Skall Ability
Spelicrafi It
Cancentration Con
Knowledge {arcana) Int
Hide [cc) Dex
Move Sifently (<) Dex
Search joc) ; It
Spot [r_r_:: Wis

L Gear: ankpnck '|'..'lr|'| l.l-.n:ft‘l:-l-.lh. Ofe hi.u:,"-- ‘_|'_11| rafiomns 'bcdra]J_
gack, and flint and steel. Ten candles, map case, three papes of
parchment, ink. inkpen, Spell component pouch, spellbook.
Cuiver with 20 arrows,

Gold: 3de gp.

Alternative Wizard Starting Package
s elven wizard, excepi
{ Race: Human, dwarf, half-elf, half-orc, or halfling.
| Armor: Speed 20 bt (dwarf ond halfling only),
Weapons: Lighr crosshow (148, crit 19-20/=2, 80 ft, & lb., Pierc-
ing} instezd of shortbow.
Weapons: Club {(1de, crit =2, 10 fe, 3 b, Bludgeoning) insread
of A.TIJJ.:'[-:'I'."tI:IH.: h"’m'"L'- only’
skill Selection: Pick a number of skills {'(!II.‘I} ta 3+ Int modifier
{human only)
Bonus Feat: Skill Focus (Spellcraft or other skill) (human oniy),
Gear: Case with 10 boles instead of qurver with 20 armows.
- Gold: 2d4.
Gpome [liusionist Starting Package
As elven wizard, excep '
+ Race; Gnome.
Armor: Speed 20 fi.
WE:IPGHE.‘ Club (ids, crit =2, 10 ft, 3 |h.: J_'p|_|,|dé_r||:;;|ni_nﬂ:| instead
of quarterstaff.
Light crosshow (1d8, erit 19-20/=2, 80 ft., & b, Piercing) instead
of shortbow,
School Specialization: husion. Prohibited School: Enchantment.

prltbc\ﬂ]{: All o-level .-Ff||.-:. plll.\ color priay, stlend irhage, anid |

wmemon monster [; plus one of these spells of vour choice per polnt
of Intelligence honus: burning hands, ¢ause foar, mage armor, and
magic missile.
Gear: Case with 10 bolts instead of quiver with 20 arrows:
Gold: 2d4 gp

3 T

A character may add new classes as he progresses in levels. The
klass abilities from a character’s different classes add together 1o
fletermine the multiclass character’s toral abiliries. Mulriclassing
improves a character’s versatility at the expense of focus,

PHOW MULTICLASSING WORKS
Lidda, a 4rh-lavel L'-'.mu-:,n.i-:-.ult*. she wants tu:r-:x]:l:md hﬂrr-:]:mm:-in-*
by learning some wizardry. She locares a mentor who teaches her
the ways of 2 wizard, and she spends a lot of rime looking over the
shoulder of Mialee, her party’s wizard, while Mialee prepares her
spells each morning, When Lidda amasses 10,000 XF, she becomes
i Sth-level character. Instead of becoming a Sth-level rogue, how-
_gver, she becomes a #th-leve] rogue/1st-level wizard, Mow, instead
pf gaining the benefits of armining a new level as a rogue, she gains
benefits of becoming a 15t-level wizard, She gains a wizard's Hir
e (d4), 2 tse-level wizards +2 bonus on Will saves, and 4 skill
Jpoints (2 for one wizard level and +2 for her Intelligence bonus for
an ability score of 14) to be spent as a wizard. These benefirs are

added 1o the scores she already had as a rogue. Her base anack |
bonus, Reflex save, and Forttude save do not increase because |

these numbers are +0 for a 1st-level wizard. She goins 2 150-level
wizard’s beginning spellbook and spells per day. Her rogue skills
and sneak attack capability, however, do not improve. She could
spend some of her 4 skill points (o improve her rogoe skills, bu,
since they would be treated as cross-class skills for this purpose,
these skill points would each only buy half 2 rank.

On reaching 15,000 XF she becomes a sthelevel character She
n.l.l.'l.ll.l.l.‘S shed like to Comrinue :Elrlig the W'.mui p;||_:;'_-. a0 he in
creases her wizard level instead of her rogue level, Again she gains
the wizards benefits for attaining a new level rzcher than the
rogues. A a Ind-level wizard. she pains another d4 Hit Die, her
base artack and Will saves both goup by #1,she gains 4 skill points,
and she can now prepare another 0-level spell and another 1se-level
spell each day (as per Table 3-20: The Wizanl), Additionally, as a
ath-level character overall she pets her rhird fear (as per Tahle 3.2
Experience and Level-Dependent Benefits).

At this point, Lidda is 2 eth-level character: a 4th-level IDgUE;
Ind-level wizard. She casts spells as o 2nd-level wizard does, and she
smeak attacks as a 4th-level rogue. Her combar skill is a litle better
than a 4th-level rogue’s woulld be, because she has learned some-
thing about fighting during her time as 3 wizard. (Her base artack
bonus went up +1.) Her base Reflex save bonus is +4 (+4 from her
rogue class and +0 from her wizard class), better than a srh-level
wizard's bur not as goeod as a sth-level rogues. Her base Will save
bomus is «4 {+1 trom her TOLe class apd +3 from her wizard class),
better than a érh-level rogue’s but not as pood as a sth-level wiznds

At gach new level, Lidda decides whether 1o increase her rogue
level or her wizard level Of course, if she really wanrs 1o have
diverse abilities, she could even acquire a thind class, maybe fighter

CLASS AND LEVEL FEATURES

The abilities of @ multiclass characrer are the sum of the abilities of
each of the characters classes.

Lewel: “Character level™ is the total level of the characrer. Ir
derives from overall XP earned and s :r-:u_‘: {14] Liu:rr_'rnunr when
feeats and ability score boosts are gained, as per Table 3-2: Exper
ence and Level Dependent Benefits “Class level” is the leve] of the
characeerina particular elags, as per the individual class pables. For
a single-class character, character level equals class level

Hit Dtice: The character gains Hit Dice from each class, with the
resulting hit poines added wogether.

Base Attack Bonus: Add the base amack bonuses for each class o
Eet l:|1t' character's |:u:-'-: attack bonus. |l-l;||e_- resulr mng u.|:l.=|,- 1% 6 OT
highet, the churacter gets multiple artacks, Find the base amack value
on Table 3—1: Base Save and Base Attack Bonuses to see how many
additional attacks the charscrer gets and ar what bonuses. For
insrance, a éth-level ropue/th-level wizard would have a base amack
bonus of +6 {+4 for the rogue class and +2 for the wizard class). A base
attack bonus of +6 allows 2 second arrack with a bonus of +1 (listed as
i/ +1 on Table 313, even though neither the +4 from the FORILE NOT
the +2 from the wizard normally allows anexera amack.

The monk is 4 special case because her additional enarmed
attacks are betrer than her base artack bonus would suggest. Fora
multiclass monk fighting unarmed, the characrer muse either yse
the additional amacks given for her monk levels (only) or the addi-
tional attacks that are standard for her combined base antack bonus,
bt nat both. For instance, a 10th-level monk/7eh-level wizard has
a combined arack bonus of «10 {47 for the monk class, +3 for the
wizard class). Mormally, rhis would give her an additional atrack ag
+5 (+10/+5 on Table 3—1; Base Save and Base Artack Bonuses), but
she can instead rake the rwo additional unarmed arracks lisved for
a 10th-level monle. +4 and +1 (+7/+4,/+1 ot Table 3-10: The Monk},

Saving Throws: Add the base save bonuses for each class rod

gether, A 7ikblevel ropue/dth-level wizard gets +3 on Forritude

| =aving throws (+2 a5 a 7th-level rogue and +1 g2 a 4th-level wizard),

r6.on Reflex saving throws (+5 and +1), and +& on Will saving
throws {+2 and +4)




Skills: The characrer rerains and can access skills from all his or
her classes. For purposes of calculating maximum ranks, a skill is
clavs eleill if at least one of the characrers classes has ir 25 a class
aleill, The maxirum rank for a class skill is 3 + che character level

For a 7th-level rogue/4th-level wizard (an L ith-level character), a .
togue skill or wizard skill has a maximum rank of 14, For a cross- |

class skill, maximum rank is half the maximum for a class skill
If 2 skill is unavailable to a class (that i= if its an exclusive skill

thar a multiclass character's other class dossnt have access 1o), then |

levels in that class don't increase the mulriclass character’s maxi

mum ranks. For instance, the Ztholevel rogue/d4th-level wizard

would have a maximum rank of 10 in Use Magie Device, an exclu-
sive class skill for rogues. The exra four levels in the wizard class
do not increase the character’s maximum rank with Use Magic
Dhevice. Lil-u:wis:. the same character could have o maximum of 7
ranks in Scry, an exclusive skill for wizards,

Class Features: The character gees all class features of all classes
b must also suffer the consequences of all special restrictions of
all classes. ( Exception: A character who acquires the barbarian class
does not become illiterate.) Some class fearures don't work well
with slills or class features of other classes. For example, although
rogues are proficient with light srmor, & roguefwizard seill suffers
ATCane x]_'n:!] Filill.l.rl_' |_‘|.'.:r:'.|."|.-"\ il"wﬁnrmg ATTAOE,

I the special case of rurning undead, both clerics and experi-
enced paladins have the same abiliry. If the charscter’s paladin is
level 3 or higher, her effecrive turning level is her cleric level plus
her paladin level minus 2. Thus, a Sth-level paladin/4th Jeveel cleric
tuens undead like a Pth-level clerie

In the s‘p-:'-\.':u.l cuse of uncanny dodge, both experienced barbar-
iand and experienced rogues have the same abilicy. A barbarian,
rogue can rreat her barharian levels as rogue levels (or vice versa) to
determine how effective her uncanny dodge is.

In the special case of obtaining a familiar, both wizards and
sorcerers have the same abiliow A sorcerer/wizard can trear his
wizard levels as sorcerer levels (or vice versa) to determinge the
familiar’s natural armaor, Intelligence, and special abilities.

Fears: For multiclass characters, feats are received every three
character levels, regardless of individual class level (see Table 3-2:
Experience and Level-Dependent Benefirs)

Ability Increases: For mulriclass characrers, abilities are in- |

creased every four characrer levels, regardless of individual class
level (see Table 32 Experience and Level Dependent Benefits)

Spells: The character gains spells from all his or her classes.
Thus, an experienced ranger/druid may have che spell protetion
froin elemerits both as a ranger and as a druid. Since che spells effect
is based on the class level of the caster the player must keep track
of whether the character is preparing and casting protection from
glements as a vanger or as a druid.

ADDING A SECOMD CLASS

When asingle-class character gains a level, he or she may chocse 1o
increse the leve] ol ||i.5 [=]% ||1r| current class ot ;JLLLL up & hew class
at st level The DB may restrict the choices available according 1o
how he or she handles classes, skills, EXperience, and rraiming, For
imstance, the characrer mgy need to find a tutor to teach him the
vways of the new class. Additionally, the DM may require the player
to declare what class his or her character is “working on” before he
0T she makes the jump ro the next level, so the character has time
1o practice new skills.

The character gains all the 1st-level base attack bonuses, base
save bonuses, class skills, weapen preficiency, armor proficiency,
spells, and other class features of the new class, as well as a Hit Die
of the approprizte type. In addition, the character gets the new
class’s per-level skill points,

Picking up a new class is not exactly the same 25 starting 4 char-

acler in Thﬂ[ |:|as*. Some UF("IE l|:|l.'1'|'i"|-lli'.L {UE i ]'Sl'l.t"-'l.'l. 1""'“1'-{':['31 |

lots of tme to practice. When picking up a new class, o characteg
does not receive the following starting bonuses given to characters
whio begin their careers in that class: -
4

Maximum hit points from the first Hir Die.

Cuadruple the perlevel skill points.

Starting equipment.

Starting gold.

An animal companion (druid only}

ADVANCING A LEVEL ]
Each time a multiclass character achisves a new |.L"r'|.'|.. he or S.Eu‘.'r
either increases one of his or her current class levels by one of
picks up a new class ar 151 level. Il

When a multiclass character increases one of his or her classes
by one level, ke or she gets all the standard benefis thar characrers
get for achieving thae level in thar class: an extra Hit Die, possible
bonuses in sitacks and saving throws (depending on the class and

| the new level), possible new class features (as defined by the class)

. new spells, and new skill points. ]

Skill points are spent according 1o the class thar the multiclasy
characrer just advanced in (see Table 4—1: Skill Points per Level)
page 58} Skills purchased from Table 4-2: Skills are purchased a
the cost appropriate For that class,

Rules for characters bevond 20th level (including multiclass -:har-:
acrers beyond 20th level) will be covered in an upcoming rulebook)

XP FOR MULTICLASS CHARACTERS
L‘.If-ve!o'["ins and m:i.nt:l.n'ing sleills and ahilities in more than o -[
Class is demanding. Depending on the characters class levels
race, he or she might or might not suffer an XP penaloy

Even Levels: If your mulriclass character's classes are nearly the
same fevel (all within one level of each other), then he or she
balance the needs of his or her classes and suffers no penalry. Fog
instance, a 4th-leval wizard,3rd-level rogue suffers no penalty, nog
does a 2nd-level fighter/2nd-leve] wizard/3rd-level rogue

Uneven Levels: 1 any two of your muliclass character’s classes are
rwa or mare levels apart, the srain of developing and maintaining
different skills ar different levels takes its toll, Your multiclass charse:
ter suffers 8 —20% XP penaley for each class thar is nor within one level
of his most experienced class These penalties apply from the moment
the chatacter adds a class or raises a class’' level too high. Forinstance,
a4th-level wizard,/ 3rd-level rogue gets no penalty, but if that chamctes
raises his wizard level to Sth, then he would receive the —20% penalry
from that point en until his levels wers nearly even again.

Races and Multiclass XP: A racially favored class (see the indis
vidual race entries in Chapter 2 Baces) does not count against the
character for purposes of the —20% NP penalry In such cases
caleulate the XP penalty as if the charscrer did not have that clas
Forinstance, Bergwin is an 1 1th-level gnome chamcter (2 9th-level
rogue, 2ad-level illusionist). He suffers no XP penalry because hel
has only one nonfavored class, [Ilusionist is favored for gnomea]
Suppose he then achieves 12th level and adds 1se-level fighter to
his classes, becoming a %th-level rogue/2nd-leve] illusionisy s
level fighter. e suffers 2 —20% XP penalry on furure XF he eam
because his fighter level is so much lower than his rogue e
Were he awarded 1,200 XP for an adventure, he would receive S0
of that amount, or 360 X, If he tose 1o 13th level and picked up 15
level as a cleric, he would suffer a —40% XF pernalry from thenon

When determining whether s mulriclass characters classes ang
even, do not count the chameter's fvored class, A dwarven 7ih-le
fighter/ 2nd-level cleric suffers no penalry, nor does he when he add
tst-level rogue to his classes since his cleric and rogue classes an
only one level apart. Note that in this case clede eounrs as his hig
et cluss, not Gghier, because fighter is favored for dwarves.

A humans or half-elf's highest-level class is always considered

his or her favored class




