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Hero's Herald
b SN

Masters of Battle ——————~

By John Bellando

Well met, readers. It is time for another journe with hundreds of others. With my mother traveling
and [, Harliquinn the Minstrel, will be taking you tcwest to restock some rare plants, my wounds were
the forefront of battle, to the lines of combat. Fightrnever heal ed properl y; an
styles used by heroes of the realms are as variecme. [He takes a moment to spit on the ground.]
the heroes themselves. Weapon choices, corr
styles, and battle skills define a hero in the same w[Harliquinn] Wo w, I 6m sorry to h
that personality and dreams do. In order to pres giantkin seem to be a problem everywhere. You seem
some of the more unique fighting styles, | have be to have recovered well.
traveling abroad, cataloging the tactics of individual
So sit back and enjoy the gentle fire as we continue [Daylien] Well | never was much use at melee fight-
travel the real ms i n s eingafterthat, weapons were too heavy to lift, andlad é

mor wasnb6ét an option. Whe

Our journey takes us from the lands of the Silv tried everything she could, but nothing helped. So, |
Marches to the plains of Greyhawk, where two herc took to reading, studying what | could about poisons.

of unique fighting styles are at the forefront of ttrl f i gured | 6d keep my min
battle against evil. Daylien Taggert, a roguigarrior
of northern human descent, has a rather interesi[Harliquinn] We | | thatds an i mpo

history and motivation for his particular brand cing, knowing your enemy. Ballreem, what of your

combat. Though he refuses to speak too much of background?

past, | was able to deduce some information. Be

reem, a gnome small of stature but large of coura [Ballreem] Well, Harliquinn, the story is really quite

also has an intriguing history, that too hints at ffascinating, if for no other reason than because it's

penchant for using the fighting tactics he does. about me. Growing up, | was intrigued by fires and
the explosions caused by the wizards in my home-

[Harliguinn] Good afternoon gentlemen, and thar town. | quickly realized that | had no talent for wiz-

you for taking time to join me in this interview. It icardly things, but my desire to make fires still burned

my goal to catalog various unique fighting styles thin me. So | studied in the library to find a way to pro-

| encounter, and you two present wonderful opporitect myself while making use of the fire that was so

nities for this. Could you start us off with a little bi interesting to me.

of information about yourselves and how you came

be where you are today? [Harliquinn] So Daylien, tell us about your favorite
weapon. |l must say, I don

[Daylienl| What 6s to tell realit >ast

ern parts of the Silver Marches, far from the prote

tion of Silverymoon. T |[Daylien] We | | I use what 6s gcoa

on in the outlying parts of the land. My mother heccr os s b o w. l'tdés similar t

been an herbalist in the town, and my father was c¢crossbow, but you can use it in one hand. It was a few
of the town protect or s.yearsafterthe attack on our town that some advantuk
raiders for a while, by ourselves. Well one night wers were passing through the area. Turns out, they had
were attacked, and caught unawares. The orcs done battle with Drow recently and brought stories of
brought ogres and trolls, and their magic. We alltot he dar k el vesd weapons a
part in defending our home, and eventually we wiwith larger crossbows, throwing knives and slings for

out the next morning, but my father had died aloi .
continued on page 06
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monplace. Instead, consider a style that uses two different weap-
eyl ons or the same uncommon weapon, offering variable attack
. types and effects. Good examples include pairing a standard
. L C weapon with a whip, throwing axe, or light hammer. Perhaps
Ile%PIay;/n% iognl?ag Toi n:}any,cltql)smak;;nttirég|cgt|;)no|r:Jteﬁrr: your c haract er 5 s sty le is infl
l aying, you donot need co environment. A Dwgrvc_an smith using two light hammers would
e. A roleplaying game includes many facets, all woven t geoarr:] ;ntfries:]lqng ?te lindteeéd!sLastlljy,SV\éh?nuu;smg-‘?m:pon; air
\}vgerai% Z%rrph:c%:\r:ﬂ?et?s ?R%Jehgt gof)eof[g tirgesr;[g;r;lrilg caz weapon. In this way, a character may attack with the ranged
) oo weapon as he moves to engage in combat. Ranged weapons suit-
:,-r?;haedxzzzlrtg’oﬁg{aplllgyzﬁgudltcl)gi Lnofﬁ;nebda;oeggguvcrt]eerr?inl_ilt(i)a: able fpr this include hand crossbows, slings, daggers, darts, and
e is rolled. It is possible and very rewarding, to incorporate throwing axes.
of role-playing into combat situations. This can be accor Using a twehanded weapon is another common practice, giving
shed in several ways, including wielding interesting weapor up the extra attacks for the chance to do huge amounts of dam-
oosing creative combat styles, using skills in combat, aage. This is particularly good for characters with lower attack
ntering with your opponents. bonuses. However, even this style can be combined with uncom-
characterds choice of wea Mmonweapons. The spiked chqln offers a good choice for tnhogse
re roleplaying during combat or outside of combat. Wh"lwantlng to ‘T'P oppor_1ents, while the glalvg_and ranseur Offer
st characters take standard weapossch as long swords reag:h in add|t|on to higher damage. The ability to perform other
g bows, greatswords, or scimitarg adds character dimenl tgctlcs during combat other than a s'.[andar.d melee attack pro-
nality t6 wield norst'andard weapons. Unique choice hwd_es char_acter; not only V\."th glterngtlve St_“kes but also oppor-
apons gives an otherwisedEnensional character a more tunity to fight W'th _flare! Fighting with a single weapon or a
bust feel, adding to his mystique or style. For those concer weapon and shield is a Iesser_used app_roach, but one that sh_ould
th maintaining combat effectiveness, choose alternative we. _not be (_)\_/erlooked. T_he benefits of_a shield are obvious, provid-
s that give similar benefits. Examples include choosing ing additional protection and occa_smnal_ly agded _attacks, su_ch as
Kle over a dagger (extra damage vs. higher threat range a bash. Howevc_er, ther_e are benefits to fighting with only a single
ming star over a flail, a throwing a>.<e over a short Swo weapon. Combined with the deflt_act arrows feat, a character can
nged vs. higher thre,at range), a rapier over a SCimiﬂght_apd dgflect at the same time. Holding a wand, rod, or
iercing vs.. slashing), a battle ax’e over a longsword (higi,:.na?'c |tttemk|n tze off ?ﬁnc.it WOUI(.jtr?”OtW tr;te_ chg}racter (o alterna-
»” - 7 : ively attack and use the item without putting the weapon away.
glgﬁslwngtrjtljtlp(lt;?;c;/;é:ﬁ:ger\t/:.rezltarsarﬂgg;., oFroar kl[ﬁi?é ﬂ\?v!mrc:':i/r?grl Fina_\lly, the character vv_ith a hand free is_ better able to use his
mplete change of pace, consider taking weapons with spe environment for drar_natlc reasons: grabbing a rope, throwing a
operties, such as whips, saps, lances, or glaives. For those rock, or even catching hold of another character in an emer-
e feats or weapon skills, the use of an exotic weapon may gency. No matter what method th<=T character _c_hooses to use in
A\ ' : combat, there are ways to make it more exciting and leave a
g 0s needed to add a bit lasting impression on both allies and enemies alike ssb
iIked chain, doubtbladed sword, and the dire flail are all pos '
ilities. The first step to bringing combat alive is to choo: While certain skills have obvious uses in combat, some skills
ur weapons carefully and with purpose. Those you travel w see fewer applications. Tumble is one of the most used skills in
ould have no problem remembering your favorite weapon, : combat, as its benefits are numerous. Fighting defensively, mov-
e townsfolk may be more apt to remember the hero tling through enemy combatants and avoiding falling damage are
elded the wicked scythe to the one using a greatsword. E'but a few uses. Other skills, when used judiciously in combat,
character to use a common weapon, such as a longsword can help turn the tide of battle, and offer the characters a chance
ts following may serve to spark creativity in using th to fight with flare. Balance is a skill that a trained character can
apon. easily use to his advantage in combat. With 5 ranks in Balance,

. you are no longer considered ffabted while on a narrow sur-
fter choosing the weapon o face. A good way for a rogue or other class to take advantag% 3f ¢
portant to utilize an effective but exciting combat style for tt .k ttacks is to lure an enemv onto a ledae. beam. or other
apon. This style may be as simple as using the weapon | Sheax a : C o y . g¢, ’

) narrow path. Using his high Balance skill, the rogue would.be
ncomapllic;te?i rasntZkitngea sr:er?esn odf feaftsn:jzsli(grl]eg tgo gi\t,e able to make short work of a leskilled opponent. Bluff, as'

) : - many know, is used to feint in combat, allowing a character to
£ method 15 used, he character Shoul develop a sy OMemary disact an enemy. This mament may be used to
higsafsgr'rgn’;(fjgtgmigﬁ?;gy \livétehptg?] C;gigﬁ;r:j/\éh;gciz\?: ally for a precise shot. Climbing is another skill us_able_in com-

. Fighting with tweweapon's is a popular combat style, of bat, t_hou_gh Iess_ often than some others. A good situation to_ use
fing extra attacks at a penalty to strike. While it may be r climbing is to climb a rope or ladder to a hlgh_er surface, forcing
erically beneficial to wield two short swords that benefit froi an opponent to do likewise. If the opponent is slower or makes

. ) little progress, the character may get free attacks, sometimes
e same feat choices, it has been done often to become ¢ LS L .
resulting in sneak attack or other precision damage. Intimidate
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n continued from page 04

a4 while, anything | could use effectively with my
?rength gone. Word of the hand crossbows used by
aclug}e Drow excited me at the time. With the help of one
fropf the adventurers, we went through some texts writ-

, aeh in the Drow language, and found some drawings.
aOIUsmg these, | started to work on making my own
O‘}é;spon After several months of failures, | finally

a wgrkingpweapop.cbut;itawas slow to Joagd gnd, g

sfire. | made some modifications and soon had an ef-
hadective repeating hand crossbow. The size is about the
999dme, and the weight stayed low. Instead of laying a

single bolt in the notch,
bol ts. The cartridge has

provides ample opportunities to demoralize and weake
ponent. After a particularly daring show of force, ther
even be situational modifiers to the roll. Bonuses such
provide additional incentive for creative banter and flare |
bat. Finally, the Jump skill may be used to provide a ¢
with a more advantageous position in combat. Leapi
location to location can sometimes confound an oppon
provide the momentarily opening for a flanking position.
dition, an opponent without jumping may be forced to cl
swim to reengage in combat, allowing free attacks. In al
bat situation, itds impor
make optimum use of them using relevant skills. By d
characters can enliven the combat scenario from sim
and slash to a more memorable climactic battle betwe
and evil.

Combat banter is a much overlooked facet of the-ptagi

experience. Nothing infuriates an enemy more than ta@linting, - -ocks the crossbow and lowers another bolt into
them during a fight. Particularly clever characters may g b | q
force an opponent to leave themselves open to attack, zp e arref. It oesnot (

wrong move, or forgo strategy in an attempt to merely cease thed S € 0t her uses.
verbal jabs being sent their way. Certain skills, such assBIuff,
Diplomacy, Intimidate and the like may be used to ju arliquinn] Hmm, remind me to ask about those

harshness of the banter. In addition to potential combat ef Sher uses. Ballreem. vour weapon choice is iust as
the combat repartee may be used to draw others into thélscene ) Y p J

The quiet fighter types may take to a slow conversation tihique; care to tell us about it?

enemies, drawing them out. Swashbuckling rogue or f&anger

types may tease and taunt their opponents as they manélive[Ballreem] As | stated earlier, fires and explosions
ﬂan_king positions: Skillful _monks may use spring attack 'Uff’eally bring a light to my eye. As such, | discovered
their opponents into positions more favorable to their IIe?hat | throw bottles filled with alchemist's fire in order

Paladins, clerics, or druids may give sermons to their evi |
saries, distracting them from their true goals. Wizards s P make very powerful explosions. It d'd n t
pelgke long for me to realize that t

cerers may taunt their opponents while they cast inhibitin:
upon them. Bards, with their quick wits, are often see teould actually make a very go
only characters capable of such banter; this is wrong. A Ch‘%eapon against my foes.
acter with a bit of preparation can begin to enjoy comba ti]?lorked hard and qUICkIy
role-playing bent by using even the simplest of phrase ile
ecame accurate
throwing the I|qU|d

fighting.

m ngd bottles with p|n
ep@lnt precision.
usitige  fires engulf m
gadnemies, they qwckly C o - o
d Iffcome SO preoccupie c
ICethat they cannot focus during the fight.

The suggestions above, and others that characters may.
with on their own, are presented with the hope that the
in your games may be as entertaining and rewarding a
mainder of the adventure. Choosing interesting weapon
unique combat styles, performing appropriate skills, and
ing in combat banter are all ways to spice up an otherw
monotonous combat scene. With luck, soon more chara
realize that roleplaying need not stop when the initiativ
are rolled.

[Harliquinn] Back to you Daylien. You mentioned

other uses for the hand crossbow?

[Daylien] We | | the crossbow i s
conceal. The bolts arenot
tridges are light, so you can carry a lot of ammuni-
tion. | made this bandolier to hold about 10 car-
tridges. It fits over the chest easily enough and | can
reload faster this way. Each cartridge holds a differ-
ent set of bolts.
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In order to do this, | typically let the big, ugly paladin
[Harliquinn] Such as? get the foes mad at him before | start attacking them.

[Daylien] After fighting a few skeletons, it was pretty[Harliquinn] Do you use any advanced fighting tech-
obvious that nor mal bolngeesduengemhat? cutting it [ D:
chuckles a bit here]. Anyways, so | used some of my

weapon crafting experience and started experimefibaylien] Until recently, | used pretty standard tech-
ing with different heads for the bolts. Archers haveiques in combat. At the first sign of danger, | would
been doing this with artake tw she $shadows lara wait, for Bnuopeniggothat |1 d
see too much vari ety i ncolldexpos. Aftelt Idostehe elenemt bfesarpriseplme
bolts, using rounded tips instead of points. These amuld hang back, moving as needed, and keep our
great against S ome un depmahents distracted withim&silefremade s om
frog-crotch bolts for slashing through ropes and bind-

ings. Then thereds t he [HallquinmleOQus? |take it youstravelwithtothersi o | |
These can hold liquids like holy water, acid, or even

poison. [Daylien] | 6 m sti || mostly a |
| 6ve been traveling with
[Harliquinn] Sounds | i ke youobrveerwel Igrpue@paread | yor Ther e
anything with your arsenal. Ballreem, | understaniken up the mantle of paladin, of all things, and a
you have similar varieties of bombs? female monk who loves pain. We also have a wizard,
heéds kind of dangerous wi
[Ballreem] Obviously my preferred hurling weaponus now and again, and the

contains fire or explosives. However, if | preparedlways screaming and having odd lights or sounds
for them ahead of time, | could certainly use otheoming from him.
liquids in my bottles.

[Harliquinn] [From behind some trees, a small white

[Harliguinn] Day !l i en, I t ake i traggnoemérgee sittng onaan dark draychorse! The
bat fighter then? dragon is eating a sweet roll!]

[Daylien] Yeah, | prefer to stay near the back of thfbaylien] Oh yeah! [ Laughi ng]
group, out of sight. My early training involved hidingk a ki x at hr i x, heés an ol d
and attacking from the shadows. Doing this, | coulilom some goblins. He and | look out for each other.
usually place a shot i n[Daglienvsays something ia Braconic amddhe dragong ¢
from the action, though,insismee ohe thhme dr oclrlo sasrbd
range isndt as long as &a wowdeahdl i thibgy steo u gWWeelrv et
shot well. gether. Once | road him around a clearing taking

shots at some ogres who attacked us. Luckily for us,
[Harliqguinn] | can imagine. Ballreem, giventhe nat hey coul dndét catch hi m.
ture of your weapon, | guess you stay out of close
combat as well? [Harliquinn] | seel Sounds [|i ke
lot of adventures. You were talking about your tech-
[Ballreem] Well, I am not a girlynan, so l dont ni gues and how theybéve ch
mind getting into a scrap. | tend to use the throwing

devices to soften up my enemy before engaging th¢baylien] Y e a h | 6ve started pr
in a toeto-toe fight. Of course, since lamavery ng met hods. Il 6m able to
handsome gnome, | try o , _ now, using better arcs and
ensure that | do not get rj Answers for this I'B”etﬁ;‘ggg"(%g;’;%i‘g by: judging the wind appropri-
face cut as the ladies swa Marty Goff (Ballreem) ately. My aim has im-
whenever | walk into a b proved also, and | can hit
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vital areas a lot more than before. It helps to knowi ew i snét the time to go

how to really hurt someone. |l 6m planning to star
ing two of my repeating crossbows soon. Just have[tdarliquinn] Hmmm, sure, whatever you say. What
work out a way to get them to load themselves. about the dragon? Does he fight?

[Harliguinn] That candt be e as yDaylien] Yeah, Kakix is a great fighter. We train
around one another, and look out for each other in
[Daylienl Ther eds a gnome c | eomba. He likes@dreath ow Bverything, dreezing it
el s with us someti mes, tlodmeagtonnRormrséte wdr rhye, hlaes I
ideas to help. I think rigging up a small setof pullels ong t i me. Right now, heo
and springs might do t hiteyoutwantto keep himhappyhkeep hindveekfedn 6 t
understand there may be some magical spells that can
help. I think being able to use both crossbows in corfHarliquinn] 1 &6 | | keep that i n
bat, will give me a lot more chances to land a goadords of wisdom for our readers?
shot and do some serious harm to the creatures.
[Daylien] Always keep your eyes open, know your
[Harliguinn] Wow. | have some more questions foterrain and use it to your advantage. Never underesti-
you in a minute. Bal |l r emate anybnedn aything)eaadnleatn do knaynyour e
What advanced fighting techniques do you have? Beremies as well as or better than your friends.
sides blowing things up?
[Ballreem] Nice points, Daylien. | would like to add
[Ballreem] As | stated earlier, | definitely get into toethat you should always be aware of everyone and
-to-toe combat. However, | am much more effectiveverything in battle. It is much more difficult to hit
when my foe is being distracted by someone els@u if you are prepared for the attack.
When the foe is distracted, | can take the time to find
particularly painful spots to stick my sword. It doesfHarliquinn] | want to thank you both for your time,
n't take many times of me puncturing their kidneg nd al | owi ng me to i nteryv
before they stop fighting. If | am forced to fightfor your further exploits.
someone onenone, my quickness often makes it
difficult to hit me while giving me a good chance at Well readers, | hope you have gained some new
bypassing their defenses. knowledge into two more of the myriad of explorers
traveling our lands in search of adventure and treas-
[Harliqguinn] Ballreem, do you have other skills thaure. As always, remember you cannot always judge
help your group besides fighting? the danger of an enemy by their weapons. For even a
small crossbow or innocent looking bottle can be-
[Ballreem] Yes, | do. However, | am unable to disecome deadly in the right hands.
cuss such things at this time, and it would be best if
you did not bring the subject up again. Harliquinn Whiteshadow

[Harliquinn] How about you Daylien? What else do
you add to your adventuring party?

[Daylien] We | | |l 6ve always | ived outside, so | t ook
up some survival skills early on, tracking animals,
hunting, those kinds of things. | can scout for the

group as well, since | donodt wear heavy ar mor
carry a lot of equipment. Weaponsmithing is some-
thing 1 6dm skilled at al so, and even made some i

for the group. | have a few other skills, but this inter-
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This article is compatible with D&D v.3.5

ﬂfmy&%xx#x’ff? W
arning to Fight @

By Matt Halm, using Open Game Content fromDhhagonstaP | ay er 6 s Compani on published by

Anyone who finds and trai TABLE 5-1: COSTSAND TRAINING TIME
under a master of the ancient art$

called a student. A student may & Lesson XP Cost Gold Cost Time Cost Level Cap

gold and spend XP to learn a m&d 1 100 500 7 days 1
terdés secrets a en

own adventures. Typically, eafes ¥ 2 300 1,000 1 day 2
master offers a series of 10 lessd; ?. 3 600 1,500 2 days 4
each progressively more difficult § 2

learn. Once a student has lear 4 1,000 2,000 3 days 6
five or more lessons from a singg 5 1,500 2,500 4 days 8
master, he may in turn teach oth/&

t he tricks he k n 6 2,100 3,000 7 dayS 10
body of knowledge is known as a . ' 7 2,800 4,000 10 days 12
school, though his body of knowledge is rarely presented in a

codified manner. Instead, each master draws on his experienc: 8 3,600 5,000 14 days 15
and the' bits o_f knowledge gleaned' from_ older masters to form 9 4,500 7.000 21 days 18
the basis of his instructions. Despite this scattershot approach

over the decades and centuries, a few typical schools have 10 5,500 10,000 30 days 20

emerged that share the same lessons and knowledge.
Each lesson must be studied in order, from the first to t :
last. Therefore, a student cannot initially master the third less Children of the Blade
and then proceed to the fifth or first. Furthermore, it becorr
progressively more difficult for a student to learn the ways Lesson 1: Quick Reflexes
more than one school. The first school a student studies witl In any battle, quick thinking and quicker reactions can keep
known as his primary school. When training in schools ott a person alive. By placing students in dangerous situations and
than his primary one, a student must pay twice the XP costs inflicting electrical damage with various spells, the Children
he struggles to juggle his original training and his new talents. teach their students to react quickly and to use their intuition. In
The level cap listed on Tablelsreflects the general world- times of battle when fast reflexes and intuitive decisimaking
liness and experience a student should have before attemptir are called for, this training becomes very useful. This technique
master a specific talent. grants students a +1 bonus to attack rolls on any attacks ofrop- b
masterd6s and the pupil 6s e x portunity. \ st
may attempt to learn a lesson if he does not meet the level
but he must pay an additional 20% XP to complete his trainir _Lesson 2: Parry
The student struggles to keep up with the master and must Once the Children have imparted improved reflexes on their
vote additional energy to learning talents that are beyond students, they teach the ability to use those reactions to defend.
understanding. By watching melee opponents, the Children learn to see what
movements come before an attack. Such perceptive wisdom
when facing a real opponent allows the Children to better pre-
pare themselves to fend off an attack. This technique grants a
+2 dodge bonus against melee attacks. This technique is effec-
: : tive only against a single melee opponent. If the student is in
SChOOI Descrlptlons combat with more than one opponent, he must select which op-
The first school is from thé | ay er 6 s , @mlrisp ponent to use the technique against and this decision lasts until
used as an example. It has been modified slightly to ftamt he st udent ds next turn.
fantasystyle campaign.
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Lesson 3: Grace of the Fallen ity and grace until they can escape the mock battle without in-
As part of their training in dealing with not only other medury. This technique grants a +2 competence bonus on all Bal-

lee fighters, but also ranged attacks, the Children study howa&Bce, Escape Artist, and Tumble checks.

use cover and move as fluidly as possible. This technique al-

lows the student to stand up from a prone position as a free h&@sson 9: Smite

tion, rather than a mowequivalent action. The Children of the Blade generally view their skills as a
defensive art. Despite this predisposition, their abilities natu-
Lesson 4: Strike the Craven Blade rally also include more effective attacks with their weapons of

Mastery of melee combat requires that the Children nghoice. By practicing quick strikes at vital points and learning
only control their own weapon, but that they learn control diow to discern the most vulnerable areas of an opponent, the
their opponentso weapons as Childrenlearn how pest te grikendowngtheif fges. 3 Hhis teghi p
moves and attacks of their enemies, students learn how to attBikie enables the student to smite once per day, and the smite
their opponentsd weapons ef fMmesthejdgclaredybefore anyygllsaretmaden fhe gniite attgck 3

+2 competence bonus to disarm attempts and attacks againstitfec €i ves a bonus on the attachk
opponentds weapon. dom modifier (if positive) and a damage bonus equal to charac-

ter level.

Lesson 5: Rain of Steel
Though the Children focus on the use of melee weapors€SSon 10: The Art of Defense

they also train to use those weapons at a distance. At times, The final mastery for the Children of the Blade is to learn
there can be no substitute for ranged attacks and students of #gsart of defense. Multiple attackers challenge students so that
school learn to use their melee weapons as thrown weaponstﬂﬂy might learn how better to defend themselves against several
those moments of desperation. Thrown melee weapons of gacks while still maintaining the ability to inflict damage them-
studentos size or small er BYvgse This teghnjgyeyadlows thecsiudemh éoige thg total dep
Thrown melee weapons one size category larger than ti@s1se option in combat and still make a single melee attack. The

wielder have a range increment of only 5 ft. student gains the normal benefits for fighting with total defense
and may move his normal speed, plus make one attack at his full
Lesson 6: Shielding Blade base attack bonus.

The true test of the Children's philosophy is when they face . .
an opponent using ranged attacks. The same lessons of obshm-prOVISatlona| Combatants
i ng one 0s 0Opponent are o f us eAdeba? hollifgt theidWh B bal fodnt Ravis an@ Btfile N
With careful observation, timing, and quick reflexes, the Chllﬁghts that spring up in evergay areas, the improvisation com-

dren can often avoid ranged attacks. This technique grants agedant is never without a weapon as long as there is an odd ob-
dodge bonus against ranged attacks, as long as the student i§é"¢<@t|ying around.

in melee combat with any other opponents. Like parry, this

technique is only useful against one opponent at a time. Lesson 1: Hidden Weapon
. You never know what might happen, so you always keep a
Lesson 7: Favored Weapon dagger or other small weapon on you somewhere, such as in a

The majority of the training the school focuses on revolvesoot. The DC of anyone searching you for that weapon in-
around movements and tricks that can be applied to any weapgigases by +10.

This lesson is instead centered on a specific weapon. The Chil-

dren who are the accepted E‘@sédn‘??E?ottlé’lﬁrofiéiéhEy student 6s chos
weapon design a series of exercises and challenges.. Whe”_theYou can wield a bottle or tankard. A bottle does 1d6 points
student has passes all challenges, he has mastered this techn Llﬂudgeoning damage on the first hit and 1d4 points of slash-

Favored weapon grants the student a +1 bonus to attack rglis yamage on each hit after that. A tankard does 1d6 points of
with one melee weapon type. bludgeoning damage.
Furthermore, the selected weapon type is considered one

size category smaller for the student. Thus a human might learn .
to wield e{qlayge weapon in one hand, though even with tgis te;ﬂ-esson 3 Improved Unarmed Strike " .

nigue he could not wield two such weapons. A medsiza Just ln case you canot find
student might also learn to wield a Medisime weapon as if it
were light, making it easier to fight with two such weapons.

Lesson 8: Grace of the Cat the

As part of their continuing training, the Children of th
Blade stress mastery of acrobatic movement. Masters of
school teach their students by leaving them unarmed and
rounded by opponents. Students must learn to move with fl

idea of schools.
There are schoaklated feats that alter the way schools
work.

Just as there arelével prestige classes, there ark$s0
schools presented in this article.
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students trained in the art of improvisational combat learn to u
their fists as weapons. You gain the Improved Unarmed StriSChOOI' Related FeatS
feat. The following new feats are designed for players who are or
are planning to learn a school.
Lesson 4: Unarmed Objects
When the student learns the fourth lesson, they gain t||1eA|ready Know That
ability to use improvised weapons such as bottles as though they
were unarmed strikes, gaining any benefits associated with un-
armed strikes.

You think you already know a
Benefit: You may skip the first lesson (and pay no costs) in
a particular school, but you do not gain the benefit associated
] . with that lesson.
Lesson 5: Improvised Weapons Special: You may take this feat more than once. Its effects

'You can use nearly anything you find as a weapon, such @ not stack. Each time you take the feat you choose a different
chairs and candlesticks. No matter the item, it does 1d6 poiR{g,go|.

of damage. The type of damage varies on what object you use.

For example, a chair (like most objects) would do bludgeonin
but a butter knife would do slashing damage. ?t Makes Perfect Sense talV/e
You understand more than a typical student.
Wielders of the Pike Benefit: You may train in a lesson one lesson higher in a

h ) ) ) particular school than the level cap restricts you to.
The wielders of the pike focus on using polearms in combat  gpecial: You may take this feat more than once. Its effects

i they learn to wield them with deadly effectiveness, and cafy, not stack. Each time you take the feat you choose a different
use them in ways other combatants have never seen. school.

Polearms include the following weapons: glaive, guisarme,
halberd, lance, longspear, ranseur, and trident.

Lesson 1: Ankle Swipe

When a student Wielder of the Pike gains the first lesson,
they become able to use their polearm to trip their opponents.
The student gains the Improved Trip feat, but only when using a
polearm.

Lesson 2: Polearm Mastery

Upon learning the second lesson, a student gains the
Weapon Focus feat on a specific polearm. Students are trained
in the use of their chosen weapon, and learn to use it more effec-
tively than usual.

Lesson 3: Dexterous Moves

When fighting with his chosen polearm, a student who has
reached the third lesson may use his Dexterity modifier instead
of his Strength modifier when calculating attack rolls, as though
he has the Weapon Finesse feat. If he already has the Weapon
Finesse feat for his polearm, he gains an additional +1 bonus in
addition to his Dexterity modifier.

Lesson 4: Thrown Polearm

When a student learns the fourth lesson, they gain the abil-
ity to throw their chosen polearm as a ranged weapon. The
weapon has a range of 10 ft.

Lesson 5: Double Strike

At the climax of his training, the student learns to wield two
polearms at once. For his chosen polearm, he can wield one in
each hand as though they were -lamded weapons and as
though he has the twweapon fighting feat.
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Smith

By Matt Halm

A smith crafts weapons for local adventurers and tov =
guards. For the purposes of this article, a smith is considere CIaSS Sk”ls

blacksmith, that is he crafts only weapons. Many other types The class skills of the smith (sor

smiths also exist, however.

Class Features

All of the following are class features of the smith.
Weapon and Armor Proficiencies:If a smith has made a Cha
certain weapon or type of armor, he is proficient with it. Mo In addition to those skills, the s
smiths have made many of the types of simple weapons :skills to be class skills.
armor. In addition, a smith is proficient with (but does not wie Skill Points at 1st Level:(6 + Int

in combat) the malus.

Craft: A smith can make a certain weapon or armor quick

Str
Dex
Con
Int  Craft, Knowledge (armor, weal
Wis Profession

Skill Points at Each Additional L

than usual. He chooses one item at 1st level. For the cho%pm a smith can make it in half the time. When using the craft

TABLE 5-2: THE SMITH

Base Fort Ref Will
Level Attack Save Save Save Special

EEEEEP
+0 +0
EEEEE

4 +1 +2 +1 +1

EEEEE

6 +2 +3  +2  +2

FEEEE

8 +2 +4 +2 +2

EEEEE

10 +3 +5 +3 +3 Train apprentice

EEEEE

12 +4 46 +4  +4

EF FEEFE

14 +4 +7  +4 +4

EEF EEE

16 +5 +8 +5 45

EEEEE

18 +6/+1 +9 + +6

6
Fio e o re e
6

20 +6/+1 +10 + +6

12

skill to make the chosen item, make two checks for each week.

At 5th, 9th, 13th, and 17th level the smith can choose a new
item.

Train Apprentice: When he reaches 10th level, the smith
has gained enough knowledge about his trade that he is able to
teach others to do the same thing. There are several options
when training an apprentice.

NPC apprentice:A smith can train another NPC to be a
smith. The apprentice gains levels in the smith NPC class as he
watches and helps his master. For each year he serves his mas-
ter, he gains 1 level. After about 3 years, the apprentice has
enough knowledge to begin gaining levels on his own. A smith
can have a maximum of two NPC apprentices.

PC apprenticeA s mi th can train a P
prentice. The apprentice gain
prestige class (on page 11) as he watches and helps his master.
To gain a level in the class, he must gain experience as a normal
character would, and he must serve his master for one full
month (30 days). A smith can have a maximum of one PC ap-

ommonly known as a bl
mmer , i s us r c
wield a malus as a me
needs a Strength score
r has a Strength score bef
d the weapon, but sufférd
ith it.

nded exotic weapon.

tical Range Weight  Type
3 o} 20 Ib. Bludgeoning
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prentice. CIaSS Skl”S

The <cl ass

. ~ s mi
Smithdés Apprent
The smith is an expert at creating weapons, but he lacks fhex
first hand experience neededont o excel at hi T he
apprentice can, with training and help from his master, achieb@  Craft, Knowledge (armor, we
the same level of quality in less time. Wis Profession
Cha
I'n addition t I'1's
ClaSS Features choose any six skills to be class rto
Al'l of the following are cthogeshis mpstepchose. es o f 6s a
tice. Skill Points at 1st Level:(6 + Int
Weapon and Armor Proficiencies:In addition to the reg- Skill Points at Each Additional
uisite proficiencies (simple weapons, the malus, simple armor,
and shields), a smithdés apprentice gains proficiency with

weapon, suit of armor, or shield he creates.
Craft A smithds apprentice can make a certain weapon or
armor quicker than usual. He chooses one item at 1st level. For

the chosen item, a smithds apprentice can make it in hal
time. When using the craft skill to make the chosen item, make
two checks for each week.

At every |l evel after 1st the smithés apprentice can cho
new item.

Gaining Levels: In order to gain another level in this class,
a character must serve his master for one month with no inter-
ruptions in addition to gaining the necessary experience.

ts

a
ents:

ing or armorsmithing): 4 ranks.

ns or armor):4 ranks.

es:Simple weapons and malus.

: Simple armor and shields.

ined by a smith.

smithdéds apprentice, a character must ful fill

TABLE 5-3: THE SMITH &8 APPRENTICE

nSword @

is slightly shorter than a lor
Base Fort Ref Will S wide. A character can wit
Level Attack Save Save Save Specia h two hands, or with one if th

ll .+0 l-2 lO IO - itr.d is a onreanded exotic
2 +1

+0 +0 2nd Craft

E F I3 I e

4 +3 +1 +1 4th Craft
B e I4 [+ [+ hcan
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This article is compatible with D&D v.3.5

Dragonhide and Umberhulk Skin

Crafting Armor from Natural Defenses

By Matt Halm with John Bellando

Armor made from a creature you have slain is a | TABLE 5-4: ARMOR FROM CREATURES
of showing that you have defeated that monster in b

Everyone who sees you wear it knows of your bravery| Creature Armor Effect Salvage DC
To remove a piece of hide suitable for armor frol Bylette +8 AC bonus 22

creature, you must make a Survival check. The DC g ] )

check is listed on table-3: Armor from Creatures. Yg Chuul +5 AC bonus, immune to poison 22

must.haye either some sort of slashing or pierc;ing We& Dragon (Adul)  +10 AC bonus* 24

or skinning tools to remove the hide. If you simply ug _ _

weapon, you suffer &2 penalty to the check. If you u Black Acid resistance 20 24

skinning tools, you do not suffer any penalty, and if
use masterwork skinning tools you gain a +2 bonus t
check. Green Acid resistance 20 24

To create armor from the hide, you must make a
check. The DC of this check is equal to 15 + the a
bonus provided by the hide. White Cold resistance 20 24

The armor check penalties and arcane spell fa

Blue Electricity resistance 20 24

Red Fire resistance 20 24

changes for the various creatures are as follows. Brass Fire resistance 15, immunesteep 24
Creature AC Penalty Spell Failure o )
Bulette 4 20% Bronze Electricity resistance 15, 24
Chuul -2 10% . ) .
Dragon 3 15% Copper Acid resistance 15, immune stow 24
Formian -2 10% ) )
Gargoyle 2 10% Gold Fire resistance 15, 24
Hydra -3 15%
Mummy wrapping -1 5% Silver Cold resistance 15, 24
Phase Spider -2 10%
Purple Worm -3 15% +4 AC bonus, immune to poison,
Remorhaz -2 10% Formian (worker) petrifaction, and cold; electricity, 20
Umber Hulk -2 10% fire, and sonic resistance 10
Wyvern -3 15%
Gargoyle +2 AC bonus, DR 10/magic, freeze 20
There are a few special rules regarding some o Hydra +5 AC bonus, fast healing 15 22

armors.

Dragon: If you wear dragon hide, your future re Mummy wraopina +5 AC bonus. DR & Inerable to special
tions with dragons will probably be challenging. Thig Hmmy Wrapping Hs e pecl

usually only a problem for good characters wearing ¢

matic dragon hide. If the characters ever happen to Phase Spider +1 AC bonusgthereal jaunt 20
across a dead chromatic dragon, they are probably be Purple Worm +7 AC bonus 22
not salvaging the hide.

Mum?nyg Wrapping: The DC for salvaging Remorhaz *+5 AC bonus, heat 22
mummyo6s wrappings is 0, |UmberHulk +3 AC bonus, tremorsense 20 .ct -
ing the disease mummy ro ou
mi ght also risk the mummwyvern +4 AC bonus, immune tsleepand 20

*A dragon must be at least adult for its hide to be salvageable. For

dragons older than adult, instead of +10 AC, use half their natural armor

bonus (rounded down). The salvage DC increases by two for each age
increment beyond adult.

14 Tther 5 A



By Matt Halm

This article is compatible with D&D v.3.5

Vampire Fangs and Polar Bear C|aWS@
Crafting Weapons from Natural Attacks

TABLE 5-5: WEAPONS FROM CREATURES

Creature
Ankheg (claw)
Assassin vine (vine
Dragon (horn)
Black
Blue
Green
Red
White
Brass
Bronze
Copper
Gold
Silver
Drider (leg)
Gorgon (horn)
Howler (quill)

Manticore (spike)
Polar Bear (claws)

Skeleton (arm, leg)

Vampire (fangs)

Weapon Effect
Sickle; +1d4 acid damage
Whip; constrict 1d6+7

Dagger; with the following quality

+1d6 acid damage

+1d6 electricity damage
+1d6 acid damage

+1d6 fire damage

+1d6 cold damage

+1d6 fire damage

+1d6 electricity damage
+1d6 acid damage

+1d6 fire damage

+1d6 cold damage
Shortspear; poison (see MM)
Dagger; 1d8 damage
Rapier;-1 penalty to rolls
Rapier; 1d8 damage, 49/x2

Spiked Gauntlet; +1d4 cold

Club; +2 to attack rating

Dagger; blood drain

May/June 2003

Salvage DC
20
22
22
22
22
22
22
22
22
22
22
22
22
20
22
22
20

22

18

30

Using a weapon crafted from a creature you have slain
is often seen as the ultimate revenge against that type of
creature. When you wield a weapon made from the type
of monster you are fighting, you gain a +1 luck bonus to
attack rolls and damage against that creature.

To remove a claw, tooth, or other piece from a crea-
ture, you must make a Survival check. The DC of the
check is listed on table-%&: Weapons from Creatures. You
must have either some sort of slashing or piercing weapon,
or special tools to remove the item. If you simply use a
weapon, you suffer &2 penalty to the check. If you use
special tools designed for removing claws, teeth, and the
like, you do not suffer any penalty, and if you use master-
work tools you gain a +2 bonus to the check.

To create a weapon from the item, you need to add a
handle or haft to it. The DC of this check is determined by
the type of weapon to be made, as follows. Items where
the DC is 15 or lower do not require any additional materi-
alsi for example, the assassin vine functions properly as a
whip by itself, but a bit of fashioning is required to make it
easier to use.

Weapon Craft DC Materials

Club 15 n/a

Dagger 25 a sword handle
Rapier 30 a sword handle
Sickle 25 a sword handle
Shortspear 20 a pole or spear shaft
Spiked Gauntlet25 a gauntlet

Whip 15 n/a

Note that a sword handle simply refers to the type of
grip used on a sword, not a handle specifically designed
for a sword.

There are a few special rules regarding some of the
weapons.

Dragon:1 f you wield a dragond
the risk of angering other dragons. If you gained the horn
weapon without actually killing the dragon, or if the
dragon was already dead, you might be able to convince
other dragons of this. Such excuses will probably only
work for dragons of similar alignments to your own.
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Weapon Cards O,

By Matt Halm, Photograph taken by Matt Halm

Random Weapon

A deck of random weapon cards contains 22 cards: ace,
two, jack, queen, and king of each suit and two jokers. If you
use a real deck, the jokers do not need to be distinguishable from
each other.

When a card is drawn from a random weapon deck, the
weapon represented by that card appears in place of the card (the
card is destroyed in the process). The character may then wield
that weapon for 1 round, at which time the weapon disapper <
The weapon does not need to be drawn, and there are no ¢ TABLE 5-6: RAMDON WEAPON CARDS
penalties associated with drawing a card (such as attacks of Card
portunity).

All the weapons created by random weapon cards are m p
terwork unless noted otherwise.

Caster Level:10th; Prerequisites:Create Wondrous Item, 2

Weapon
Short Sword

Bastard Sword

major creation Market Price:20,000 gp. 3

Q

Throwing Cards )

Throwing cards are cards that turn into throwing weapo
when thrown. Throwing cards come in decks of 52. There
two types of throwing cards that turn into either throwing knive o
or throwing axes. Treat these magical items just like the wei
ons they turn into, except as noted below (a dagger is used J
the throwing knife).

Q
Cost
per deck Damage Critical Range Weight Type

Axes 1040gp 1d6 x2 10ft.  2Ib. Slashing A

Knives 520 gp 1d4  1920/x2 10ft. 1 lb. Piercing
2
J
Q
K
A
2
J
Q

Joker

Joker

16

Two-bladed Sword
Longsword
Greatsword

Club

Greatclub
Warhammer
Morningstar

Mace

Hand Axe

Battleaxe

Orc Double Axe
Dwarven Waraxe
Greataxe

Hand Crossbow
Light Crossbow
Repeating Crossbow
Repeating Crossbow

Heavy Crossbow

Draw again. That weapon is +1. If you draw the
other joker, draw again. That weapon is +2.
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