —2 penalty to Stamina.

This mutation can be chosen only at 1st character level.

Growth (Male only) : The naga grows to great size. The naga
becomes a Large creature. His space and reach increase to 10
feet. He takes a —1 size penalty to AC and a —1 size penalty
on attack rolls. He takes a —4 penalty on Stealth checks to
hide, but gains a +4 bonus on grapple checks and on checks
to avoid being tripped. He must wield weapons of Large size
or take penalties. Similarly, he must wear armor appropriately
sized for him, which costs twice as much as normal. His lifting
and carrying capacities double. If he has claws, their base
damage increases to 1d6. Prerequisite: Three levels in naga.

Hard Scales (Male or Female): The naga’s natural
armor bonus improves by +4.

Poison (Male or Female): The naga secretes poison. If
the naga has claws, the poison applies to her claws; if
not, the naga can run a weapon along her poison gland
(often in the palm) to coat it with poison. Doing so is
a standard action that provokes attacks of opportunity.
Initial and secondary damage 1d4 Agy; save DC 10 + the
naga’s racial class level + the naga’s Stamina modifier.

Slippery (Male or Female) : The naga’s skin is especially
slippery. She gains a +6 bonus on Escape Artist checks
and her natural armor bonus improves by +1.

Snake Hair (Female only): The naga has small snakes
on her head, like hair. The naga has a limited ability to
see through the snakes’ eyes. She cannot be flanked and
gains a +2 bonus on Spot checks.

Spell-Like Ability (Male or Female) : Choose one 1st-level
spell from the arcanist or mage spell list. The naga can
use this spell three times per day as a spell-like ability as
a caster of a level equal to her character level. The spell’s
saving throw DC is 11 + the naga’s Charisma modifier.

Increased Swim Speed: A Ist-level naga’s swim
speed increases to 40 feet. A 3rd-level naga’s swim speed
increases to 50 feet.
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Base
Naga Attack Fort  Ref Will
Level Bonus Save  Save Save  Special
Ist +0 +2/40* +0 +0/+2* Mutation, increased swim speed
nd +1 +3/40* +0 +0/+3* Mutation

3rd +2 +3/+1* +1  +1/+3* Mutation, increased swim speed
* Naga men have good Fortitude saves, while naga women have good Will saves. The
statistics for naga men are listed to the left of the slash, those for women to the right.
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roken night elves lay scattered across the ground like the remains of a meal carelessly discarded. Zaj'tal "-.
breathed deep. Forest smell with the tang of blood — the smell of victory. He watched his warriors slither
among the wreckage, searching the bodies and ruined structures for valuables. Perhaps they would be lucky
and find the scepter they sought. Perhaps they would need to press on to destroy more of these loathsome creatures
that were once his kin.

Something was not right, though. Zaj’tal slithered away from the willage, to the edge of the forest. His heightened
perceptions prickled. These night elves were tricky and sneaky. Some could easily hide in the forest. His eyes scoured
the shadows, but he saw nothing. His grip tightened on his trident, then he let out a growling sigh and turned,
presenting his back to the trees, as if disinterested. He had heard something.

A rush, a cry: “For Pandaria!” Zaj'tal spun and caught the edge of a slender sword between his trident’s tines. He
twisted, but the swordsman pulled his weapon back before Zaj'tal disarmed him. Zaj'tal slithered backward several
feet to regard his opponent: deep in shadows, with a wide-brimmed hat, blotchy markings on his face. He wore a long
garment, and was short and stocky.

“You are no elf,” Zaj'tal growled, sliding to the side, forcing his opponent to circle into the moonlight. “What are
you?”

“I am Shinjo Greatpaw, creature,” the swordsman replied in an odd accent, “pandaren wardancer.” Shinjo
exploded into motion, forward and upward, slashing down at Zaj’tal’s head as the ursine creature flipped over him.
Zaj’tal parried and thrust up with one hand, slashing through cloth and flesh with his claws. He twisted and thrust at
Shinjo’s back as the pandaren landed, but Shinjo was too quick and rolled to the side, fully into the moonlight.

“Pandaren,” Zaj'tal mused, gazing at his opponent and seeing the claw slashes along his belly. “I have heard of your
kind, but never seen one. I thought you were unaffiliated. What do you care what I do to these elves?”

“I have friends among them!” Shinjo shouted, and lunged. Zaj'tal parried easily, once, twice.

“I believe, little panda,” he rumbled, “that you had friends among them.” He parried again, thrust, but Shinjo
dodged. “I am Zaj'tal of the naga.”

“I believe,” Shinjo said — and suddenly he was pressed against Zaj'tal’s chest. The naga had time to be surprised
before he felt three feet of steel thrust through his belly. “That you were Zaj'tal of the naga.” Shinjo twisted his blade,
and pain shivered through Zaj'tal.

The naga clenched his teeth, blood dribbling down his jaw. “We shall see, little panda.” He enveloped Shinjo in a
crushing embrace and twisted a bracer on his arm. The two vanished.
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Description: Pandaren are much like furbolgs in that
they display bearlike traits while being a humanoid race.

While pandaren are similar in appearance to furbolgs, they
do not possess the feral qualities of the coarse furbolg race.
Indeed, pandaren are significantly calmer and more graceful.

Pandaren are often found in the company of dwarves in the
Eastern Kingdoms. Many have made journeys to Khaz Modan.
While pandaren are neutral in the affairs of Horde and Alliance,
they have aided both sides in matters of great importance.

Whatever their relation to the Alliance, it does not
seem that the pandaren will join the humans, elves and
other Alliance races in their struggle against the Horde.
For the pandaren, the internal politics of the Alliance
are another noisome formality they must endure while
learning all they can of the races that occupy the land.

Appearance: Where the furbolgs are broad shouldered and
muscular, powerful and wild, pandaren are round shouldered,
with a stocky build and blunt, ursine face. All pandaren have
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CHAPTER ONE: NEW RACES

a short-furred, soft white pelt with black markings around
eyes, ears and nose, as well as dark fur “sleeves” marking their
arms and legs down to the prehensile paws they have for
hands, and their feet. They favor garments of finely wrought
silk or cotton, with pandaren ascetics often wearing canvas
cloth robes made from rice flax.

The typical pandaren male is between 5 feet and 6
feet in height and weighs between 200 to 300 pounds.
Pandaren females are similar in stature, with slighter,
more feminine builds, being from 160 to 240 pounds.

Region: Pandaren dwell in the isolated and insular reaches
of Pandaria. This nation remains undiscovered to this day.

Pandaren society has changed over the course of its long
history. Where once the pandaren had a mighty empire,
standing proud beside their kaldorei allies (so scholars
believe), now they are a simple people who want only
peace and a safe home. Yet the world is a dangerous place,
and only through an acceptance of the violence that
comes with life can the pandaren continue to prosper.

Each pandaren belongs to a shao’din, which is their
word for “clan.” Pandaren society is, in many ways,
compartmentalized. At their core, the pandaren treasure
peace and creativity. Most pandaren are poets and
singers, and the craftsmen of their culture are revered.
The dangers of Azeroth, however, necessitated the
evolution of a class of warriors to defend those ideals —
it is these warriors, from the simplest pikeman
to the great shodo-pans, who ensure that
pandaren culture survives.

Affiliation: Neutral.

Faith: Pandaren have a fierce and deep belief in
the connection of the material and spiritual
worlds. In many ways their faith
mirrors the ancient beliefs
of the night elves, and
the tribal beliefs of

the tauren, troll
and orc  races.
However, pandaren
veil their beliefs

in the trappings of
a mystical and ancient

method called geomancy.
Geomancy teaches that
the land is a reflection of
the spirits, but that spirits
are also a reflection of the

land.

Names: Pandaren naming
practices are simlar to those of
humans: each pandaren has a
given name and a surname. The
names themselves, of course, are
different.

e Male Names: Chen, Jinto,
Kesha, Masha, Mushi, Polo, Sinjo.

¢ Female Names: Huan, Jiang,

Lian, Mei, Ping, Shui, Zi.

e Surnames: Earthsong, Greentouch, Honeybrew,
Lightgrace, Reedwine, Sweetbarrow, Swiftpaw.

Pandaren Racial Traifs

® +2 Stamina, +2 Charisma, —2 Intellect. Pandaren
are tough and quite friendly, but their isolated culture
has limited their exposure to intellectual stimulation.

® Medium: As Medium creatures, pandaren have no
bonuses or penalties based on their size.

e Pandaren base land speed is 30 feet.

® +1 natural armor bonus to AC. |

¢ All pandaren gain Dodge as a bonus feat, even if |
they do not meet the prerequisites.

e Pandaren have a +2 racial bonus on Listen and
Spot checks. Pandaren are attuned to the world
around them.

¢ Automatic Language: Common and Pandaren.

® Bonus Languages: Any unrestricted. Pandaren
enjoy learning new languages.

¢ Racial Levels: Unlike humans and some other races,
pandaren can take a few levels in “pandaren” as a class to
develop their racial qualities more fully.
Favored Class:  Warrior.
A multiclass pandaren’s

warrior class does not

count when




PANDAREN

Taodle 1-6: The Pandaren

Base
Pandaren Attack Fort
Level Bonus Save

3rd +2 +3 +3

determining whether he suffers an XP penalty for
multiclassing (see WoW RPG, Chapter 3: Classes,
“Multiclass Characters,” XP for Multiclass Characters).

Pandaren Levels

Pandaren can take up to three levels in “pandaren” at
any time. Pandaren have a millennia-long history from
which they draw their beliefs, philosophies, and combat
styles. Pandaren levels represent the individual focusing
upon his culture’s heritage and training.

Pandaren levels stack with a divine spellcasting class
level for purposes of determining caster level for spells.
If the pandaren has more than one divine spellcasting
class, add the racial levels to the highest.

Hit Die: d8.

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

Skill Points at Higher Levels: 2 + Int modifier.

“Class” Skills: Climb (Str), Jump (Str), Knowledge
(nature) (Int), Listen (Spt), Spot (Spt), Survival (Spt),

Ref Will
Save Save

Special
] +0 +2 +2 42 +1 Ay, Combat Expertise
2 +1 +3 +3  +3 +1 Spt, +1 Agy

+1 Str, attuned defense

Stealth (Agy), and Swim (Str). See Chapter 5: Skills in
WoW RPG for skill descriptions.

Starting Gold: A Ist-level pandaren with a level in
pandaren begins play with 5d4 x 10 gold pieces.

Weapon and Armor Proficiency: Pandaren with
levels in pandaren are proficient with all melee and
thrown martial weapons and with light armor and
shields (but not tower shields).

Combat Expertise (Ex): The pandaren gains Combat
Expertise as a bonus feat, even if he does not meet the
normal prerequisites.

Attuned Defense (Ex): Pandaren are attuned to their
surroundings, which helps them avoid blows. They sway
to the side or spin to the back just before attacks strike
them, moving with practiced grace. At 3rd level, as long
as the pandaren wears light armor or no armor, he adds
his Spirit modifier (if it is positive) as an insight bonus
to his AC. This bonus applies to both his flat-footed and
touch AC.

Quikogr

Description: Quilboar are primitive, aggressive,
swinelike humanoids who live in desolate places on
Kalimdor. They are large and strong, but not particularly
bright; never a dominant race, in recent times their
numbers and territory have decreased further as orcs,
tauren and other races from across the sea encroach
on their land. They battle these creatures — and most
others — ferociously.

Quilboar have strong loyalty to their tribes and
an ingrained desire to make their tribe — and, by
extension, their race — as strong as possible. Their
society is regimented and supports strong warriors and
shaman. Males generally become warriors or shaman
while females care for young quilboar.

Appearance: Resembling pigs crossed with humans,
quilboar are ugly to most other races. Their heads are
those of boars, and they have dry, prickly hair that
protrudes from their heads and necks. Tusks jut from
their piglike jaws. Stocky and powerful, quilboar stand
5-1/2 feet tall and weigh 225 pounds. Quilboar rarely
wear clothes on their upper bodies, but usually wear
tattered pants on their legs; warriors wear armor (of
course). As befits their name, quilboar have a mane of

sharp quills. Quilboar can fight with these quills, but
prefer manufactured weapons.

Region: Most quilboar live in the Barrens of Kalimdor,
though a few range farther afield. Quilboar prefer to make
their homes in thickets of huge brambles; they claim that
when the Eternal Agamaggan fell in ancient times, these
brambles sprouted from splashes of his blood.

Affiliation: Independent. Quilboar are fiercely
territorial and attack most other species on sight. Their
mentality leaves little room for alliance with other races.

Faith: Quilboar revere Agamaggan, an ancient Eternal
associated with the night elves. Quilboar believe the
boarlike Agamaggan was their creator, though he fell to
the Burning Legion in ancient times. Quilboar shaman
are common and an important element of both quilboar
society and their military, though recently rumors speak
of quilboar tribes turning to necromancy.

Names: Quilboar names are usually guttural,
multisyllabic, and involve snortsand growls. Theirsurnames
are honorific, recalling a difficult, heroic, or otherwise
memorable deed that the quilboar accomplished.

® Male Names: Achrengrok, Murgrek, Thagmagron,
Verrmalk.
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CHAPTER ONE: NEW RACES

¢ Female Names: Almondi, Egrenna, Gormeginia,
Shmagnetess.
¢ Surnames:

Mudwater, Orcbane, Razorflank,

Snarlsnout, Thorncurse, Thornmantle.

Qailboar Racial Trails

e +) Strength, +2 Stamina, -3 Intellect, -3 Charisma.
Quilboar display great strength and hardiness, but are
neither quick-witted nor pleasant.

® Medium: As Medium creatures, quilboar have no
special bonuses or penalties due to their size.

® Quilboar base land speed is 30 feet.

® Darkvision: Quilboar can see in the dark up to
60 feet. Darkvision is black and white only, but it is
otherwise like normal sight.

e Scent: Quilboar can detect approaching enemies,
sniff out hidden foes, and track by sense of smell. They
can identify familiar odors just as humans do familiar
sights. See the Monster Guide, Chapter 5: Types,
Subtypes, and Abilities, for more information.

¢ Monstrous Humanoid: Quilboar are monstrous
humanoids, not humanoids. As such, they are immune
to hold person and other effects that specifically target
humanoids.

® +1 natural armor bonus.

e Pack Fighting (Ex): A quilboar’s fanatical
devotion to his tribe causes him to celebrate ™,
an ally’s demise: A quilboar who witnesses &
an ally’s death gains a +1 morale bonus
on attack and damage
rolls for the duration
of the combat. (Morale
bonuses do not .= =
stack.) The fallen - -5 5+
ally must possess ¢
Hit Dice equal
to or greater / -
than the——egr/&
quilboar’s
level (or Hit
Dice) for him to
gain this bonus.

. Quills
(Ex): [°
Quilboarcan
fight with |
their quills
as  natural
weapons. (4

Their quills

.'

P

deal piercing damage equal to 1d4 + Str modifier. A
quilboar cannot attack with his quills in the same turn
he attacks with a manufactured weapon.

e +2 racial bonus on Survival checks.

e Automatic Languages:
Common.

¢ Bonus Languages: Goblin, Orcish, Taur-ahe and
Zandali. Sometimes quilboar learn the languages of
their enemies.

Common and Low

® Racial Levels: Unlike humans and some other races,
quilboar can take a few levels in “quilboar” as a class to
develop their racial qualities more fully.

e Favored Class: Barbarian. A multiclass quilboar’s
barbarian class does not count when determining
whether he suffers an XP penalty for multiclassing
(see WoW RPG, Chapter 3: Classes, “Multiclass
Characters,” XP for Multiclass Characters).

Quildoar Levels

Quilboar can take up to three levels in “quilboar” at
any time. A quilboar who takes racial levels shows his
utter devotion to his tribe or adventuring party and its
survival. He puts aside all care and concern for his own
well-being and devotes himself to his comrades. While
all quilboar possess this instinct, those who take racial
levels discard their individuality, becoming paragons of
self-sacrifice.

Quilboar levels stack with a divine spellcasting class

_ level for purposes of determining caster level for

spells. If the quilboar has more than one

divine spellcasting class, add the racial
S

4

levels
to the
!" highest.
Hit Die:
ds.
Skill
Points at 1st
-4l Character
t"‘ ™ Level: (2 + Int
Ve - modifier) x 4.
' Skill Points
at Higher
Levels: 2 + Int
modifier.
“Class” Skills:
Climb (Str), Craft (Int),
Handle Animal (Cha),
Jump (Str), Listen (Spt),
Spot (Spt), Stealth (Agy),
and Survival (Spt). See
Chapter 5: Skills in WoW
RPG for skill descriptions.
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Tadle 1-7: The Quildoar

Base
Quilboar Attack Fort Ref Will
Level Bonus Save Save Save  Special

Ist +1 +2 +0 40 +1 Stamina, greater pack fighting
Ind +2 +3 +0  +] Bonus feat, tribal defense

3rd +3 +3 +1 41 +1 Strength, deathboon, supreme pack fighting

Starting Gold: A Ist-level quilboar with a level in
quilboar begins play with 3d4 x 10 gold pieces.

Weapon and Armor Proficiency: Quilboar with
levels in quilboar are proficient with simple weapons,
and light and medium armor.

Greater Pack Fighting (Ex): This ability functions as
pack fighting, but the quilboar may gain the bonus twice
(i.e., gaining a +2 morale bonus to attack and damage
rolls) before it ceases to stack.

Bonus Feat: At 2nd level, the quilboar gains a bonus
feat. He must select this feat from the list of warrior
bonus feats.

Tribal Defense (Ex): The quilboar’s dedication to his
tribe’s defense grants him great combat prowess. At 2nd

Description: Satyrs are sadistic and depraved demons.
Like naga, the first satyrs were once night elves. Other
races have since joined their ranks; all are now twisted
and evil. They delight in bloodshed and pain.

Satyrs have their genesis in the War of the Ancients.
A kaldorei named Xavius, a Highborne, was one of
Queen Azshara’s closest advisors. Xavius helped bring
the Burning Legion to the world, and over the course
of events leading up to the war, fell more and more
under demonic influence. He clashed with Malfurion
Stormrage, and the young druid came out on top. He
killed Xavius and annihilated his body.

Xavius faced punishment for his failures. Sargeras
tortured Xavius’s disembodied spirit for a time, but
eventually decided that Xavius could be of further use
after all. He created a new body for Xavius: a body with
cloven hooves, shaggy goat legs, goatlike horns, razor-
sharp claws, and a long, leonine tail.

Xavius the satyr perished in the War of the Ancients
— Xavius died twice, and both times at Malfurion’s hand
— but the satyrs revere him as their creator. As part of
his corruption, Xavius could inflict other creatures with
his demonic curse, and thus the satyrs came to be. These
new satyrs could also pass their affliction to others, and
the satyrs’ ranks multiplied. In recent years, though,
the curse has weakened, and thus few new satyrs appear
today.

level, when the quilboar flanks an enemy, he gains a +4
bonus on attack rolls instead of +2.

Deathboon (Su): A quilboar’s fanatical devotion
to his tribe grows so great at this point that, should he
die, his sacrifice infuses all around him with strength.
Upon his death, a ghostly form of the quilboar appears
above his place of death and grants all allies within 30
feet a morale bonus to Strength equal to the quilboar’s
Hit Dice and/or character level. This bonus lasts for 1
minute per the quilboar’s character level.

Supreme Pack Fighting (Ex): This ability functions
as pack fighting, but the quilboar may gain the bonus
three times (i.e., gaining a +3 morale bonus) before it
ceases to stack.

Satyrs are corrupt through and through. Their greatest
joy is in abandoning themselves (whatever selves still
exist) to slaughter, tearing their opponents apart and
reveling in the spatter of fluids and entrails. Satyrs blend
recklessness and patience. They have the patience of
predators, and delight in the hunt, reveling in their
prey’s terror — but sometimes their bloodlust and sadism
overtakes them. Most are rogues or tricksters, and calm
enough to sneak through the forest shadows toward
unsuspecting travelers — but when combat is joined,
they are crazed dervishes.

Their society is loosely hierarchical, and they are
organized into groups. Each group, called a sect, has
a specific mission. Satyrs hate pretty much everyone
who doesn’t work to further the Legion’s goals. They
don’t even get along with each other. However, they
have a special hatred for night elves, as these creatures
handed the demons their first defeat in the War of the
Ancients.

Appearance: Satyrs resemble the creatures they once
were in some respects, particularly the head and torso.
However, they develop cloven hooves, furry goat legs,
a long leonine tail, elongated limbs, claws, and horns.
Skin and fur color varies; many satyrs were once night
elves and are deep purple, recalling the skin tone of
their former selves, but sickly yellows and dark, moldy
greens are also possible.
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CHAPTER ONE: NEW RACES

Region: Satyrs live in the forests in northern
Kalimdor, where they have dwelt for ten millennia.
Felwood is particularly rife with them. Some also live
in Desolace, halfway down Kalimdor’s western coast.
Rumors say that a few satyrs have established tribes in
forested areas across the sea, but these stories remain
unsubstantiated.

Affiliation: Burning Legion. Satyrs are demons and
members of the Burning Legion. However, they are
chaotic, and don’t necessarily get along with each other;
different groups occasionally go to war.

Faith: Satyrs have little inclination toward philosophy
or religion. Healers are unknown in their society. Most
satyrs venerate Xavius as their creator and patron,
and satyrs give their allegiance to the Burning Legion
unconditionally.

Names: Satyr naming practices are similar to those
of their original race, but focus on their unique and
corrupt natures. Their surnames oftendevelop from
their evil deeds, while some go e
without surnames. A few satyrs B

don’t change their names after .

g T e R \\;\

their transformations.

¢ Male Names: Zalan,
Delmanis, Makron, Zevrim.

® Female Names: Akhzor, Marigore,
Nektis, Zydaxxis.

¢ Tribe Names: Banebreath, Darkthought,
Thornhoof,
Vileclaw.

Salyr
Racial
Trails

o +2 Agility, J~1!|
-2 Spirit, 2%
Charisma. Satyrs
are quick and
dexterous, but their
senses are too wild
to remain focused T
for long and their :;;__ " ==
crazed mindset does™ ©
not endear them to
others.

¢ Medium: As Medium creatures, satyrs have no
bonuses or penalties based on their size.

e Satyr base land speed is 30 feet.

e Qutsider: Satyrs are outsiders, not humanoids.
They are immune to hold person and other effects that
specifically target humanoids.

® Subtypes: Satyrs have the chaotic, demon, evil, and
native subtypes. A satyr possesses these subtypes even if
he is not evil and/or chaotic.

® Darkvision: Satyrs can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise
like normal sight.

e Claws (Ex): Satyrs have razor-sharp claws. Each
claw deals 1d4 points of damage + the satyr’s Strength
bonus. Satyrs can make two claw attacks in the same
round without penalty. See the Monster Guide, Chapter
5: Monster Types, Subtypes, and Abilities, “Natural
Weapons,” for more information on natural weapons.

e Satyrs have a +2 racial bonus on Knowledge
(nature) and Survival checks. These skills are class skills

for all satyr characters.
e Satyrs have a +2 racial bonus on Stealth
checks.
¢ Immortality: As demons, satyrs are
h.l‘\\ \_‘ immortal and never suffer the effects
of aging (either bonuses or

Y fie penalties), nor can they die
o J i\\ of old age. They can die

4 through other means, as

can mortal creatures.

e Automatic Languages:
Eredun and whatever was

the primary language of

the satyr’s former race.
L]

= Bonus

Languages:
Darnassian,
Low Common,

Goblin,

Orcish and
/J Thalassian.
(Unless

one of these

was the satyr’s
primary  language
in his former life, in

which case it is an automatic
language.) Satyrs pick up the
languages of their enemies and those
creatures that they might find useful.
® Racial Levels: Unlike humans and some other
races, satyrs can take a few levels in “satyr” as a

/-.r“ \ class to develop their racial qualities more

fully.
e Favored Class: Rogue. A multiclass
satyr’s rogue class does not count when




SATYR

determining whether he suffers an XP penalty for
multiclassing (see WoW RPG, Chapter 3: Classes,
“Multiclass Characters,” XP for Multiclass Characters).

Sacyr Levels

Satyrs can take up to three levels in “satyr” at any
time. A satyr who takes racial levels gains power based
on the satyrs’ legacy as part of the Burning Legion.
Satyrs with racial levels embrace the wild depravity
characteristic of their kind.

Hit Die: d8.

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

Skill Points at Higher Levels: 4 + Int modifier.

“Class” Skills: Bluff (Cha), Escape Artist (Agy),
Intimidate (Cha), Knowledge (nature) (Int), Stealth
(Agy), Survival (Spt), Tumble (Agy), and Use Rope (Agy).
See Chapter 5: Skills in WoW RPG for skill descriptions.

Starting Gold: A Ist-level satyr with a level in satyr
begins play with 3d4 x 10 gold pieces.

Weapon and Armor Proficiency: Satyrs with levels
in satyr gain proficiency with all simple weapons and

Backstab (Ex): The satyr has the backstab ability,
just like a rogue (see WoW RPG, Chapter 3: Classes,
“Rogue”). This ability stacks with the rogue ability.

Stealthy (Ex): The satyr gains a +2 bonus on Stealth
checks.

Shadowmeld (Sp): At 2nd level, the satyr can use
shadowmeld as a spell-like ability. He can use this ability
a number of times per day equal to his satyr level; his
caster level equals his satyr level.

Satyr Finesse (Ex): Satyrs are skilled at wielding
their weapons dexterously. At 3rd level, the satyr selects
a one-handed melee weapon with which he is proficient
(such as morningstar or scimitar). He can add his Agility
bonus instead of his Strength bonus on attack rolls with
that weapon.

Wild Rush (Ex): At 3rd-level, if the satyr charges a
foe, he can make a full attack. However, the opponent
gets an attack of opportunity against the satyr before the
satyr attacks. In addition, the satyr takes a —4 penalty to
AC for 1 round instead of the normal —2.

The satyr can opt to make a normal charge instead of
a wild rush.

Tavdle 1-8: The Sacyr

Base
Satyr  Attack Fort Ref Will
Level Bonus Save Save Save
Ist +0 +0 +2  +0
Ind +1 +000 53 N0
3rd +2 + a7l

Description: Tuskarr are friendly, stouthearted
humanoids resembling walruses. They live in Northrend
and their thick bodies are well adapted to the cold
winters of the region. Although peaceful, tuskarr wage
constant battle against the Drakkari ice trolls and
nerubians. They have thus far managed to avoid the
Scourge, but the tuskarr know that eventually they must
either fight them or flee.

Tuskarr society revolves around fishing and whaling.
Not only do the tuskarr excel at these trades, but their
self-contained economy is based upon these professions.
Fishing and whaling are not just the mainstays of tuskarr
society, but also a reflection of one’s own character.
Being skilled at fishing is considered evidence of good
morals, whereas poor fishing is seen as evidence of some
moral deficiency.

Tuskarr communities are not organized. Villages arise
out of a need to coordinate efforts at fishing, whaling,
animal husbandry, and defense, rather than for political
reasons. Tuskarr do not have community leaders, and

Special

Backstab +1d6, stealth

+1 Agility, shadowmeld

Backstab +2d6, satyr finesse, wild rush

the family is the primary social structure. Kinship
usually involves three generations from both the mother
and father’s sides. Functionally, these extended families
are treated as one, so the action of any member is the
responsibility of the entire group. Marriage occurs for
a tuskarr man when he can support a wife, and for a
tuskarr woman as soon as she reaches puberty.

Tuskarr law requires all tuskarr to help supply the
community with food, clothing and other necessities.
Also, all tuskarr must contribute to the defense of their
village. The sea is considered communal property for
fishing and whaling, and catches are always divided
equally among the community. Tuskarr laws are simple
and meant to maintain communal peace. Punishment
is generally mild and involves loss of social standing
through ridicule or ostracism. However, when someone
takes a tuskarr’s life, blood vengeance is the only
allowable response.

Tuskarr make good heroes. While few tuskarr leave
their villages and families, a few are driven to explore
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CHAPTER ONE: NEW RACES

the world or to take more direct actions against the
Scourge, whose depredations the tuskarr see but do not
combat. Tuskarr are good-hearted folk who are devoted
to their friends. A tuskarr makes friends easily, but takes
a long time to consider a group of friends the equivalent
of her family. When she does, though, these individuals
have her loyalty for life.

Appearance: A tuskarr is a squat and muscular
humanoid who has broad shoulders and a strong back.
A tuskarr’s face resembles that of a walrus. It is blunt
and almost hairless, with two long tusks that extend
down from her upper jaw. Tribal carvings of reds, blues
and greens adorn her tusks. Most tuskarr wear thick,
oilskin jackets.

Region:  Tuskarr dwell along
Northrend’s coasts, where they have
several villages. These small
communities, which bustle
with activity, are scattered
across the icy beaches.
The center of the tuskarr
civilization is Kaskala,
a cluster of villages in
the Borean Tundra.

Affiliation:
Independent.
Tuskarr have
little
with anyone and
they long ago
learned to fend
for
and survive the
harsh conditions
of  Northrend.
Though  their
economy is self
contained  and
they do not need
the fabricated
goods other races
offer, the tuskarr’s
friendly and peaceable
nature allows them to
deal with people from
both the Alliance and the
Horde. Traders offering goods
the tuskarr cannot manufacture
are especially welcome in their
villages. Most tuskarr get along well
with dwarves, gnomes and goblins, whom
they respect for their ingeniousness. They treat
humans and orcs with respect, but are suspicious of elves
and trolls.

Faith: The tuskarr picture the afterlife as a place
with plentiful catches and successful whaling with
minimal work. Tuskarr have simple rituals relating to

contact

themselves

social functions rather than religious circumstances.

Birth, marriage, healing a sickness, and death cause
the most prominent ceremonies. Other rituals relate to
celebrating a good catch and venerating those who are
lost at sea or who fell in battle.

Tuskarr shaman influence the weather, cure the
sick and facilitate the gathering of food; they hold an
important place in society. Shamanic magic is quite a
production, and most shaman perform elaborate rites
while casting spells. Even something like curing the
sick is a remarkable event: The shaman may speak with
ghosts of the patient’s relatives and even battle other
spirits into submission before forcing them to help heal
the patient.

Names: Tuskarr names derive from ancient
words no longer in use in their own
tongue. These words have hidden
“. meaning none but the tuskarr
understand. Because family is
of prime importance to their
society, tuskarr family
names take precedence
over the names of the
individuals.  Thus,
tuskarrfamilynames
are stated before
an  individual’s
personal
and
tuskarr
travel outside
their own
communities
are

name,
most
who

known
simply by such
a name.

Tuskarr
family  names
are ancient
and sacred.

The meaning
of the family’s
name is related
to some important

characteristic or great
historic deed. A tuskarr’s
fathergiveshisfamilyname
to his child, but the mother
picks out a personal name for
her son or daughter shortly after
birth. Tuskarr family names are long
and complex, while personal names are
short and simple. The meaning of a personal name
relates to one of the child’s personality or physical
traits.
e Male Names: Bok, Girok, Frinn, Koss, Nirr, Orinn,
Kurr.
¢ Female Names: Almh, Darji, Jirg, Lilmh, Sorji,
Zurg.




TUSKARR

Tadle 1-9: The Tuskarr

Base
Satyr  Attack Fort Ref Will
Level Bonus Save Save Save
+2 +0  +0
+3 +0

Special

+1 natural armor bonus, honus weapon proficiency, resistance to cold 3
+2 Strength, resistance fo cold 6

+1 Stamina, +1 natural armor bhonus, resistance to cold 9

e Family: Anniveldruun, Brathadral, Derganul,
Erandruun, Gerkadrul, Looposul, Moondral,
Vermolkral.

Taskarr Racial Trails

e +2 Stamina, —2 Intellect. Tuskarr are sturdy and
easily weather physical hardship, but their simple society
does not allow for much intellectual stimulation.

¢ Medium: As Medium creatures, tuskarr have no
bonuses or penalties based on their size.

e Tuskarr base land speed is 30 feet.

¢ +1 natural armor bonus to AC. A tuskarr has a layer
of tough blubber beneath his hide.

® Weapon Familiarity: Tuskarr treat the net as a
martial weapon instead of an exotic weapon.

e +2 racial bonus on Fortitude saving throws against
cold effects. (This includes magical and nonmagical
cold effects.)

e +2 racial bonus on Profession (fisher), Profession
(whaler) and Survival checks. These skills are class
skills for all tuskarr characters.

¢ Automatic Languages: Common and Tuskarr.

¢ Bonus Languages: Low Common and Zandali. Most
tuskarr do not learn more than Tuskarr and Common,
but those who do speak the tongues of their enemies.

¢ Racial Levels: Unlike humans and some other
races, tuskarr can take a few levels in “tuskarr” as a class
to develop their racial qualities more fully.

e Favored Class: Scout. A multiclass tuskarr’s scout
class does not count when determining whether she
suffers an XP penalty for multiclassing (see WoW RPG,
Chapter 3: Classes, “Multiclass Characters,” XP for
Multiclass Characters).

Tuskarr Levels

Tuskarr can take up to three levels in “tuskarr” at any
time. Tuskarr levels illustrate the character drawing
strength from her society’s values and history. Most
tuskarr characters take at least one level in tuskarr.

Hit Die: d8.

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

Skill Points at Higher Levels: 4 + Int modifier.

“Class” Skills: Appraise (Int), Craft (Int), Diplomacy
(Cha), Listen (Spt), Profession (Spt), Spot (Spt),
Survival (Spt) and Swim (Str). See Chapter 5: Skills in
WoW RPG for skill descriptions.

Starting Gold: A 1st-level tuskarr with a level in
tuskarr begins play with 3d4 x 10 gold pieces.

Weapon and Armor Proficiency: Tuskarr with levels
in tuskarr are proficient with simple weapons, light
armor and shields (but not tower shields).

Bonus Weapon Proficiency: The tuskarr gains
proficiency with the net.

Resistance to Cold (Ex): Tuskarr live in Northrend
and are adapted tosurvive in the coldest of environments.
A tuskarr has resistance to cold equal to three times her
tuskarr levels.
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Tavle 1-10: Random Scarcing Ages

Race Advlthood  Healer/Warrior /Barbarian/Paladin  Rogue/Runemaster /Scout /Tinker _ Arcanist
Dragonspawn 200 years +4d6 +10dé6 +5d6
Dwarf, Dark Iron 40 years +3d6 +7d6 +5dé6
Murloc 12 years +1d6 +3d6 +2d6
Naga 500 years +5d10 +12d10 +6d10
Pandaren 80 years +4d6 +10dé6 +6d6
Quilboar 17 years +1d6 +2d6 +1dé6
Satyr 300 years +5d6 +12d6 +6d6
Tuskarr 50 years +1d4 +3d6 +2d6

Tavle 1-11: Aging Crfeccs
Race Middle Age old Venerable Maximum Age
Dragonspawn (wyrmkin) 400 years 550 years 600 years +4d% years
Dwarf, Dark Iron 125 yrs 188 yrs 250 yrs +2d% years
Murloc 25 years 40 years 60 years +2d6 years
Naga* 650 years 800 years 1,000 years +25d% years
Pandaren 175 years 263 years 350 years +4d10 years
Quilboar 30 years 47 years 69 years +2d6 years
Satyrt — — — —
Tuskarr 75 years 95 years 110 years +4d10 years
* In addition to their natural longevity, a number of naga develop mutations that increase their life spans even further. Some are
immortal.
t Satyrs are immortal and cannot die due fo old age, nor do aging effects apply to them.

Tavdle 1-12: Random Heighe and (Ueighc
Race Base Height Height Modifier Base Weight Weight Modifier

Dwarf, Dark Iron (female) 37" +2d6 90 Ib. x (2d6) lb.
Dwarf, Dark Iron (male) 39" +2d6 120 Ib. x (2d6) Ib.

Dragonspawn (wyrmkin) (female) 62" +2d6 200 Ib. X (2d6) b.
Dragonspawn (wyrmkin) (male)  6'2” +2d6 200 Ib. x (2d6) b.
Murloc (female) 48" +2d10 90 Ib. X (2d4) Ib.
Murloc (male) 410" +2d10 120 |b. x (2d4) |b.
Naga (female) 6'0" +2d6 190 [b. x (2d6) b.
Naga (male) 6'10" +2d6 240 |b. x (2d6) Ib.
Pandaren (female) 53" +2d4 180 [b. x (3d6) b.
Pandaren (male) 53" +2d4 200 Ib. x (3d6) b.
Quilboar (female) 4’5" +2d6 100 [b. x (2d6) b.
Quilboar (male) 411" +2d6 175 |b. x (2d6) Ib.
Satyr (female) 6"2" +2d6 190 [b. x (2d6) Ib.
Satyr (male) 6"6" +2d6 200 Ib. x (2d6) Ib.
Tuskarr (female) 43" +2d6 170 [b. X (3d6) b.
Tuskarr (male) 4'5" +2d6 i x (3do) Ib.
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DARK FACTIONS

“Nowmne Cay Stor Us Now

This chapter includes several options for character
classes, most of which are introduced in the Alliance
Player’s Guide. In the following pages you can find:

e Equipment. A few of the races presented in this
book use unique weapons, and these are described here.

e Variant classes. These rules take classes that already
exist and alter them slightly, replacing a class feature or
two with another or adjusting their class features to fit a
slightly different idea.

e Racial iconic classes. These classes are variant
classes, as above, that represent particular archetypes
in the Warcraft world, such as a quilboar shaman or a
pandaren wardancer.

® Creature classes. Some monsters are appropriate for
player characters, but they are too powerful to translate

directly, even with racial levels. One solution is to use a
level adjustment (described in Lands of Mystery and the
Monster Guide). The Alliance Player’s Guide introduced
creature classes, which allow players to play a monster from
Lst level. This book includes several creature classes.

e Feats. This chapter closes with a slew of new feats
particularly appropriate to characters and races who
belong to the dark factions described herein.

- Swifc Accions and Immediace Accions
~ Someabilitiesand class features in this chapter referto |
- swift actions and immediate actions. They are similar
. to free actions and are described in More Magic & |
- Mayhem, Chapter 3: Power Overwhelming. :

Tavle 2-1: Weapons

Martial Weapon Cost
Two-Handed Melee Weapon
Great Trident 50 1d10 2d6 X3

Exotic Weapons Cost
One-Handed Melee Weapons

Dmg (S) Dmg (M) Critical

Dmg (S) Dmg (M) Critical

Range Increment ~ Weight*  Type*™*

— 12 Ib. Piercin
Range Increment ~ Weight*  Type*™*

Pan-Spear 25 gp 1d6 1d8 x3 30 fi. 3 |b. Piercing

Sword, Shaktoni 60 1d6 1d8

Great Trident: Naga myrmidons and royal
guards favor this weapon. Though its great size
and weight makes it useless as a ranged weapon
(unlike smaller tridents), thrown weapons are not
an option underwater anyway. Also, as the great
trident is a piercing weapon, it is an ideal choice
for strong creatures to wield beneath the waves.

If you use a ready action to set a great trident
against a charge, you deal double damage on a
successful hit against a charging character.

Pan-Spear: A pandaren weapon, this pikelike
implement consists of a long, flat blade attached
to a hollow bambus reed. Because of the reed’s
light weight and hollow nature, a skilled wielder
can hurl a pan-spear remarkable distances and
still retain accuracy.

18-20/x2 41b. Slashin

If you use a ready action to set a pan-spear
against a charge, you deal double damage on a
successful hit against a charging character.

Sword, Shaktani: Pandaren favor this long,
slim blade, and it allows them to use their agility
to great advantage. About the same length as a
bastard sword, a shaktani sword is a lighter and
more graceful weapon, and its chisel-like end
makes particularly grievous wounds. You can use
the Weapon Finesse feat to apply your Agility
modifier instead of your Strength modifier to
attack rolls with a shaktani sword sized for you,
even though it is not a light weapon for you. You
cannot wield a shaktani sword in two hands in
order to apply 1-1/2 times your Strength bonus to
damage.
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VARIANT

The rules in WoW RPG allow for a wide range of character
customization. No two runemasters (described in More Magic
& Mayhem) are alike, because they are of different races
and have different skill, feat, equipment and rune selections.
However, the classes are, by definition, somewhat limiting.
Despite the fact that they are all different, all runemasters also
share certain traits — they inscribe runes on themselves and
others and they are decent fighters among other things. Yet
what about those runemasters who, perhaps, don’t do all these
things? Or do them differently? Do runemasters exist who
focus their efforts and runes on themselves and let their allies
fend for themselves? The answer is certainly yes.

A variant class takes one of the existing base classes and alters
it slightly — usually swapping one class feature for another, or
performing some other minor alterations. These variant classes
allow a larger range of customization and represent slightly
different concepts. In a way, the healer and arcanist classes already
present variant classes: they have different paths. The healer class,
for instance, has four variants: the druid, priest, shaman, and
witch doctor (described in More Magic & Mayhem). The classes
presented here are more focused.

Variant classes are an optional addition to the WoW
RPG game. If you would like to play a variant class, first
ask your GM to make sure it’s okay.

Draid Variant:
aalic Draid

ruids exist beneath the waves as well as above.
These druids bond to the creatures of the water and can
call upon these creatures for help.

Aquacic Druid Alceracions

Aquatic druids possess the same class features
as normal druids, but some of their class features
and inspirations are modified, as shown .
below. See the Monster Guide for

creature statistics. |

o Istlevl — Animal
Companion: An aquatic druid
may choose to take an
aquatic animal
as an animal
companion.
Add the following
animals to the
druid’s  available
companions:

e [st -Level or Higher: Octopus (animal), Medium
shark (animal) and squid (animal).

® 4th-Level or Higher (Level —3): Crocodile (animal)
and Large shark (animal).

e 7th-Level or Higher (Level —6): Threshadon
(dinosaur).

® [0th-Level or Higher (Level -9) : Huge shark (animal),
orca whale (animal), and sea turtle.

e [6th-Level or Higher (Level —15): Giant squid
(animal).

o 4th-Level — Wild Shape: Instead of the animals
into which a normal druid can transform, an aquatic
druid can use wild shape to transform into the following
animals only, at the indicated levels:

® 4th-Level: Frenzy or octopus.

e 8th-Level: Crocolisk.

® | Ith-Level: Cachalot whale.

® | 6th-Level: Dragon turtle. (See Chapter9: Creatures.)
In addition, you gain the form’s extraordinary special
qualities (amphibious, low-light vision, and spiked
shell) as well as its extraordinary special attacks.

Draid Variant:
Draid of the NighImare

Not all druids revere the Emerald Dream. A few rare
and twisted individuals channel the Nightmare, a rent
in the perfection of the Emerald Dream. Most of these
druids of the Nightmare were once normal druids who
inadvertently came in contact with the Nightmare (often
w h il e dreamwalking) and fell under its insidious
influence. However, an increasing
number of people have
become druids of the
Nightmare  through
their own volition.

Whereas
traditional druids
seek a communion




VARIANT CLASSES

withnature, druids of the Nightmare become increasingly
divorced from the natural order.

Druid of the DNightmare Alceracions

Druids of the Nightmare do not gain a skill bonus to
Knowledge (nature) or Survival. They use the standard
druid spell list, save that they gain different domains. Druids
of the Nightmare do not have animal companions and
cannot rebuke or bolster animals or plants. Druids of the
Nightmare to do not gain the standard druid inspirations.

e [st Level—Domains (Ex): Druids of the Nightmare
choose from the Destruction, Elements, and Madness
domains. See Chapter 4: Magic for the Madness domain.

e Ist Level—Menacing (Ex): A druid of the Nightmare
gains Intimidate (Cha) as a class skill (in addition to the
normal druid additional class skills). She receives a +2
bonus on Bluff and Intimidate checks.

o Ist Level—Child of Nightmares (Ex): A druid of
the Nightmare adds all spells with the mind-affecting
descriptor to the druid spell list. She gains one extra spell
slot each day for each spell level that she can cast; these
extra slots can be used only to cast mind-affecting spells.

e st Level—Anathema (Ex): A druid of the Nightmare
is repellent to nature. A druid of the Nightmare can
turn or destroy animals and plants.

o [st Level—Dark Strider (Ex): The druid of the
Nightmare may move through any sort of undergrowth
(such as natural thorns, briars, overgrown areas and
similar terrain) at her normal speed and without
taking damage or suffering other impairments. Thorns,
briars and overgrown areas that have been magically
manipulated to impede motion still affect her, however.
Unlike the druid’s strider ability, the druid of the
Nightmare leaves a trail when using this ability.

® 4th Level—Vermin Shape (Su): Instead of the animals
into which a normal druid can transform, a druid of the
Nightmare can use wild shape to transform into either a
monstrous scorpion or monstrous spider (see the Monster
Guide web extras). The druid’s level determines the
largest size vermin into which she can wild shape:

e 4th Level: Tiny or Small.

e 8th Level: Large.

e 12th Level: Gargantuan.

e 16th Level: Colossal.

In addition, she gains the form’s extraordinary special
quality and its extraordinary special attacks.

e 8th Level—Warp Mind (Ex): Once per day, a druid
of the Nightmare can channel the Nightmare to inflict
horrible visions upon a target. She must make a ranged
touch attack against a target within close range (25 ft.
+ 5 ft. [ 2 levels). If successful, the target takes 1d4+1
points of damage to his (current) highest mental ability
score (Int, Spt, or Cha). This damage does not heal
naturally; it can be healed only with magic. The druid
of the Nightmare gains an additional use of this ability
per day at 13th and 18th level.

e [ 2th Level—Warp Flesh (Ex): Once per day, a druid
of the Nightmare can channel the Nightmare to warp
a target’s body into horrific shapes. She must make a

ranged touch attack against a target within close range
(25 ft. + 5 ft. / 2 levels). If successful, the target takes
1d4+1 points of damage to his (current) highest physical
ability score (Str, Agy, or Sta). This damage does not
heal naturally; it can be healed only with magic. The
druid of the Nightmare gains an additional use of this
ability per day at 16th and 20th level.

o [6th-Level—Timeless Body (Ex): As the standard
druid ability. At this point, the druid of the Nightmare
is fully removed from nature; instead of aging as others,
she develops random and unusual features (such as scales
or tentacle) as she advances in years. These features
have no mechanical effect.

Gnchanler Variani:
Marlial Gnchanfer

The enchanter prestige class in More Magic and
Mayhem presumes the enchanterisastudent of magic. Yet,
not all enchanters are spellcasters. The act of destruction
releases energy and sometimes a reckless warrior or an
inquisitive tinker may stumble upon the means to absorb
this energy and channel it into creation.

IMarcial ©nchancer Alceracions

The requirements to become a martial enchanter are
different from those of the standard enchanter:

Alignment: Any non-lawful. An enchanter must be
willing to destroy in order to create.

Base Attack Bonus: +4

Skills: Craft (any) 8 ranks, Spellcraft 4 ranks.

Feats: Spellbreaker* (see More Magic & Mayhem)

Special: The character must destroy at least
three magic items other than scrolls or potions
through experimentation. The character receives no
enchantment points (EP) for this (they are lost in the
learning process). The items destroyed must equal or
exceed a total of 500 XP in value.

Martial enchanters do not gain additional spellcasting
as a class feature. Instead they gain the following ability:

e Martial Focus: The martial enchanter gains hit
points equal to 1d8 + his Stamina modifier at each
level (instead of 1d4 + Sta). In addition, the martial
enchanter’s base attack bonus progression changes to
“g00d.” That is, his enchanter base attack bonus is equal
to his enchanter level, just as a warrior’s base attack
bonus is equal to his warrior level.

Inscriber Variant:

Dark Inscriber
The inscriber (described in More Magic & Mayhem)

is a strange one. He has access to arcanist spells and to
rune patterns, and as he grows in understanding he can
blend the two to create runes of his spells. Most inscribers
feel a connection to the ley energies of the natural world.
Runes are, after all, a way to harness arcane power without
risk of demonic corruption. This fact is no secret.

What is a secret — at least, what many inscribers would
like to keep secret — is that they can use runes for a darker
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CHAPTER TWO: CLASS OPTIONS

purpose. Just as they can capture the native, pure energies
of the world, so too can they contain the blackest evil from
the Nether. Some inscribers see runes as another possible
conduit through which to channel necromantic or demonic
energy. They forsake the standard arcanist spells to focus
instead on dark magic. Dark inscribers scribe runes on the
foreheads of the dead to raise their bearers as zombies; the
inscribers tattoo themselves with demonic signs.

Dark Inscrider Alceracions

Dark inscribers have access to all runes, as do normal
inscribers. Unlike other inscribers, dark inscribers do
not have access to the arcanist spell list. Instead, the
inscriber chooses the warlock or necromancer spell list;
he has access to that spell list instead. Runes are still his
focus, so he gains his extra arcanist spells from the rune
list, not from his necromancer or warlock spell list. When
the dark inscriber gains the lesser runic mysteries, runic
mysteries, and greater runic mysteries arcana, he can cast
necromancer or warlock spells (as appropriate) as runes.

e The following necromancer spells become marks:
Ist-level: necromantic seedt; 2nd-level: blindness/deafness,
cannibalize, cripple, frost armor, touch of weakness*, unholy
frenzy, wandering plague*; 3rd-level: banshee’s curset, dampen

magic*, taint of undeath*,

usurp flesht; 4th-level:
amplify  magic*,
crushingdespair®

curse of shadow*; Sth-level: curse of undeath*, death pact; 6th-
level: eyebite; 7th-level: wandering death*; 8th-level: hex of
weakness* , vampiric aura.

¢ The following necromancer spells become glyphs:
4th-level: animate dead; 6th-level: create undead; 8th-
level: create greater undead.

e The following necromancer spells become sigils:
3rd-level: frost nova, rune trapt; 5Sth-level: withering blight.

e The following warlock spells become marks: O-level:
sense demons®; 1st-level: lesser demon skin; 2nd-level: curse
of recklessness*; 3rd-level: demon skin, hooks of binding, life
tap*, water breathing; 4th-level: crushing despair®, curse
of tongues®, Mannoroth’s legacyf; 5th-level: curse of the
elements*, curse of shadow*, drain life, drain soul, greater
hooks of binding; 6th-level: greater demon skin; 7th-level:
conflagrate*®, dark metamorphosis; 8th-level: blast wave*.

e The following warlock spell becomes a glyph:
Tth-level: phase door.

e The following warlock spells become sigils: 3rd-
level: rune trapf; 4th-level: Ner'zhul's black tentacles,
rain of fire; 6th-level: acid fog.

* See More Magic & Mayhem.

1 See the Horde Player’s Guide.

MEynghnt
grh'czme lchemist
en a normal dénizen of Azeroth thinks “witch
doctor,” she envisions a troll, probably a jungle troll, his
neck draped with shrunken skulls as he dances around
a bubbling cauldron. Indeed, most witch doctors are of
this persuasion. Yet other characters also study potions
and brews, but they do not call themselves witch doctors.
Some, particularly those dark brewers of the Forsaken, call
themselves apothecaries. Others are arcane alchemists.
Arcane alchemists are the arcanists’ answer to witch
doctors. Where witch doctors use instinct, arcane
alchemists use intellect. While witch doctors, with
their divine magic and spiritual traditions, invoke
spirits and voodoo to infuse their concoctions,
arcane alchemists consult old books and perform
lengthy mathematical calculations to
achieve similar results.
Goblins are the most likely to
become arcane alchemists —
they have been practicing
alchemy for centuries (if
not longer), and it is
an art that appeals to
their off-kilter minds.
Gnomes, humans and
Forsaken sometimes follow the
path as well, as do naga.

Arcane Alchemist

Alceracions
Arcane alchemists do not gain any
of the mage arcana, nor do they gain
Scribe Scroll at 1st level. Instead, they
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gain the following class features, at the indicated levels:

e Ist-Level — Brew Potion: Arcane alchemists gain
Brew Potion as a bonus feat.

o Ist-Level — Journeyman Alchemist:
alchemists gain Journeyman Alchemist (presented in
More Magic & Mayhem) as a bonus feat.

e Ist-Level — Potion Planning (Ex): The arcane
alchemist can spend time performing calculations and

Arcane

conducting experiments to reduce the effort of brewing
a potion. If he doubles the time he takes to create a
potion or alchemical concoction, he reduces the price
in both gp and XP by 25%.

o 4th-Level — Metamagic Tinctures (Ex): The arcane
alchemist can brew potions that grant the benefit of
metamagic feats. This arcana is identical to the witch
doctor’s juju potion inspiration (see More Magic &
Mayhem)

e 8th-Level — Bonus Feats: In the arcane alchemist’s
studies, he learns skills that further his quest to create
the ultimate potions. He gains two bonus feats. He can
choose two alchemy (presented in More Magic &
Mayhem), item creation and/or metamagic feats.
He must meet all the normal prerequisites for
the feats he selects.

® [ 2th-Level — Potion Master (Ex): This
arcana is identical to the witch doctor
inspiration of the same name (see More
Magic & Mayhem)

e ]6th-Level — Super Potion
Spectacular!  (Ex): Through study
and experimentation, the arcane
alchemist unlocks the secrets of 1;‘
storing foreign spells, and spells / A Y
of great power, in his potions. #
He selects a number of
spells equal to his Intellect
modifier. The spells can
be from any spell list
(including divine spells)
and can be of any level.
The arcane alchemist
can brew potions that
contain these spells. Once
the arcane alchemist selects
these spells, he cannot change
them. If he chooses a spell available
only to a divine spellcaster, he treats
that spell as arcane.

Méyz%nhﬁt
Clémentalist

The Twilight's Hammer is a
strange cult that worships the
mysterious Old Gods. All sources
say that the Old Gods are evil,
that the titans defeated them
when they first came to Azeroth,
and that the elementals, even

bt

drrmeg

lords like Ragnaros and Thunderaan, are mere servants
of these mighty beings. Aside from these agreements,
scholars diverge.

The Twilight'sHammerseeks toemulate the elementals
who once served the Old Gods. Fire and lighting answer
the cultists’ call. The most exalted members of the
Twilight's Hammer become elementalists — spellcasters
who focus on the elements, particularly their destructive
powers. Elementalists study arcane elemental magic to
become more like elementals, which they revere.

Elementalists are canny and fervent foes. They are
more than willing to die in the service of the Old Gods.

Clementalist Alceracions

The elementalist does not have access to the mage
spell list, nor does he gain the arcane adept arcana at
12th level or the fire and frost arcana at 16th level.
Instead, elementalists possess the following class features
at the indicated levels:
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e Ist-Level — Elementalist Spell List: An elementalist
has access to a special elementalist spell list, which
includes all spells with the air, cold, earth, electricity, fire,
and/or water descriptors. This means that elementalists
can cast spells like summon nature’s ally, but only to
summon a creature with one of these descriptors.
Elementalists cast all their spells as arcane spells, even
those that normally appear only on divine spellcasters’

(air, cold, earth, electricity, fire or water). He casts spells
with one or both of those descriptors at +1 caster level,
and the save DCs of those spells increase by +2.

e ]6th-Level — Elemental Specialty (Ex): The
elementalist becomes prodigiously powerful and
competent with a specific element. He chooses one
element descriptor (air, cold, earth, electricity, fire or
water). For each spell level, he can prepare and cast one
additional spell with this descriptor. This additional
spell automatically benefits from the Maximize Spell
feat, though it does not take up a higher-level spell slot.
He does not have to be an elemental adept with that
element first.

Mulciple Variancs |

~ If your GM allows, you can incorporate multiple

variants into your character class. You can be !

- both an elementalist and a human mage (from the |
_ Alliance Player’s Guide), for example.

FH class lists. Elementalists draw their extra spells per day Ri)-ga e Vapianr:

| 4 (for being arcanists) from this spell list. r d

| 4 Elementalists still have access to the arcanist spell C,on enaer

: list, as normal magi do. Rogues are Azeroth’s jacks-of-all-trades. They possess a

3 e [2th-Level — Element Adept (Ex): An elementalist ~ wide range of skills that allow them to accomplish feats

'_'; becomes more competent in specific elements as he  from disarming traps to finding secret doors to smacking a
] * . advances, achieving specialty in two or three energy magic item until it works. They are decent in a fight, and
L types. The elementalist chooses two element descriptors  if they can strike quickly or unseen — or are flanking an

enemy with the help of a thoughtful ally — they can be
truly deadly. Of course, they excel at stealth.

Some rogues sacrifice some of their versatility to focus on
their passion: ultimate competition, with their lives at stake.
These rogues maintain their stealth — indeed, it is most
important to them — but disregard many of the standard
rogue dungeoneering abilities. They are not particularly
good at finding secret doors, opening locks or disarming
traps. Instead, a contender’s preferred tactic is to confront
an opponent and relieve him of his weapon. A contender is
supremely confident in his fighting abilities; sneaking around
is beneath him. After surprising his mark, the contender
hands him a blade and challenges him to a duel to the
death. This duel is the height of adrenaline for a contender.
The challenge gives the contender the opportunity to test
his abilities against a worthy opponent. Since losing
means death, the contender knows he will not hold
anything back; he can see his true mettle.

Simply knifing someone in the back

is beneath this supremely confident,

O
—

professional killer. The contender’s focus
is competition. The possibility of failure
drives him. By facing an opponent
who might best him, he faces
the fears within himself —
and overcomes them.
Contenders target
anyone they  consider
worthy opponents, especially
individuals ~from  opposing

_ i

factions.

Concender Alceracions

Contenders possess fewer class skills than
/ normal rogues and gain fewer skill

I ) : Y 5\ points, as shown below. They
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possess different weapon
and armor proficiencies.
In addition, they

do not gain the

trapfinding ability
at 1st level or trap sense at 6th, 12th or 18th level.
They gain fewer special abilities than other rogues: A
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contender gains a special ability at 4th level and every
4 levels thereafter (8th, 12th, 16th and 20th level). A
contender cannot gain skill mastery as a special ability.

Instead, contenders possess the following class features
at the indicated levels:

o [st-Level — Class Skills: The contender’s class skills
(and the key ability for each skill) are Balance (Agy),
Bluff (Cha), Climb (Str), Escape Artist (Agy), Jump
(Str), Listen (Spt), Profession (Spt), Sleight of Hand
(Agy), Spot (Spt), Stealth (Agy), Swim (Str), Tumble
(Agy), and Use Rope (Agy).

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

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

o Ist-Level — Weapon and Armor Proficiency:
Contenders are proficient with simple ranged weapons
and with all simple and martial melee weapons, except
two-handed martial weapons. They are proficient with
light armor but not with shields.

o |st-Level— Prowess of the Flashing Blade: The contender’s
base attack bonus progression changes to “good.” That is, his
rogue base attack bonus is equal to his rogue level, just as a
warrior’s base attack bonus is equal to his warrior level. The
contender gains iterative attacks when his base attack bonus
equals +6, +11, and +16, as normal.

o 5Sth-Level — Greater Disarm (Ex): At 5th level, the
contender gains Improved Disarm as a bonus feat, even if
he does not meet the prerequisites. In addition, when the
contender disarms an opponent, he may flip the weapon (or
otheritem) up to 15 feet in any direction. A creature standing
in the space in which the weapon lands may make a DC 15
Reflex save to catch it. (The DC is 25 if the contender does
not wish the creature to catch the weapon.)

e ]Oth-Level — Duelist (Ex): At 10th level, the
contender gains a supreme adrenaline rush when facing an
opponent one-on-one. If the contender is in melee with
an opponent, and no other creatures are adjacent to either
of them, the contender gains a +2 morale bonus on attack
and damage rolls and a +2 morale bonus to AC.

e [5th and 20th-Level — Bonus Feat: At 15th level and
20th level, the contender gains a bonus feat chosen from
the list of feats warriors can take as bonus feats. He must
meet all the normal prerequisites for a feat he takes.

Ranemasler Varianl:

Jone Wolt™ Ranemasler

Runemasters (described in More Magic & Mayhem)
fill many roles. They are adept melee combatants. They
possess runes to enhance themselves and their allies, as
well as to ward certain areas and otherwise make life
difficult for their opponents.

Some runemasters alter these traits a bit. These are the
lone wolf runemasters. Many of them travel alone, and have
no need of runes that empower others — but extra skill with
the fists is always in need. Other lone wolf runemasters join
adventuring parties but see no reason to waste their skills on
others. Let them take care of themselves! Or, better yet, let
the runemaster pound their foes into paste; then her allies
won’t have to worry.

Among races that produce runemasters (which
are few), lone wolf runemasters are common among
pandaren, as these creatures often embark on solitary
expeditions to explore Azeroth. Tuskarr occasionally
become lone wolf runemasters as well, and the occasional
male naga runemaster is undoubtedly a lone wolf — they
leave most of the spellcasting to the women.

Lone (UJolf Runemascer Alceracions

Lone wolf runemasters cannot place or empower runes
on any creature or object other than themselves. Thus,
they cannot use glyphs at all, and can place sigils only on
their own bodies. In return, lone wolf runemasters gain
the following class features, at the indicated levels.

o [st-Level — Rune of the Flashing Blade (Ex): Lone wolf
runemasters are the only runemasters who know the secret
of the rune of the flashing blade, though it is merely a simple
rune. It is the pattern made in the sand by skilled, dueling
fighters. Lone wolf runemasters begin with this simple rune
(in addition to their other simple runes), and it changes the
runemaster’s base attack bonus progression to “good.” That is,
her runemaster base attack bonus is equal to her runemaster
level, just as a warrior’s base attack bonus is equal to his warrior
level. The lone wolf runemaster gains iterative attacks when
her base attack bonus equals +6, +11 and +16, as normal.

o st-Level — Extended Runes (Su): The durations of
all the lone wolf runemaster’s runes double, as if she had
used the Extend Spell feat to empower them, though
they do not take up a higher level rune slot.

e 9th-Level and 14th-Level — Simple Rune (Ex): The
lone wolf runemaster gains an additional simple rune at

9th level and at 14th level.

Scoal Variant:
Dangeoneer

Scouts excel at wilderness survival. They are valuable trackers
and ambushers. Many scouts operate alone, but others provide
reconnaissance for military forces, either on a permanent or
mercenary basis. Races like naga, satyrs, and tuskarr make heavy
use of scouts. They range through forests, mountains, and tundra,
searching out danger and eliminating it.

Yet an entire, other world exists beneath their feet — or
so some believe. Caverns and tunnels, some natural, some
the work of ancient civilizations (like Azjol-Nerub of the
nerubians) or powerful entities (like the titans’ Uldaman),
some crafted by more recent creatures, riddle Azeroth’s
surface. The creatures who spend most of their lives in these
dark places are myriad: Dark Iron dwarves, faceless ones,
kobolds and nerubians, to name a few.

These subterranean realms demand a different sort
of scout. Dungeoneers focus their efforts on the dark,
enclosed places underground, which allows them to
triumph in all dungeonlike areas. They move assuredly
through the darkness, helping their comrades avoid
danger and preemptively striking at their enemies.

Dungeoneer Alceracions

Dungeoneers do not gain nature sense at Ist level or
woodland stride at 3rd level. Instead, they gain the following

T e .

ol

e —— e —

ol g

S —

MIPO OZ-<¥YromrOm»®» MI<4 —Ha¥y»OP¥Y€ =0 Or»0€

S e

il oy

31



MZ¥PEO OZ~<¥romrO® MmI-<4 -apOo¥»€ 20 Orm0€

32

CHAPTER TWO: CLASS OPTIONS

class features, at the indicated levels. A dungeoneer possesses
slightly different class skills, as well, and his commune with
nature class feature functions slightly differently, as shown
below. He retains the wild healing ability, as underground
environments offer mushrooms, mosses, powdered beetle
nose, and other well-known curative agents.

o Ist-Level — Class Skills: Remove Knowledge
(nature) from the dungeoneer’s list of class skills and
add Knowledge (dungeoneering).

e |st-Level — Dungeon Sense (Ex): The dungeoneer
has a +2 bonus on Knowledge (dungeoneering) and
Survival checks.

® 3rd-Level— Subterranean Sight (Ex) : The dungeoneer’s
vision sharpens preternaturally, allowing him to function
in his chosen environment. He gains low-light vision.
If he already had low-light vision, he instead gains
darkvision out to 60 feet. If he already had darkvision, he
instead gains Blind-Fight as a bonus feat.

e ]3th-Level — Commune With Nature (Sp): The
dungeoneer can use commune with nature as a spell-like
ability just as any other scout can, with the following
changes. The dungeoneer can use the ability only
underground. However, the ability functions even in
places where construction replaces nature, such as in
dungeons.

Shaman Variant:
c{aafic Shaman

aman are masters of the elements, but some
elements don’t work well in aquatic environments.
Aquatic shaman learn different techniques more suited
to underwater environments. Murlocs favor this variant,
though some makrura and naga learn it as well.

Aquacic Shaman Alceracions

An aquatic shaman does not gain the flametongue/
frostbrand inspiration at 4th level or the ghost wolf
inspiration at 8th level. Instead, the aquatic shaman gains
the following class features, at the indicated levels:

o 4th-level — Lightninglash/Frostbrand (Su): This
inspiration functions like the flametongue/frostbrand
inspiration, but aquatic shaman cannot create flametongue
weapons. Instead, they may create lightninglash weapons,
which deal electricity damage instead of fire damage. The
aquatic shaman retains the frostbrand ability.

¢ 8th-Level — Ghost Shark (Su) : This ability functions
like ghost wolf, except the aquatic shaman turns himself
into a Medium shark (see the Monster Guide web
bonus).

Warlock Variant:

Shadowmadge

While most warlocks specialize in conjuration and
demonic pacts, some focus on other areas of the dark
arts. Shadowmagi eschew summoning in favor of the
destructive power of raw entropy. Some say shadowmagi
developed the shadow bolt spell (see More Magic &
Mayhem), and it encapsulates their magical style. As
well as fel evocations, shadowmagi enjoy spells that
weaken other’s minds and bodies and those that create
darkness.

Shadowmage Alceracions

Shadowmagi gain the following arcana instead of the
normal warlock arcana:

e Ist Level—Fel Companion (Ex): As the
standard warlock ability. With their connection
to shadow, voidwalkers are shadowmagi’s
preferred companions.

o 4th Level—Insidious Caster (Ex): The shadowmage
gains a +2 bonus on caster level checks to overcome a
creature’s spell resistance.

® 8th Level—Shadow Jump (Sp): A shadowmage gains
the ability to travel between shadows as if by means of a
dimension door spell. The limitation is that the magical
transport must begin and end in an area with at least
some shadow. A shadowmage can jump up to 10 feet
per level each day in this way. This amount can be split
among many jumps, but each one, no matter how small,
counts as a 10-foot increment.

o |2th Level—Umbra Master (Ex): The shadowmage
draws upon entropy to empower his spells. The
shadowmage casts spells with the fel descriptor at +1
caster level, and the save DC for such spells increases
by +2.

e 16th Level—Invoke Shadow (Ex): Shadowmagi may
prepare an additional spell per spell level as long as it
has the fel descriptor. This additional spell benefits from
the effects of the Maximize Spell feat, though the spell’s
level does not change.

Raca) Icone (lasses

The quilboar thornweaver. The goblin tinker. The
pandaren wardancer. These are all iconic images — a
type of individual that is recognizable both to characters
in the Warcraft world and to players of the WoW RPG
game. Any race can be any base class, but some races
are more likely to be members of a certain class. Some
races have traditions of specific classes in their societies

and cultures. A race’s favored class represents that race’s
natural predilection to a certain degree; racial iconic
classes are another method.

A racial iconic class demonstrates a particular
race’s natural ability with a certain class. It might also
represent the fact that a class has social or traditional
connotations within a race’s culture. Quilboar possess
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a natural tendency to become barbarians, for instance;
therefore, quilboar’s favored class is barbarian. Similarly,
quilboar society has long favored shamanism and granted
status and recognition to great shaman. The quilboar
shaman is a racial icon; the racial iconic class “quilboar
shaman” represents it.

Racial iconic classes are variant classes similar to
those presented above (the contender, dungeoneer, and
the like). Like other variant classes, a racial iconic class
uses an existing class as its base but alters it slightly to
depict its racial icon. Obviously, a character must be of
the appropriate race to take a racial iconic class.

Characters who take racial iconic classes are close
to an archetype that most people recognize. Like racial
levels, racial iconic classes also represent characters
who draw upon their races’ traditions, values and
techniques — though in these cases, the traditions,
values and techniques are those specific to a class. A
goblin who takes the goblin tinker iconic class, for
example, spends time corresponding with fellow goblin

tinkers, retrofitting goblin-
made devices, studying
schematics from previous
(probably deceased) goblin
tinkers, and refining those
devices unique to his race.
Goblin

Tinker

Goblins  are  mad
inventors who produce
useful  gadgets despite
their chaotic, crazed,
and explosively-oriented
mindsets.  They  are
the ultimate tinkers,
competing with gnomes
to produce the best
devices around. This
competition is friendly or
deadly, depending on the
individuals involved —
sometimes it’s both.

Goblin tinkers differ
from their gnome
counterparts. Goblins
enjoy instant gratification.
Theywork onaninvention
until it sort of, kind of
functions, then they move
on to another one. They
get a thrill when they
finish something, even if
“finishing” means that it
works properly one out of
ten times.

Goblin tinkers also have
a penchant for destructive
devices. They like blowing
things up and tearing them down. Thus, goblins make
rockets, bombs, shredders, flamethrowers and similar
devices. Even their creations that aren’t directly related
to warfare and flagrant environmental abuse have a
tendency to explode terrifically when they malfunction.
Early goblin zeppelins, while quite stable, functioned
by using open flames to warm flammable gas — not a
combination to inspire confidence in passengers. Though
goblin tinkers amuse many, they do so only at a distance;
those nearby eye the tinker with expressions of mixed
incredulity and fear.

The iconic goblin inventor grins madly through a
leather cap and soot-covered goggles. Devices of all sorts
are strapped across his body, many of which look broken.
He brandishes. .. something... to threaten his opponents.

Godlin Tinker Alceracions

Goblin tinkers do not gain a bonus feat at 1st level, the
packrat ability at 2nd level, or energy resistance at 6th,
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12th, 16th or 20th level. Instead, the goblin tinker gains
the following class features, at the indicated levels:

e [st-Level — Bring the Hurt (Ex): Goblin tinkers
enjoy devices that stab, slash and explode. The goblin
tinker is proficient with all technological weapons
except for firearms, as these are too refined for his
taste. He is proficient with firearms that fire bombs or
otherwise cause explosions, however.

e 2nd-Level — Explosive Glee (Ex): At 2nd level,
when the goblin tinker causes a nice, big explosion, he
gets really worked up over it. If he deals damage to an
opponent with an explosion, he gains a +1 morale bonus
on attack and damage rolls for a number of rounds equal
to his tinker level.

¢ 6th-Level — Mad Inspiration (Ex): Goblin tinkers are a
crazed bunch, but sometimes their mad minds work in their
favor, alighting on some perfect idea. Once per week, when
the goblin tinker begins constructing a device, he may gain
one of the following benetfits: +5 on all Craft checks, reduce
the base cost by —25%, gain a +2 bonus on his Technology
Score, or use his cobble ability without increasing the
device’s Malfunction Rating (its base MR does not increase,
nor does it increase every time it is used). The goblin tinker
can use this ability twice per week at 12th level, three times
per week at 16th level, and four times per week at 20th level.
He can use it multiple times on a single device.

Naga Mage

The naga are powerful arcane spellcasters. Night elves
invented the art, after all, and the naga have had 10,000
years to refine it. Indeed, the greatest mortal mage ever
to live is the naga queen Azshara, who still lives. In fact,
she may no longer be mortal.

Naga women are their race’s spellcasters, and over the
millennia they have developed a number of talents and
techniques related to their art. Through intense study
they learn to expand their repertoires to include other,
unrelated spells. Their spells strike with the fury of the
sea, whipping and crushing their opponents. Naga magi
receive some military training as well.

The iconic naga mage is called a siren, and she slithers
forward with her brethren, glaives clutched in two of her
arms. The other two weave arcane energy, and she protects
her allies and decimates her opponents with her spells. She
is assured and arrogant, and with good reason.

Naga Mage Alceracions

Naga magi do not gain the summon familiar arcana at
Ist level, the enhanced counterspell arcana at 8th level,
or the arcane adept arcana at 12th level. Instead naga
magi gain the following class features, at the indicated
levels:

e [st-Level — Weapon Proficiency: Naga magi receive
some small military training, just in case their myrmidon
bodyguards prove insufficient. The naga mage is
proficient with a single martial weapon of her choice.

o [st-Level — Expanded Understanding (Ex): At Ist

level and every level thereafter, the naga mage selects a

single spell from any spell list. She can cast this spell as
if it were on the mage spell list, at the same level as it
was on the other class’s spell list.

® 8th-Level — Ocean’s Fury (Ex): Whenever the naga
mage casts a spell with the air or water descriptor, her
caster level is considered two higher than it actually
is for the purposes of determining level-dependent
features, such as duration and range. Also, she gains
a +2 bonus on caster level checks to overcome spell
resistance with spells with the air or water descriptors;
and when she applies a metamagic feat to a spell with
the air or water descriptor, it takes up a spell slot one
level less than normal. For example, if the naga mage
applies the Quicken Spell feat to cyclone (as described
in the Alliance Player’s Guide; perhaps gained through
her expanded understanding arcana), it is a 6th-level
spell. (Normally, it would be a 7th-level spell.) This
ability cannot reduce the spell slot increase to less than
one. (Thus, a spell altered with Silent Spell still takes
up a spell slot one level higher than normal.)

o |2th-Level — Expanded Fury (Ex): When the naga
mage prepares her spells for the day, she can select one
spell at each spell level. These spells benefit from her
ocean’s fury arcana, even if they do not possess the air
or water descriptors.

Naga Pries -
Priesless of The Tides

Some naga revere their queen, Azshara, and their
faith in her and in naga superiority grants them power.
They wield the freezing cold of the arctic north; they
command the fury of ocean storms. They also draw
upon their race’s arcane legacy to protect themselves.
These potent spellcasters are called priestesses of the
tides. Informally, they bear the name “sea witch.”

Most priestesses of the tides are females. The
occasional male naga joins their ranks; however, these
are vanishingly rare, as most male naga don’t have the
intelligence (or Spirit) to make spellcasting a viable
pursuit. Male naga who join these ranks are called
priests of the tides.

The iconic priestess of the tides is a calculating
and cunning opponent. She plans her attacks well in
advance, and enemies find that other naga support her.
She moves among their ranks, frost shimmering at her
arrowheads and thunder sounding in the sky.

Priescess of che Tides Alceracions

Priestesses of the tides cannot turn or rebuke undead.
They do not gain the aegis inspiration at Ist level,
the smite inspiration at 4th level, or the greater aegis
inspiration at 12th level. Instead, they gain the following
class features, at the indicated levels.

e Domains: Priestesses of the tides have access to the
Arcana (see Chapter 4: Magic and Faith) and Elements
domains.

e Spell Addition: At Ist level and whenever the

priestess of the tides gains access to a new level of spells
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(at 3rd, 5th, and 7th level, for example), she chooses
any spell with the air, cold, and/or electricity descriptor.
She adds this to her priest spell list at the same level as
the spell list from which she selected it. She can choose
only spells of a level she can cast.

For example, a priestess who selects cyclone (a 3rd-
level druid spell that appears in the Alliance Player’s
Guide) adds that spell to her spell list at 3rd level. She
must be at least 5th level to select this spell.

o 4th-Level — Mana Shield (Sp): At 4th level, the
priestess of the tides can use mana shield once per day as
a spell-like ability. Her caster level equals her priestess
of the tides level.

o ] 2th-Level — Improved Mana Shield (Sp): At 12th
level, the priestess of the tides can use mana shield as a spell-
like ability any number of times per day. (Her caster level
still equals her priestess of the tides level.) Once per day,
she can use it as an immediate action, meaning she can
activate the mana shield even when it isn’t her turn.

Pandaren Warrior -
Pandaren Wardancer

Pandaren are by all accounts graceful and skilled
warriors. Their wardancers epitomize the pandaren art
of warfare — and for the wardancers, battle is indeed
an art. Their title does not come coincidentally. Their
movements are precise and fluid; they appear to dance
through a battlefield, their blades flashing silver, blood
spraying into the air, and bodies toppling as they move.

While wardancers are deadly, they, like all pandaren,
are inherently peaceful. “The greatest hope of the
wardancer,” says the eminent pandaren traveler and
watrrior Shinjo Greatpaw, “is to not have to use his skills.”
However, in Azeroth’s current age, the wardancers’
skills are needed more than ever. Wardancers move out
to confront demons, undead and other horrid creatures,
their hearts lightened by the thought that, through
their battles, other creatures will live — perhaps, other
creatures will never know battle.

The iconic pandaren wardancer wears a long, black
tunic with gold buttons and gold trim. He wields a
delicate shaktani sword in one hand, and his other
hand is empty. He balances on the balls of his feet, eyes
watching, and when the time is right, he is a spinning,
leaping weapon of destruction.

Pandaren (Uardancer Alceracions

Pandaren wardancers do not gain warrior bonus
feats at 1st, 2nd, 6th or 10th levels. Instead, they gain
the following class features, at the indicated levels.
In addition, their weapon and armor proficiencies are
slightly different, as are their class skills, as show below.

o Ist-Level — Class Skills: The pandaren wardancer’s class skills
(and the key ability for each skill) are Climb (Str), Craft (Int),
Intimidate (Cha), Jump (Str), Swim (Str), and Tumble (Agy). See
WoW RPG, Chapter 5: Skills for skill descriptions.

o [st-Level — Weapon and Armor Proficiency: Pandaren
wardancers are proficient with all simple and martial

weapons and with light armor. They are not proficient
with shields.

o Ist-Level — Off-Hand Defense (Ex): A pandaren
warrior usually fights with a single weapon in one hand
(traditionally a shaktani sword). This allows him to use
his other hand for balance in various acrobatic tricks; he
dodges and weaves through battle, avoiding blows with
spins and drops. As long as the pandaren wardancer has
one hand free, wears light armor or no armor, and bears
only a light load, he gains a dodge bonus to his Armor
Class equal to half his level in this class (minimum +1).

o Ist-Level — Graceful Strike (Ex): Wardancers use
their grace and dexterity to maximum advantage. The
wardancer chooses one weapon with which he can use
Weapon Finesse, such a shaktani sword. The wardancer
can add his Agility bonus instead of his Strength bonus
on damage rolls with that weapon. In addition, the
wardancer can take Graceful Strike as a warrior bonus
feat to gain this ability with a new weapon.

® 2nd-Level — Evasion (Ex) : At 2nd level, the wardancer
gains evasion, as the rogue ability of the same name.

¢ 6th-Level — Uncanny Dodge (Ex): At 6th level, the
wardancer gains uncanny dodge, as the rogue ability of
the same name (see WoW RPG, Chapter 3: Classes,
“Rogue”). If the wardancer already has uncanny dodge,
he instead gains improved uncanny dodge, as the rogue
ability of the same name.

o [0th-Level — Wardance (Ex): At 10th level, the
wardancer can enter a special wardance once per day.
While his movements in battle are always graceful and
dancelike, when he uses this ability, these traits increase
many times. He whirls and slashes with blinding speed.
While in the wardance, the wardancer gains a +2 dodge
bonus to AC and on Reflex saves, and gains a +2 bonus
on melee attack and damage rolls. The wardance lasts for
3 rounds + 1 round per the wardancer’s Spirit modifier
(minimum 1 round). At the end of the wardance, the
wardancer is fatigued (-2 to Strength and Agility, can’t
run or charge) for the duration of the current encounter.

Qailboar Shaman -

Qailboar Thornweaver

While primitive, quilboar have a rich spiritual
tradition. Their shaman, sometimes called thornweavers,
are valued members of the tribe; indeed, shaman are
often their leaders. Quilboar respect their shaman, and
in turn the shaman aid them in war.

While quilboar thornweavers enjoy using their
spells to decimate their enemies, they know that the
actual slaying should fall to the tribe’s warriors. Thus,
thornweavers support their allies with healing magic and
by summoning allies. They have a particular fondness
for wild boars. All quilboar honor the ferocity of boars,
and the animal is their race’s totem creature.

Thornweavers call upon vengeful spirits of nature,
eschewing the peaceful spirits and the gentle side of
the Earth Mother that most tauren revere. The iconic
quilboar thornweaver strides forward with his tribe
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members, clutching a flail. He plants totems in their
midst and summons spirit pigs to aid them, then charges
into melee with a fearsome grunt-squeal.

Quilboar Thornweaver Alceracions

A quilboar thornweaver does not gain Brew Potion
at Ist level, the ghost wolf inspiration at 8th level or
the purge inspiration at 12th level. Instead, he gains the
following class features, at the indicated levels:

o |st-Level — Bonus Feat: Quilboar have a tradition
of shamanism. The thornweaver gains the Magical
Heritage feat (see below) as a bonus feat. If he does not
possess at least one level in the quilboar racial class,
he instead gains Fetish Spell (presented in the Horde
Player’s Guide) as a bonus feat, even if he does not
meet the prerequisites.

e Ist-Level — Pack Casting (Ex): Seeing his comrades
fall inspires the thornweaver to greatness, as it does with

all quilboar; in addition, the departing ally’s spirit briefly
infuses him with power. When the thornweaver’s pack
fighting racial trait grants him a +1 morale bonus on attack
and damage rolls, he also gains a +1 morale bonus to his
caster level. This bonus applies to level-dependent aspects
of his spells, such as range and duration. If the thornweaver
has the greater pack fighting or supreme pack fighting
abilities (from taking levels in the quilboar racial class), his
morale bonus to caster level increases to a possible +2 or
+3, as appropriate. This increase in caster level lasts for as
long as the morale bonus on attack and damage rolls (i.e.,
for the duration the current encounter).

o [st-Level — Spirit Spells (Ex): Quilboar thornweavers
add summon nature’s ally I-IX to their spell list. They can
cast these spells only to summon spirit beasts, and these
creatures must be boars, dire boars or similar animals. (See
the Horde Player’s Guide for the spirit beast template).
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o 8th-Level — Ghost Boar (Su): This ability functions
like ghost wolf, except the thornweaver turns himself
into a boar (see the Monster Guide web extras:
Animals).

o [2th-Level — Strength of Agamaggan (Su): The
thornweaver can channel his magical and spiritual
power to increase his strength and ferocity, calling
upon the power of the quilboar’s creator, the demigod
Agamaggan. As a free action the thornweaver can
sacrifice a prepared spell to imbue himself with this
power. He gains an enhancement bonus to Strength or
Stamina equal to the level of the sacrificed spell and
retains these bonuses for 1 minute per caster level. In
addition, by sacrificing a 5th-level spell in this way, the
thornweaver can instead increase his size, with the same
effects as an enlarge person spell (see Chapter 4: Magic
and Faith).

5’11‘}71* Warlock -
Hellcaller

As demons, satyrs hunger for life and magic, and they
delight in cruelty. Many members of the Burning Legion
are skilled wielders of fel magic. Furthermore, unlike
arcane magic, the use of fel magic corrupts the user’s body
and soul. By contrast the chief danger of arcane magic is
that using it inevitably leads to the desire to wield greater
power: power that only fel magic can provide. Some satyrs
become hellcallers — arcanists who, rather than summon
demons, manipulate the entropic fire of fel power.

The iconic satyr hellcaller is large and imposing. He
stands close to the rogues and warriors who fight at his side,
allowing them to benefit from his spells. The green-yellow
flames he summons immolate flesh and consume life.

Sacyr Hellealler Alceracions

Satyr hellcallers are warlocks (or, occasionally, other
arcanist classes) who manipulate entropic fire. Entropic
fire is fel energy given substance: it is entropic fire that
burns on infernals, and it is entropic fire that ran down the
body of the pit lord Mannoroth the Destructor. Entropic
fire burns, as does normal fire, but it is more sinister still:
it feeds on life, including the life of its wielder.

Satyr hellcallers do not gain the fel companion arcana
at Istlevel, the summonerarcanaat 4th level, the enslave
outsider arcana at 8th level, or the demonologist arcana
at 12th level. Instead, a hellcaller gains the following
class features, at the indicated levels:

o Ist-Level — Summon Entropic Fire (Sp): The
hellcaller can sear his enemies with blasts of entropic
fire. The hellcaller spends an unused warlock spell slot
to do so, and doing so is like casting a spell with somatic
and verbal components and with the fel descriptor.
Creatures can interrupt the hellcaller’s attempt to
summon entropic fire, just as if he were casting a spell;
the spell level is equal to the level of the spell slot the
hellcaller spent to use this ability.

The entropic fire manifests in one of two ways: Either
a greenish fireball shoots from the hellcaller’s fingers, or
a blast of entopic flames suddenly and briefly engulfs his
enemy. In the former case, the hellcaller must make a
ranged touch attack to hit with the blast; in the latter
case, the opponent receives a Fortitude save (DC 10 +
the hellcaller’s Int modifier + the entropic fire’s effective
spell level) to resist the fire and negate the damage.

In either case, the entropic fire deals 2d6 points of
fel damage per its effective spell level. (For example, if
the hellcaller spends a 2nd-level spell slot to create the
entropic fire, it deals 4d6 points of fel damage.)

o |st-Level — Extra Burn (Ex): At 1st level, the hellcaller
can choose to permanently remove all conjuration
(summoning) and conjuration (calling) spells from his
warlock spell list. If he does so, his entropic fire deals an
additional +1 point of damage per damage die (4d6+4 for
a 2nd-level spell slot, for example). He must make this
decision at 1st level and cannot change it thereafter.
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® 4th-Level — Fan of Fire (Ex): At 4th level, when the hellcaller
summons entropic fire, instead of manifesting it as a fireball or as a
blast, he can manifest it as a fan-shaped sheet of flames. If he does
s0, the fire extends out in a 15-foot cone. Creatures in the area
receive Reflex saves for half damage.

o 8th-Level — Fel Substitution (Ex): At 8th level,
whenever the hellcaller prepares an arcanist or warlock
spell with the fire descriptor, he may have the spell use
entropic fire instead of normal (magical) fire. If he does

so, the spell has the fel descriptor and deals fel damage
rather than fire damage. He must make the decision
when he prepares the spell, as if this ability were a
metamagic feat.

o | 2th-Level — Entropic Puissance (Ex): At 12th level,
when the hellcaller summons entropic fire, he gains a
+2 bonus to overcome spell resistance. He also gains a
+2 bonus on his ranged touch attack roll to hit or a +2
bonus to the fire’s save DC.

(Rediure (Jasses

Creature classes, introduced in the Alliance Player’s
Guide, are a natural evolution of racial classes. Many
monsters are suitable for player characters — harpies,
nerubians and ogres, to name a few — but they are
naturally more powerful than humans, orcs and the other
standard races. Racial levels can correct this problem to
a degree, but some creatures are so powerful that even
racial levels are not enough of a balancing factor.

One solution to this problem is giving a creature a
level adjustment. (This method was introduced in
Lands of Mystery, Chapter 6: Civilizations and is also
described in the Monster Guide.) The problem with
level adjustments is that characters must be a of certain
minimum character level in order to enter play as one of
those races. For example, to play a dryad (as described in
the Alliance Player’s Guide), you must be at least a 9th-
level character. You could not play a dryad character in
a group of Ist-level characters.

Creature classes solve this problem. Creature classes
allow you to play any creature from level 1. They
can also represent young or inexperienced creatures,
allowing the GM to field creatures that are weaker (and
thus possess lower Challenge Ratings) than normal.

Creature classes spread a monster’s special attacks,
special qualities, ability bonuses, and other important
features across several levels. When the character
reaches maximum level in his creature class, he is exactly
equal to a character created using the level adjustment
method.

(realare (lass Pasics

Playing a creature class involves the following rules:

® You must be of the appropriate creature to take a
creature class. Only a nerubian can take levels in the
nerubian creature class, for example.

e If you are a creature that has a creature class, you
must take levels in that class. You cannot begin play as
a nerubian and take your first level in mage or rogue, for
example.

® You must achieve maximum level in your creature
class before taking levels in another class.

® You never take multiclass XP penalties for your
creature class. Your creature class is considered a favored

class in addition to any other favored class you have.

e Unlike other classes, creature classes do not grant
additional Hit Dice and skill points at each level; only
at the levels indicated.

® Most characters gain a feat at Ist level, 3rd level, and
every three levels thereafter. Similarly, most characters
gain an ability increase at 4th level and every four levels
thereafter. (See WoW RPG, Chapter 3: Classes, “Classes in
Warcraft,” Gaining Levels.) Characters with creature classes
are an exception. A character actually gains a feat when he
gains his third Hit Die (not his third character level) and
every three Hit Dice thereafter; similarly, he gains an ability
increase when he gains his fourth Hit Die and every four Hit
Dice thereafter. Your creature class’s table indicates when
you gain your feats and ability increases while taking levels
in that creature class. After you achieve maximum level in
your creature class, remember that you gain a feat when your
total Hit Dice is a multiple of three and an ability increase
when your Hit Dice are a multiple of four.

For example, a nerubian with maximum levels in
nerubian is an 8th-level character with 4 Hit Dice. If
the nerubian gained two levels of warrior, he is a 10th-
level character, but he has 6 Hit Dice. He is eligible for
his third feat. If he then gains two more levels of warrior,
he is a 12th-level character with 8 Hit Dice — and at 8
Hit Dice, he gains his second ability increase.

This book presents four creature classes: the dragon,
the flamewaker, the nerubian, and the sea giant. Each
class includes a table with the following information.
Unless otherwise indicated, the numbers in the table
are not cumulative; they are the current values at the
appropriate level. (For example, a 4th-level dragon
whelp has 3 Hit Dice, not 8.)

Level: The level of the creature class.

HD: This column indicates when you gain Hit Dice.
Add your Stamina modifier when you roll a Hit Die for
hit points, as normal. As with normal classes, you gain
maximum hit points at Ist level.

BAB: Your base attack bonus. Note that it increases
based on Hit Dice, not level.

Skill Points: This column indicates at which levels
you gain skill points. Add your Intellect modifier to the
number, as normal. At st level, after adding your Intellect
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modifier to this number, multiply the result by 4. Like
other classes, creature classes get quadruple skill points on
Ist level. (Note that this clarification did not appear in the
Alliance Player’s Guide and Horde Player’s Guide; that
was an oversight, and this is the necessary errata.)

Unlike the other columns on the table, skill points
are cumulative.

Fort: Your base Fortitude save bonus. Note that it
increases based on Hit Dice, not level.

Ref: Your base Reflex save bonus. Note that it
increases based on Hit Dice, not level.

Will: Your base Will save bonus. Note that it increases
based on Hit Dice, not level.

Feats: This column indicates when you gain feats
based on your Hit Dice. You can choose any feat for

While many like to think that they are above the concerns
of other races, dragons have interacted with the common
races and changed Azeroth’s history numerous times.
Dragons joined forces with the kaldorei in the War of the
Ancients. The Horde forced dragons to fight for them in the
Second War. Currently, dragons keep watch on important
sites, ensuring that other creatures do not violate them, and
battle against their ancient, demonic enemies.

Legends say that, in times ancient beyond telling,
many dragonflights existed. Yet five flights held dominion
over their brethren. The titans chose these five flights to
shepherd the budding world. The greatest members of
the Pantheon imbued a portion of their power upon each
of the flights’ leaders. These majestic dragons became
known as the Dragon Aspects. They were Alexstrasza
the Life-Binder, red; Malygos the Spell-Weaver, blue;
Neltharion the Earth-Warder, black; Nozdormu the
Timeless, bronze; and Ysera the Dreamer, green.

Dragons rarely interact with other races, and
when they do they usually move in disguise. Dragons
are naturally magical, and many cast spells to alter
their appearance. In this way they pass unnoticed in
Stormwind, Orgrimmar and other cities, posing as
members of the common races. None know how many
dragons are concealed in this manner.

Dragons are unlikely to interact with the common
races, though some varieties are more likely to do so than
others. Red dragons are perhaps the most likely. Many
hold a vendetta against the Horde, which imprisoned
their queen and forced her children to fight on the side of
the Horde in the Second War. A band of Alliance heroes
rescued the Dragonqueen, so many reds look favorably
on the Alliance. However, despite these possibilities, red
dragons have enlisted the aid of other creatures only a
handful of times in all of Azeroth’s history, so the chances
of them doing so again are small.

While green dragons share a certain history with the
night elves, they are unlikely to take an interest in them

which you meet the prerequisites, just as any other
character can.

Ab. Inc.: This column indicates when you gain ability
increases based on your Hit Dice. Choose any one ability
and increase it by +1, just as any other character.

Nat. Arm.: Unlike other classes, many creatures gain
a natural armor bonus to AC. This column indicates
that bonus.

CR: This column indicates the creature’s Challenge
Rating as it gains levels. This column is useful only for
GMs who wish to field young or inexperienced monsters
with lower-than-normal CRs. Players need not concern
themselves with this column.

Special: This column indicates what special abilities
you gain.

— or anyone else. Green dragons allow druids to visit
them in the Emerald Dream, but that’s about as far as
such a relationship extends. Green dragons also guard
entrances to the Emerald Dream and places that are
potentially of great danger to Azeroth (such as the temple
of Atal’Hakkar in the Swamp of Sorrows). The dragons
do not allow other creatures to enter such areas.

The other dragonflights are less likely to interact peaceably
with the common races. The blue dragonflight’s numbers
are diminished, and most live in isolation in Northrend.
The inscrutable bronze dragons maintain the timestream
and perform other mysterious tasks, and take little interest
in other creatures. Black dragons, while likely to interact
with humans (especially), are evil and ambitious beings. In
ancient times, their master, Neltharion the Earth-Warder, fell
to a mysterious and lasting madness. Neltharion rechristened
himself Deathwing, and in the War of the Ancients he and
his flight committed atrocities against the other dragonflights
and against all of Azeroth. Since that time black dragons have
been the enemies of the other dragons and all good creatures.
Blacks undoubtedly move in disguise among humans and
others, seeking to slay and influence.

Dragons become adventurers often, though they might
not think of themselves as such. They may be wandering
scholars, seeking to expand their knowledge of the past or of
magic, or they might be treasure hunters, looking to secure
magic items to keep their power from those who would
use it unwisely. Some travel simply because they enjoy it
and because they can. Still, dragons are under ancient and
ineffable onuses. Many have tasks of protection, stewardship,
or more esoteric positions. They carry out their duties for
millennia, leaving little time for exploration.

Adventuring dragons usually travel alone, as doing so
grants them more freedom. Still, some stories say that an
occasional dragon — probably a red one — might join
an adventuring group. The possibility is unlikely, but
not as much as a green, blue or bronze dragon joining
such a group. They are reclusive creatures. Yet even if
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a dragon were to join an adventuring group, it would
travel in disguise; the other party members wouldn’t
know it was a dragon.

The dragon described below is a red dragon whelp.

Red Dragon (Uhelp Racial Traics

A red dragon whelp has the following traits:

e +2 Strength. Dragons are physically powerful.

® Medium Quadruped: As a Medium creature, a red
dragon whelp has no special bonuses or penalties due
to its size. Because of her four legs, a red dragon whelp’s
lifting and carrying limits are half again as much as a
Medium character. Red dragon whelps also have a +4
bonus on checks to avoid being tripped.

Also, since a dragon’s body is not humanoid, armor
must be specially crafted for them. This means it costs
more than normal, as explained in the “Armor for
Unusual Creatures” sidebar in WoW RPG, Chapter 9:
Weapons and Armor.

¢ Red dragon whelp base land speed is 30 feet.

e Darkvision: Red dragon whelps can see in the dark
up to 60 feet. Darkvision is black and white, but it is
otherwise like normal sight.

e Low-Light Vision: Red dragon whelps can see twice
as far as a human in starlight, moonlight, torchlight and
similar conditions of poor illumination. They retain
the ability to distinguish color and detail under these
conditions.

e Dragon: Red dragon whelps are dragons, not
humanoids. They are immune to effects that specifically
target humanoids, like hold person.

e Fire Subtype: Red dragon whelps have the fire
subtype. They have immunity to fire but vulnerability
to cold. This means they take double damage from
cold attacks, whether or not they succeed on a saving
throw.

e +1 natural armor bonus to AC.

¢ Immunity to magic sleep effects and all paralysis
effects.

¢ Natural Weapon: A red dragon whelp has a powerful
jaw and sharp teeth. It has a single bite attack that deals
1d8 points of damage. See the Monster Guide, Chapter
5: Monster Types, Subtypes, and Abilities, for more
information on natural weapons.

® Automatic Languages: Common and Draconic.

® Bonus Languages: Any. Dragons learn a wide variety
of languages.

e Creature Class: If you play a red dragon whelp, you
must take levels in the red dragon whelp creature class.

e Favored Class: Warrior. A multiclass red dragon
whelp’s warrior class does not count when determining
whether she suffers an XP penalty (see WoW RPG,
Chapter 3: Classes, “Multiclass Characters,” XP for
Multiclass Characters).

Red Dragon (Uhelp Creacure Class

All of the following are features of the red dragon
whelp creature class. Note that the bonuses and abilities
she gains at 1st level are in addition to those it gains by

T e P g gy it ._‘

: Ocher Dragons
While the example dragon creature class here describes
a red dragon whelp, it is a simple matter to adjust the
class to represent other dragons, or to create your own
creature classes to describe drakes. Other dragon types
/' might possess different subtypes and have slightly
| different ability score bonuses, breath weapons and
- spell-like abilities, but most of the other racial traits
. and class features remain the same.
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virtue of its racial traits. (A 1st-level red dragon whelp
has a +1 natural armor bonus, for example.)

“Class” Skills: Appraise (Int), Concentration (Sta), Craft
(Int), Decipher Script (Int), Gather Information (Cha),
Heal (Spt), Intimidate (Cha), Jump (Str), Knowledge
(arcana) (Int), Knowledge (nature) (Int), Listen (Spt),
Search (Int), Spellcraft (Int), Spot (Spt), and Swim (Str).
See WoW RPG, Chapter 5: Skills for skill descriptions.

Starting Gold: A Ist-level red dragon whelp begins
play with 0 gold pieces.

Weapon and Armor Proficiency: Red dragon whelps
are proficient in the use of their natural weapons only.
They are not proficient with armor.

Blindsense (Ex): The red dragon whelp has blindsense
(see the Monster Guide, Chapter 5: Monster Types,
Subtypes, and Abilities) out to 15 feet. The range
increases to 30 feet at 4th level, 45 feet at 8th level, and
60 feet at 12th level.

Damage Reduction (Ex): The red dragon whelp has
damage reduction 1/magic. The value increases as the red
dragon whelp gains levels, as shown on Table 2-2. This also
means that the red dragon whelp’s natural weapons count as
magic for the purposes of overcoming damage reduction.

Boundless Mind (Ex): At 2nd level, the red dragon whelp
gains the boundless mind ability (see the Monster Guide,
Chapter 5: Monster Types, Subtypes, and Abilities).

Breath Weapon (Su): At 2nd level, the red dragon
whelp can breathe a 30-foot, white-hot line of superheated
air and flame. Using a breath weapon is a standard action.
Once the red dragon whelp breathes, she can’t breathe
again until 1d4 rounds later. A blast from a breath weapon
always starts at any intersection (i.e., where any two lines
meet on a battlemat) adjacent to the red dragon whelp
and extends in a direction of the dragon’s choice.

Creatures caught in the area can attempt Reflex saves
to take half damage. The save DC against the breath
weapon is (10 + 1/2 the red dragon whelp’s dragon’s HD
+ the red dragon whelp’s Sta modifier). The red dragon
whelp’s breath weapon deals 1d10 points of fire damage
for every two dragon Hit Dice she has, as shown on
Table 2-2.

This flame also sears any ground that it strikes: it burns
away all soil and vegetation, which starts to grow back
within 1d4 days, but three times as bountiful as before.
(Plants bear three times their original crop, grow at three
times their natural rate, and so forth.) The affected land is
otherwise refreshed, renewed and healthy, and is immune
to any disease or ailment for one full year.
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Taodle 2-2: The Red Dragon (Whelp
Level HD BAB  Skill Points Fort Ref Will Feats Ab.Inc. Nat. Arm. CR Special
Ist 1d12 +1 6 o) ) ) [fi| = +0 1 +1 (ha, blindsense 15 ft., damage

reduction 1/magic

Ind 212 +2 6 B O B — +1 1 +1 Spt, boundless mind, breath
weapon 1d10, spells

3d 212 42 @ — +3 43 43 — — +1 2 +1 Sta, damage reduction 2/magic,
increased land speed, spell-like

abilities (cure light wounds 3/day)
+2 2 +1 Cha, blindsense 30 ft.

4th 312 +3 6 +3  +3 +3  Second — :

5th 412 +4 6 e S First +2 3 +15pt, breath weapon 2d10, fly 50 fi.

bth 4d12 +4 — +4 4 4 — — +3 3 +1 St +1 Sta, domage reduction 3/
magic, darkvision 90 ft., spell-like
abilities (speak with animals 2/day)

7th 5d12 45 6 T | — +3 3 +1Int +1 Cha, claws

8th 6d12 +6/+1 6 il oaly o al el — +4 4 +1 Spt, blindsense 45 ft., breath
weapon 3d10

9%  6d12 +6/+1 — +5 45 45 — — +4 4 +1 Sta, damage reduction 4/magic,
spell-like abilities (firebolt 3/day)

10th  7d12 +7/+2 6 +5 45 45 0= — +5 4 +15Str, +1 Cha, fly 100 ft.

11th  8d12 +8/+3 6 +6 . 46 46 I — Second  +5 5 41 Spt, breath weapon 4d10

12h 8412 +8/+3 — +6 +6 +6 2 — - +6 5 +1Str, +1 Sta, damage reduction 5/
magic, blindsense 60 ft., spell-like

abilities (detect thoughts 1/day)
13th  9d12 +9/+4 6 +6 +6 +6  Fouth — +6 5 Wings, +1 Int, darkvision 120 ft., fly

- - e — = - x
PRI N e T e i

150 ft, spel-like abilfies (fongues 3/day) =
H

Increased Land Speed: At 3rd level, the red dragon
whelp’s base land speed increases to 40 feet.

Spell-Like Abilities: As the red dragon whelp gains
levels, she can use a number of spell-like abilities, as
shown on Table 2-2. The red dragon whelp’s caster level
with these abilities equals her dragon Hit Dice, and save
DCs are 10 + the spell’s level + her Cha modifier. See
More Magic & Mayhem for the firebolt spell.

Fly: At 5th level, the red dragon whelp’s wings are
strong enough to allow her to fly at a speed of 50 feet
with a maneuverability of poor. Her fly speed increases
to 100 feet at 10th level and 150 feet at 13th level.

Little is known about flamewakers. They are fiery
elementals, but their bodies are flesh and blood. Most
flamewakers dwell in the Firelands of the Elemental Plane,
though some live in Azeroth’s Blackrock Depths. They are
unwavering servants of Ragnaros the Firelord. They answer
to a monarch, but that monarch answers to Ragnaros.

Some believe that flamewakers are immortal, but
this is not the case. While they can live for one or two

Claws: At 7th level, the red dragon whelp’s
claws are long and strong. She gains two claw
attacks that deal 1d6 points of damage. See the
Monster Guide, Chapter 5: Monster Types,
Subtypes, and Abilities, for more information on
natural weapons.

Wings: At 13th level, the red dragon whelp can
pummel her opponents with her powerful wings.
She gains two wing attacks that deal 1d4 points of
damage. See the Monster Guide, Chapter 5: Monster
Types, Subtypes, and Abilities, for more information
on natural weapons.

millennia, eventually their fiery bodies burn out and
they expire.

An adventuring flamewaker is an unknown sight; no
flamewaker has ever left Ragnaros’s dominion for other
pursuits. However, Ragnaros may send flamewakers out
from the Blackrock Depths for his own purposes. These
flamewakers may appear to be adventurers, and such a
flamewaker may join forces with an adventuring party
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CHAPTER TWO: CLASS OPTIONS

if he thinks doing so furthers his task. A flamewaker
who leaves the Firelands or the Blackrock Depths must
remain near a source of heat (such as a volcano) or use
magic to maintain its fiery temperature.

Though it has never happened, the possibility exists
that a flamewaker could forsake Ragnaros and his people
and move out into Azeroth for a life of adventure. Such
a life is probably short. Flamewakers have a demonic
appearance and an evil reputation, so other races are
likely to give them a cold reception. In addition, the
outcast’s flamewaker brethren and Ragnaros’s other
servants — such as Dark [ron dwarves and fire elementals
— hunt him, with orders to destroy him on sight.

Flamewaker Racial Traics

A flamewaker has the following traits:

e +2 Strength. Flamewakers are remarkably strong.

® Medium: As a Medium creature, a flamewaker has
no special bonuses or penalties due to his size.

¢ Flamewaker base land speed is 30 feet.

e Darkvision: Flamewakers can see in the dark up to
60 feet. Darkvision is black and white, but it is otherwise
like normal sight.

o Qutsider: Flamewakers are outsiders, not humanoids.
They are immune to effects that specifically target
humanoids, like hold person. In addition, they cannot
be returned to life with raise dead or resurrection. See the
Monster Guide, Chapter 5: Monster Types, Subtypes,
and Abilities, for more information on outsiders.

e Subtypes: Flamewakers have the evil, extraplanar,
and lawful subtypes. A flamewaker possesses these
subtypes even if he is not evil and/or lawful.

e Fire Subtype: Flamewakers have the fire subtype.
They have immunity to fire but vulnerability to cold.
This means they take double damage from cold attacks,
whether or not they succeed on a saving throw.

e Fire Dependence (Ex): A flamewaker must
remain near an area of appropriate heat (in excess of
100 degrees) to maintain its elemental existence. A
flamewaker can spend up to an hour away from such a
heat source, in growing discomfort. After an hour, the
creature expires.

Adventuring flamewakers usually wear specially-
crafted magic amulets to maintain their temperatures.
(GMs may allow flamewaker player characters to begin
play with such an item at no cost.)

e Heat (Ex): A flamewaker generates so much heat
that his mere touch deals 1 point of additional fire
damage. Flamewakers’ metallic weapons (such as the
quarterstaffs they often wield) also conduct this heat.

¢ Automatic Languages: Common and Kalimag.

® Bonus Languages: Any unrestricted. Flamewakers
are intelligent and learn many languages.

¢ Creature Class: If you play a flamewaker, you must
take levels in the flamewaker creature class.

e Favored Class: Warrior. A multiclass flamewaker’s
warrior class does not count when determining whether he
suffers an XP penalty (see WoW RPG, Chapter 3: Classes,
“Multiclass Characters,” XP for Multiclass Characters).
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Increasing Incellect, Skills

and Creacure Classes
Some creatures, such as flamewakers and keepers

- of the grove, gain bonuses to Intellect as they gain
levels in their creature class. After the creature |
achieves maximum level in its creature class, its
total bonus to Intellect is the same as it would have
been had the character entered play at that level.
However, as his Intellect increased gradually, he
has slightly fewer skill points than he would have
had he entered play as a fully developed creature.

" To solve this problem, if a creature gains bonuses |
to Intellect due to its creature class, these bonuses
retroactively increase its number of skill points.

" Usually, increases in Intellect do not retroactively

. increase skill points; this is an exception to that rule.
For example, Luke creates a 1st-level flamewaker
character with an Intellect of 11. At 1st level, the
flamewaker gains 8 skill points. At 2nd level, the

 flamewaker gains another 8 skill points. However,
he also gains a +1 bonus to Intellect. His Intellect
increases to 12, which increases his Intellect |
modifier from +0 to +1. Therefore, he gains an |
additional skill point this level. Since he gained the
Intellect by virtue of his creature class, his increased
Intellect retroactively gives him skill points for each |
other level he has as well. In this case, he gains 1

* additional skill point from 1st level. Thus, at 2nd
level, the flamewaker gains 10 skill points.
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Flamewaker Creacure Class

All of the following are features of the flamewaker
creature class. Note that the bonuses and abilities he
gains at Ist level are in addition to those he gains by
virtue of his racial traits.

“Class” Skills: Bluff (Cha), Concentration (Sta),
Diplomacy (Cha), GatherInformation (Cha), Intimidate
(Cha), Knowledge (arcana) (Int), Knowledge (nobility
and royalty) (Int), Knowledge (the planes) (Int), Listen
(Spt), Search (Int), Sense Motive (Spt), Spellcraft
(Int), and Spot (Spt). See WoW RPG, Chapter 5:
Skills for skill descriptions.

Starting Gold: A Ist-level flamewaker begins play
with 2d4 x 10 gold pieces.

Damage Reduction (Ex): The flamewaker has damage
reduction 1/magic. The value increases as the flamewaker
gains levels, as shown on Table 2-3. This also means that
the flamewaker’s natural weapons count as magic for the
purposes of overcoming damage reduction.

Spell-Like Abilities: As the flamewaker gains levels,
he can use a number of spell-like abilities, as shown
on Table 2-3. The flamewaker’s caster level with these
abilities equals his outsider Hit Dice, and save DCs are
(10 + the spell’s level + his Cha modifier).

Heat (Ex): The flamewaker’s heat racial trait increases
in potency as he gains levels, as shown on Table 2-3.
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Table 2-3: The Flamewaker

Skill
Level HD Points Fort Ref Will Feats
Ist 1d8 8 +2 42 +2  First

Ab. Inc. Nat. Arm. (R Special
— +0 ]

+1 Sta, +1 Spt, domage reduction
1/magic

Ind  2d8 8 +3 +3 +3

+1 1 +1 S, +1 Int, +1 Cha, domage

reduction 2/magic, heat 1d2

3rd 2d8 +3 +3 +3

+1 1  +1 Agy, +1 Sta, domage reduction
3/magic, spell-like abilities  (blozing

column 2/day)

+3 +3
+4 +4

+2 +1Sir, +1 Cha
+2 2 +1 Int, +1 Spt, domage reduction
4/magic

+4 +4

+3 +1 Str, +1 Sto, +1 Cha, growth,
spell-like ~abilities (greater  shadow
word pain 2/day)

+4 +4

+3 +1 Agy, damage redudtion 5/magic, heat 1d4

+5 +5

+4 +1 Str. +1 Int, +1 Cha

+5 +5

+4 +1 Sto, damage reduction 6/magic,
spell-like  abilities  (blozing  column
3/day, greater shadow word pain
3/day)

+1/+2

— +1 Str, +1 Spt, +1 Cha

+8/+3

Second +1 Agy, +1 Int, domage reduction

7/magic

+8/+3

+1 St +1 Sta, +1 Cha, heat 1d6,
spell-like abilities (fire storm 1/day)

+9/+4 Fourth

Damage reduction 8/magic

+10/+5

+1 Str. +1 Int, +1 Cha

+10/+5

+1 Agy, +1 Sta, +1 Spt, damage
reduction 9/magic, spell-like
abilities (dominate monster 1/day)

+11/+6/+1 8

+1 Str. +1 Cha

+12/+7/+2 8

1 Int, damage reduction 10/
magic, heat 1d8

Growth (Ex): A flamewaker achieves Large size
at 6th level. The flamewaker’s space and reach each
increase to 10 feet. He takes a —1 size penalty to AC and
a —1 size penalty on attack rolls. He must wield weapons
of Large size or take penalties. Similarly, he must wear

The nerubian culture is ancient, proud, complex —
and destroyed. Thousands of years ago, so legends say, an
evil insectile race clashed with the mighty troll empires.
The trolls defeated them and the beings fled to the far
north and to the far south. In time, the two separated

-~ Neruwi

armor appropriately sized for him, which costs double.
His lifting and carrying capacities double. He takes a
—4 size penalty on Stealth checks to hide, but gains a
+4 size bonus on grapple checks and on checks to avoid
being tripped.

S T T T

F el

colonies diverged and evolved differently, becoming two
distinct races. Those in the north became nerubians.
The nerubians lived in Northrend. They carved a
great nation beneath the ice, tunneling into the cold
rock: This was Azjol-Nerub, the spider kingdom. They
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clashed with Northrend’s native creatures, particularly
the Drakkari ice trolls, and claimed many messy and
overwhelming victories. They developed into advanced
thinkers and maintained great libraries of philosophy
— yet they remained cold and evil creatures.

After a time — some legends say millennia, others
centuries — the Lich King’s Frozen Throne plummeted
to Icecrown Glacier in a blazing display. Its coming
shook the ice and presaged the doom of Azjol-Nerub.
The Lich King’s forces fought the nerubians in the War
of the Spider, and the nerubians fell. Many of their
people became members of the Scourge — crypt fiends
and the more powerful crypt lords — including their
king, Anub’arak. The surviving nerubians scattered.

Now, the nerubians are a depleted and embittered
people. Most live in Northrend and shun all contact
with outsiders — indeed, they attack intruders on sight,
viewing all creatures not of their kind with suspicion.
Understandably, they possess a vitriolic hatred of undead,
especially crypt fiends and crypt lords. They realize that
they are too weak to overthrow the Lich King, and must
content themselves with their pathetic guerilla war.

Nerubians tend toward evil; they have always been
ruthless and aggressive, and since the fall of the Spider
Kingdom these traits are more pronounced. Still,
nerubians are intelligent, and not all fall into dark ways.
They may join a group of adventurers in the hopes of
striking against the Lich King, or of gaining the power
to do so. Other nerubians, often young ones, leave
their homes because they want no part of their people’s

hopeless conflict and desire to become more than
embittered survivors — perhaps they want to attain, at
an individual level at least, the heights their people once
possessed. The remote possibility exists that a handful of
nerubians are not evil and could get along with other
races better than their brethren.

Nerubians make strange traveling companions. Their
thoughts are unfathomable and their minds unknowable.
They are not great conversationalists. Nevertheless,
anyone who has fought at a nerubian’s side is thankful
for the opportunity.

Nerudian Racial Traics

A nerubian has the following traits:

e +2 Agility, +2 Intellect. Nerubians are smart and,
despite their cumbersome appearance, remarkably quick
and deft.

¢ Small Quadruped: As a Small creature, a nerubian
gains a +1 size bonus to Armor Class, a +1 size bonus
on attack rolls, a +4 size bonus on Stealth checks to
hide, and a —4 penalty on grapple checks. He must use
smaller weapons than humans use, however. Because of
his many legs, a nerubian’s lifting and carrying limits are
equal to those of a Medium character.

Also, since a nerubian’s body is not humanoid, armor must
be specially crafted for him. This means it costs more than
normal, as explained in the “Armor for Unusual Creatures”
sidebar in WoW RPG, Chapter 9: Weapons and Armor.

e Nerubian base land speed is 20 feet. Nerubians
also possess a climb speed equal to half their base land
speed (10 feet). Like all creatures with climb speeds, a
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nerubian has a +8 racial bonus on all Climb checks. A
nerubian must make a Climb check to climb any wall
or slope with a DC of more than 0, but he can always
choose to take 10 even if rushed or threatened while
climbing. A nerubian climbs at his climb speed while
climbing. If he chooses an accelerated climb, he moves
at double his climb speed and makes a single Climb
check at a -5 penalty. He cannot run while climbing.
A nerubian retains his Agility bonus to Armor Class
(if any) while climbing, and opponents get no special
bonus on their attacks against him.

® Darkvision: Nerubians can see in the dark up to 60
feet. Darkvision is black and white, but it is otherwise
like normal sight.

e Aberration: Nerubians are aberrations, not
humanoids. They are immune to effects that specifically
target humanoids, like hold person.

e Natural Weapon: A nerubian has strong mandibles
that he can use to bite opponents. He has a single bite
attack that deals 1d4 points of bludgeoning and piercing
damage. See the Monster Guide, Chapter 5: Monster
Types, Subtypes, and Abilities, for more information on
natural weapons.

¢ Nerubians have a +4 racial bonus on Spot checks
and on Stealth checks to hide.

¢ Automatic Languages: Common and Nerubian.

¢ Bonus Languages: Draconic, Dwarven, Low Common,
Thalassian and Zandali. Nerubians learn the languages of
the creatures with which they occasionally interact.

¢ Creature Class: If you play a nerubian, you must
take levels in the nerubian creature class.

e Favored Class: Warrior. A multiclass nerubian’s
warrior class does not count when determining whether
he suffers an XP penalty (see WoW RPG, Chapter
3: Classes, “Multiclass Characters,” XP for Multiclass
Characters).

Nerudian Creacure Class

All of the following are features of the nerubian
creature class. Note that the bonuses and abilities he
gains at Ist level are in addition to those he gains by
virtue of his racial traits. (A 1st-level nerubian has +3
Agility, for example.)

“Class” Skills: Climb (Str), Craft (Int), Jump (Str),
Knowledge (all skills, taken individually) (Int), Listen
(Spt), Spot (Spt), and Stealth (Agy). See WoW RPG,
Chapter 5: Skills for skill descriptions.

Starting Gold: A 1st-level nerubian begins play with
1d4 x 10 gold pieces.

Weapon and Armor Proficiency: Nerubians are
proficient in the use of simple weapons. They are not
proficient with armor.

Frozen Mind (Ex): Some liken attempts to
telepathically communicate with nerubians with
drilling through solid ice. The nerubian has a +2 racial
bonus on saves against mind-affecting effects and fear
effects. He is immune to telepathy.

At 3rd level, the nerubian’s bonus against mind-
affecting and fear effects increases to +4, and at 5th
level to +6. At 7th level, the nerubian is immune to
mind-affecting effects and to fear effects.

Web (Ex): Once per day per nerubian level, the
nerubian can throw a web as a standard action. This
is similar to an attack with a net, but has a maximum
range of 50 feet with a range increment of 10 feet and
is effective against targets up to one size category larger
than the nerubian. An entangled creature can escape
with a successful Escape Artist check, or it may burst
the web with a Strength check. In either case, the DC
is (10 + 1/2 the nerubian’s aberration Hit Dice + the
nerubian’s Sta modifier + 2 racial bonus).

In addition to using webbing as an attack, a nerubian
can spin a single strand to ascend or descend at his climb
speed. The strand can hold the weight of the nerubian and
one creature of up to one size category smaller than him.

Claws (Ex): At 2nd level, the nerubian can use his
claws as natural weapons. Each claw deals 1d3 points
of slashing damage. See the Monster Guide, Chapter
5: Monster Types, Subtypes, and Abilities, for more
information on natural weapons.

Growth (Ex): A nerubian achieves Medium size at
2nd level and Large size at 6th level. These changes
have the following effects:

Medium: The nerubian loses his +1 size bonus on
attack rolls and to AC. The nerubian’s base bite damage
increases to 1d6 points of damage. His base movement
increases to 30 feet (and his climb speed to 15 feet).
He wields weapons are wears armor of the same size as
humans and other Medium creatures (armor still costs
more because of the nerubian’s unusual form). His lifting
and carrying capacities increase to those of a Medium
quadruped (1-1/2 times those of Medium bipeds). The
nerubian loses his +4 size bonus on Stealth checks to
hide and his —4 size penalty on grapple checks.

Large: The nerubian’s space increases to 10 feet (but its
reach remains 5 feet). He takes a —1 size penalty to AC
and a —1 size penalty on attack rolls. The nerubian’s base
bite damage increases to 1d8 points of damage and his
base claw damage increases to 1d4 points of damage. His
base movement increases to 40 feet (and his climb speed
to 20 feet). If using manufactured weapons, he must wield
weapons of Large size or take penalties. Similarly, he
must wear armor appropriately sized for him. His lifting
and carrying capacities double (they are triple those of
a Medium biped). The nerubian takes a —4 penalty on
Stealth checks to hide, but gains a +4 size bonus on
grapple checks and on checks to avoid being tripped.

Note that the nerubian’s gear does not grow along with him.

Poison (Ex): At4th level, the nerubian’s bite develops
a debilitating poison. The poison has an initial and
secondary damage of 1d4 Str. The Fortitude save to resist
the poison is equal to (10 + 1/2 the nerubian’s aberration
Hit Dice + the nerubian’s Stamina modifier).

At 8th level, the poison’s initial and secondary
damage increase to 1d6 Str.
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Skill

level HD BAB Points Fort Ref Will Feats
nd
3rd
4th
5th
bth
7th

8th

1d8  +0
248 +1
248 +1
38 +2
38 +2
4d8  +3
4d8  +3

— +0 +0 +2 —
2 +0 40 +3 —
+0 +0 +3 —
+1 +1 +3  Second
+1 41 +3 —
+1 +1 +4 —
+1 +1 +4 —

Sea giants, like Azeroth’s other giants, are titan creations.
; l The titans tasked them with dredging the seas and watching
over them. The titans disappeared a long time ago, though,
and not all — or even most — sea giants continue this
charge. They are individuals and have diverged from their
] original purpose. Some, however, maintain their duty
| in current times, untold millennia later. They are fierce
protectors of aquatic realms.

L
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Ab. Inc. Nat. Arm. CR  Special

Ist 1d8  +0 2 +0 +0 +2  First — +0 ] +1 Agy, frozen mind (+2) web

+1 Sir, +1 Sta, claws, growth (Medium
+1 Aqgy, frozen mind (+4

+1 Sir, +1 Sta, poison (1d4

+1 Agy frozen mind (+6

+1 Sir, +1 Sta, growth (Large

+1 Aqgy, frozen mind (immunit

+1 Str, +1 Sta, poison (1d6

+1 ]
+1 2
+1 2
+1
+2
First — +2
+2

3
3
4
4

Sea giants live a long time: one to two thousand years.
After this time, their elemental bodies fail and, like all
mortals, they perish.

Sea giants don’t like other races. They aren’t evil, but
they care nothing for others’ lives or for the laws that rule
other societies. They interact mostly with other aquatic
races, such as makrura, murlocs, and naga; they attack
these creatures when they violate sea giant territory
(which may include some titan remnant the sea giants
guard), but otherwise leave them alone. They interact
more and more with the land-dwelling races, but only
because those races now impinge on sea giant realms.

Unlike mountain giants, sea giants are not allied

with any other race. Their tempers and minds are

as chaotic as the seas, and other races probably

. wouldn’t enjoy sea giant company. Still, sea
giants are intelligent, so a sea giant joining
forces or even forming friendships with other
creatures is possible. Such an event is more likely

to happen when a sea giant is young.

A more likely sea giant adventurer is
one who travels the oceans alone. She
~ is probably motivated by the same
T, sorts of inspirations that affect other

)./ adventurers: desire for riches, glory,

: .,'..‘::. or excitement. If she still follows
~— P the titans’ ancient commands, she

ﬁ-’ might look for titan ruins or hunt
S\:‘ﬁ evil sea creatures that are likely
to despoil the oceans. She might
guard the shores against mortal
encroachment.

,

Sea Giant Racial Traics
A sea giant has the following traits:
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e +2 Strength, —2 Intellect. Sea giants, like all giants,
are immensely strong (though not as strong as mountain
giants), but lacking in intelligence (though not as much as
mountain giants).

¢ Medium: As Medium creatures, sea giants have no
bonuses or penalties due to their size.

® Sea giant base land speed is 20 feet. Sea giant base
swim speed is 30 feet. Like all creatures with a swim
speed, a sea giant can move through water at her swim
speed without making Swim checks. A sea giant gains
a +8 racial bonus on any Swim check to perform some
special action or avoid a hazard. A sea giant always can
choose to take 10 on a Swim check, even if distracted
or endangered. A sea giant can use the run action while
swimming, provided she swims in a straight line

¢ Low-Light Vision: Sea giants can see twice as far as
humans in starlight, moonlight, torchlight and similar
conditions of poor illumination. They retain the ability
to distinguish color and detail under these conditions.

e Scent: Sea giants can detect approaching enemies,
sniff out hidden foes, and track by sense of smell. They can
identify familiar odors just as humans do familiar sights.
They can use this ability underwater as easily as they
can in air. See the Monster Guide, Chapter 5: Monster
Types, Subtypes, and Abilities, for more information.

¢ Giant: Sea giants are giants, not humanoids. They
are immune to effects that specifically target humanoids,
like hold person.

e Aquatic and Water Subtypes: Sea giants have the
aquatic and water subtypes.

¢ Amphibious: Sea giants can breathe both air and
water indefinitely. They are equally comfortable on land
and in water.

® Natural Weapon: A sea giant has a single slam
attack that deals 1d4 points of damage. See the Monster
Guide, Chapter 5: Monster Types, Subtypes, and
Abilities for more information on natural weapons.

¢ +2 natural armor. Sea giants have thick hides.

e Automatic Languages: Common and Titan.

e Bonus Languages: Darnassian, Low Common,
Nerglish, and Nazja. The occasional sea giant learns
the languages of the creatures with whom she might
interact.

¢ Creature Class: If you play a sea giant, you must
take levels in the sea giant creature class.

e Favored Class: Barbarian. A multiclass sea giant’s
barbarian class does not count when determining whethershe
suffers an XP penalty (see WoW RPG, Chapter 3: Classes,
“Multiclass Characters,” XP for Multiclass Characters).

Sea Giant Creacure Class

All of the following are features of the sea giant
creature class. Note that the bonuses and abilities she
gains at 1st level are in addition to those she gains by
virtue of her racial traits. (A 1st-level sea giant has a +3
natural armor bonus, for example.)

“Class” Skills: Knowledge (nature) (Int), Survival
(Spt), and Swim (Str). See WoW RPG, Chapter 5:
Skills for skill descriptions.

Starting Gold: A 1st-level sea giant begins play with
4d4 x 10 gold pieces.

Weapon and Armor Proficiency: Sea giants are
proficient in the use of simple weapons and heavy picks.
They are proficient with light and medium armor and
with shields (but not tower shields).

Anchor Smash (Ex): Sea giants usually fight with
huge old anchors (treat as heavy picks). A sea giant can
use the Bash feat when attacking with a heavy pick.

Spell-Like Abilities: As the sea giant gains levels,
she can use a number of spell-like abilities, as shown
on Table 2-5. The sea giant’s caster level with these
abilities equals her giant Hit Dice, and the saving throw
DCs are (10 + the spell’s level + her Cha modifier).

Pulverize (Ex): When a sea giant scores a critical hit
with a slam or a melee weapon, all creatures adjacent to
the target also take 1d6 points of bludgeoning damage.
This damage increases to 2d6 at 14th level, and at 21st
level the sea giant adds half her Strength bonus to the
damage as well.

Growth (Ex): A sea giant achieves Large size at 8th
level and Huge size at 16th level. These changes have
the following effects:

Large: The sea giant’s space and reach each increase
to 10 feet. Her base swim speed increases to 35 feet. She
takes a —1 size penalty to AC and a -1 size penalty on
attack rolls. The sea giant’s base slam damage increases
to 1d6 points of damage and she may make two slam
attacks (as a full attack) with no penalty on the attack
rolls. If she uses manufactured weapons, she must wield
weapons of Large size or take penalties. Similarly, she
must wear armor appropriately sized for her, which costs
double. Her lifting and carrying capacities double. She
takes a —4 size penalty on Stealth checks to hide, but
gains a +4 size bonus on grapple checks and on checks
to avoid being tripped.

Huge: The sea giant’s space and reach each increase
to 15 feet. Her base swim speed increases to 40 feet.
She takes a further —1 size penalty to AC and a 1 size
penalty on attack rolls (-2 total). The sea giant’s base
slam damage increases to 1d8 points of damage. She
must wield manufactured weapons of Huge size or take
penalties. Similarly, she must wear armor appropriately
sized for her, which costs four times as much as normal.
Her lifting and carrying capacities double (her lifting
and carrying capacities are now four times those of a
Medium creature). She takes an additional —4 size
penalty on Stealth checks to hide (total —8), but gains
an additional +4 size bonus on grapple checks and on
checks to avoid being tripped (total +8).

Note that the sea giant’s gear does not grow along
with her.

Rock Throwing (Ex): At 12th level, the sea giant
is skilled at throwing boulders and receives a +1 racial
bonus on attack rolls when throwing them.

Rocks that a sea giant throws have a range increment
of 140 feet. A sea giant of Large size can hurl rocks
weighing 40 to 50 pounds each (Small objects) up to
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Tadle 2-5: The Sea Gianc
Skill Ab.  Nat.
Points Fort Ref Will Feats Inc. Arm. CR Special

+0 2 +0 Fist  — 41 1 +1 St +1 Sta, anchor smash, spell-like abilities
(fog cloud at will)

+1 +3 +0 +0 — +]
+2 +3 41 +1  Second +2
+2 +3 +1 +1 +2
+3 +4 +1 +1 +3
+3 +4 +1 +1 +3
+4 +5 +2 +2 +4
+4 +5 +2 +2 +4
) +5 +2 +2 )
+6/+1 +6 42 42 Second +5
+6/+1 +6 43 +3 +6
+6/+1 +6 43 +3 +6
+1/+1 +1 +3 +3 +1
+8/+3 +1 +3. +3 +1
+9/+43 +8 4 4 +8
+9/+3 — +8 +4 +4 +8
+9/+3 2 +8 +4 +4 +9
+10/+5 2 +9 4 +9
+11/+6/+1 2 +9 45

+1/46/41 — 49 45 +10
+12/+7/+2 2 +10 45

+12/+7/+2 2 +10 +5

+13/+8/+3 2 +11 +6

+1 Str, +1 Sta
+1 Agy, +1 Spt
+1 Str. +1 Sta, spell-like abilities (frost nova 3/day)

+1 Str, +1 Sta, pulverize 1d6

+1 Str. +1 Sta, growth (Large)

+1 Str, +1 Sta

Spell-like abilities (water breathing at will)
+1 Str, +1 Sta

+1 Spt, rock throwing

+1 Str, +1 Sta

Pulverize 2d6

+1 Str, +1 Sta, spell-like abilities (control water at will)
+1 Str. +1 Sta, +1 Spt, growth (Huge)

+1 Str, +1 Sta

OO IN N~ | IN N | —

~o
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+1 Str, +1 Sta
+1 Agy, +1 Spt, spell-ike abilities (cone of cold 3/day)
+1 Sir, +1 Sta, pulverize 2d6 + half Sir

—
o

—
—

—
—_—

—
N

+1 Str, +1 Sta

five range increments. These rocks deal 2d6 points of 60 to 80 pounds (Medium objects) that deal 2d8 points
bludgeoning damage. A Huge sea giant can hurl rocks of ~ of damage.

Vg Sigisies
R NN N . RS T

Use the following tables to determine the starting ages and penalties for aging for dragons, flamewakers, nerubians
and sea giants.

Tadle 2-6: Random Scarcing Ages For Creacure Classes

Race Adulthood Addition
Dragon 250 years +2d%
Flamewaker 100 years +1d%
Nerubian 15 years +1d6
Sea giant 100 years
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CREATURE CLASSES

Race

Tavle 2-T: Aging CFFeccs For Creacure Classes

Middle Age*

oldt

Venerable?

Maximum Age

i E——

Dragon 1,500 years 2,250 years 3,000 years +10d%
Flomewaker 750 years 1,070 years 1,500 years +10d%

Nerubian 35 years 53 years 70 years +2d20 years

Sea giant 750 years 1,070 years 1,500 years +10d%
* At middle age, —1 fo Sir, Agy and Sta; +1 to Int, Spt and Cha.

t At old age, — 2 to Str, Agy and Sta; +1 to Int, Spt and Cha.
$ At venerable age, —3 to Str, Agy and Sta; +1 to Int, Spt and Cha.

Use the following table to generate random heights and weights for 1st-level characters of the races presented
above. Remember that flamewakers, nerubians and sea giants grow larger and heavier as they gain levels.

Tavdle 2-8: Random Heighe and (Ueight For Creacure Classes
Race Base Height Height Modifier Base Weight Weight Modifier

Dragon (red dragon whelp), female  4'0" +2d6 170 Ib. x (3d6) Ib.
Dragon (red dragon whelp), male ~ 4'2” +2d6 180 Ib. x (3d6) Ib.

Flamewaker, female 6'8” +2d6 220 |b. x (2d6) Ib.

T

Flamewaker, male 6'10"
Nerubian, female 2'10"

Nerubian, male 3

S

€

a giant

710"

+2d6
+2d4
+2d4
+2d8

240 |b.
70 Ib.
80 Ib.
300 Ib.

x (2d6) Ib.
x (3d6) Ib.
x (3d6) Ib.
x (3d10) Ib.
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CHAPTER TWO: CLASS OPTIONS

The following section presents many new feats for use in your WoW RPG game. These feats are particularly
appropriate for members of the races and factions presented in this book, but any character who meets the
prerequisites can take them — even Alliance and Horde characters. Warriors may take feats with “Warrior” next

to them as bonus feats.

'w.
Lo M1
R
L
D
O
F i
W
Al
R
C
R.
l.
r
T
T
H
E i
R
Q|
L
E
P
L
A
Y
|
N
G
G
A
M
e

General Feats
Bite

Tadle 2-9: Feacs
Prerequisites
Str 13, must be an orc, troll, or monstrous humanoid
without a bite natural attack

Benefit
Bite for 1d4 damage

Cleanse

Heal 6 ranks

+5 on Hedl checks against disease
and poison

Concussive Shot

Agy 15, Point Blank Shot, Precise Shot

Concussive shot deals no damage, but target
makes Fort save or —4 on initiative,
50% speed

(ritical Strike

Base attack bonus +10, Improved Crifical, favored enemy class feature

Canmake crifical hits on your favored enemy
regardless of monster type

Extra Holy Strike

Holy strike ability

Holy strike one additional time/day

Extra Wardance

Wardance class feature

Wardance one additional fime/day

Foe Hunter

Base attack bonus +4

Gain a favored enemy

Heavy Armor Expertise Sta 13, Endurance, proficiency with heavy armor

In heavy armor, run at quadruple speed,
+1 armor check penalty, and sleep without
fatigue

Improved Counterattack Aqy 15, Counterattack, Dodge

No —4 penalty on counterattacks

Improved Dodge

Agy 15, Dodge

+1 AC against a number of opponents
equal to your Agy honus

Magical Heritage

Ability to cast 0-level spells, af least 1 level in your racial class

Gain additional spell slots per day as if you
had gained a level in a spellcasting class

Pack Tactics

+3 on attack rolls when flanking

Shrewd Negofiator

Cha 15, Diplomacy 6 ranks

Buy and sell at 10% less/more

Wild Expertise

Str 13, hase attack bonus +4, wild shape class feature

+1 domage with natural weapons in non
humanoid form

Shout Feats
Great Howl

Prerequisites
Three other shout feats

Benefit
Shouts last twice as long

Improved Inner Rage

Inner Rage, ability to rage, one other shout feat

Shout when you enter a rage; hos normal duration

Roaring Shout

One other shout feat, wild shape class feature

Shout for free when you enter a wild shape

Technology Feats
Sabotage Magic ltem

Prerequisites
Disable Device 6 ranks, Knowledge (arcana) 2
ranks, Use Magical Device 6 ranks

Benefit
Use Disable Device on magic items

Steam Armor Knack

+2 bonus on Craft (technological device)
checks and +2 Technology Limit to build steam
armor; +2 Str in steam armor

Weaponry Knack

+2 bonus on Craft (technological device)
checks and +2 Technology Limit to build non-
firearm weaponry; +1 on attack rolls with self
-made weaponry




FEATS

Bice
[Generall

You can use your prodigious jaws effectively in battle.

Prerequisites: Str 13, must be an orc, troll or
monstrous humanoid without a bite natural attack.

Benefit: You gain a bite attack as a natural weapon.
Your bite attack deals 1d4 points of damage, and is a
secondary attack.

Special: Larger and smaller characters deal different damage,
based on their size, as described in the Monster Guide,
Chapter 3: Improving Monsters. Also, see the Monster Guide,
Chapter 5: Monster Types, Subtypes, and Abilities, “Natural
Weapons,” for more details on natural weapons.

This feat might not be appropriate for some monstrous
humanoids (like harpies). As always, the GM has final say.

Cleanse

L& J [Generall
You are especially good at treating disease and poison.
Prerequisites: Heal 6 ranks.

Benefit: You gain a +5 bonus on Heal checks to treat
disease or poison.

ﬁ Concussive Shotc
! [General, (Uarrior]

When you use a ranged weapon, you can deal blows
that slow down your target, temporary reducing
his speed and reflexes. = 5]

- g
.J""t\‘.

Prerequisites: Agy 15, Point Blank Shot, Precise Shot.

Benefit: Before making a ranged attack roll, you may declare
that the attack is a concussive shot. If your attack hits, it deals no
damage, but instead reduces your target’s speed and reflexes. The
target must make a Fortitude save (DC = 5 + the damage you
would have dealt) or take a 4 penalty on initiative checks (and
to his current initiative) and a 50% penalty to his base speed for
a number of rounds equal to your character level. The effects of
multiple concussive shots stack.

/—\>
gl Cricical Scrike

[General, (Larrior]

Your devotion and knowledge of a particular favored
enemy allows you to make critical hits against that enemy,
finding weak points in otherwise unknown places.

Prerequisites: Base attack bonus +10, Improved Critical,
favored enemy class feature or Foe Hunter (see below).

Benefit: You may make critical hits normally against
your favored enemy.

Normal: Certain creature types, such as undead, are
immune to critical hits.

Special: Creatures vulnerable to critical hits are
likewise vulnerable to backstab attempts. The creature’s
other immunities, such as immunity to fatigue or ability

damage, still function against you.
[ | Cxcra Holy Serike
[Generall

You may use your holy strike ability one additional
Itime per day.
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CHAPTER TWO: CLASS OPTIONS

Prerequisite: Holy strike ability.

Benefit: This feat grants you one additional daily use
of your holy strike ability.

Special: You may select this feat multiple times. Its
effects stack.

Q Cxrcra (Uardance
_ E.' 59l [General, (Uarrior]

You are especially adept at wardancing.

Prerequisite: Wardance class feature. (The pandaren wardancer
iconic class possesses this class feature, for example.)

Benefit: You can use your wardance ability one
additional time per day.

Special: You can take this feat more than once. Its
effects stack.

@ Foe Huncer
] [General, (Uarrior]

You are particularly adept at battling a certain type

of creature. This may be due to lots of practice, intense
hatred, special training or some other reason.

Prerequisite: Base attack bonus +4.

Benefit: Choose one type of creature, such as dragon or undead.
You gain the favored enemy ability (as the elven ranger ability
of the same name; see WoW RPG, Chapter 4: Prestige Classes,
“Elven Ranger”) against that type of creature.

Special: You may take this feat multiple times; each
time you may choose to apply it to the same type of
creature (gaining an additional +1 bonus on attack and
damage rolls and a +2 bonus on skill checks against that
type) or apply it to a new creature type. This feat stacks
with the elven ranger ability of the same name.

Greac Howl
[Shouc]

The effects of your shouts last longer.

Prerequisites: Three other shout feats.

Benefit: When you use a shout feat, its effects last for
a number of rounds equal to your character level.

Normal: The effects of a shout feat last for a number
of rounds equal to half your character level (minimum
of one round).

Heavy Armor Cxpercise

[General, (Larrior]

You are so used to wearing heavy armor that it doesn’t slow
you or hamper your movements as much as it does other
people, and you do not get fatigued when sleeping in it.

Prerequisites: Sta 13, Endurance, proficiency with
heavy armor.

Benefit: When wearing heavy armor, you can run at
quadruple speed, and the armor’s armor check penalty
is reduced by —1. You may sleep in heavy armor without
becoming fatigued.

Normal: Characters without Heavy Armor Expertise
who sleep in heavy armor are automatically fatigued the
next day, even if they have the Endurance feat.

Improved Counceraccack
%) [General, (Uarrior]

Your ability to counterattack your foes becomes even greater.

Prerequisites: Agy 15, Counterattack, Dodge.

Benefit: When you gain an attack of opportunity
against an opponent designated through the
Counterattack feat, you do not take a —4 penalty on the
attack roll.

Normal: When using the Counterattack feat, you
take a —4 penalty on your attack roll.

-

Improved Dodge
[General, (Larrior]

You are an expert at avoiding attacks and you can
properly defend yourself against a large number of foes.

Prerequisites: Agy 15, Dodge.

Benefit: When using the Dodge feat, you may
designate a number of foes equal to your Agility bonus.
You receive a +1 dodge bonus to AC against attacks
from all designated foes.

Normal: The Dodge feat grants you a +1 dodge bonus
against a single designated opponent.

m Improved Inner Rage
‘ [Shouc]

When you enter a rage and shout, you do so with
vigor rarely matched on the battlefield.

Prerequisites: Inner Rage, ability to rage, one other
shout feat.

Benefit: When you enter a rage, you may use a shout
feat without using up one of your shouts per day and the
shout’s effects last as long as normal.

Normal: With the Inner Rage feat, the effects of your shouts
when you enter a rage last only half as long as normal.

‘[‘ «il Magical Hericage
= ﬂJI [Generall

You draw upon your race’s legacy of arcane or divine
spellcasting to increase your power.

Prerequisites: Ability to cast O-level spells, at least 1
level in your racial class.

Benefit: Choose one of your spellcasting classes. You
gain additional spell slots per day as if you had gained a
level in that class. You do not gain any other benefit a
character from that class would have gained.

Special: If you have a racial penalty to Intellect,
you cannot choose an Intellect-based spellcasting class
(such as arcanist) with this feat, because your Intellect
penalty implies that your race does not have a strong




FEATS

tradition with that sort of magic. Similarly, if you have
a racial penalty to Spirit, you cannot choose a Spirit-
based spellcasting class (such as healer). Some races may
have traditions with these sorts of magic anyway, and the
GM can waive this limitation in those cases. (Faceless
ones, for example, though they have a racial penalty to
Intellect, have a strong heritage of necromantic magic.)

You can take this feat more than once; you can take
it once for each level you possess in your racial class.
You cannot take this feat for a level in your racial class
for which you already possess a similar ability (such as a
naga’s arcane puissance mutation).

Arcanists and healers can take this feat as a bonus feat.

D

2 Pack Taccics

[General, (Uarrior]

You fight more effectively in a pack, and are able to land
blows easier when surrounding foes.

Benefit: You gain a +3 bonus on attack rolls when
flanking opponents.

Normal: You gain a +2 bonus on attack rolls when
flanking opponents.

Roaring Shout [Shouc]

You can utter a powerful roar when you use your wild
shape ability.

Prerequisites: One other shout feat, wild shape class feature.

Benefit: When you use your wild shape ability to take a
non-humanoid form other than your own, you can unleash
a great roar (or squawk, or whatever). You can use one of
your shout feats without using up one of your shouts per day.
However, the shout’s effects last only half as long as normal.

- N

Savocage Magic lcem
[Technologyl

You may sabotage magic items, just as you would a
technological device.

Prerequisites: Disable Device 6 ranks, Knowledge
(arcana) 2 ranks, Use Magic Device 6 ranks.

Benefit: You may use the Disable Device skill to disable
or sabotage magic items, as if they were technological
devices. The time and difficulty to sabotage the magic item
depends on the strength of the magical item’s aura:

Avra Time Disable Device DC*
Faint 1 round 10

Moderate 1d4 rounds 15

Strong 2d4 rounds 20

Overwhelming  —t —t

* If you attempt to leave behind no trace of your tampering, add
+510 the DC.

1 You cannot sabotage a magic item with an overwhelming aura.

Shrewd Negorciacor
[Generall

You can negotiate like the best goblin traders,
easily lowering other’s prices or raising the price of
your own goods.

Prerequisites: Cha 15, Diplomacy 6 ranks.

Benefit: Whenever you purchase an item, you may
lower its market value by 10%. Likewise, whenever you
sell an item, you may increase its price by 10%.

Sceam Armor Knack
[ Technologyl

You have a talent for building and piloting
steam armor.

Benefit: You on Craft
(technological device) checks when crafting steam
armor. Your Technological Limit for building steam
armor increases by +2. (See More Magic and
Mayhem, Chapter 5: Things That Go Boom in the
Night, “Steam Armor”.)

You gain a +2 enhancement bonus to your
Strength when piloting a suit of steam armor. This
is in addition to the steam armor’s equipment bonus
to Strength.

receive a +2 bonus

(Ueaponry Knack
[Technologyl

You have a talent for building and using non-firearm
technological weapons.

Benefit: You receive a +2 bonus on Craft
(technological device) checks when crafting non-
firearm technological weaponry. Your Technological
Limit for building non-firearm technological
weaponry increases by +2. (See WoW RPG, Chapter
11: Technological Devices.)

You gain a +1 competence bonus on attack rolls with
non-firearm technological weapons you have built.

Wild Cxpercise
J [Generall

When in animal form, you deal additional damage
with each successful melee attack.

Prerequisites: Str 13, base attack bonus +4, wild
shape class feature.

Benefit: When you use your wild shape ability, your
fangs sharpen, your horns grow longer and your strikes
become more powerful. When in a non-humanoid form
other than your own, you gain a +1 bonus on damage
rolls with natural weapons.
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DARK FACTIONS

BIQNQ PaNDeMoNIuM!

This chapter includes many new prestige classes. These classes are particularly appropriate for members of the
races and factions presented in this book; however, any character who meets the prerequisites can take a prestige

class, including members of the Alliance and Horde.

BRrewMAS IER

Description: The pandaren are an old and refined
culture, with many traditions and arts important to their
way of life. Perhaps none influence the pandaren so
thoroughly as the art of brewing. Scholars believe that
drink influences every aspect of pandaren life, and because
of the craft involved, a tradition of brewing potent fluids
is a cultural institution for the gentle people of Pandaria.

Pandaren brewmasters travel the world for new and exotic
ingredients and recipes. These affable yet deadly warriors
practice a unique combination of healing arts and martial skill.
With their knowledge of alchemy, potion making and brewery,
pandaren create superb ales and liquors that are welcome at
any adventurer’s table either before or after a battle.

Brewmasters practice a unique fighting style. They
combine typical pandaren finesse and strength with
the appearance of being drunk, stumbling apparently at
random. When they sway to avoid a blow or swing a
wild fist, their proficiency appears accidental.

Brewmasters in the World: While the path of the
brewmaster might be learned by any race, the pandaren
keep the craft of the brewmaster a closely guarded secret.
Ancient ways and methods of brewing result in a potent
ability to craft traditional pandaren brews. Pandaren
are reluctant to share the secrets of this craft, though a
brewmaster might take the most disciplined and spiritual
of individuals under his wing.

Those who do take the path of the brewmaster are
typically pandaren, and show allegiance only to the ways of
their craft. While brewing is a mystical art, as the pandaren
say “good drink shows no bad faces,” and anyone who seeks
out a brewmaster is likely to find him willing to provide a

draught or two in exchange for coin.
Hit Die: d8.

Requirementcs

Race: Any, though all known brewmasters are pandaren.
Affiliation: Must be neutral.

Base Attack Bonus: +5.

Skills: Craft (alchemy) 3 ranks, Profession (brewer) 3 ranks.
Feats: Skill Focus (Profession (brewer)).

Class Skills

The brewmaster’s class skills (and the key ability for
each) are Balance (Agy), Bluff (Cha), Craft (alchemy)

(Int), Heal (Spt), Knowledge (arcana) (Int), Knowledge
(nature) (Int), Knowledge (religion) (Int), Profession
(brewer) (Spt), Sense Motive (Spt), Speak Language
(Int), Spellcraft (Int), and Tumble (Agy). See WoW
RPG, Chapter 5: Skills for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: Brewmasters are
proficient with simple weapons and light armor.

Brew Knowledge (Ex): The brewmaster can create
magic pandaren brews as if he had the appropriate spells
on his spell list and had the necessary feats. (More
Magic & Mayhem includes five pandaren brews: black
whiskey, Chou’s hair of the dog ale, Hong's bravery brew,
Hong’s fighting lager, and wounded warrior whiskey. )

Flurry of Blows (Ex): When unarmored, a brewmaster
may strike with a flurry of blows at the expense of
accuracy. When doing so, he may make one extra
attack in a round at his highest base attack bonus, but
this attack takes a —2 penalty, as does each other attack
made that round. The resulting modified base attack
bonuses are shown in the Flurry of Blows Attack Bonus
column on Table 3-2: The Brewmaster’s Drunken Style.
This penalty applies for 1 round, so it also affects attacks
of opportunity the brewmaster might make before his
next action. When a brewmaster reaches 5th level, the
penalty lessens to —1, and at 9th level it disappears. A
brewmaster must use a full attack action to strike with
a flurry of blows.

When using flurry of blows, a brewmaster may attack
only with unarmed strikes or with simple weapons. He
may attack with unarmed strikes and simple weapons
interchangeably as desired. When using weapons as part
of a flurry of blows, a brewmaster applies his Strength
bonus (not Str bonus x 1-1/2 or x 1/2) to his damage
rolls for all successful attacks, whether he wields a
weapon in one or both hands. The brewmaster can’t use
any weapon other than a simple weapon as part of a
flurry of blows.

In the case of the quarterstaff, each end counts as a
separate weapon for the purpose of using the flurry of
blows ability. Even though the quarterstaff requires two
hands to use, a brewmaster may still intersperse unarmed




BREWMASTER

strikes with quarterstaff strikes, assuming that he has
enough attacks in his flurry of blows routine to do so.

Unarmed Strike (Ex): A brewmaster gains Improved
Unarmed Strike as a bonus feat. A brewmaster’s attacks
may be with either fist interchangeably or even from
elbows, knees and feet. This means that a brewmaster
may even make unarmed strikes with his hands full.
There is no such thing as an off-hand attack for a
brewmaster striking unarmed. A brewmaster may thus
apply his full Strength bonus on damage rolls for all his
unarmed strikes.

Usually a brewmaster’s unarmed strikes deal lethal
damage, but he can choose to deal nonlethal damage
instead with no penalty on his attack roll. He has the
same choice to deal lethal or nonlethal damage while
grappling.

A brewmaster’s unarmed strike is treated both as
a manufactured weapon and a natural weapon for
the purpose of spells and effects that enhance or
improve either manufactured weapons or natural
weapons. Creatures with natural weapons who use
this ability may not combine it with the use of their
natural weapons.

A brewmaster also deals more damage with his
unarmed strikes than a normal character would, as
shown on Table 3-2: The Brewmaster’s Drunken Style.
The unarmed damage on Table 3-2 is for Medium
brewmasters.

Drunken
Stance: At
2nd level
and  every
two  levels
thereafter
(4th, 6th, 8th and
10th), the brewmaster
refines his martial art and
learns methods of evasion,
combat, and balance. Each
time the brewmaster gains one
of these levels he learns one of
the following special abilities
of his choice.

Drunken Fist: Using the
swaggering and tumbling
motions of the drunken
Chiew-Wu style, the brewmaster can

generate massive amounts of power in a single attack.

As a full-round action the brewmaster may make a
drunken fist attack. He can make this attack only with
an unarmed strike. A successful drunken fist attack deals
an additional +1d6 points of damage for every 4 ranks
the brewmaster has in Tumble, to a maximum total of
+6d6 points of damage. After making a drunken strike,
the pandaren brewmaster falls prone.

Drunken Defense: The brewmaster’s fighting style
relies on deceptive staggering and tumbling to mimic
the exaggerated and comedic swagger of a drunken
fool. The brewmaster gains a +2 dodge bonus to Armor
Class for every 4 ranks he has in Balance when fighting

defensively or taking the total defense
action (in addition to the normal

dodge bonus to armor class
for fighting defensively
or total defense).
In addition,
when prone, the
brewmaster takes

no penalty to AC
against melee
attacks.
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CHAPTER THREE: PRESTIGE CLASSES

Table 3-1: The Prewmaster (Prw)

Base

Attack  Fort Ref Will
Level Bonus Save Save Save
Ist +0 +2 +0 +2
Ind +1 +3 +0 +3
3rd +2 +3 +1 +3

4th +3 +4 +] +4
5th +3 +4 +] +4
6th +4 +5 +2 +5

Special
Brew knowledge, flurry of blows, unarmed strike
Drunken stance
Spirit channel
Drunken stance
Breath of fire, spirit channel
Drunken stance

7th +5 +5 +2 +5 Spirit channel

8th +6 +6 +2 +6

Drunken stance

9th +6 +6 +3 +6 Spirit channel
10th +] + +3 + Drunken stance, improved breath of fire

Drunken Deception: The swaggering step of the Chiew-
Wu is a deadly and deceptive technique. The brewmaster
may add his brewmaster level on Bluff checks while feinting
in combat. If his Bluff check to feint is successful, he gains
an attack bonus equal to half of his brewmaster level on his
attack roll against that flat-footed opponent. If the Bluff
check fails, that opponent gains a +4 bonus on attack rolls
against the brewmaster for 1 round. The brewmaster can
choose whether or not to use this ability when he feints, but
must make the decision before he makes the Bluff check.

Ewvasion: The brewmaster gains evasion, as the rogue
ability of the same name (see WoW RPG, Chapter 3:
Classes, “Rogue”).

If the brewmaster already has evasion from a different
class he automatically gains improved evasion (see
WoW RPG, Chapter 3: Classes, “Rogue”).

Uncanny Dodge: The brewmaster gains uncanny
dodge, as the rogue ability of the same name (see WoW
RPG, Chapter 3: Classes, “Rogue”).

§—

Table 3-2: The Prewmasler's Dranken é‘fge
Flurry of Blows Attack Bonus

If the brewmaster already has dodge from a different
class he automatically gains improved uncanny dodge
instead (see WoW RPG, Chapter 3: Classes, “Rogue”).

If the brewmaster already possesses improved uncanny
dodge, the levels from all classes that grant uncanny
dodge stack to determine the minimum rogue level
required to flank her.

Spirit Channel (Ex): The fierce powers of the spirits are for the
brewmaster to gain and command. At 3rd, 5th and 7th level the
brewmaster learns to channel the power of elemental spirits. Each
time the pandaren brewmaster gains one of these levels, he learns
one of the following special abilities of his choice. The brewmaster
can take a single ability multiple times; each time he does so adds 1
round to the ability’s duration.

Using spirit channel is a move action that provokes
attacks of opportunity. A brewmaster may use spirit
channel a number of times per day equal to half his
brewmaster level. A brewmaster may not have more
than one of these abilities active at a time.

Level Unarmed Strike Damage

1st 1d6
Ind 1d6
3rd 1d6

1d8

1d8
1d8
1d10
1d10
1d10
2d6

-2/-2
-1/-1
+0/+0
+1/+1
+2/+2
+3/+3
+4/+4
+5/+5
+6/+6/+1
+1/+1/+2




BREWMASTER

Channel Fire: The brewmaster is wreathed in flame.
He deals an additional +1d6 points of fire damage
with unarmed strikes. Creatures that make successful
melee attacks against the brewmaster take fire damage
equal to 1 point per brewmaster level. (Weapons with
exceptional reach, such as longspears, do not endanger
their wielders in this way.) Channel fire lasts for a
number of rounds equal to the brewmaster’s Strength
bonus (minimum 1 round).

Channel Thunder: The brewmaster gains uncanny
reflexes and can charge the air around him with voltaic
energy. The brewmaster gains a +1 bonus on initiative
checks for every 2 levels of brewmaster, and gains the
effects of the greater lightning guardians spell (caster level
equals the brewmaster’s level in this class). Channel
thunder lasts for a number of rounds equal to the
brewmaster’s Stamina bonus (minimum 1 round).

Channel Wind: Elevating his speed to an uncanny
level, the brewmaster wreathes himself in a vortex of
living air. The brewmaster gains +10 feet of speed and a
deflection bonus to Armor Class against ranged attacks
equal to +1 per brewmaster level. The brewmaster can
use cyclone (see the Alliance Player’s Guide) once
while using this ability (his caster level equals his
brewmaster level, and the save DC is 10 + his levels in
this class + his Charisma modifier). Channel wind lasts
for a number of rounds equal to the brewmaster’s Agility
bonus (minimum 1 round).

Channel Water: The healing properties of water are
well known to the brewmasters, for this is the spirit
of regeneration and well-being. The brewmaster gains
fast healing with a rating equal his level in brewmaster.

Even the most honorable warriors can fall prey to
the temptations of the Lich King. Some who devote
themselves to his cause become the horrors known as
death knights — elite members of the Scourge who lead
the Lich King’s armies. Neither their personalities nor
their skills are lost, but their souls belong to the Lich
King.

Becoming a death knight does not, ironically enough,
involve actually dying. Thus, most death knights
resemble their living selves, though pale and with an
unholy light that illumines their malefic eyes. However,
as powerful and valuable agents of the Scourge, death
knights are not freed from service to the Lich King
when they die. They are simply raised into undeath to
continue their grim work. As a result, the occasional
death knight is undead and more closely resembles a
zombie or skeleton, with rotting skin and protruding
bones.

Death knights, despite their evil natures, remain true toacode
of honor — or, at least, to a semblance of order and discipline

Channel water lasts for a number of rounds equal to twice
the brewmaster’s Spirit bonus (minimum 1 round).

Channel Metal: The power of metal is that of
resilience and malleability. The brewmaster becomes
an invulnerable juggernaut against all but the most
potent weapons. He gains damage reduction equal
to his brewmaster level/magic. (For example, if the
brewmaster is 7th level, he gains DR 7/magic.) Channel
metal lasts for a number of rounds equal to the twice the
brewmaster’s Intellect bonus (minimum 1 round).

Breath of Fire (Su): At 5th level, the brewmaster
knows the amusing and dangerous parlor trick of lighting
his breath on fire — without an external source of fire.
Such is the power of his metabolism.

As a full-round action that provokes attacks of
opportunity, the brewmaster may slug a shot of hard
liquor, let it rumble for a couple seconds, then breathe
forth a cone of fire. The cone is 20 feet long and deals
1d6 points of fire damage per brewmaster level. Creatures
caught in the cone can attempt Reflex saves (DC = 10
+ the brewmaster’s level in this class + the brewmaster’s
Sta bonus). The brewmaster can use this ability at will.

Improved Breath of Fire (Su): At 10th level, the
brewmaster’s ability to breathe fire is truly impressive.
By altering the sorts of alcohol that go into the mix he
drinks, he can change the fire to be any color he likes.
He can also increase the cone’s length to 30 or 40 feet,
or can breathe a line of fire up to 60 feet long (he selects
the actual length). In addition, by imbibing particularly
volatile liquors, the brewmaster can increase his breath’s
damage to 2d6 per brewmaster level. If he does, he takes
half the damage himself (no save).

— but only in the strictest sense. In combat, for example, death
knights might abide by the rules of warfare even though in all
other respects they are ruthless and cruel combatants.

Death Knights in the World: Death knights are elite
servants of the Scourge. Few death knights exist, but
they are all fearsome individuals — brutal people who
willingly pledged their souls and service to the Lich
King. All good creatures fear their bloody runeblades.

Most death knights are fallen Knights of the Silver
Hand, brought to their knees by their failure to do
anything to stop the plague and save Lordaeron from
the Lich King’s depredations. These once noble warriors
have allowed bitterness and defeat to overcome them
and propel their souls toward damnation. The occasional
member of another class has a will strong enough to
make a deal with the Lich King and also become a death
knight, but these death knights are exceedingly rare.

Regardless of their class, all death knights embrace
the honor of their new status.

Hit Die: d10.
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Requirementcs

Alignment: Any evil.

Affiliation: Scourge.

Base Attack Bonus: +5.

Class: Must have 5 levels in
paladin (except in very rare
circumstances).

Class Skills

The death knight’s class skills
(and the key ability for each skill)
are Bluff (Cha), Climb (Str), Craft
(Int), Handle Animal (Cha),
Intimidate (Cha), Jump (Str),
Profession (Spt), Ride (Agy), and
Swim (Str).

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

Class Feacures

All of the following are class
features of the death knight prestige class.

Weapon and Armor Proficiency: Death knights gain
no additional proficiencies in weapons or armor.

Unholy Strike (Su): Twice per day, a death knight may knight misses with his unholy strike, the strike has no effect
but is still used up for that day.

At 5th and 10th level, the death knight may use

unholy strike one additional time per day.

additional

point of damage per death knight level + his
paladin level. His weapon is considered evil-aligned for
the purposes of overcoming damage reduction. If the death

e —

attempt an unholy strike with one normal melee attack. He
mustdeclare hisintent touse unholystrike before he makeshis
attack roll. If he hits, he deals 1d6 extra points of damage, +1

e — ——

Vampiric Runedlade Powers

Death Knight Runeblade’s Magical ~ Magic Property

Level Enhancement Bonus  Bonus Equivalent* Special

1-2 +2 +1 The weapon (not the death knight) gains a +3 resistance bonus |
on saving throws.

34 +3 +1 The weapon provides the wielder a +1 resistance bonus on all
saving throws.

5-6 +4 +2 The weapon provides the wielder a +2 resistance bonus on all saving

throws.

7-8 +4 +3 Five fimes per day, when the weapon strikes an opponent,
the death knight can command it to deal an additional 5d6 points of cold |
damage o the target (no save). -

9-10 +5 +4 Whenever the weapon scores a critical hit on a living creature, the
death knight regains hit points equal to the damage he deals. These
hit points cannot exceed his maximum.

*When the death knight's runeblade increases in power, the death knight can often choose a magical property (such as frost or keen) that the sword gains as well. This
magic property’s bonus equivalent cannot exceed the value shown on the table. When it increases, the death knight can add an additional property equivalent fo a +1
bonus, or he can eliminate properties he applied before in order fo place more powerful properties on the weapon. For example, at 1st level, the death knight might give
his runeblade the keen property (+1 bonus equivalent). At 5th level, he might give the runeblade the frost property as well (+1 honus equivalent), or he might remove
the keen property and give the runeblade the disruption property (+2 bonus equivalent).

- e
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DEATH KNIGHT

Table 3-3: The Dealh @91)1‘ (Dkn)

Class Level Base Attack Bonus  Fort Save  Ref Save
Is——+] +2 +0
Ind——+2 +3 +0

Will Save
+0 Unholy strike 2/day, vampiric runeblade
+0 Undead minions

Spedial

Id—+3 +3 +] +] Alabaster skin (+1), dark grace

dth—— 44 +4 +]
Sth——45 +4 +]

+] Death coil 1 /da
+] Death pact1/d

unholy sirike 3/da

th——+6 +5 +2 +2 Alabaster skin (+2), death coil 2/day

Ith——+7 +5 +2
8th———+8 +6 +2

+2 Undyin
+2 Greater death coil 3/du

[ ]| M) +6 +3 +3 Alabaster skin (+3)
10h——+10 +] +3 +3 Death pact at will, ranged death pact 3/day, unholy strike 4/day

Undead Deach Knighcs
As described in the death knight description, some
death knights are undead. Undead death knights
* have traits similar to Forsaken. At 7th level, instead
of gaining the undying class feature, they gain Mind
Over Matter (see the Horde Player’s Guide) as a
. bonus feat.

Vampiric Runeblade: When an individual pledges
himself to the Scourge and achieves the mantle of death
knight, one of the Lich King’s favored servants (or, in rare
cases, the Lich King himself) grants the new death knight
a magic weapon, usually a sword: a vampiric runeblade.
The death knight can choose the sword’s type (such as
scimitar, longsword, or greatsword), and every so often
death knights wield a different type of runed weapon.

The vampiric runeblade is a magic weapon that grows
in power along with the death knight. See the “Vampiric
Runeblade Powers” chart for more information. Note
that, in the hands of anyone but the death knight, the
runeblade functions as a simple +1 sword (or other
appropriate weapon). Note also that the wvampiric
runeblade can gain additional magical enhancements in
the normal way.

Undead Minions (Sp): At 2nd level, the death knight
may raise a force of undead to serve as his personal
combatants; this ability functions as either animate dead or
create undead. The death knight may use his animate dead
ability twice per day or his create undead ability once per
day (but he cannot use both in the same day). At any given
time, the total Hit Dice of the undead the death knight

has created or animated must be equal to or less than his
Charisma modifier + twice his death knight level.

Alabaster Skin (Ex): At 3rd, 6th, and 9th level, the
death knight's skin hardens and grows pale, resembling
marble or alabaster. (His hair also develops streaks of
white, and some death knights’ hair goes completely
white as they progress in power.) He gains a +1 bonus to
his natural Armor Class.

Dark Grace (Ex): At 3rd level, the death knight
gains a bonus equal to his Charisma modifier on all
saving throws.

Death Coil (Sp): At 4th level, the death knight can
use death coil as a spell-like ability once per day. His
caster level is equal to his death knight level and the
save DC is 13 + his Charisma modifier. At 6th level, he
can use it twice per day.

At 8th level, the death knight can instead use greater death
coil and can use the ability three times per day. The save DC
increases to 14 + the death knight’s Charisma modifier.

Death Pact (Sp): At 5th level, the death knight can
use death pact as a spell-like ability once per day. The
DC is 15 + the death knight’s Charisma modifier.

At 10th level, the death knight can use this ability at
will, and three times per day he can increase its range to
30 feet. If he does so, the save DC increases by +5.

Undying (Ex): At 7th level, the death knight
becomes immune to all death spells and magical death
effects. In addition, he is treated as an undead creature
for the purposes of spells and special abilities. (Positive
energy damages him and negative energy heals him, for
example.) However, he does not gain any other undead
traits, such as immunity to critical hits.

e
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CHAPTER THREE: PRESTIGE CLASSES

DRAGONSWORN

Description: For centuries, the great dragonflights
have noted the potential of younger races. In a few select
cases, they choose a creature of another race to be one of a
select few with the privilege of directly serving a dragon or
an entire group of dragons. Such devotees dedicate their
lives to the protection and service of their dragonflights,
and reap the benefits of the great knowledge and power
that their draconic masters share. Rumors say that the
first dragonsworn were the forefathers of the dragonspawn
race. This is, of course, just a rumor.

Each dragonflight treats its dragonsworn differently,
and grants them slightly different boons for their
service. The patron dragon for a dragonsworn of the
bronze dragonflight might give a faithful disciple a relic
from the War of the Ancients, whereas a dragonsworn
of Nefarian might be taught the basics of how to
manipulate the deadly power of shadow flame. While
these rewards might sound tempting, dragons live a long
time, and most of the flights barely notice the passing
of years. It’s possible for a servant to dedicate his life
to a flight without any real notice or recognition —
especially for the shorter-lived races, such as humans.

The legends tell that while these dragonsworn were
always extremely rare, they may have been more common
in the past — but there is a large gap in the records
where such disciples are practically unheard of. It is the
green dragonflight that revived the tradition of bringing

allies of other races into their ranks, and a few of the
other flights seem to have followed suit. Regardless of
which flight was the first to resume adopting humanoid
followers, dragons take more and more dragonsworn
into their service; in some cases the reasons are obvious,
but it remains a mystery why certain flights (such as the
blue) would begin to trust other races now.

Dragonsworn in the World: Traditionally, the most
well known dragonsworn are druids in service of Ysera;
that is not to say that all druids who walked the Emerald
Dream were chosen serve the green dragonflight, but
many were taken into Ysera’s service in the thousands
of years they slept. Most of the typical servants of each
flight have an occupation that matches the interests
of the flight: Blue dragons favor talented magi, but a
trustworthy priest or paladin might also gain their
interest. Of course, some people are chosen simply for
their dedication — while the bronze dragonflight may
not have any particular tie to a warrior, he might impress
with his strength and loyalty. All potential dragonsworn
show some magical proclivity, though.

Night elves were the most common dragonsworn in
the past, due to their immortality. In fact, this immortality
actually allowed some elves to outlive their draconic




DRAGONSWORN

teachers; such night elves were highly respected by the
dragonflights they served. Though lifelong loyalty was once
the quality dragons valued most, now the black dragonflight
looks for adventurers who show potential for great power;
perhaps it hopes to bring the next Medivh into its ranks.
The other flights fear that a traitor entrusted with their
secrets could be an unparalleled danger, but nevertheless
a few dragons have begun teaching the younger races.
However, few adventurers are willing to make the sacrifices
necessary to earn the trust of an entire flight.

More dragonsworn are in the Alliance than the Horde,
primarily because night elves are still the most common
dragonsworn of the flights (other than the black), but
also because most red dragons won’t have anything to
do with orcs after the Second War. Most disciples of the
dragonflights aren’t affiliated with either faction, but a few
belong to other organizations, such as the Argent Dawn
or Cenarion Circle. Dragonsworn serve as the eyes and
ears of the dragonflights in locations dragons may not
wish to travel, and some infiltrate other groups to gather
information. Since the average adventurer probably doesn’t
even know that these people exist, most dragonsworn find
it easy to keep their service a secret, knowing that many
would not understand their dedication. While night elves,
magi, and others with knowledge of the dragonflights may
see an association with dragons as positive, warriors who
fought against the red flight in the Second War probably
would not. Some dragonsworn might seek to teach others
about the ways of the dragons to dispel the hatred of those
who lost family and friends to blacks or reds, but most
prefer to lie low and keep to themselves.

A devotee of the Aspects might join a group of
adventurers to better serve her flight, perhaps to find a
magic object or just learn more about the world. In such a
situation, knowledge is the greatest weapon; she may learn
secrets and magic unknown to the rest of the world.

Hit Die: d6.

Requirementcs

Alignment: Any; usually the alignment of the
dragonflight the dragonsworn serves.

Affiliation: Any.

Base Attack Bonus: +3.

Skills: Gather Information 2 ranks, Spellcraft 10
ranks, Knowledge (arcana) 10 ranks or Knowledge
(religion) 10 ranks.

Feats: Iron Will, Magic Energy Control, one
metamagic feat.

Language: Draconic.

Spells: Ability to cast 3rd-level arcane or divine spells.

Special: A patron dragon, who will train the
dragonsworn throughout her career, must select the
dragonsworn. This patron is responsible for ensuring
the dragonsworn remains loyal and uses her abilities and
teachings properly.

Class Skills

The dragonsworn’s class skills (and the key ability for
each) are Bluff (Cha), Concentration (Sta), Craft (Int),

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

Gather Information (Cha), Heal (Spt), Knowledge (all

skills taken individually) (Int), Profession (Spt), Ride (Agy),

Sense Motive (Cha), Speak Language, and Spellcraft (Int).

See WoW RPG, Chapter 5: Skills for skill descriptions.
Skill Points at Each Level: 2 + Int modifier.

Class Feacures

Weapon and Armor Proficiency: Dragonsworn gain
no additional proficiencies in weapons or armor.

Spell Slots per Day: At every even-numbered level
(2nd, 4th, 6th, 8th, 10th), the dragonsworn gains new
spell slots per day as if she had also gained a level in the
spellcasting class in which she could cast 3rd-level spells
before she added the dragonsworn level. She does not
gain any other benefit a character of that class would
have gained. If she had more than one spellcasting
class in which he could cast 3rd-level spells before she
became a dragonsworn, she must decide to which class
she adds each level of dragonsworn for the purpose of
determining spell slots per day.

Secret of the Aspects: The dragons entrust their
dragonsworn with ancient teaching, which the
dragonsworn uses to strengthen her body, mind or spirit.
At each odd numbered level (1st, 3rd, 5th, 7th and 9th),
the dragonsworn chooses one of the abilities below.

Ancient Magic (Ex): The spells known to orders such
as the Kirin Tor are formidable, but the Dragon Aspects
have practiced magic since before even the night elves.
An adventurer who studies magic among the dragons may
learn new spells that are beyond her normal capabilities,
or normally only available to another field of study.

The dragonsworn chooses one spell from any spell list
up to the maximum level she can normally cast, or a spell
from her own list up to two levels higher than the highest
level she can normally cast. The dragonsworn can use this
spell twice per day as a spell-like ability. The dragonsworn
may choose to learn a spell that has been modified by
metamagic feats; for example, a mage/dragonsworn who
can cast 5th level spells could learn a 5th-level spell from
another class list, a 7th-level spell from the mage list, or a
4th-level maximized spell from the mage list.

Eldritch Knowledge (Ex): Dragons are one of the oldest
races on Azeroth. An adventurer might choose to study
under a dragon simply to have a better understanding of
the world. The dragonsworn gains a +8 bonus to a single
Knowledge skill. In addition, she gains an additional 8
skill points this level.

Enhanced Senses (Ex) : The dragons train their students
to enhance their perceptions. The dragonsworn gains
blindsight (see the Monster Guide, Chapter 5: Monster
Types, Subtypes, and Abilities) with a range of 30 feet.

Spell Attunement (Ex): Just as the Aspects are tied to
specific facets of the world, one of their dragonsworn
can learn to draw upon that strength to enhance the
potency of magic tied to that Aspect. The dragonsworn
gains a +2 bonus to her effective caster level (for the
purposes of range, duration and the like) when using a
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CHAPTER THREE: PRESTIGE CLASSES

spell associated with her patron Aspect. Also, when she
applies a metamagic feat to one of these spells, the spells
takes a slot one level lower than normal, to a minimum
of its normal level. For example, if a dragonsworn of the
red dragonflight applies the Maximize Spell metamagic
feat to cure critical wounds, the spell takes a 6th-level
spell slot (instead of 7th).

Use the chart below to determine which spells are
enhanced. This ability can be taken more than once,
and its effects stack.

Dragonflight  Spells Enhanced

Black Spells with the fire or earth subtypes

Blue Spells with the cold or force subtypes, mana
burn spells

Bronze All transmutation spells

Green Spells with the earth subtype or of the healing
subschool

Red Spells with the fire subtype or of the healing
subschool

Training of the Dragonflights (Ex): Dragons learn to
perfect their bodies, pushing their abilities beyond their
normal limits. This teaching can be extended to their
dragonsworn, allowing the trainee to permanently increase
any of her ability scores. Each time a dragonsworn chooses
this ability, she gains a permanent +2 bonus to a single
ability score of her choice. The dragonsworn can choose
the same ability more than once.

Power of the Aspects: The greatest dragonsworn are
granted supernatural powers that rival those of dragons.
The dragonsworn chooses one of the following abilities
at 5th and 10th level.

Elemental Breath (Su): The dragonsworn can use a breath
weapon similar to that of her patron. Using a breath weapon is a
standard action. The breath weapon is a 30-foot-long cone, and
deals 1d6 points of damage per class level of the dragonsworn. The

damage type matches that of the dragonsworn’s patron flight (see
the Monster Guide). The save DC is (10 + the dragonsworn’s level
in this class + the dragonsworn’s Sta modifier). The dragonsworn
can breathe once every minute.

Draconic Claws (Su): At will as a free action, the
dragonsworn can transform her hands into powerful claws
imbued with the energy of the Aspects. These claws deal 2d6
points of damage, +1 point of energy damage (the same type
her breath weapon would deal) per class level. The claws
count as magic weapons for the purposes of overcoming
damage reduction. As a full action, the dragonsworn can
attack with both claws at no penalty. (See the Monster
Guide, Chapter 5: Monster Types, Subtypes, and Abilities
for more information about natural weapons.)

The dragonsworn cannot cast spells with somatic
components while the claws are active, but can transform
them back into hands as a free action. A Dragonsworn
can maintain his claws for up to one hour per day per
three levels in dragonsworn.

Scdles of the Protector (Su): Once per day, the dragonsworn
can summon dragon-like scales of the color of her flight to
cover her form. Doing so is a free action, and the scales last for
1 hour per dragonsworn level. These scales grant her energy
resistance 15 to the damage type of her flight’s breath weapon,
and a +4 enhancement bonus to natural armor. This ability
can be taken more than once, and the effects stack (both the
duration and the bonuses). The dragonsworn can dismiss or
reinstate these scales at will throughout the duration.

Wings of the Aspects (Su): The strongest dragonsworn
are granted the boon of flight, and learn to conjure wings
to allow them to fly with their patron. Conjuring the
wings is a standard action that does not provoke attacks
of opportunity. With the wings, the dragonsworn can fly
at a speed equal to her base movement speed with average
maneuverability. Dismissing the wings is a move action.

Selecting this ability more than once increases the dragonsworn’s
movement speed by +30 feet and her maneuverability by one
grade. A dragonsworn can maintain his wings for up to one hour
per day per three levels in dragonsworn.

Table 3-%: The Drzyonsxvorn ([‘)95)

Base
Attack  Fort Ref Will
Bonus Save  Save Save  Special
|l Ist +0 +0 +0 +2
Ind +1 +0 +0 +3 —
3rd +2 +1 +1 +3
| 4th +3 +1 +1 +4 —
| 5th +3 +1
6th +4 +2 —
7ih +5 +

| 8th +6 2 —

Spells

Secret of the Aspects =

+1 level of existing spellcaster class

Secret of the Aspecis —

+1 level of existing spellcaster class

Power of the Aspecis, secret of the Aspects —

+1 level of existing spellcaster class

Secret of the Aspects =

+1 level of existing spellcaster class

+6 Secret of the Aspects =

Power of the Aspecis

+1 level of existing spellcaster class




HIGH DIVINIST

HI@H Divinis T

Description: High divinists are elite divine
spellcasters. Every priest desires to attain the title of high
divinist. To reach this level of magical understanding is
to, in a small way, transcend mortal existence.

As they gain power, divine spellcasters gradually
see more and more of the fundamental nature of their
magic. They cast greater spells that draw upon more
intense facets of their faith. Such understanding comes
to all priests eventually, but some move beyond these
tokens to true revelation. These are the high divinists,
living icons of the entities or beliefs they represent.

As the archmagi of the Kirin Tor are to magi, so high
divinists are to priests. They give up some of their spellcasting
potential to unlock esoteric secrets of their magic and other
powers. Their foes approach them with wariness, for while
they may be able to predict the actions of a normal priest, a
high divinist possesses unknown abilities.

High Divinists in the World: High divinists
command respect or fear wherever they tread. They
are the most direct conduits the mortal ~ races have
to the divine.

Many priests who become high
divinists call themselves high priests.
However, they may not take titles
at all, allowing their power to speak
for itself.

While they are divine analogues
to archmagi, unlike their arcane
counterparts, all high divinists do
not belong to a single organization
like the Kirin Tor. Rather, each faith
usually maintains its own cadre of
high divinists. Night elves boast high
priestesses of Elune and great human
healers become high priests of the Holy
Light. Other races also become high divinists,
of course, and the entities that command
their reverence and the powers they wield are
much darker. Naga high priestesses of the tides
are frightening and powerful creatures of corrupt
magnificence, and frothing Atal’ai high divinists spill
hot blood in the name of Hakkar the Soulflayer.

In adventuring parties, high divinists continue
to serve in the same roles they filled before. Their
spellcasting ability remains powerful and important, but
their unique abilities add something new to the party’s
combined efforts.

Spirit remains the most important ability for high
divinists.

Hit Die: d8.

Requirementcs
Affiliation: Any. =

Skills: Knowledge (nature) or Knowledge (religion) 15 ranks.
Feat: Any metamagic feat.
Spells: Ability to cast 7th-level divine spells.

Class Skills

The high divinist’s class skills (and the key ability for
each skill) are: Bluff (Cha), Concentration (Sta), Craft
(Int), Diplomacy (Cha), Gather Information (Cha),
Heal (Spt), Knowledge (arcana) (Int), Knowledge
(religion) (Int), Knowledge (the planes) (Int), Listen
(Spt), Profession (Spt), Sense Motive (Spt), Speak

Language (none),
and  Spellcraft
(Int). See

W o W

RPG,

Chapter 5:
Skills for skill

descriptions.
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GIM's Op(lon Druids, Shamcm and
(MUiceh Doccors and High Diviniscs

&

The methods by which priests, druids, shaman, “
and witch doctors gain and cast their spells varies

. greatly. Priests have access to divine magic, for

example, while druids wield nature magic. Despite
these differences, in World of Warcraft: The
Roleplaying Game, all of these classes are paths
of the healer class and, in game terms, their magic
functions similarly. Therefore, as an option, the
GM may allow druids, shaman, and witch doctors
to take levels in the high divinist prestige class.
Doing so represents mastery of their own unique |
brand of magic, and obviously they do not call
themselves high priests.
Note, though, that no magical crossover can take
place among these classes. If you are a priest and
you take this class, you can’t gain access to shaman
abilities. (For example, with the master domain
power class feature — you can take master domain
powers only for domains with which you already |
have greater access.)
If the GM decides to use this option, make the
following alterations to the high divinist class:
® Remove Gather Information and Sense Motive
from the high divinist’s class skills. Add the skills
appropriate for the character’s healer class (for
example, a druid would add Handle Animal,
Knowledge (nature), Stealth, and Survival).
¢ High divinist levels count as levels of druid,
|/ |\ priest, shaman, or witch doctor for any class
features that use those levels.

1 <y SV T ke
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Class Feacures

Weapon and Armor Proficiency: High divinists gain
no new proficiencies with weapons or armor.

Spells Slots per Day: Every time a high divinist gains
a level in this class, she gains new spell slots per day as
if she had also gained a level in the divine spellcasting
class in which she could cast 7th-level divine spells
before she added the high divinist level. She does not
gain any other benefit a character from that class would
have gained. If she had more than one divine spellcasting
class in which she could cast 7th-level divine spells
before she became a high divinist, she must decide to
which class she adds each level of high divinist for the
purpose of determining spells per day.

In addition, the high divinist’s levels in this class
count as priest levels for any class features that use those
levels. For example, a high divinist with the Death
domain adds her high divinist levels to her priest levels
when using a death touch.

Revelation: A high divinist gains the opportunity to
select a special ability from among those described below
by permanently eliminating one existing spell slot (she
cannot eliminate a spell slot of higher level than the

highest-level spell she can cast). Each special ability has
a minimum required spell slot level, as specified in its
description.

A high divinist may choose to eliminate a spell slot of a
higher level than that required to gain a type of revelation.

Divine Reach (Su): The high divinist can use touch
spells on targets up to 30 feet away. If the spell requires
a melee touch attack, the high divinist must make
a ranged touch attack instead. Divine reach can be
selected a second time as a revelation, in which case
the range increases to 60 feet. This revelation costs one
Tth-level spell slot.

Master Domain Power: The high divinist chooses one
of her domains to which she has greater access. She gains
that domain’s master power. Domain master powers are
described below, at the end of this prestige class description.
This revelation costs one 8th-level spell slot.

Mastery of Channeling (Su): The high divinist can
spend turning or rebuking attempts instead of using a
spell slot when she casts a spell. Instead of using a spell
slot, she uses a number of turning or rebuking attempts
equal to the level of the spell. If she does not have
enough turning or rebuking attempts left that day, she
cannot spend them in this way. The high divinist can
spend turning or rebuking attempts to cast a metamagic-
enhanced spell in this way. This revelation costs one
Tth-level spell slot.

Mastery of Turning or Rebuking (Su): The high divinist
can control the energy to turn or rebuke creatures much
more effectively, increasing her ability to affect them.
She adds a +4 bonus on her turning (or rebuking) checks
and turning (or rebuking) damage rolls. This revelation
costs one 6th-level spell slot.

Transfer Power (Su): This ability allows a high divinist
to temporarily transfer one or more of her priest class
features to a willing, sentient, and intelligent creature.
The transfer lasts anywhere from 24 hours to one week
(chosen at the time of transfer); while the transfer is
in effect, the high divinist cannot use the transferred
power. She can transfer any of her priest class features
except spellcasting.

Masler Domain Powers

Master domain powers are available to high divinists
(and possibly to members of other prestige classes).
They represent the pinnacle of faith for healers devoted
to these specific ideals.

The Ancestor, Foretelling and Power domains appear
in the Horde Player’s Guide. The Arcana, Crusader
and Madness domains appear in Chapter 4: Magic and
Faith.

Ancescor Domain

Master Power — Surge of the Ancestors (Su): You
can call upon your ancestors to supply you with great
power; their spirits infuse you. Using this ability is a free
action. You gain a +20 insight bonus on all d20 rolls for
1 round.




HIGH DIVINIST

Table 3-5: H‘igb Divinisl (Hdv)

Base

Attack Fort Ref  Will
Level Bonus Save Save Save
Ist +0 +2 40 +2
Ind +1 +3 40 +3
3rd +1 O +3
4th +2 +4
5th +2 +4

Animal Domain
Master Power — Animal Lord (Su): Whenever an

animal comes within 30 feet of you, it must make a Will
save (DC 10 + half your caster level + your Charisma
modifier). If it fails, it cannot attack you for 24 hours. Even
if it succeeds, it takes a <4 morale penalty on attack rolls
against you. In addition, if an animal fails this Will save, you
can use dominate animal on it as a spell-like ability for the
next 24 hours. You can use this ability at will, and your caster
level with it is equal to your divine caster level.

Arcana Domain

Master Power — Magic Blood (Sp): Choose a spell
of 7th level or lower from the arcanist or mage spell list.
You can use this spell as a spell-like ability once per day.
You can spend a hero point to use it an additional time
per day.

Crusader Domain

Master Power — Bend Will (Su): Add the following
spells to your spell list at the indicated levels: charm
monster (4th level), charm person (1st level), dominate
monster (9th level), and dominate person (5th level).
Add +4 to the saving throw DC whenever you cast
these spells.

Deach Domain

Master Power — Death Strike (Su): You can use
the death touch lesser power of the Death domain three
times per day. In addition, you can invoke the power
when you make a melee attack. You must state that
you are doing so before you make the attack roll. If the
attack hits, after dealing damage, roll 1d6 for each priest
level (and each high divinist level) you possess. If the
result equals or exceeds the target’s current hit points, it
dies. If the attack misses, the death strike has no effect
but is still exhausted for that day.

Descruccion Domain

Master Power — Greater Nuke (Su): When you use
the nuke greater power of this domain, you do not take
damage, the DC of the Reflex save to take half damage
is 19 + your Spirit modifier, it affects a 40-foot radius,
the weapon is not destroyed, and imbuing the weapon
with the ability is a free action.

Special

Revelation
Revelation
Revelation
Revelation
Revelation

Spells Slots Per Day

+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class

Clemencs Domain

Master Power — Aura of Elemental Fury (Su):
You are constantly surrounded by an aura in a 10-foot
radius. Enemies within this aura take 2d6 points of cold,
electricity or fire damage each round, on their turns.
You choose what sort of damage the aura deals, and you
can change the type on your turn as a free action. You
can suppress or resume the aura as a free action. You can
also spend a hero point to increase the power and range
of the aura; spending a hero point increases the aura’s
radius to 30 feet and the damage to 6d6 per round. The
increased aura lasts for 1 round per your Spirit bonus.

Forezelling Domain

Master Power — Adaptive Magic (Su): Once per
day, you may cast any spell of 5th-level or lower. The
spell can be from any class list. You cast the spell at your
caster level.

Healing Domain

Master Power — Aura of Healing (Su): You exude
an aura in a 20-foot radius. You and all allies within the
aura gain fast healing 2. You can suppress or resume this
aura as a free action. You can also spend a hero point
to increase the power and range of the aura; spending
a hero point increases the aura’s radius to 40 feet and
it grants fast healing 10. The increased aura lasts for 1
round per your Spirit bonus. This aura is not aligned to
positive energy; undead allies gain the same benefit as
your living companions.

Madness Domain

Master Power — Succumb to Insanity (Su): As a
free action on your turn, you may allow your apocalyptic
visions to consume you. You behave as if confused (as
the insanity spell), save that you use the table presented
below to determine your actions. You also gain the
following bonuses: +6 morale bonus to Strength,
Agility, Stamina, Intellect and Charisma; +2 caster
level (for the purposes of level-dependent effects like
range, duration and the like); +4 morale bonus on Will
saves. Your madness lasts for a number of rounds equal
to your (newly improved) Charisma modifier. You may
use this ability as often as you like.
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d10  Behavior
] Flee from battle (or cower, if flight is impossible).
2-3 Do nothing but babble incoherently.

4-5  Attack nearest creature (for this purpose, a familiar counts
as part of the subject’s self).

6—7  Cost a randomly determined spell from your highest level
at a random legal target within range.

10 Act normally

Power Domain

Master Power — Heroic Energy (Su): Once per day,
as a free action, you can gain 1 hero point. You must use
this hero point immediately.

Proceccion Domain

Master Power — Protective Word (Su): Once per
day, as a free action, you may utter a protective word,
followed by a name. For 1 round, the named creature
cannot take hit point damage. The creature can be
anywhere on the same plane of existence and still

Description: Naga are testament to the power of arcane
energy gone awry. Once beautiful kaldorei, a curse warped
them into the naga. As they were permanently altered,
so was the world — the Well of Eternity imploded and
brought the surrounding land crashing to the seafloor.
While the Well was destroyed, its power was not — it
left behind residual energies that wrought changes on
the newly-born naga. The mutations these energies bring
do not manifest the same way in all naga; while they
share many characteristics, each naga develops different
mutations. Often these mutations are cosmetic: A naga
might have soft spines sprouting from his shoulders or
swirls of indigo in his skin. In some naga, the mutations
prove useful: Some grow to monstrous size, while others
are infused with spellcasting power. These mutations are
fairly common among naga — indeed, many naga women
are born with four arms.

In some naga, the residual power wreaks even greater
changes. Some naga are barely recognizable as related to
their cousins. They may grow enormous, unable to enter
normal naga buildings. Often their powers are reminiscent
of the sea creatures with which they dwell: Some sprout
squidlike tentacles and can foil their enemies with clouds
of ink; others develop urchinlike spines tipped with
deadly poison. These are naga anomalies, and are some of
the strangest creatures in a strange race.

Few anomalies are alike; and as they grow and develop
their powers, they diverge even more. Occasionally,
their mutations prove fatal for them, but more often
they prove fatal for their enemies. The arcane energy in
the Rift magnifies existing traits and grants additional

receive this benefit. Note that, as invoking this ability
is a free action, you can use it on an enemy’s turn.
Spirics Domain

Master Power — Join the Spirits (Su): As a free
action on your turn, you can make yourself incorporeal.
You can turn yourself corporeal again as a free action on
your turn, but you cannot do both on the same turn. You
can be incorporeal for a total of 2 minutes (20 rounds)
every day, and the time need not be consecutive.

(Uar Domain

Master Power — Weapon Master (Ex): You gain the Greater
Weapon Focus, Improved Critical and Weapon Specialization
feats with your faith or Eternal’s favored weapon.

(Uild Domain

Master Power — Wild Puissance (Su): When you transform
into any animal form, you gain an additional +4 enhancement
bonus to Strength, Agility and Stamina. In addition, when you
transform, choose adamantium, arcanite or truesilver. Your natural

weapons are treated as weapons of that material for the purposes of
overcoming damage reduction.

powers that play to a creature’s strengths or minimize its
weaknesses; it doesn’t often kill those close to it.

Naga Anomalies in the World: Obviously, all naga
anomalies are naga. Most feel a closer tie to naga culture
and their queen Azshara than other naga, seeing their
mutations as proof that the naga are indeed destined
to be the dominant race on Azeroth. They serve
willingly and well, and often their mutations provide
unpredictable abilities that prove useful for far-flung
missions or surprising the enemy on the battlefield.

A naga anomaly’s exact role varies by his mutations.
Some excel at soaking up damage in the front lines,
absorbing the enemy’s attention to protect their more
fragile compatriots. Others crush opponents with brute
strength or a variety of natural weaponry. Some move
with surpassing speed, striking and darting like piranhas
that tear out throats and eviscerate torsos.

The naga’s enemies fear naga anomalies, for they are
wild cards — their allies know their capabilities, but
their enemies rarely do. An enterprising member of the
Explorers’ League — Hugh Deepstone — specializes
in strange and exotic creatures. The naga intrigue him
especially, as they are all mutants, and naga anomalies
hold great interest for him. Hugh started a catalogue of
known naga anomalies, in order to keep track of their
capabilities and share this information with the rest
of the Explorers’ League. No one has seen Hugh for
several months, however, and the last anyone heard, his
catalogue was up to three listings.

Other naga feel positively toward anomalies. They
also see them as signs of the naga’s destiny — as the
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NAGA ANOMALY

great mutations continue, perhaps one day all ,.\\'

useful allies, no matter what their abilities.

Hit Die: d8.

Requirements

Race: Naga only.

Affiliation: Any, though a naga
anomaly renouncing Nazjatar is
unheard of.

Special: Must have three
levels in the naga racial class.

Class Skills

Naga anomalies have no
class skills and receive no skill
points (but see the insightful skill
mutation below).

Class Feacures

Weapon and Armor Proficiency: Naga
anomalies gain no new proficiencies with
weapons O armor.

Mutations (Ex): At each level, the
naga anomaly chooses three mutations
from those listed below. Unless otherwise

noted, the naga anomaly can take a mutation u

as often as he likes, though he cannot take a
single mutation more than once in the same level.
The naga anomaly can take any mutation available
through the naga racial class (see Chapter 1: Races)
as well. Unlike other naga, he can take these more
than once, as well. Some mutations have prerequisites
which the naga anomaly must meet before he takes that
mutation.

Aquatic Shape (Su): The naga anomaly can take the
form of his brethren under the waves. Anomalies often
use this ability on scouting or stealth-based missions.

Once per day, the naga anomaly can turn himself
into any creature with the aquatic subtype. The effects
last for 1 hour per naga anomaly level or until the
naga anomaly assumes his natural form. This ability
otherwise functions as the polymorph spell. You can take
this mutation multiple times. Each time, you can use
aquatic shape one additional time per day.

This ability counts as wild shape for the purposes of
meeting prerequisites.

Battle Insight (Ex) : The naga anomaly’s mind quickens
and his reflexes sharpen; he understands the intricacies
of combat. His base attack bonus increases by +1.

Echo of the Octopus (Ex): The naga anomaly can emit
a cloud of jet-black ink 10 feet high by 10 feet wide by
10 feet long once per minute as a free action. The cloud
provides total concealment. All vision within the cloud
is obscured. The naga anomaly can use this ink cloud
only when underwater.

In addition, in the water, the naga anomaly can jet
backward once per round as a full-round action, at a

speed of 200 feet.
He must move in a straight
line, but does not provoke attacks of opportunity while
jetting.

You can take this mutation only once.

Gripping Tentacles (Ex): The naga anomaly’s tentacles
grow strong suckers that adhere to his enemies. The
tentacles grant a +4 bonus on Climb and grapple checks,
and they gain the improved grab ability. This means that
if the naga anomaly hits with a tentacle attack, he can
attempt to start a grapple as a free action that does not
provoke attacks of opportunity. Prerequisite: tentacles.

Insightful Skill (Ex): The naga anomaly’s mind expands;
he learns things he didn’t know before, and understands
those things that were mysteries to him. The naga anomaly
gains a number of skill points equal to 2 + his Intellect score
(minimum 1) and chooses a number of skills equal to 2 + his
Intellect score (minimum 1). This level, he can purchase
ranks in those skills as if they were class skills.

You can take this feat more than once in the same
level. Each additional time you take it increases your
number of skill points (and the number of skills you can
treat as class skills) by +4.
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Naga Anomaly Level

5

5

3
3
1
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Monstrous Growth (Ex): The naga anomaly grows
enormously. He increases in size to the next largest
size category, which has a number of effects on his
attack rolls, AC, space, reach, and lifting and carrying
capacities. (See the Monster Guide, Chapter 3:
Improving Monsters for more information.) His ability
scores do not change. Note that his gear does not grow
with him.

You can take this mutation only once.

Mutant Agility (Ex): The naga anomaly’s coordination
increases. He gains a +1 bonus to Agility.

Mutant Charisma (Ex): The naga anomaly develops
a greater force of presence. He gains a +1 bonus to
Charisma.

Mutant Fortitude (Ex): The naga anomaly’s body
toughens and his organs strengthen. He gains a +2
bonus on Fortitude saves.

You can take this mutation up to three times.

Mutant Intellect (Ex): The naga anomaly’s mind
sharpens. He gains a +1 bonus to Intellect.

Mutant Reflexes (Ex): The naga anomaly’s reflexes
sharpen. He gains a +2 bonus on Reflex saves.

You can take this mutation up to three times.

Mutant Robustness (Ex): The naga’s body grows
tougher. At this level, the naga anomaly’s Hit Die is a
d12, not a d8. In addition, if he rolls any number less
than 8 on this die, he is assumed to have rolled an 8 (i.e.,
he always gains at least 8 hit points, plus his Stamina
modifier as normal.)

Mutant Spirit (Ex) : The naga anomaly’s senses sharpen.
He gains a +1 bonus to Spirit.

Mutant Stamina (Ex) : The naga anomaly’s body grows
hardier. He gains a +1 bonus to Stamina.

Mutant Strength (Ex): The naga anomaly’s muscles
grow. He gains a +1 bonus to Strength.

Mutant Will (Ex): The naga anomaly’s mind grows
strong. He gains a +2 bonus on Will saves.

You can take this mutation up to three times.

Size Reduction (Ex): The naga anomaly shrinks,
becoming leaner, sleeker, and more compact. He decreases
in size to the next smallest size category (to a minimum of
Tiny), which has a number of effects on his attack rolls,
AC, space, reach, and lifting and carrying capacities. (See

At will

6 7 8 9 10

At will At will At will At will At will
At will At will At will At will At will
4 5 5 At will At will
5 5 At will
3 5
2

]

3
2
1

the Monster Guide, Chapter 3: Improving Monsters for
more information.) His ability scores do not change. Note
that his gear does not shrink with him.

You can take this mutation twice.

Spell-Like Ability (Ex): The naga anomaly manifests
internal power drawn from the arcane influence around
Nazjatar. He chooses a single spell that he can use as
a spell-like ability. The spell’s level and the number
of times per day he can use the ability depend on his
level, as shown on the table below. After he selects the
spell, he cannot change it as he gains levels, though the
number of times per day he can use it does increase. If the
naga anomaly selects a spell with a material component
costing more than 100 gp, he must spend XP equal to the
gp cost divided by 5 when he uses the spell-like ability.
(He does not need the material component.) The naga
anomaly’s caster level is equal to his naga anomaly level
plus his naga racial level, and the DC is 10 + the spell’s
level + the naga anomaly’s Charisma modifier.

A number indicates how many times per day the naga
anomaly can use the ability. A “—” indicates that the
naga anomaly cannot select a spell of that level. “At
will” means the naga anomaly can use the spell-like
ability at will: any number of times per day.

Spine Blast (Ex): In addition to his large spines, the
naga anomaly has small, venomous spines along his arms.
He can fire these poisoned spines as ranged attacks. The
naga has a limited supply of poisoned spines; they grow
back after several hours. The naga anomaly can fire 10 of
them in an hour. Firing a spine is a normal ranged attack
with a range increment of 10 feet and a maximum range
of 10 range increments (100 feet). The fired spines do
not deal damage, but they carry a poison that numbs
and paralyzes opponents. Initial and secondary damage
1d3 Agy; save DC 10 + the naga anomaly’s level in this
class + the naga anomaly’s Stamina modifier.

Note that the naga anomaly can also use these poison
spines in melee, but they deal no damage (they are
much smaller than his urchin spines) and they must still
regrow after being used.

Each time after the first that you take this mutation,
you can fire an additional 20 spines each hour before
they must regrow. Prerequisite: urchin spines.
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Table 3-6:
The Nz‘lga @noma‘ly (1:1921)

Base
Attack  Fort Ref will
Bonus  Save Save Save

Special

Mutations
Mutations
Mutations
Mutations
Mutations
Mutations
Mutations
Mutations
Mutations
Mutations

+0 +0 +0 +0
+0 +0 +0 +0

+0 +0 +0 +0
+0 +0 +0 +0
+0 +0 +0 +0
+0 +0 +0 +0
+0 +0 +0 +0
+0 +0 +0 +0
+0 +0 +0 +0

+0 +0 +0 +0

Potent Spines (Ex): The venom on the naga anomaly’s
spines is especially potent. The initial and secondary
damage increases to 1d4. If you take this mutation a
second time, it increases to 1d6. You cannot take it a
fourth time. Prerequisites: spine blast, urchin spines.

Strong Tentacles (Ex): The naga anomaly’s tentacles
grow in strength. He can add up to 1 point of his Strength
bonus on attack and damage rolls with his tentacles.

Each time you take this mutation, you can add
another point of Strength bonus on attack and damage
rolls with your tentacles. Prerequisite: tentacles.

Tentacles (Ex) : The naga anomaly’s snakelike tail splits
into eight tentacles reminiscent of an octopus or squid,;
instead of looking like a serpent from the waist down,
he now looks like an octopus from the waist down. They
allow him to slither about on land at his normal land
speed. They prove faster beneath the waves, increasing
his swim speed by +10 feet. In addition, he can attack
with the tentacles, but they are weak. He can attack

* Pagnrer Ixgocanant

Description: Tales say that spirits and energies are at work in
the cosmos — spirits and energy that define the essence of reality,
and from these vital sources all things are formed. This is one of the
central philosophies of pandaren geomancy, and no one is more
intimate with these energies than the pandaren transcendent.
Seeking to embody the sentient formative powers of the universe
and bottle them within her form, the transcendent is an aesthete,
a warrior, and most of all a mystic.

Few pandaren healers and wise men seek out this path;
even powerful geomancers rarely learn of the necessary
hidden techniques to transform into beings composed of

with all eight of them as a full attack if he is underwater
or flying; on land, he can attack with only four of them
at a time. The tentacles deal 1d4 points of bludgeoning
damage (if they are Medium) but do not add the naga
anomaly’s Strength bonus on attack or damage rolls. In
addition, most armor must be customized to fit the naga
anomaly, which doubles its price (but not the price of
magic enhancements).

You can take this mutation only once.

Urchin Spines (Ex): The naga anomaly grows 6-inch
spines across his body. These spines allow him to deal extra
piercing damage (1d6 for Medium spines) on a successful
grapple attack. The spines count as a natural weapon.
The naga anomaly can also make a regular melee attack
(or off-hand attack) with the spines, and they count as a
light weapon in this case. (The naga anomaly can’t also
make an attack with his spines if he has already made an
attack with another off-hand weapon, and vice versa.)
You can take this mutation only once.

primal forces. Codified within ancient texts, and layered
within the rituals of pandaren culture, are the keys to
this hidden discipline. Yet only the wisest and most
insightful pandaren discover it.

Pandaren revere transcendents as embodiments of
wisdom: the spirit of the universe made flesh, residing in the
shell of a pandaren host. These are the pandaren’s ultimate
heroes: Spiritual avatars capable of summoning vast storms
of lighting, smashing mountains with their terrible fists, and
breathing winds into existence. Yet the techniques do not
come without sacrifice.
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Pandaren transcendents are sworn to protect the
pandaren people. Anyone seeking to bring war to the
pandaren would soon find themselves at the mercy of
the transcendents’ wrath, amid a devastating whirl of
blades and magic.

Pandaren Transcendents in the World: The pandaren
who discover this path do so only after years of study
and experience. Although only a handful of pandaren
alive today travel the path of the transcendent, they all
protect their people, and swear no loyalty other than to
serve the pandaren and the spirits of their people.

Pandaren transcendents spend much of their time in
seclusion in the Pandaren empire. Those who venture
beyond its shores are dedicated to rooting out secrets,
defending the nation, and building relations with
those few who would prove to be useful allies. Those
who remain in Pandaria are often secluded hermits
who protect a given section of the empire, defending
it from potential attack by angry elementals, divine
spirits and other threats that most of Azeroth’s people
cannot understand. These transcendents often counsel
geomancers and other pandaren of note, serving to
temper all of the decisions of Pandaria’s rulers with
wisdom and spirituality.

Hit Die: d8.

Requirementcs

Race: Pandaren only.

Alignment: Any lawful.

Skills: Knowledge (religion) 8 ranks and Knowledge
(the planes) 8 ranks.

Spellcasting: Ability to cast 3rd-level divine spells.

Class Skills

The pandaren transcendent’s class skills (and the key
ability for each) are Balance (Agy), Craft (alchemy)
(Int), Heal (Spt), Knowledge (arcana) (Int), Knowledge
(nature) (Int), Knowledge (religion) (Int), Profession
(Spt), Sense Motive (Spt), Speak Language (Int),
Spellcraft (Int), and Tumble (Agy). See WoW RPG,
Chapter 5: Skills for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: Pandaren
transcendents gain no proficiencies with weapons or
armor.

Spell Slots per Day: At every odd-numbered level
(1st, 3rd, 5th, 7th and 9th), the pandaren transcendent
gains new spell slots per day as if she had also gained
a level in the divine spellcasting class in which she
could cast 3rd-level spells before he added the pandaren
transcendent  level.

She does not gain any ' |
other benefit . ' 4

a character / 4
of that class | - %




PANDAREN TRANSCENDANT

Table 3-7: The Pandaren Transcendenl (Pal)

Base

Attack  Fort Ref Will
Level Bonus Save  Save  Save
Ist +0 +2 +0 +2
Ind +1 +3 +0 +3
3rd +2 +3 +1 +3 —
4th +3 +4 +1
5th +3 +4 +1 —
6th +4 +5 +2
Tth +5 +5 +2 +5 —

Special

Transcendent fist
Transcendent path —

Spells
+1 level of existing divine spellcaster

+1 level of existing divine spellcaster

Transcendent path —

+1 level of existing divine spellcaster

Transcendent path —

+1 level of existing divine spellcaster

8th +6 +6 +2 +6 Transcendent path —

9th +6 +6 +3 +6 —

+1 level of existing divine

spellcaster class
10th +] +/ +3 +] Transcendent body —

would have gained. If she had more than one divine
spellcasting class in which she could cast 3rd-level divine
spells before she became a pandaren transcendent,
she must decide to which class she adds each level of
pandaren transcendent for the purpose of determining
spell slots per day.

Transcendent Fist (Ex): The pandaren transcendent
practices an esoteric and powerful martial art that relies
on the use of touch and spiritual energy. When making
a touch attack, a pandaren transcendent adds her Spirit
modifier (if positive) as a bonus on her attack roll.

Transcendent Path (Su): The fierce powers of the
spirits are for the transcendent to gain and command.
At 2nd, 4th, 6th and 8th level the transcendent learns
to channel the power of elemental spirits. Each time the
pandaren transcendent gains one of these levels, she
chooses to learn one of the following special abilities.
Each ability may be taken multiple times, amplifying its
effect according to the details in its description.

Activating a transcendent path ability is a move
action that does not provoke attacks of opportunity;
deactivating one is a free action. The pandaren
transcendent may use spirit channel any number of
times per day, and the effect lasts as long as she wishes.
A transcendent may not have more than one of these
abilities active at a time.

When the pandaren transcendent uses one of these
abilities, her appearance changes to match the spirit she
channels. For example, when she uses channel earth,
her clothing becomes brown and she moves with slow
and stately grace; when she uses channel wind, her
clothing turns light blue and her movements are swift
and airy. Many other possibilities exist.

Channel Earth: The power of earth is that of resilience
and malleability. A transcendent channeling the spirit
of earth becomes an invulnerable juggernaut against all
but the most potent weapons. The transcendent gains

damage reduction against all forms of attack (#/—)
equal to her level in this class.

The transcendent cannot take this ability more than once.

Channel Fire: By summoning the spirit of fire to her
breast, the pandaren transcendent is wreathed in flame.
She deals an additional +1d6 points of fire damage
with unarmed strikes, melee attacks and touch attacks.
Creatures that strike the pandaren transcendent in
melee while this ability is active take fire damage
equal to 1 point for every class level. Weapons with
exceptional reach, such as longspears, do not endanger
their wielders in this way.

Each time the transcendent takes this ability, the fire damage
dealt by touch or unarmed attacks increases by +1d6, and the
damage opponents take from striking the transcendent in melee
increases by +1 per transcendent level.

Channel Thunder: By calling on the spirit of thunder the
transcendent gains uncanny reflexes and can charge the air
around her with voltaic energy. The transcendent gains a +1
bonus on initiative rolls for every two levels of transcendent,
and she can use lesser lightning guardians as a spell-like ability
once every minute (her caster level equals her character
level; the saving throw DC is 10 + the transcendent’s Spirit
modifier + the transcendent’s level in this class).

If the transcendent takes this power twice, she can
use lightning guardians instead of lesser lightning guardians;
if she takes it three times, the spell becomes greater
lightning guardians. The bonus on initiative rolls also
increases by +1 for every two transcendent levels every
time the transcendent takes this ability.

Channel Water: The healing properties of water are
well known to the pandaren, for this is the spirit of
regeneration and well-being. The transcendent gains
fast healing with a rating equal to half her Spirit modifier
(minimum 1).

Each time the transcendent takes this power, the rate
of fast healing increases by +2.
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CHAPTER THREE: PRESTIGE CLASSES

Channel Wind: Elevating her speed to an uncanny
level, the transcendent wreathes herself in a vortex of
living air. The transcendent’s base speed gains a +10-
foot enhancement bonus. She also gains a +1 deflection
bonus to Armor Class against ranged attacks for every
class level.

Each time the transcendent takes this ability, the
speed bonus increases by +10 feet and his deflection
bonus against ranged attacks increases by +1 per
transcendent level.

Transcendent Body (Su): Upon attaining the power
of the transcendent body, the pandaren transcendent
finally learns to master the elemental spirits and
energies under her control. While under the effects
of her transcendent path abilities she gains additional
benefits:

Channel Earth: The transcendent’s damage reduction
value doubles.

Channel Fire: Instead of dealing damage, fire effects
heal the pandaren transcendent a like amount. (For

Description: Subversives are militant defenders
of the wild who use guerilla tactics and sabotage to
safeguard the land. While their methods may be
morally questionable, subversives dedicate their lives to
defending nature and its inhabitants. They believe that
Azeroth’s welfare and survival depend on the state of
the wilderness and the creatures populating it. When
nature is destabilized, everything in the world is thrown
into anarchy — and everyone suffers.

Recent history strengthens this belief, as many men
and women already closely tied to nature — such as
druids, hunters and scouts — bore witness to the havoc
magic and warfare bring. Although subversives have
existed for a long time, they are now more convinced
than ever that their cause is essential to the future and
that the path they walk is the only one worth traveling.
Because of their unwavering convictions, subversives
strive to defend the fragile balance of nature and protect
animals, plants, magical beasts and other creatures that
live in the wilderness. Subversives do anything to reach
that goal.

A subversive spends most of his time in the wild,
honing his knowledge of nature and survival skills and
testing his mettle against anyone who would harm
nature. Subversives are great trackers and survival
experts. They are also competent combatants who take
full advantage of terrain and positioning when engaged
in battle. They often use guerilla tactics, striking at
their enemies when they least expect it. Furthermore,
subversives know how to build a variety of dangerous,
magical traps using natural materials they collect in
the wild. These skills, combined with their unwavering
dedication, make subversives dangerous opponents.

example if a fire effect would deal 16 points of damage
to her, it instead heals her 16 hit points.)

Channel Thunder: Instead of dealing damage, electricity
effects heal the pandaren transcendent a like amount.
(For example if an electricity effect would deal 16 points
of damage to her, it instead heals her 16 hit points.)

Channel Water: The transcendent can use cure serious
wounds at will as a spell-like ability; her caster level
equals her character level. In addition, the transcendent
is immune to all non-magical diseases, even when
channel water is not active.

Channel Wind: When transcendent makes a full
attack, she may make one extra attack with any weapon
she is holding. The attack is made using her full base
attack bonus, plus any modifiers appropriate to the
situation. (This effect is not cumulative with similar
effects, such as that provided by a weapon of speed or
the bloodlust spell, nor does it actually grant an extra
action, so the transcendent can’t use it to cast a second
spell or otherwise take an extra action in the round.)

Subversives in the World: Subversives spend most of
their time in the wilderness and seldom travel to towns,
fortresses or similar settlements, preferring instead to
remain close to nature. When they need to journey to
a humanoid settlement, they take short trips and stay
no longer than is necessary. Almost everyone shuns
subversives due to their violent and cruel natures, so
subversives know not to overstay their welcomes.

Though they may not always agree with their tactics
or morals, druids, hunters and scouts view subversives
as dedicated members of society — some may even see
subversives as necessary. Those who respect nature hold
subversives’ ideals in some esteem, though many despise
their tactics. The Earthen Ring and the Cenarion Circle
disapproves of subversives, and most subversives are loners.

Although subversives do not presume to know
everything, they believe that the cause they defend is
righteous. They often seem more concerned about the
well-being of plant and animal life than about the safety of
their compatriots. In truth, however, this is rarely the case.
Subversives are determined to save nature because they
believe that doing so is the only way to protect the people
who share the world with the creatures living in it.

Scholars disagree on subversives’ origins. Alliance sages
believe thatsubversives developed agesago innightelf society
— though the night elves deny this assertion. Regardless of
the race actually responsible for its development, the calling
of the subversive is widely spread among both night elf and
tauren societies, as heroes from both races frequently come
to the same conclusions and harbor the same desires to
defend nature. Night elves and tauren share their beliefs and
knowledge with their allies, and today some humans and
orcs also learn the subversive’s mysteries.
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Hit Die: d8.

Requirementcs

Race: Any, though most subversives are night elves
or tauren.

Alignment: Any chaotic.

Affiliation: Any.

Base Attack Bonus: +3.

Feats: Bond with the Land (see the Alliance Player’s
Guide), Track.

Skills: Craft (trapmaking) 8 ranks, Knowledge
(nature) 6 ranks, Survival 6 ranks.

Class Skills

The subversive’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha),
Heal (Spt), Jump (Str), Knowledge (nature) (Int), Listen
(Spt), Profession (Spt), Search (Int), Spot (Spt), Stealth
(Agy), Survival (Spt), Swim (Str), and Use Rope (Agy).
See WoW RPG, Chapter 5: Skills for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Feacures

Weapon and Armor Proficiency: The subversive
gains no proficiencies with weapons or armor.

Spells: A subversive gains the ability to prepare and
cast a small number of divine spells per day, as shown on
Table 3—11: Subversive Spells. To cast a spell, a subversive
must have a Spirit score of at least 10 + the spell’s level,
so a subversive with a Spirit of 10 or lower cannot cast
these spells. He may prepare and cast any spell from the
subversive spell list, provided he can cast spells of that

level. In addition, he receives bonus spells per day if he
has a high Spirit score. When a subversive gets O spells of
a given level, he gets only bonus spells available to him
due to a high Spirit. A subversive prepares and casts spells
under the same guidelines as a healer.

Trap Skill (Ex): The subversive’s most important ability
is creating traps. He gains a competence bonus on Craft
(trapmaking) checks equal to his level in this class.

Wild Empathy (Ex): Like druids, the subversive
can use body language, vocalizations and demeanor
to improve the attitude of any creature of the animal,
magical beast or vermin types. He gains wild empathy,
as the druid ability of the same name (see WoW RPG,
Chapter 3: Classes). If he already has this ability
(because he has levels in druid, for example), he gains a
+4 bonus on wild empathy checks.

Defensive Positioning (Ex): In his role of defender
of the wild, a subversive takes time to train himself
and hone his skills to become a better combatant. As
he gains experience, he learns to take advantage of
terrain and position to fend off attacks. At 2nd level,
the subversive gains a +1 dodge bonus to his Armor
Class as long as he is wearing light armor or no armor.
He loses this bonus in any situation that makes him lose
his Agility bonus to AC. This bonus increases by +1 at
4th level and every second level thereafter, as shown on
Table 3—7: The Subversive.

Nature’s Snare (Ex): At 3rd level, the subversive’s expertise
at wilderness survival and his knowledge of nature allow him to
use a variety of mundane objects to design dreadful and deadly
traps. By using pebbles, salts, dusts, pieces of wood, pine cones
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Table 3-8: The Sabversive (Sbhv)

Base
Attack
Level  Bonus
Ist +0
nd +1
3rd +2
th +3
+3
+4
)

Ref
Save
+2
+3
+3
+4
+4
)
)

Will
Save
+0
+0
+1
+1
+1
+2
+2

Fort
Save
+2

3
+3
+4
+4
+5
)

Special

Spells, trap skill, wild empath

Defensive positioning +1

Nature’s snare 2/day, nature’s snare (ferror tra
Beastly sight, defensive positioning +2

Guerilla strike, nature’s snare 3/da

Defensive positioning +3, nature’s snare (acidic tra
Nature’s snare 4/day, wild sight

8th +6 +6 +6 +2 Defensive positioning +4

+6
+/

+6
+/

+3
+3

Nature’s snare 5/day, nature’s snare (immolation fra
Defensive positioning +5, nature’s snare (greenlife strike

Table 3'9:

Slots per

Sabversive @D})ells
@

2

NN === |

and a variety of other items, a subversive can design well-
hidden snares that terrify or damage those caught within —
without damaging the surrounding terrain. Animals, magical
beasts, and plants are immune to the subversive’s nature
snares and never trigger them. Thus, the subversive often uses
summoned animals to draw enemies into his snares.

To create a snare, the subversive must forage for the
ingredients he needs, which takes 1 hour —5 minutes per
subversive level. At the end of that time, the subversive
makes a Survival check (the DC depends on the specific
snare, as shown below). Success means that he finds
everything he needs and can thus build the snare.

A subversive can build a number of nature’s snares
equal to his Spirit modifier (minimum of 1) with one
foraging attempt, as long as the snares are of the same
type. Finding the materials to build two different types
of snares require two different searches (and thus two
Survival checks and additional time).

Note that a subversive who accumulates the materials
needed to concoct a nature’s snare does not need to
build it immediately. However, because some of these
components lose their properties after a while, he has
24 hours to do so. After such time, he must search for
ingredients again.

A subversive can build one type of nature’s snare at
3rd level, but he learns how to create additional sorts
as he gains levels. Building the snare requires a Craft
(trapmaking) check (the DC depends on the specific
snare, as shown below). The subversive must spend a
number of rounds equal to 15 — his subversive class level
— his Spirit modifier (minimum 1 round). The Search
DC, Disable Device DC and save DCs for a nature’s snare
are equal to 10 + the subversive’s level in this class.

A save made against a nature’s snare halves its damage
(or negates its effect in the case of a terror trap). The type
of save is dictated by the kind of snare, as described below.
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We walked into the tauren’s trap. Our party was hunting one of the fiends who had attacked our camp. The |
jungle troll and his comrades had killed three of us before we had time to gather our wits. The enemy had
been cunning and stealthy, approaching our encampment in secret. Our sentries were deceived. You just |
can’t trust anybody these days; that’s what you get for being a bandit. t
We were three times their number, so we overcame the hunting party that attacked us once they lost the |

advantage of surprise. Still, four members of my band perished before we dismantled the small but efficient ¢ W
force that stormed us that night. Unfortunately, their leader escaped. | i )
I pursued, and led some of my best fighters against the enemy who had, presumably in the name of revenge, | 1
killed many members of my band. We followed the troll’s tracks for the better part of an hour. Even at night, i R
he was easy to follow, with all the crushed saplings and blood he left behind him. I should have suspected ¢ 3' | L
something was wrong — things were too easy — but in my fury and haste I hurried the others. 11D
Marka, my second-in-command, triggered the first trap. The burst of acid scorched her flesh, scarring her d.
face. She was still cursing when I heard a strident cry. [ turned to see one of my fighters running in fear, his i 0
eyes darting in every direction. I could almost taste the magic that took hold of him. [ shouted for a halt, but = i
it was too late. J ol F
The troll had been waiting for us, and he had company. A tauren wearing tattered leather clothes and ; .1
holding a massive weapon resembling a tree trunk appeared. My fighters reacted instantly, moving toward | ’ | W
them. I shouted again, reaffirming my order to stand their ground, but bandits are not the most disciplined YA
lot. Two walked into other traps, their skin burnt with acid. Marka cried out a warning as she fired arrows at | d R
the troll, but our group was in disarray.
The troll hid behind a wide tree and threw javelins while the tauren weaved a spell that changed the C
surrounding vegetation. A massive wall filled with thick vines and thorns appeared before us. Marka issued | ; R
another curse and fired one last arrow, in vain. A moment later, everything was quiet, save for the sound of A
our own breathing. ' F
We had lost sight of the troll and his tauren ally. Furious, Marka insisted that we pursue them, but despite her | ' 1, T
best efforts she found no trace of our ambushers. It was as though the forest had swallowed them. J
I knew better than to venture deeper into the wilderness. Only the spirits of the place knew how many more
traps the tauren had laid. d )1 T
¥ T — Excerpt from the personal diary of Kenry the Robber. M N
M i N e _J»,._,"J'\_{rrx_.,r""" o o Ry 1 :‘Lwr; L ,“,L.v\:_,"l-_‘_‘_;; | '! E
Once triggered, a nature’s snare cannot be reset (though acid does not harm surrounding wild life, so plants, 4!
the subversive can rebuild it with new ingredients). shrubs and trees are immune to it. I { R
Unless sprung, a nature’s snare remains active for a Immolation Trap (DC 35): At 9th level, the subversive 1O
number of days equal to the subversive’s level in this class.  can build a powerful fire trap that continues to burn after } 1L
A subversive may build a nature’s snare twice per day at it is sprung. The fire burns for 5 minutes. The magical fire, * E
3rd level, three times per day at 5th level, four times per  however, does not harm anything around it; only creatures | P
day at 7th level and five times per day at 9th level. or objects passing through it. This trap deals 1d6 points of ’ |
Following are the nature’s snares that the subversive  fire damage per subversive level to the creature triggering | L
learns. The DC of the Survival and Craft (trapmaking) it and anyone else attempting to cross the 5-foot-by-5-foot A
checks appear in parentheses. area upon which it is set. A Reflex save halves the damage. 1Y
Terror Trap (DC 20): At 3rd level, the subversive can Greenlife Strike (DC 38): At 10th level, the subversive 1' 1
fashion a magical snare that instills fear in any creature  learns perhaps his most fearful trap. He carefully rigs il N
(other than an animal or magical beast). An almost vines, ropes, branches, and/or any other material {
imperceptible blue mist rises from the terror trap when appropriate to the environment in a 30-foot-by-30- ; G
a creature steps upon the rigged 5-foot square area, and  foot area. The trap, though extensive, remains hidden {
dissipates almost instantly. A creature in that 5-foot (unless a character finds it based on its Search DC, of 1 G
square becomes frightened for 1d4 rounds, after which  course). The subversive can designate any 5 squares i i A
time he is shaken (-2 penalty on attack rolls, saving within the area as trigger points. When a creature enters i : M
throws, ability checks and skill checks) for 1 hour. A one of these squares, the trap activates: the surroundings !
Will save negates this effect. seem to come alive and lash out at the transgressors { E

Acidic Trap (DC 25): At 6th level, the subversive
learns to build another type of nature’s snare. This trap
spits a burst of acid upon the creature triggering it (by
kicking a tripwire, which can be up to 20 feet long),
dealing 1d6 points of acid damage per subversive level.
A Reflex save halves the damage. The specially-treated

with swinging branches, whipping limbs and the like.
Creatures within the area take 1d8 points of bludgeoning
damage per the subversive’s level in this class.

The GM may rule that some environments — such as a
bare dungeon — are inappropriate areas for this trap and
the subversive cannot create it within those locations.

75



76

MZ¥PO OZ=<¥YromrO® mMI- =apoOP¥PE€ =10 Orm»0€

CHAPTER THREE: PRESTIGE CLASSES

Beastly Sight (Ex): A subversive spends much of his
time in the wilderness, and his eyesight improves. At
4th level, the subversive gains low-light vision. If he
already has low-light vision, the range of the subversive’s
sight in starlight, moonlight, torchlight and similar
conditions of poor illumination doubles.

Guerilla Strike (Ex): At 5th level, the subversive is
not only at home in the wilderness, but he is also an
expert at slaying nature’s enemies. When fighting in
a natural environment (GM’s judgment), he adds a
bonus on weapon damage rolls equal to his subversive
class level + his Spirit modifier (if positive) any time his
target would be denied his Agility modifier to his AC or
when the subversive flanks his target. A subversive gains
this benefit with ranged weapons only as long as he is
within 30 feet of the target. A creature that is immune
to critical hits is not vulnerable to a guerilla strike.

Wild Sight (Su): At 7th level, the subversive’s eyesight
improves again. He gains darkvision up to 60 feet. If he
already has this ability, he gains the Improved Darkvision
feat (see the Alliance Player’s Guide) instead.

Subdversive Spell Lisc

A subversive’s connection to nature is so strong that
he draws spells from it. Because of this, and because
of his particular calling, a subversive’s spells focus on
animals, protection, stealth and the wilderness.

1st-Level — charm animal, detect poison, detect snares
and pits, endure elements, lesser faerie fire*, lesser mark of
the wild, pass without trace, purify food and drink, roar,
speak with animals, summon nature’s ally 1.

2nd-Level — bear’s endurance, call of the spirits, cat’s
grace, cure light wounds, delay poison, hold animal, owl’s
wisdom, reduce animal®, resist energy, summon nature’s
ally 11.

3rd-Level — cure moderate wounds, dominate animal,
entangling roots, faerie fire*, meutralize poison, remove
disease, protection from energy, speak with plants, summon
nature’s ally 111, thorn shield.

4th-Level — commune with nature, cure serious wounds,
freedom of movement, mark of the wild, nondetection,
renew*, summon nature’s ally IV, wall of thorns.

* See More Magic and Mayhem.

Scarie1 Parie Mace

Description: While most associate the Scarlet Crusade
with the decline of the Knights of the Silver Hand,
members of the organization come from many different
backgrounds — the Scarlet Crusade includes former
members of the Kirin Tor and other arcane spellcasters.
Battle magi are some of the deadliest members of the
Scarlet Crusade; their knowledge of arcane magic is
tempered with zeal and training in martial arms. In
combat, powerful battle magi might charge into a unit
of Scourge creatures and lay it to waste with incendiary
magic, and then obliterate any survivors with ordinary
or enchanted steel.

Battle magi are among the rarest of their order and are
highly respected. The overwhelming majority of battle
magi are trained in Tyr’s Hand and the newly founded
Scarlet Monastery, and then sent to the locations
where they are most needed. While the Scarlet Crusade
opposes both the Forsaken and the Scourge, battle magi
are typically assigned to deal with the latter, since the
Scourge is considered more dangerous. Since normal
spells and swords are typically ineffective against the
stronger members of the Scourge, Scarlet battle magi
focus their studies on fire magic. While most of their
spells are designed to destroy large groups of weak
monsters, battle magi also learn to empower their
weapons, knowing that situations arise where ranged
magic might fail. Overall, Scarlet battle magi are
versatile, and that quality makes them feared by their
enemies — and the rest of the world.

Scarlet Battle Magi in the World: Like all members

of the Scarlet Crusade, Scarlet battle magi are humans.

Most began their careers as magi.

As members of the Scarlet Crusade, and typically
among the most zealous members of the organization,
battle magi are unpopular among the educated members
of the Alliance. A battle mage who flaunts her title is
likely to be considered insane and turned away by any
adventuring party; many battle magi know this well
enough conceal their identities. Some battle magi
despise or disdain the rest of the world and travel only
with other members of their organization.

When a battle mage participates in an adventuring
group, she often takes a leadership or front line role,
in spite of the tendency of most spellcasters to do the
opposite. Battle magi have a reputation for fearlessly
charging into battle — a reputation that is not always
remembered in a positive light. Battle magi deal with
their targets quickly, using instantaneous spells to
eliminate weak opponents immediately. Their spells
and reflexes are impressive, which may ensure the battle
mage’s stay within an adventuring group, even if she is
not entirely trusted.

Hit Die: d6.

Requirementcs

Race: Human.

Affiliation: The Scarlet Crusade (at least initially;
defectors are possible).

Base Attack Bonus: +5.

Skills: Concentration 12 ranks, Knowledge (arcana) 12
ranks, Knowledge (religion) 6 ranks, Spellcraft 12 ranks.

Spellcasting: Ability to cast at least 3rd-level arcane
spells.




SCARLET BATTLE MAGE

Special: Proficiency with at least one martial weapon.
All new Scarlet battle magi are members of the Scarlet
Crusade in good standing.

Class Skills

The Scarlet battle mage’s class skills (and the key
ability for each) are Concentration (Sta), Decipher
Script (Int), Knowledge (arcana) (Int), Knowledge
(military tactics) (Int), Knowledge (religion) (Int),
Knowledge (the planes) (Int), Profession (Spt),
Profession (military commander) (Spt), Ride (Agy),
Spellcraft (Int), and Survival (Spt). See WoW RPG,
Chapter 5: Skills for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Feacures

Weapon and Armor Proficiency: Scarlet battle
magi do not gain any additional proficiencies in
weapons or armor.

Spell Slots per Day: At the levels shown on Table
3-9, the Scarlet battle mage gains new spell slots per day
as if she had also gained a level in the spellcasting class
in which she could cast 3rd-level arcane spells before
she added the Scarlet battle mage level. She does not
gain any other benefit a character of that class would
have gained. If she had more than one spellcasting class
in which she could cast 3rd-level arcane spells before
she became a Scarlet battle mage, she must decide to

which class she adds each level of Scarlet battle mage
for the purpose of determining spell slots per day.

Pyromancy (Ex): The Scarlet battle mage specializes
in fire magic to incinerate her unholy enemies. Her focus
greatly increases the devastating power of her fire-based
spells, but this dedication has its cost. At Ist level and
every four levels thereafter (5th and 9th), when the Scarlet
battle mage casts a spell that deals fire damage, that spell
deals an additional +1 point of damage for each die of fire
damage. For example, a 5th-level Scarlet battle mage deals
an additional +20 points of damage with fire bolt (since it
normally deals 10d6 points of damage; see More Magic &
Mayhem for the fire bolt spell). However, when the Scarlet
battle mage casts a spell with the cold descriptor, that spell
deals —1 point of damage per die of cold damage.

Note that this feature affects only the fire and cold
portion of the damage; some spells, like rain of fire, deal
an additional type of damage, such as bludgeoning.
Damage dice from non-fire or non-cold damage do not
gain a bonus or take a penalty.

Avenging Blade (Ex): Scarlet battle magi blend
melee and magic. While battle magi are far more
proficient at spellcasting than melee combat, they are
trained to adapt to any situation, and take advantage
of their enemy’s vulnerabilities. At 3rd level, as a swift
action, the Scarlet battle mage can make a melee attack
at her highest base attack bonus. She can use this ability

|4
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Eon

3-10:

The Scarlel Pallle Mz‘lge (Obm)

Base

Attack  Fort Ref will
level Bonus Save  Save Save
Ist +0 +0 +0 +2
+3 —
3rd +2 +1 +1 +3
4th +3 +1 +1 +4

5th +3 +1 +1 +4
6th +4 +2 +2 +5 -

7th +5 +2 +2 +5
8th +6 +2 +2 +6

Ind +1 +0 +0

Special
Pyromancy +1 —

Avenging blade
Instant spells |
Pyromancy +2 —

Fire resistance
Instant spells Il

Spells

+1 level of existing arcane spellcaster class
+1 level of existing arcane spellcaster class
+1 level of existing arcane spellcaster class

+1 level of existing arcane spellcaster class
+1 level of existing arcane spellcaster class
+1 level of existing arcane spellcaster class

9th +6 +3 +3 +6 Blades of light —
10th +/ +3 +3 +] Righteous fire +1 level of existing arcane spellcaster class

a number of times per day equal to her class level, but
never more than once per round.

Instant Spells (Ex): Battle magi are feared for their
ability to remove their targets from combat before the
enemy has a chance to react.

At 4th level, when the Scarlet battle mage prepares
a spell with the Quicken Spell or Mirror Spell feat,
the feat increases the spell’s level by one fewer than it
normally would. If this feature reduces the overall spell
level increase to 0, the spell uses up a spell slot equal
to its normal level. At 8th-level, the spell slot cost is
reduced by two levels.

For example, Vandis, a 10th-level mage/7th-level
Scarlet battle mage, casts a quickened frost nova. For
another mage, this is a 7th-level spell. For Vandis,
however, it is a 6th-level spell. If Vandis were an 8th-
level Scarlet battle mage, the same spell would be 5th
level.

Fire Resistance (Su): As a battle mage advances in her
career, the higher members of her order take note of her

Description: Inquisitors are the reason that even the dead
have learned to fear the Scarlet Crusade. These former priests
and healers, once dedicated to aiding the wounded, have
turned their training in the Holy Light to a more devious
end — torturing a captured subject without allowing the
prisoner the luxury of death. For this reason, inquisitors are
given high authority within their own organization — and
are feared by their own people as much as their enemies. In
spite of their title, inquisitors do not always torture simply to
extract information — many enjoy inflicting pain, and that
quality makes them dangerous in combat.

talents and bestow upon her a great blessing. At 7th level, the
Scarlet battle mage permanently gains resistance to fire 15.

Blades of Light (Su): At 9th level, the Scarlet battle
mage can ignite her weapons with holy fire three times
per day as a free action. Her weapons deal +2 additional
points of fire damage per class level for one round. She
can use this ability only for weapons she wields; if she
stops wielding them, the flames go out.

Righteous Fire (Su): At 10th level, the Scarlet
battle mage learns her final invocation: righteous fire,
the ability to summon a tremendous burst of holy flame
to incinerate nearby enemies. Using this ability is a full-
round action that provokes attacks of opportunity. All
creatures and objects within 100 feet take 1d4 points
of fire damage and 1d4 points of holy damage per the
Scarlet battle mage’s class level. Creatures can make
Reflex saves (DC 10 + the Scarlet battle mage’s level in
this class + the Scarlet battle mage’s Cha modifier) for
half damage. This ability is extremely taxing, and the
Scarlet battle mage can use it only once per day.

Grand Inquisitor Isillien is one of the most influential
figures in the Scarlet Crusade, and rumors say he
handpicks the few others who are deemed worthy to
bear the mantle of inquisitor. High-ranking inquisitors
train pupils in the subtle art of manipulation as well
as the destructive and fearsome arts for which the
inquisitors are famous. It is the duty of the inquisitor
to transform a broken Knight of the Silver Hand into
a loyal zealot of the Scarlet Crusade, such as Highlord
Taelan Fordring. Inquisitors are also responsible for
detecting treachery in their own ranks; hardly a day




SCARLET INQUISITOR

passes that the Crusaders do not find an infiltrator loyal
to the Cult of the Damned.

With the skill to judge a potential traitor comes the
power of the executioner; inquisitors have the right and
the responsibility to deal with traitors. Betrayal is not
limited to siding with the Scourge, of course; disagreeing
with Grand Crusader Dathrohan might be grounds for
elimination as well.

The final responsibility of the inquisitor is morale
— in many ways, inquisitors retain the role of normal
priests, and they ensure the soldiers in their care remain
in good spirits. In spite of the fear that even other
members of the Scarlet Crusade feel toward inquisitors,
they retain the role of confessor, moral support, and
other responsibilities that one might expect from a
priest of the Church of the Holy Light.

Scarlet Inquisitors in the World: Scarlet inquisitors
are almost exclusively human priests, but a few paladins
have the dedication and magical skill to follow this
path. As high-ranking members of the Scarlet Crusade,
individuals outside the organization look down on them
even more other Crusaders, and with justification. Even
inquisitors who are still sane have a level of zeal that the
average person or adventuring party cannot tolerate.

The Church of the Holy Light takes a stand against the
inquisitors’ torture and other methods, but the Crusaders
dismiss such accusations as naive. The knights and
priests of Stormwind have not yet experienced ;
the full force of the Scourge, and the Crusade _#. =
believes that this lack of knowledge prevents & &
them from being willing to use the necessary (%

o [

amount of force. The Scarlet Crusade’s loyal knights
and priests are convinced (by their inquisitors) that the
church will eventually see their way of life as necessary.
Inquisitors see themselves as the voices of reason in a
world clouded with deception; they burn through the
lies of the world with the searing flame of truth. Most
inquisitors are self-confident, and a large number of
them take leadership roles, such as High Inquisitor
Whitemane in the Scarlet Monastery.

On the rare occasions that an inquisitor leaves an
outpost to go adventuring, he functions much the same as
he does within the organization: as a leader and support
for his group. Unlike many other members of the Scarlet
Crusade, however, inquisitors are cautious in combat and
remain as far from melee as possible, using their magic to
disorient their enemies or bless their allies with the power
of the Holy Light. While inquisitors are potent healers,
this role is typically considered secondary to eliminating
their targets or enhancing their allies’ abilities.

Hit Die: d8.

Requirementcs

Race: Human.

Affiliation: The Scarlet Crusade (at least initially;
defectors are possible).

Base Attack Bonus: +3.

Skills: Diplomacy 7 ranks, Heal 7 ranks,
— \ Intimidate 5 ranks, Knowledge

‘* (religion) 10 ranks, Spellcraft
y~ \

5 ranks.

P. Feats: Iron  Will,
P \‘ Leadership.

A, Spellcasting: Ability
r . to cast at least 3rd-

level divine spells.

-
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CHAPTER THREE: PRESTIGE CLASSES

Table 3-1I: The Scarlel Inc[aisifor (éic{)

Base
Attack  Fort Ref Will

level Bonus Save Save  Save  Special Spells

+0 +2

+0 +3 —
+1 Extract information |

+1 +4 —
+1 +4
) —

Mastery of pain

Spontaneous castin

+1 level of existing divine spellcaster class
+1 level of existing divine spellcaster class
+1 level of existing divine spellcaster class
+1 level of existing divine spellcaster class
+1 level of existing divine spellcaster class
+1 level of existing divine spellcaster class

Extract information Il +1 level of existing divine spellcaster class

+6 —

+1 level of existing divine spellcaster class

th +4 +6 +3 +6 Scarlet barrier +1 level of existing divine spellcaster class
0th +5 +] +3 +/ — +1 level of existing divine spellcaster class

Class Skills

The Scarlet inquisitor’s class skills (and the key
ability for each) are Concentration (Sta), Diplomacy
(Cha), Heal (Spt), Intimidate (Cha), Knowledge (all
skills, taken individually) (Int), Listen (Spt), Profession
(Spt), Speak Language (none), Sense Motive (Cha),
and Spellcraft (Int). See WoW RPG, Chapter 5: Skills
for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Feacures

Weapon and Armor Proficiency: Scarlet inquisitors
do not gain any additional proficiencies with weapons
or armor.

Mastery of Pain (Su): When the Scarlet Crusade
was founded, Grand Inquisitor Isillien realized that the
order would be forced to deal with living adversaries
as well as undead. Sadly, most spells focused toward
either harming one or the other — a difficulty he was
determined to resolve. Isillien developed a series of
variations on healing spells that would not only inflict
harm upon the undead, but on living victims as well. He
passed this teaching on to each potential inquisitor, and
it has become one of their trademark abilities.

At st level, a scarlet inquisitor’s inflict wounds spells
damage both undead and living creatures.

Extract Information (Ex): Inquisitors are experts at
intimidation and torture; one of the many purposes of this
training is to force their targets to divulge information.
While inquisitors train at such torture without concern
for what they learn, the Grand Inquisitor requires
his students to be proficient at sorting through the
information they acquire. At 3rd level, the Scarlet
inquisitor gains a +4 competence bonus on Intimidate
and Sense Motive checks. At 7th level, these bonuses
increase to +8. In addition, at 8th level, the Scarlet
inquisitor can, after spending 1 minute interrogating
a subject, force the subject to make a Will save (DC

10 + the scarlet inquisitor’s ranks in Intimidate). If
the subject fails, she must divulge one piece of hidden
information. The Scarlet inquisitor can use this ability
three times per day. (The revealed information is not
necessarily significant, just secret.)

Spontaneous Casting (Su): Inquisitors of the Scarlet
Crusade are masters of persuasion, but in many cases
mundane means are not sufficient. At 5th level, the
Scarlet inquisitor can channel stored spell energy and
convert it into mind-affecting spells. This ability works
exactly like the way priests can spontaneously cast cure
spells. Inquisitors may sacrifice their spells for any spell
on the following list: charm person, charm monster, control
undead, dominate person or dominate monster. The GM
may allow other mind-affecting spells as well.

Scarlet Barrier (Su): Powerful inquisitors can break
even the strongest willed men and women, but their
targets occasionally escape, or others come to avenge
them. The strongest of inquisitors have devised a means
to defend themselves, as well as punish those foolish
enough to attack one of the priests of the Scarlet
Crusade.

At 9th level, the Scarlet inquisitor can produce a
barrier of fiery energy that scars any target that dares
strike him. This barrier manifests as a glowing crimson
aura around the inquisitor that seems to solidify and
strike out in retribution against melee attackers.
Activating the barrier is a free action.

The first function of the barrier is to absorb damage;
it prevents the first 10 points of damage per class
level of the inquisitor, similar to a power word shield
spell. Additionally, targets who successfully strike the
inquisitor in melee while the shield is active take 2d6
points of damage, +2 points per inquisitor level. The
barrier collapses when it has absorbed its capacity in
damage or one minute per Scarlet inquisitor level has
passed.

The inquisitor can use this ability once per day.




VINDICATOR

VINDICATOR.

Description: While they may come from any race or vindicators travel the world to punish those who have
culture, all vindicators share one thing in common: They — harmed others. Stern and humorless loners, vindicators
harbor an unwavering desire to bring retribution upon those  are not the easiest characters to befriend, but once
they deem deserving of punishment. Vindicators, however, they call someone a
need to have personally witnessed or otherwise hold comrade they go to
irrefutable proof of the wrongs they are trying to right. ? great lengths

Fueled by a deep hatred — which usually comes from to protect

the loss of a loved one, the witnessing of a horrible — or
crime or injustice, or sometimes great personal suffering avenge —
experienced him. Driven
at some point by the need
in the past — to bring what

they call

justice upon
their enemies,

vindicators
sometimes appear
to be
merciless
zealotswhowouldrisk theirlives
and those of their friends to
seek retribution. They may

be intense and focused, but

despite their ill-reputed — and 1 ¢
seldom understood — ideas of \y- ;
what is right and wrong,
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CHAPTER THREE: PRESTIGE CLASSES

Table 3-12 'ﬁ)—e Vindicator (Vin)

Base

Attack  Fort Ref Will
level Bonus Save Save  Save  Special
Ist +1 +0 +0 +2 Hunter's mark +2, revenge 1/da
Ind +2 +0 +0 +3 Silent seething 1/da
3rd +3 +1 +1 +3 Bonus feat
Revenge 2/day, silent seething 2/da
Hunter's mark +4
Fearless, silent seething 3/da
Revenge 3/da
Counterstrike, silent seething 4/da

4th +4 +1 +1 +4
+5 +1 +1 +4
+6 +2 +2 +5
+/ +2 +2 +5
+8 +2 +2 +6
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+9 +3 +3 +6
10th +10 +3 +3 +/

vindicators view themselves as indispensable tools of
justice.

Vindicators seldom respect society’s laws, but are
willing to work with whoever they need to complete
their self-appointed task. Vindicators often take on
the roles of vigilantes, imposing their unusual sense
of justice on the people of their communities. While
vindicators may be rash, their actions are never evil, nor
do they consider the act of seeking revenge especially
cruel. After all, it is the right thing to do.

Vindicators in the World: Vindicators originate
from the human societies of olden days. Traditionally,
vindicators remained close to their homelands to ensure
that their special kind of justice was brought to their
people’s enemies. In ancient times, most vindicators
focused their attention on creatures and groups that
threatened the well-being of their people or the
environment in which they lived. Today vindicators
roam the world to punish those who harm it.

Sometimes fanatically righteous and perceived as
perverted and cruel, vindicators are misunderstood and
mistrusted. Although vindicators would argue otherwise,
those who meet a vindicator perceive the hatred that drives
him as a force stronger than the individual who owns it. Thus
many people view vindicators as eerie, zealous individuals
who cannot control their emotions. Though it is true that
vindicators tolerate little frivolity, they draw strength from
their inner rage and the power of their convictions. Those
few individuals who call a vindicator friend understand this,
and learn to respect those who are driven by this inner fire.

Vindicators work best with people who share similar
values. Most vindicators are relentless defenders of
whatever noble cause they adopt, and they go to great
lengths to bring their special brand of retribution
upon those whom they consider enemies of that cause.
Vindicators who reside in towns and cities are thorns
in the sides of those who live off crime. They target
thieves, assassins and slavers, as well as anyone who
makes a living by taking advantage of others.

Hunter's mark +6
Revenge 4/day, silent seething 5/da

Vindicators are a various lot, but regardless of their
pasts, they are heroic characters considered a blessing
to those who are on their side, and a deadly threat to
individuals whom they deem deserving of their wrath.

Hit Die: d10.

Requirementcs

Race: Any.

Alignment: Chaotic good.

Affiliation: Any.

Base Attack Bonus: +5.

Feats: Skill Focus (Gather Information or Knowledge
(local)) or Skilled (Gather Information and Knowledge
(local)); Weapon Focus (any).

Skills: Gather Information 8 ranks or Survival 8
ranks.

Class Skills

The vindicator’s class skills (and the key ability for
each skill) are Climb (Str), Jump (Str), Knowledge
(local) (Int), Listen (Spt), Search (Int), Spot (Spt),
Stealth (Agy), Survival (Spt) and Use Rope (Agy). See
WoW RPG, Chapter 5: Skills for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Feacures

Weapon and Armor Proficiency: A vindicator gains
no proficiencies with weapons or armor.

Hunter’s Mark (Ex): A vindicator excels at hunting
those he deems his enemies. His determination and
abilities become particularly remarkable against
individuals he deems worthy of vindication.

Once per a week, the vindicator can designate one
creature with his hunter’s mark. The vindicator must be
able to identify or recognize this target on sight. The target
creature can be of any type, but it must, in the mind of
the vindicator, be deserving of punishment. For as long as
the creature retains the vindicator’s mark, the vindicator
gains a +2 bonus on Gather Information, Listen, Spot,
Sense Motive and Survival checks made against the




VINDICATOR

target. He also gains a +2 bonus on initiative checks
while in combat with the marked creature, and gains a +2
bonus on damage rolls against it. These bonuses increase
to +4 at 5th level and to +6 at 9th level.

Revenge (Ex): The vindicator discovers how to
deliver quick, precise and unexpected blows to those
who harm him or his companions. The vindicator can,
once per day, make an attack of opportunity against an
opponent who deals hit point damage to him or one of
his allies. He adds his Intellect modifier (if positive) as a
bonus on his attack and damage rolls for this attack. At
4th level, 7th level and 10th level, the vindicator may
use revenge one additional time each day.

This ability does not grant the vindicator more attacks
of opportunity than he is normally allowed in a round.
Even with the Combat Reflexes feat, a vindicator may
never use revenge more than once per round.

Silent Seething (Ex): A vindicator is a passionate,
determined individual who seldom wavers. Much of
his power derives from a desire for retribution few can
fathom. While many consider the vindicator’s inner
demons a curse, they can be a blessing.

At 2nd level, the vindicator can call upon his hatred to
increase his effectiveness in battle. The vindicator remains
in control of his emotions while in this state. He can call
upon his silent seething once per day at 2nd level and one

additional time per day every two levels thereafter (2/day
at 4th level, 3/day at 6th level, and so on).

While using this ability, the vindicator gains a +2
bonus to Strength as well as a +4 morale bonus on Will
saves. He is so focused on his enemies that he cannot
use any skill or ability that requires concentration, nor
can he cast spells or activate magic items that require
a command word, a spell trigger (such as a wand) or
spell completion (such as a scroll). He can use any feat
he has except for item creation and metamagic feats.
A vindicator may prematurely end his silent seething,
which lasts for a number of rounds equal to 3 + his Spirit
modifier (if positive). At the end of the silent seething,
the vindicator is fatigued for the duration of the current
encounter.

Bonus Feat: When he attains 3rd level, a vindicator
gains Bash, Concussive Shot (see Chapter 2: Class
Options), or Counterstrike as a bonus feat, even if he
does not meet the prerequisites.

Fearless (Ex): A vindicator is so focused and
determined that he is extremely hard to scare. Upon
reaching 6th level, he gains a +4 bonus on Will saves
against fear effects and Intimidate checks.

Counterstrike: At 8th level, the vindicator gains
Counterstrike as a bonus feat, even if he does not meet
the prerequisites for it. If he already has this feat, he
instead gains Improved Counterstrike (see Chapter 2:
Class Options).
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DARK FACTIONS

Independents, so termed because their affiliations fall
outside the borders of both Horde and Alliance, likewise
possess differing philosophies on how and why they should
use magic. No definition encompasses all the independent
views on magic, as that would imply a cohesive faction.
Each independent member is its own faction with its own
history.that formed its own set of beliefs.

. T'he Argenc Dawn
“and the Scarlec Crusade

The Argent Dawn and the Scarlet Crusade both claim
to be servants of the Holy Light, though they serve the
Light in very different ways. The Argent Dawn accepts
members from many different races, and uses cunning,
devotion, and might to battle the threat of the Scourge.
The Scarlet Crusade is a human organization that fights
the Scourge with zealous single-mindedness.

The Acalai and the Hakkari

The Atal’ai and the Hakkari devote themselves to
Hakkar the Soulflayer, and they succeeded in their goal
to summon the god physically into Azeroth.

The Blue DragonFlighe

Malygos, Dragon Aspect of the blue dragonflight,
embraces magic and lives a life suffused with arcane
power, but Malygos tempers his power with centuries
of wisdom and self-control. The blue dragonflight uses
magic cautiously, as a powerful and dangerous tool.

The Dark Horde

The Dark Horde possesses a history rich with magic
influence but little magic power today. The Burning
Legion addicted orc warlocks to the drug of arcane
power, and used that addiction to help them manipulate
the Horde. While Thrall’s Horde renounced their ties to
the old ways, Rend Blackhand’s false Horde continues
to traffic with demons.

Dark Iron Dwarves
The Dark Iron dwarves survived the War of the Three

Hammers only because their sorcerer-king accidentally
summoned the frightful Ragnaros in a ritual that
shattered the land. Now Ragnaros exerts his influence
over the Dark Iron dwarves, directly shaping their
culture and mindset.

The Carchen Ring
and che Cenarion Circle

The Cenarion Circle is a druid organization that
protects natural places and hunts down the evil
forces that might taint primitive areas. The Earthen
Ring follows similar ideals, but shaman comprise its
membership, and it operates on a lower profile than the
Cenarion Circle.

e

T
[ DNaga Gender Roles and Magic "
- Ofalltheindependentfactions, only the nagadelineate
their use of magic along gender lines. In the ferocious,
| matriarchal naga society, only females pursue arcane
studies. Most females train as magi, though some
slither along the warlock or necromancer path, and
some become priestesses of the tides. Males almost
never train as spellcasters of any type, though they
are sometimes born with innate magic powers. Naga
| females possess greater intellect and cunning than
| males, while males tend to be of lower intelligence
| and higher strength. This disparity accounts for the
- female bias in spellcasting.
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The Green and Red DragonfFlighcs

Ysera, Dragon Aspect of the green dragonflight,
watches over mortals through' their dreams. The green
dragonflight tends to the neftural world through their
presence in the Emerald Dream. The red dragons also
act as guardians of the wild things of the world, and do
so from Azeroth, though few ever see them.

Naga
Naga serve as a prime example of a culture shaped

by andsstill influenced by an obsession with magic. A
lifetime of magic experimentation and a great magic

« cataclysm created the naga race, and the females

continue to rule as powerful magi.
The Tuwilighcs Hammer Culc

The Twilight's Hammer cult takes its motivation
from the Twilight’s Hammer clan. After the clan was
mostly destroyed, the cult sprang up, perhaps with
encouragement from a few surviving members of the
clan. However, the cult is not comprised primarily, or
even mostly, of clan members. Instead the cult follows
the former clan’s nihilistic philosophy, because the cult
discovered why the clan was nihilistic — they discovered
scraps of truth about the elementals and even the
mysterious Old Gods. The cult now tries to bring about
the destruction for which these entities strive. The
Twilight’s Hammer cult is much more learned than the
old clan. It explicitly attempts to serve the elementals

and Old Gods.

g -Hisfo‘IE'y of” Magic
zshara of the kaldorei studied the Well of Eternity

thousands of years ago. Over the years, frequent magic
use corrupted Azshara and her supporters. Azshara was
addicted to the power of magic, though, and continued to
experiment with the Well. She led the other Highborne
down a path of decadence and arcane hedonism. She




GATHER THE DARKNESS
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Zul’armon prowled through the jungle, N

pushing aside the bushy fronds that \ 4
obscured his vision. He lifted his big troll

feet with exaggerated care to avoid the sucking ‘
sound of mud releasing him from its grasp.

For three days Zul’armon had stalked his prey.
Yesterday he had raced along the trail at top speed,
hoping to catch his quarry before he entered the
Swamp of Sorrows. Then a snake had slithered across
his path and flicked its red tongue at him. Zul’armon
had heeded the sign of the animal spirits; the snake
signified that it was time to exercise patience. ‘
Now Zul’armon crept through the swamp, surrounded |
by crowds of stinging insects. He slapped at his skin
and looked over his shoulder. All day he’d had the
feeling someone was watching him. |
A flash of color startled Zul'armon; he whipped |

. his head around and snatched his dagger from its

" sheath. A squawking parrot exploded from a nearby |
tangle of ferns. Zul’armon relaxed and chuckled.

" Then something crashed into his back. Zul’armon
flailed his arms, failed to catch anything, and °
sprawled forward in the mud. Quick as a greased
piglet he slithered forward, and the butt of his
foe’s quarterstaff slammed into the ground next to
Zul’armon, spattering him with mud.

Zul’armon flipped to his feet and spun, dagger raised.
His heart sank as he saw, not one, but two trolls |
facing him. Old, dried blood streaked their skin and
they wore necklaces made of rodent skulls.

One troll leered, then laughed as Zul’armon raised
his dagger. “You are far from home, cousin,” the
troll rasped. “Tonight you will feed Hakkar.”
Zul'armon prepared to launch himself at the

; speaker, but a third troll rapped him on the head
from behind. His world went dark.
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reinforced the Highborne’s feelings of superiority. They
became even more strict and cruel in preventing others
from accessing the Well. Under Azshara, things got much
worse — though night elf society was already decadent.
Azshara was largely responsible for transforming the
Highborne’s interest in arcane magic into an obsession.

Over time, the Highborne’s actions caught Sargeras’s
attention. Sargeras encouraged the Highborne to
continue their abuse of magic, and the Highborne
obliged by summoning demons, and by trying to widen
and stabilize a portal so that Sargeras might enter Azeroth
(a task that, thankfully, they never accomplished).

The dragonflights were at first inclined to let the
elves suffer the consequences of their abuse, but once it
became clear that the Burning Legion had invaded, the
Dragon Aspects met to discuss how to stop the demons.
Neltharion the Earth-Warder, leader of the black
dragonflight, proposed that each Dragon Aspect and its

dragonflight place a fragment of their power into a golden
disk known as the Dragon Soul. With this powerful
artifact, the dragonflights could drive off the demons.

Malygos the Spell-Weaver, master of the blue
dragonflight, supported Neltharion. The Dragon Aspects
followed Neltharion’s plan with disastrous results; the
power-hungry — some say maddened — black dragon
used the Dragon Soul against the blue, red, green and
bronze dragonflights. He killed scores of dragons and
nearly destroyed the blue dragonflight entirely. Since
that time, the blue, red, green and bronze dragonflights
have considered the black dragonflight their enemy, and
the feeling is mutual. (See Chapter 7: The Factions for
more information on the dragonflights.)

At the end of the War of the Ancients, the Well of
Eternity imploded and was utterly destroyed. Azshara
and her followers, now cursed to become naga, retreated
to the bottom of the ocean, where the residual energies
of the destroyed Well of Eternity mutated them.

Kifljaeden and cthe Orcs

Over the next 10,000 years, the Burning Legion
worked to sow chaos and discord on Azeroth and
among the orcs of Draenor. The demon Kil’jaeden
corrupted Gul’dan, who became the founder of the
Shadow Council. Gul’dan convinced the orcs to drink
from Mannoroth’s blood, giving the orc race its rage,
bloodlust, increased power and a demonic curse that
followed them until Grom Hellscream killed Mannoroth
in the Third War. Gul’dan also taught the orcs warlock
magic, turning them from their shamanistic heritage.

One of Gul’dan’s greatest apprentices was Cho’gall,
the first ogre mage. Cho’gall passed his teachings on
to his clan, the Twilight’s Hammer, and shaped their
organization with his magic and personal philosophies
until the clan was decimated at the Tomb of Sargeras
during the Second War.

The (War of cthe Three Hammers

Over two hundred years before the First War, the War
of the Three Hammers separated the dwarven clans. The
Dark Iron dwarves, led by the sorcerer-king Thaurissan,
attempted to conquer Ironforge but lost; in a desperate
bid to turn the tide of battle, Thaurissan attempted
to summon a supernatural minion who would ensure
victory. Instead, he accidentally summoned Ragnaros
the Firelord. The magical cataclysm shook the land and
created Blackrock Mountain. The Dark Iron dwarves
now live in Blackrock Depths beneath the mountain,
under Ragnaros’s command.

Hakkar and che Gurudashi

During the millennia of arcane upheaval, the faiths of
the world also underwent many changes. The Gurubashi
trolls worshiped Hakkar the Soulflayer many thousands
of years ago, but the worship of the bloodthirsty god split
the tribe and provoked a bloody civil war. Eventually the
Gurubashi slew Hakkar’s avatar and most of his priests.

However, the remnants of the Hakkar-worshiping
Gurubashi continued with their plan to bring their god
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CHAPTER FOUR: MAGIC & FAITH
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0 Primal Tagic Sources A
= The kaldorei first developed their arcane powers through experimentation with the Well of Eternity. When f,
~ the Highborne separated from the kaldorei and formed their own society, eventually becoming the high elves,
' they created their own source of magic, the Sunwell.

~_ Arcanists seeking the deepest, most hidden powers of the land sometimes form expeditions to uncover the
- Sunwell (or its ruined remains). None succeed, of course; the prevalence of undead and blood elves in the ruins
; of Quel’Thalas prevent anyone from uncovering this ancient secret.

" If an explorer were to uncover the Sunwell and drink from it, the effects would be unprecedented. Some |
* researchers speculate that magical energy would fill the explorer to the point where his body could not handle
. the power, and he would explode. Others claim that while a drinker’s body might disintegrate, her spirit would
“ remain behind as an intangible creature of primal arcane power. Still others insist that the drinker would retain _
+ his mortality but become the most powerful arcanist on Azeroth.
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physically into Azeroth. The green Dragon Aspect Ysera
the Dreamer learned of their plans and destroyed their
temple. The temple sank in the Swamp of Sorrows, and
Ysera left a number of green dragons to guard it.

Religion and the Human Nacions

The first human nation, Arathor, formed more than
2,800 years ago, and the philosophy that created the
Church of the Holy Light developed soon after. In the
last five years, the Argent Dawn and the Scarlet Crusade
have both adapted the philosophy to suit their own
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agendas and broken off from the Church of the Holy
Light as splinter groups.

The Cult of the Damned originated in this time as
well. It was originally composed of downtrodden people
hoping for social equality and eternal life. At the
beginning the cultists didn’t know that being undead
usually meant a mindless existence. Since the Third
War and the Plague, everyone knows that the Cult is
evil and serving it often means empty undeath; the
only people who join it now are crazed, sadistic people
hoping to earn power and immortality.

INDePENDENT Ferims

Many independent factions follow the same faiths or
philosophical leanings as Horde and Alliance members.
Some factions possess unique interpretations of these
mainstream faiths, however, and others follow paths
unknown to the more established factions.

Cosmetic changes in the nature of worship are not
enough to separate a truly independent faction from the
restof the church. Slightly different rituals, name changes
or new titles merely indicate a new denomination.
Independent factions show their uniqueness with
completely different interpretations of the doctrines
of the faith. In some cases, these factions might seem
completely at odds with their parent organization, but
claim to still follow the organization’s tenets at heart.

Some faith-based organizations marry several different
factions who follow the same philosophy in different
ways, and have agreed to ally in order to accomplish
a mutual goal. Druidic organizations most often follow
this format; druids of different races unite to consolidate
their efforts to protect the natural world.

gz shara
e legendary presence of Azshara shaped her empire and

continues to inspire her followers centuries later. The naga are the
only race that venerate her. The few people who have heard of
Auzshara, and are not naga, believe her long dead.

All naga respect Azshara to some degree; the most
zealous revere her and become priestesses of the tides.

(See Chapter 2: Class Options, “Racial Iconic Classes”
for more information on priestesses of the tides, who are
also called sea witches.) Females comprise the bulk of
the priesthood, though some males also serve Azshara
as priests of the tides.

Hakkar The éoalﬂgyer

The bloodthirsty god known as Hakkar the Soulflayer
supported the Gurubashi trolls in their time of need.
Hakkar aided the trolls in rebuilding their kingdom,
shattered when the Well of Eternity imploded and
sundered the land, but the increasingly ravenous god
demanded blood sacrifices every day.

Finally, Hakkar commanded his priests, the Hakkari,
to bring him physically into Azeroth. This way, Hakkar
could feed on lives directly without waiting for sacrifices.
A small fragment of the Hakkari, known as the Atal’ai,
agreed to follow their god’s command. The rest of the
Hakkari refused, and civil war broke out. The Hakkari,
the Gurubashi, and the Zandalari killed most of the
Atal’ai, but a few escaped and fled deeper into the Swamp
of Sorrows. There, they built the Temple of Atal’Hakkar
and continued to try and bring their god into the world.

The Hakkari had allied with the other Gurubashi
trolls against the Atal’ai, but after the war found
themselves persecuted. The Gurubashi remembered that
the Hakkari had willingly made sacrifices to Hakkar and
turned their rage on the priests. Some Hakkari escaped




GATHER THE DARKNESS

g Herecices of the Holy Lighc
' Of the two splinter factions of the Church of the Holy Light — the Argent Dawn and the Scarlet Crusade
,, — the Argent Dawn is by far more palatable to the Church. Still, both technically go against the church’s 4
" established teachings to blaze new paths. ‘
. The Argent Dawn believes the church’s old methods of dealing with evil no longer suffice. Evil constantly changes and
' refines its methods, and good must likewise change. The Scarlet Crusade takes this notion one huge step forward. The
 crusade rationalizes that evil has no restraints on its tactics, and neither should good if it expects to triumph.
While both groups go against the teachings of the Church of the Holy Light, the church takes no direct action
- against them. This lack of activity on the church’s part derives from its unique structure. While it is the dominant
;! faith among humans, the Holy Light is not a religion so much as it is a philosophy. The “church” is a network of
the faithful that exists to bring worshipers together and provide new members with guidance. Adherents to the
path of the Holy Light don’t attend services once a week or build edifices to celebrate their philosophy (with a few |
exceptions). Plus, the Church of the Holy Light — and its adherents — have larger problems to worry about. )'
"' In addition, while their doctrine might be radical, none can deny that the Argent Dawn and the Scarlet !
Crusade accomplish what they set out to do. The Argent Dawn has become the preeminent enemy of evil in
. some areas, and the Scarlet Crusade deals blow after vicious blow to the Scourge. While their methods may |
be questionable (particularly in the case of the Scarlet Crusade), their accomplishments dissuade most
faithful of the Holy Light from interfering.
[ 4 \ be Priests of the Holy Light who serve the Scarlet Crusade can gain access to the Crusader (see |
w '\\ : |

\ below), Healing and War (favored weapon: longsword) domains (but not Protection). {
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and made their way to the Temple of Atal’Hakkar,
where they threw themselves on the Atal’ai’s mercy.

Together, the Hakkari and the Atal’ai continued to try
and bring Hakkar into Azeroth. Ysera learned of their
plans, however, and buried the Temple of Atal’Hakkar
beneath the swamp. (More information on the Atal’ai
organization appears in Chapter 7: The Factions).

Witch doctors who worship Hakkar also exist. These
witch doctors lead the sacrific