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his book, the Player’s Guide, offers suggestions for playing the
new Arcana Unearthed races and guidelines for how they inter-
act together. You'll find archetypes that go along with each new
character class to help define what the class is, what actions characters
with that class might take, and what backgrounds they might have.

The Player’s Guide also contains notes and guidelines for convert-
ing material from 3rd Edition core rules products (original and
revised) or other Open Game Content sources compatible with the
core rules (like Malhavoc Press’s Book of Eldritch Might or Book of
Hallowed Might, for example) for use in an Arcana Unearthed game.
Using this guide, you can easily incorporate Monte Cook’s Arcana
Unearthed with the other material. Add favorite spells to your Arcana
Unearthed game, import some of the new classes from that book into
a campaign you've been running for years, throw it all together at

once—whatever you want to do, here’s how to make it happen.

CHARACTER SHEETS

Each Arcana Unearthed character class has its own sheet, stagtire/n
page 19. (Multiclass characters should simply use whatever shzgS\ms

to work best for them.) On page 30 you'll find a single “hacN\gs%e” to

employ for all characters. You may photocopy any of g sheets for
your own personal use. They have been designed famyyN to copy the
back page onto the reverse of the sheet speg/#: t{@; character.
Note that the sheets’ Class Abilities sect@letimes presents a
blank line, such as, “This power is usable times per day.” Fill in
this value, which is a variable (probably based on the character’s level,
ability scores, or a combination of both). Consult the rules to determine the
value. Of course, it may change as the character progresses. Check the
box next to each ability when you reach the level required to gain it.
The back page lists all the Arcana Unearthed skills. Underline
your class skills to help remind yourself which ones cost you only

1 skill point per rank.

DM’sS SCREEN AND PLAYER’S
REFERENCE CARD

Two other components in this product are the DM’s Screen and the
Player’s Reference Card. The screen has two main purposes: to
shield the DM’s notes and die rolls when necessary, and to provide
charts the DM needs to reference frequently. The DM might also
paper clip important reminder notes to the screen. Sticky notes
work as well for this purpose—just make sure you don’t cover up a
portion of the screen that you need.

The Player’s Reference Card on the inside cover is like the screen,
but it’s meant to be kept out on the table so players can see and
share it. It contains a number of handy charts and rules they may

need to reference when using skills or attempting certain actions.

INTRODUCTION 3
Choose Your Destiny

Monte Cook’s Arcana Unearthed pVovides a whole new way to p/uy the d2o System game you most /i/ee/y a/read}/ know.

To make it even easier, this product provides tools and aids forDMs and p[ayers alike.

USING THIS BOOK

This book refers not only to spells, feats, and other rules introduced
in Monte Cook’s Arcana Unearthed, but also to those from the three
Core Rulebooks: the Player’s Handbook, DMG, and the MM.

Bonus source material and ideas to augment the information in
this Player’s Guide appear on Monte Cook’s website. Find the links
to these free web enhancements at the book’s product page online
at cwww.montecook.com/mpress__Screen.html>.

This rulebook is protected content except for items specifically called
out as Open Game Content on the title page. For full details, turn to

page 31. Open content is not otherwise marked in the text of this book.
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CHAPTER ONE

1, | Playing Arcana Unearthed PCs

| Humans, enslaved by draconic dramojh for centuries until cmanciputed by the gz’unts.“sibeccm’, raised up to civilization from their beast/y
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layers using Monte Cook’s Arcana Unearthed face some
new and interesting challenges in the roles that they can
play. New races, new classes, new feats, new spells—it can be
a lot to take in. This chapter should help players get an idea of the

archetypes and roles available to them with these new options.

PLAYING THE RACES

The races in Monte Cook’s Arcana Unearthed aren’t just humans in
various costumes. They possess deep emotional and philosophical
differences—not so many that the distinctions cause conflict, but
enough to encourage interesting interactions. Below is a discussion

of each race and what it is like to play a character of that race.

HUMANS

Humans are probably the easiest race to play, because we all under-
stand what it’s like to be a human. Humans are you and I, in real life.
Because we all have the most experience with humans, they also con-
stitute the broadest and most well-rounded Arcana Unearthed race.

Humans do face some interesting roleplaying challenges,

however. Unlike some fantasy milieus, in Monte Cook’sArcan@
Unearthed, humans are not the dominant race (although thay

might still be the most numerous). Each human mum%rn(\b'

grips with the presence of giants in their land. Once}um/)ns
were well on their way to being truly dominant, until they were
enslaved by the dramojh. Nearly a millennium later, the giants
liberated them. How does this history affect each individual’s
outlook on the world? It's now been hundreds of years since the
days of slavery (so no human actually remembers the dramojh).
Most humans still appreciate and respect the giants for what
they did, and what they continue to do—safeguard the lands
they control, build fantastic cities and roads, and generally
improve the quality of life. A minority, however, resents the
giants and believes that they should either relinquish their posi-
tion or leave the realm altogether. A small number of these
dissidents actually want to drive the giants back to their
original homeland by force.

Humans are no more or less likely than any other race to fill the
ranks of a particular class.

Favored Drink: Any; Favored Food: Any; Favored Weapon: Any

FAEN

Nimble, fleet of foot and quick witted, faen are exactly what you're
looking for if you like the idea of the legendary fey, of characters
who favor quickness over brute force, or of characters who can't be

measured by their stature.

\ omgins e mojh, sc]ftmnsﬁ)rmed into 5116115 ofhumanity .. .facn, LVJ’IO were O/d when thﬁ WOV]d wasyoung: T]’ICSE are fhﬁ [)/aycr chamct@r

races of Monte Cook’s Arcana Unearthed.

Loresong and quickling faen make up an intertwined society. They
refer to each other as “cousin,” and biologically they are 100 percent
compatible. There are no faen halfbreeds; no matter what the parent-
age, a child is either fully loresong or fully quickling. Genetic throw-
backs may occur, however—so mixed is the society that it is not
uncommon for two quicklings to sire a loresong or vice versa.

Undergoing the metamorphosis into a spryte is something no
faen does lightly, because it is a permanent change. About one in
six faen metamorphose at some point in their lives. Becoming a
spryte doesn’t really change one’s outlook: Sprytes still display the
personality traits of the faen type they once were, and of the indi-
viduals they once were as well. Only their form differs. Of course,
the change its2lf, and adapting to the new form, its abilities, and its
limitati.o\%ring about change in some individuals. More than
otherQgeMN\gYytes often leave their society to discover the world,

explore nure, or just to be on their own.

\4e . value security and safety. The typical faen wants nothing

N than to settle somewhere safe and live a pleasant, peaceful life

ith friends and family. Aspects of faen psychology, however, work
counter to such a life. For one, many faen are extremely curious
explorers who pursue new discoveries. Loresong faen often seek
new mystical wonders or magical spells, while quicklings commonly
seek wealth or riches. Sprytes might aim for either.

Faen are also somewhat frivolous. While they enjoy security, they
rarely plan too far ahead. They live more for the moment than for the
long term, and they value things like laughter, song, and strong posi-
tive emotions more than humans do. This attitude sometimes leads
them into “trouble” (by human standards) down the road, forcing
them to leave the safety of their homes to take care of a problem that
they perhaps could have foreseen but did not. It should be noted that
while faen love laughter, they are not practical jokers or tricksters.
They would rather tell a joke than play a joke on someone. Faen
would find a practical joker disruptive and annoying, not funny.

When you play a faen, your actions shouldn’t be considered reck-
less, but they might be seen as not well thought-out (by non-faen, any-
way). This doesn’t make faen unwise or foolish, however. Their curios-
ity has led to amazing discoveries, and the success of their civiliza-
tion over the millennia is testimony to their bravery and ingenuity.

Loresong faen are most often mages of some kind: magisters,
runethanes, greenbonds, witches, or mage blades. (Faen are most
often wind, winter, or wood witches.) In the eyes of many
loresongs, a mage blade is a warrior. Still, some loresong faen
become akashics (or more frequently, multiclass akashic/magisters
or akashic/mage blades), and even champions, oathsworn, or unfet-

tered. They are almost never warmains or totem warriors.




Quickling faen take advantage of their agility and speed to become
unfettered, totem warriors (usually hawk or wolverine totems), cham-
pions, or mage blades. Although occasionally members of other class-
es, they almost never become warmains. Faen champions usually fight
for freedom, life, faen, or the Harrowdeep forest.

Most sprytes one encounters are spellcasters of some kind. Their
stature impedes their effectiveness as warriors but proves an advan-
tage when it comes to spellcasting, and the fact that they can fly
above their foes helps keep them safe.

Favored Drink: Sweet wine, spiced cider; Favored Food: Wild

game, fruits, and sweets; Favored Weapon: Bows.

GIANTS

There’s just something about playing a character who towers over
the rest of the group and most nonplayer characters you encounter.
That great stature, coupled with the giants” mastery of the land,
makes them an attractive race to almost any player.

An ancient race, the giants’ history in the current realm goes
back only a few hundred years. Still, their influence extends over all
aspects of society. The fact that standard doorways wherever you go
are 10 to 15 feet high and hallways are 10 feet wide is just one proof
of their predominance.

Giants are warm hearted and genuinely friendly unless given a
reason not to be. When angered, though, they become terrible to
behold. They are not frivolous, but they value humor, song@

as the bestial giants found in other games. Even a not-gQ~ t

uals as much as they value food and air. Don't play these Q TS

giant is no crude beast-man.

And of course, giants are in charge. As stated in jag "W
Campaign” sidebar in Monte Cook’s Arcana Uy, ,v.rt}@s'ist the temp-
tation to play all giants as authoritarian heav@ner than focus on
the fact that they are in charge, focus instead on why they want to be in
charge. They are caretakers and stewards—they want to see the land
and its people preserved. They want only what's best for everyone.

In an adventuring group, it’s natural for a giant to assume a
position of leadership (although it’s not always natural for everyone
to accept that). However, a giant normally does what's best for the
group—whatever that may be. Giants are often more willing than
members of other races to put themselves at personal risk to help
someone else, but they don't take foolish chances. In fact, giants are
usually quite wise and consider their actions carefully.

Frequently warmains, giants are well represented in every class
(except perhaps unfettered, for few giants appreciate their wild,
abandoned look upon life; totem warriors are also a less common
choice). They are more likely magisters than witches or runethanes,
more likely greenbonds than mage blades, more likely champions
than oathsworn. But all are certainly viable choices for a giant.

Favored Drink: Strong spirits, ale; Favored Food: Fruits and vegetables

(meat in small amounts); Favored Weapon: Heavy swords and axes.

LITORIANS
Litorians are impressive in stature and in their honor-bound

nature. Anyone who calls them cat-people doesn’t understand them
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at all. With due respect to cats, these are not aloof, self-interested
felines, but proud warriors and hunters who are principled and
thoughtful in their actions. They ascribe high importance to the
well-being of their allies, their families, and their people.

Also, do not dismiss them simply as primitive hunters. The litorians
have been around as long as the humans or the faen, and know much
about those two races and the cities they build. The litorians, however,
have rejected the ways of the other races to embrace their own.

Litorians are noble and value personal honor very highly. They
also closely guard their image in society. Litorians teach their chil-
dren that to be caught in a lie, to be seen as a failure, or to be called
a coward are all fates as
bad as death. Some lito- Exceptions

rians take this ideal to Of course, there are exceptions to every rule.

There are cold-hearted, cruel giants, caring and
loving mojh, and loresong faen warmains who
have no patience for magic. These sections
speak only of generalities and the most
common members of each race.

mean almost never
speak, attempt only
what one is good at, and
never turn from a fight,
no matter what the
odds. These points of
\@however, border on the extreme. Most litorians realize that

.\cer c holds more importance than action. Abandoning a fight is

\lvt cowardly when one has no chance of winning. There is no

shame in failing at an impossible task. And a statement is never a
true lie if you believe it when you say it.

Other things, however, can shame a litorian as well: associating with
honotless people, betraying a friend, dishonoring or betraying your par-
ents, failing to repay a debt—or worse, failing to recognize when you
are in someone’s debt. One who saves the life of a litorian usually finds
that litorian swearing to aid him in a great task. Litorians have a strong
sense of lifedebt and will go to great lengths to repay their saviors.

When you play a litorian, carefully consider your actions. When
you make a friend, stick by that friend no matter what. When you
make an enemy, strive against that enemy with all your might. (And
thus do neither lightly.)

Litorians are most often unfettered, totem warriors, oathsworn, or
greenbonds. They are less frequently champions, akashics, witches,
and mage blades. Litorians rarely become warmains, magisters, or
runethanes. Of course, it’s certainly possible—even likely—that there
exist exceptional litorians who gird themselves in heavy armor, or to
spend months studying massive tomes on magic and live their lives
in the crowded cities of the land. Exceptions simply prove the rule.

Favored Drink: Water or whiskey; Favored Food: Meats; Favored
Weapon: Clubs and maces (and bolas).

M OJH

The word “mojh” is meant to make one think of the dramojh. It’s meant

to convey power and engender respect—and perhaps a little fear.
Mojh don't really look much like the dramojh did. They are

vaguely draconic humanoids (dramojh were not humanoid at all)

and seem nothing like the humans they once were. They dwell apart

from humans and other races most of the time. Their communes

are isolated and often secret.
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Two qualities intrinsic to the mojh race shape their outlook.
First, each individual mojh chose to be a mojh. (There are mojh
who were forcefully transformed by other mojh, but these are faitly
isolated incidents.) The process by which a human transforms into
a mojh is not easy, and few go into it lightly. One needs to have a
real disdain for one’s current identity to undergo such a change,
and one must have a real need to live separate from others who
were once of his or her kind.

Second, mojh are genderless. Biological urges to mate or emo-
tions like love do not drive them. In fact, they are fairly emotionless
compared to humans. They devote that mental energy and that time
to other pursuits—usually in developing their minds, their bodies,
or their magical abilities. Each mojh thinks of itself as a work in
progress, steadily improving all the time.

Monte Cook’s Arcana Unearthed has no system of alignment; thus, to
say that the mojh lean toward “evil” is too simplistic. The game offers
no actual definition of good or evil. As in the real wotld, each individ-
ual must define those terms. That said, any beings who willingly pat-
tern themselves after the dramojh are easy to label as evil. To be sure,
many members of the other races do just that. They see the mojh’s
fascination with the dramojh and even with dragons as abominable.

Mojh do not trust others easily—even other mojh. They often
assume that others will dislike them, and their naturally devious

minds take for granted that most other people are just as devious as

Quickling Faen

they. Even a mojh who would not betray another sees betrayal in
others quite easily.

Mojh characters challenge their players, as they are not the most
likeable creatures by most standards. Those mojh who do associate
with others, however, learn to adapt and fit into standard society.
(They also often use hooded cloaks or other simple disguises to avoid
drawing attention.) You're not likely to see, in most communities, a
mojh in a social position—a shopkeeper, an entertainer, or a leader.

Mojh are very often mages—runethanes, magisters, mage
blades, and witches (usually iron or mind witches). They seldom
appear as akashics or greenbonds, and even more seldom as unfet-
tered, oathsworn, or totem warriors (usually serpent or shark totem
wartiors). They almost never become champions or warmains; the
rare mojh champion usually champions its own race.

Favored Drink: Tea; Favored Food: Meat (cooked well done);

Favored Weapon: Rapier or short sword.

RUNECHILDREN

Runechildren are chosen, almost messiahlike figures. Only some
see themselves that way, however. Others see the gift of the rune as
a responsibilizz or even a burden.

Beca1\ne Jhildren can be members of any race, it is difficult

*

to pix&\uo many defining characteristics. They normally feel

obligated ™ help those in need when they come upon them, cham-

Y

Loresong Faen Giants
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