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The following is an excerpt from Throwing Dice Games' latest release Charader Customization. This is taken from
Part 4: Prestige Classs. In the sedions before this one is a primer on prestige dassdesign. The champion template is
one of four templates described. And the Orc Championis one of the sample prestige dasses.

PRESTIGE CLASSES AS TEMPLATES

Monster templates are one of the best things about the system. In
fact the ideashould have been pushed into more parts of the sys-
tem. Spellslike silent image, minor image, mgjor image, etc shoud
all be template-based. But, that is another book.

Prestige dases oud be viewed as templates. Most prestige
classes are designed all at once to fulfill a spedfic niche in a can-
paign. This is fine when only you and your players will use the
classbut goes awry when you want to transport the prestige dassto
someone dse's campaign.

Prestige dassdesign should come in two steps. In ore step, one
designs the mechanics of the dass In the other step, one designs
the campaign badkground d the dass You are freeto dothese two
steps in either order. The important part is to delinede the two
tasks. When designing prestige dasses for your own campaign you
will most likely perform the badkgroundstep first. But if you want
your prestige dassto be portable to ather campaigns, you should
design its mechanics first, independently of your campaign.

To make this easier, the layout of a prestige dass description
shoud refled the two steps. The mecdhanics portion of the design is
listed first as a template. It is followed by the ampaign spedfic
badkground along with ather template notes and additional re-
quirements.

THROWING IT ALL AWAY

Not al prestige dassconcepts make viable templates. While deve-
loping a prestige dassby separating the game rules from the role-
playing asped makes it easier to balance the dass Sometimes the
prestige dasstemplate is awkward to work with.

Other times the subjed matter of the dassdoes not lend itself
to having parameters. In these cases, add the flavor text diredly to
the template and the result is anormal prestige dassdescription.

PRESTIGE CLASS TEMPLATES

The medhanics of a prestige dassare mostly foundin these tem-
plates. The following sedion describes the format of ead prestige
classtemplate that foll ows.

PRESTIGE CLASS TEMPLATE TITLE

Describe the overall concept of the dass here. What niche does it
fulfill ? Explain why certain classes might be better off using it.

Template Parameters

This dion is only necessry for prestige dasses that improve a
normal ability that can be generalized to a similar ability. Typicd
template parameters are li sted below:

Parameter: Describe what the parameter shoud contain. Try
not to include too many parameters in a template & that can make
the write-up awkward. In subsequent sedions of the template, refer
to the parameter by pladng it in bradkets: [Parameter]. Typicd
parameters include skill s, wegpors, terrains, monster types, mon-
ster subtypes, spell subtypes, the dhoice between arcane and dvine,
etc. Skill s are the most frequent template parameters.

Requirements
Describe the requirements of the dass Requirements soud be
listed in this order. Omit elements that are not needed: Alignment,
Ability Scores (in a ®mma separated list), Base Attack Bonts,
Base Saving Throws (list individualy), Skills (listed individualy
indicating the minimum number of ranks needed, not the minimum
bonus), Feds (in a @mmma separated list), Spell casting, and Spedal
(for anything else).

Requirement: The level/rank of the reguirement or a descrip-
tion of it.

Class Features
List the dass fedures. Standard feaures dould be listed first in
this order, followed by template spedfic features: Hit Die, Class
Skill's, Skill Points at Each Level, Wegoon and Armor Proficiency
and Spell s per Day.

Feature: Eadh fedure shoud have its own paragraph describ-
ing it.

Class Table

The dasstable describes the dasss BAB, saving throws, when it
gains features and any other level based changes.

CHAMPION TEMPLATE

Champion is a prestige dasstemplate for any race or socia group
who supports fighting men to defend the group. Elite members of
thisfighting group can become champions of the group.

A champion's role is somewhat dependent on the group's
alignment and views toward fighting.

Template Parameters
The dhampion template has five parameters:

Inspiration M ethod: Usually Diplomacy but some groups may
favor Intimidating champions. Groups unified by monetary con-
cerns may even favor champions with high Bluff skill .

Required Feats: Two o more feas indicaive of the grougs
overall fighting style.

Bonus Feats: A list of 5 or 6 feds that improve upon the re-
quired feas and exemplify the group s fighting style.

Code: Thisisalist of 2 or 3 things that the champion is obli-
gated to do to retain his gatus as a champion of the group.

Redemption: A task an ex-champion must acomplish to re-
gain champion status.

Note: “Group’ is used to refer to the dhampion's affili ation.
Sometimes it is noted in bradkets when used like a parameter.
Other times the word group is used without bradets to aid read-
ability.

Requirements
To become a tampion, charaders must meet at lesst these re-
quirements:

BAB: +5

[Inspiration Method]: 5 ranks

Knowledge (tactics): 2 ranks

Feats: [Required Feats]
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Part 4: Prestige Classes

Class Features
The champion has the following class features:

Hit Die: d10.

Class Skills: The champion’s class skills are as follows:
Ability Skills
Strength Climb, Jump, Swim
Dexterity Baance, Ride
Intelligence  Knowledge (tactics), Knowledge ([group])
Wisdom Spot,
Charisma [Inspiration Method]

Skill Pointsat Each Level: 2 + Int modifier.

Weapon and Armor Proficiency: A champion is proficient
with all simple and martial weapons, light armor, medium armor,
and shields.

Restrictions: Champions must follow a code of conduct. Fail-
ure to obey these restrictions causes the champion to become an ex-
champion. The code of conduct includes: [Code].

L eader ship (Ex): The champion gains the leadership feat even
if he does not meet the requirements. The champion’s cohort is
always allowed to be no more than one level lower than the cham-
pion regardless of the champion’s |eadership score.

Bonus Feat: The champion gains afeat from the following list
at levels 2, 5 and 8: [Bonus Feats].

Boost Allies (Ex): The champion may take a standard action,
that does not provoke an attack of opportunity, to raly his alies.
All combatants who are members of the champion’s group who can
see or hear the champion’s rallying cry gain a +1 morale bonus to
all attack rolls, damage rolls, saving throws and skill and ability
checks. Boost Allies has a maximum range of 20 feet per champion
level. The bonus lasts one round per level of the champion. This
bonus goesup to +2 at level 7 and +3 at level 10.

Second Cohort (Ex): The champion gains another cohort as he
had taken the leadership feat a second time. The second cohort is
always alowed to be no more than one level
lower the champion’s level regardless of the
champion’s leadership score. The cham-
pion’s first cohort’s level may now be
equal to that of the champion’s level.

Ex-Champions
Should the champion fall out of
favor with his group, he
loses access to the
leadership  feat,
second  cohort,
boost alies
ability, and can
no longer gan
levels in the

champion
prestige class. Ex-
champions  who
fulfill the
[Redemption]
reguirement,

regain full access
to their champion
abilities and may

take  additional
levels in
champion.

Table 4-4. Champion Template
Base

Class Attack Fort Ref  Will

Level Bonus Save Save Save Special

1 +1 +2 +2 +0 Leadership

2 +2 +3 +3 +0 Bonus Feat

3 +3 +3 +3 +1 Boost Allies +1
4 +4 +4 +4 +1

5 +5 +4 +4 +1 Bonus Feat

6 +6 +5 +5 +2 Second Cohort
7 +7 +5 +5 +2 Boost Allies +2
8 +8 +6 +6 +2 Bonus Feat

9 +9 +6 +6 +3

10 +10 +7 +7 +3 Boost Allies +3

PRESTIGE CLASSES

These prestige classes are based on the previous templates. The
next section describes the layout of prestige classes based on tem-
plates followed by some sample prestige classes based on the tem-
plates and modifier templates described above.

PRESTIGE CLASS TITLE
Describe the campaign specific background of the prestige class.

Game Rule Information

Template: Indicate which template, and any class modifiers,
the classis based on (with any template parameters specified here).

Additional Requirements: List campaign specific require-
ments for entry into the prestige class here.

Additional/Restricted Class Skills: If necessary, list any
changes to the class skill list here.

If there are changes to any of the features, or additional restric-
tions, add them here. Although major changes are not encouraged
here, a template with a broad enough parameter might include a
~ feature here where the character locks the parameter
down when he takes his first level of the prestige class.
For example, the weapon parameter of the ranged
thaumaturge template might not be important to a certain
prestige class based on it. In this case, you would add a
class feature here that would force the character to choice
the ranged weapon instead of locking it down like the
Arcane Archer prestige class (below) does.

ORC CHAMPION

Charismatic orcs are rare and wondrous people. Without
the strength to back up their charisma, they become
rogues. Orcs respect fighting ability based on who is
standing at the end of a fight. The champion’s Boost
Allies ability helps increase the number of standing orcs
at the end of afight. Thisisthe sign of a great leader, an
orc among orcs.

Game Rule Information

Template: Champion [Inspiration Method: Intimi-
date; Required Feats: Power Attack; Bonus Feats. Bent
Charge, Great Charge, Great Sunder, Greater Bull Rush,
Improved Bull Rush, Improved Charge, Mighty Sunder,
Reckless Attack, Sunder; Code: That which is good for
the tribe must be done unless you can get away with;
Redemption: Single handedly defeat a known foe of the
tribe.]
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Licensing Information

Dungeons & Dragons® and Wizards of the Coast® are registered trademarks
of Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc., and are used
with permission.

d20 System’ and the ‘d20 System’ logo are trademarks of Wizards of the
Coast, Inc., a subsidiary of Hasbro, Inc., and are used according to the terms
of thed20 System License version 4.0. A copy of this License can be found
at www.wizards.com/d20.

Character Customizationis published by Throwing Dice Games. Visit our
website & http://www.throwingdice.com.

Open Game Content: Thetext of thiswork starting with the Introduction
and ending just before this Licensing Information sedionis Open Game
Content as defined in the Open Game License version 1.0a. No artwork or
text within any artwork is Open Game Content.

Product Identity: “Character Customization” and “ Throwing Dice Games”
are claimed as Product Identity in this work as described in Section 7 of the
Open Game License. No aher Product Identity is claimed in this work.

OPEN GAME LICENSE VERSION 1.0A

Thefollowing text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Re-
served.

1. Definitions: (a)"Contributors' means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative Mate-
rial" means copyrighted material including derivative works and transla-
tions (including into ather computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" meansto reproduce, license, rent, lease,
sdll, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not embody
the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Con-
tributor, and means any work covered by this License, including transla-
tions and derivative works under copyright law, but spedfically excludes
Product Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress artifacts; crea-
tures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and ather visual
or audio representations; names and descriptions of characters, spells,
Enchantments, personalities, teams, personas, likenesses and specia abili-
ties; places, locations, environments, cregures, equipment, magical or
supernatural abilities or eff ects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product iden-
tity by the owner of the Product Identity, and which specificdly excludes
the Open Game Content; (f) "Trademark" meansthe logcs, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License
by the Cortributor (g) "Use", "Used" or "Using" meansto use, Distribute,
copy, edit, format, modify, transate and otherwise create Derivative Mate-
rial of Open Game Content. (h) "You" or "Your" meansthe licenseein
terms of this agreement.

2. TheLicense: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. Y ou must affix such anatice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No ather terms
or conditions may be applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game Content Y ou indicate
Y our acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeng to usethis
License, the Contributors grant Y ou a perpetual, worldwide, royalty-free
non-exclusive license with the exad terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, Y ou represent that Y our Contri-
butions are Y our original creation and/or Y ou have sufficient rightsto grant
therights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion d this License to include the exad text of the
COPYRIGHT NOTICE of any Open Game Content Y ou are copying,
modifying o distributing, and Y ou must add the title, the copyright date,
and the copyright holder' s name to the COPY RIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agreenot to Use any Product Identity,
including as an indication as to compatibility, except as expresdy licensed
in another, independent Agreement with the owner of each element of that
Product Identity. Y ou agreenot to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunctionwith awork
containing Open Game Content except as expresdy licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not congtitute a chall enge to the ownership o that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. I dentification: If you distribute Open Game Content Y ou must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. Y ou may use any authorized version of
this License to copy, modify and distribute any Open Game Content origi-
nally distributed under any version of this License.

10. Copy of thisLicense: YouMUST include acopy of this License with
every copy of the Open Game Content Y ou Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unlessY ou have
written permission from the Contributor to do so.

12. Inability to Comply: If it isimpossblefor Y ou to comply with any of
the terms of this License with respect to some or al of the Open Game
Content due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so aff ected.

13. Termination: ThisLicense will terminate auitomaticdly if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination
of thisLicense.

14. Reformation: If any provision of this Licenseis held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make
it enforceable.
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