Lareth the Beautiful

Male Human Clr7

Medium-Size Humanoid (human)

CR: 7

HD/hp: 7d8+21(60) (max 87)

 Initiative: +7

Speed: 30 ft.

AC: 14 (touch 13, flatfooted 11)

Attack: +11 melee (1d6+6 masterwork quarterstaff)

Special Attacks: Rebuke Undead 1/day

Special Qualities: Insanity

Alignment: CE

Saves: Fort +8, Ref +5, Will +8

Abilities:
Str 18 (+4), Dex 17 (+3), Con 16 (+3), Int 9 (-1), Wis 19 (+4), Cha 6 (-2)

Skills and Feats: Concentration +7, Diplomacy +4, Knowledge (religion) +3, Spellcraft +5, Combat Casting, Improved Initiative, Power Attack, Weapon Focus (quarterstaff)

Insanity (Ex): Insanity Score 3. Wis 22 (+6) for bonus spells and DCs. Wis 16 (+3) for all other Wis based checks. 

Spells Prepared: (6/7/6/4/3) base DC=16 + spell level

0-level: detect magic, guidance, inflict minor wounds, light, read magic, resistance

1st-level:  bane, cause fear, divine favor, doom, protection from good*, sanctuary, shield of faith

2nd-level:  bull’s strength, death knell, endurance, Tharizdun’s touch* (3)

3rd- level: dispel magic, invisibility purge, rage*, searing light

4th- level: confusion*, greater magic weapon, poison.

*Domain Spell. Deity: Elder Elemental Eye. Domains: Evil (cast evil spells as 8th level)

Madness (1/day add Insanity score to Wis-based roll).

Possessions: Bracers of armor +1, cloak of arachnida, masterwork quarterstaff.


Siobharek and Others' Take on Roleplaying Lareth the Beautiful

Lareth's been cheated and robbed more than just about anyone in the module. He worshipped a demon who turned out to be just a tool for a greater evil. His back-up deity (Lolth) was also duped. He lost his life, his good looks, and probably his religion. Driven insane he now worships Tharizdun, but is still seething with resentment, hate, and sorrow.

This guy had it all. In spades. He's pining for something which is irrevocably lost, and something - whispered promises in nightmares, the comfort of worshipping something, or maybe old-fashioned hope - keeps him going, day after tortured day. There's also an element of a Vietnam Vet in the woods in his psychological makeup. He gave everything for something that turned out not to be so glorious as he thought. It’s got to make a guy pretty bitter.

Abelard

There was a campaign log I read here... sorry I don't remember the poster or I would give full credit. Anyhow, that log described an encounter with Lareth where he didn't reveal his true identity and just conversed with the players. Later on, one of the player characters needed to be raised. The group was trying to convince Y'dey to do it, but she was being her strict lawful self and didn't want to do it. Lo and behold, Lareth shows up in Hommlet to vouch for the characters based on that earlier encounter. Result: the PC got raised, and Lareth got tried and executed for his past crimes.

So I'm sure I've totally butchered the details of that story... it doesn't make too much sense the way I've written it out, but it made sense in context. Anyhow, Lareth showing up in Hommlet for a verbal showdown with Y'dey was a bit too melodramatic for my tastes, but I liked the idea of having Lareth be someone to talk to rather than just another stat block for the PC's to fight. (There are enough other stat blocks to fight in Nulb.)

This is the way I played him: he was out walking when the party scout did his invisible flyby (just based on some arbitrary % roll). Then, the party entered in force, and walking up to his house (the old herb shop), noted this scarred ugly guy sitting on the porch, smoking a pipe and generally acting oblivious to his surroundings. This actually scared the crap out of the players - this guy is just sitting here casually smoking a pipe? In NULB? With sunset only an hour away? He must be TOUGH! (I didn't ask them, but I'm sure they thought he was a couple of levels higher than he really is.)

So one of the more diplomatic PCs approached and engaged him in conversation. Lareth told them his name was "Laurence", and that he lived here in Nulb because the weather suited his mood. And yes, it's always either raining or cloudy, and yes, that always matched his mood.

The PC went on to invite "Laurence" to eat dinner with them. He got a good result on his diplomacy check, so "Laurence" agreed. (essentially upgrading his reaction from unfriendly to indifferent.) He suggested they go to the old inn by the river as there wasn't enough room for everyone in his little herb shop. (heh heh. he was also thinking, hey, it might be slightly amusing to see these clowns encounter Wat the ghost.)

So off they went to the inn. They got to talk a little before someone went off to explore behind the bar, awakening Wat... I tried to play Lareth as being apathetic above all else, and beneath that seething with resentment over how the cult deceived him all those years, and angry over the resurrection that left him scarred and ugly. He told them of the history of Nulb, and that he'd been living there pretty much ever since the town was abandoned.

So some fun with Wat ensued. I'll tell you, if Lareth decided to turn on the party at that moment, they would have been in serious trouble! Instead I continued to play the apathetic angle. About halfway through the combat, Lareth sighed, said "I'm bored," and started walking slowly away. After they finished off Wat, some of the PCs ran after him and convinced him to return. There was some dialogue like this:

PC: "Hey, did you know about that ghost?"

Lareth: "Yes. I knew that man in life - he was a real bastard. Sorry, I didn't know he'd attack you. [lie] He never bothered me after he died, anyway."

PC: "Why not?"

Lareth: "I don't know." <sigh> "He probably didn't want me to rebuke him."

PC's: "REBUKE???" <gulp>

Lareth also spoke disparagingly of "do-gooders", and revealed that a "do-gooding bitch cleric of St. Cuthbert" had messed up his face. He also told the PC's that he figured they were do-gooders too, but they had treated him respectfully

Eventually, one of the PC's asked him, "What god do you worship?" (The other players cringed!)

I decided this was the magic question, since that was at the heart of his "betrayal" at the hands of the cult. For the first time he started showing some emotion: anger. "What god do I worship? What god, indeed? It took me years of pain to learn the true answer to that question... I will answer the question for you, but not for free, since I had to pay such a high price."

At this point Lareth asked for 300 gp for his story. This was probably too low, but was just the number that popped into his head. Besides, I figure he doesn't have much use for money, it's more the principle of the thing.

So after the party ponied up the gold, Lareth revealed his true identity, and told his story of being master of the moathouse. He told them that he though he had been worshipping the Elder Elemental Eye, but now knew that that god was just a front, and that he'd been serving Tharizdun unknowingly the entire time. Tharizdun and his priests had merely used him, manipulating his desire for power, and then abandoned him.

That was pretty much it. After that, Lareth declared that he was tired, he was going home, and he didn't particularly want to see the PC's again anytime soon. And so off he went!

It was fun to run him this way. I think it actually creeped out the players more than just having him attack, and it made Nulb a lot more interesting.

Sarkyn

Basically, I wrote myself some "pre-canned" lines, and while I ad-libbed answers to their questions, I found ways to fit these pre-canned lines into his dribbling, long rants. That managed to give them all the facts they needed to get, without forgetting any, and without having to stop concentrating on "playing the role".

Some of these were:

"Of course I know of the Temple. I *lived* there, you fool! I know more of the temple than even the Gods do!"

"Once Gods craved my time, they vied with each other for my attention - but now I am ignored."

"They were all fooled, you know. The Priests, AND their gods"

"They've gone, the priests. They left me behind to rot with this town."

"Once the world and its gods followed my every move, now even if they looked this way there wouldn't be anything to see"

"I am left with this town, and my secrets, oh yes I have such secrets"

"I was once so powerful, and... and... beautiful"

These sorts of statements gave me a character who was mad enough that he didn't smite the pc's as soon as he arrived, but left such a mark on them that they will *never* forget him. When they meet him again in the latter stages of the adventure, and then when they *realise* who the Champion of Elemental Evil is, they will be even more gratified and rewarded and horrifed that they didn't at least TRY to kill him at the time.

0-level

Detect Magic
Universal
Level: Brd 0, Clr 0, Drd 0, Sor/Wiz 0
Components: V, S
Casting Time: 1 action
Range: 60 ft.
Area: Quarter circle emanating from the character to the extreme of the range
Duration: Concentration, up to 1 minute/level (D) {7 minutes}
Saving Throw: None
Spell Resistance: No

The character detects magical auras. The amount of information revealed depends on how long the character studies a particular area or subject:

1st Round: Presence or absence of magical auras.

2nd Round: Number of different magical auras and the strength of the strongest aura.

3rd Round: The strength and location of each aura. If the items or creatures bearing the auras are in line of sight, the character can make Spellcraft skill checks to determine the school of magic involved in each. (Make one check per aura; DC 15 + spell level, or 15 + half caster level for a nonspell effect.) 

Magical areas, multiple types of magic, or strong local magical emanations may confuse or conceal weaker auras.

Aura Strength: An aura’s magical power and strength depend on a spell’s functioning spell level or an item’s caster level.




	
Strength
	Functioning Spell Level 
	Item Caster Level

	Dim
	0-level or lingering aura
	Lingering aura

	Faint
	1st–3rd
	1st–5th

	Moderate
	4th–6th 
	6th–11th

	Strong
	7th–9th 
	12th–20th

	Overwhelming
	Artifact or deity-level magic
	Beyond mortal caster


If an aura falls into more than one category, detect magic indicates the stronger of the two.

Length Aura Lingers: How long the aura lingers depends on its original strength:

	Aura Strength
	Duration

	Faint
	1d6 minutes

	Moderate
	1d6 X 10 minutes

	Strong
	1d6 hours

	Overwhelming
	1d6 days


Note: Each round, the character can turn to detect things in a new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it. Outsiders and elementals are not magical in themselves, but if they are conjured, the conjuration spell registers.


Guidance

Divination

Level: Clr 0, Drd 0

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute or until discharged

Saving Throw: None

Spell Resistance: Yes

This spell imbues the subject with a touch of divine guidance. The creature gets a +1 competence bonus on a single attack roll, saving throw, or skill check. It must choose to use the bonus before making the roll to which it applies.

Inflict Minor Wounds

Necromancy

Level: Clr 0

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: Will half (see text)

Spell Resistance: Yes

When laying the character's hand upon a creature, the character channels negative energy that deals 1 point of damage.

Since undead are powered by negative energy, this spell cures them of a like amount of damage, rather than harming them.


Light

Evocation [Light]

Level: Brd 0, Clr 0, Drd 0, Sor/Wiz 0

Components: V, M/DF

Casting Time: 1 action

Range: Touch

Target: Object touched

Duration: 10 minutes/level (D) {70 minutes}

Saving Throw: None

Spell Resistance: No

This spell causes an object to glow like a torch, shedding light in a 20-foot radius from the point the character touches. The effect is immobile, but it can be cast on a movable object. Light taken into an area of magical darkness does not function.

Read Magic

Universal

Level: Brd 0, Clr 0, Drd 0, Pal 1, Rgr 1, Sor/Wiz 0

Components: V, S, F

Casting Time: 1 action

Range: Personal

Target: The character

Duration: 10 minutes/level {70 minutes}

By means of read magic, the character can read magical inscriptions on objects that would otherwise be unintelligible. This deciphering does not normally invoke the magic contained in the writing, although it may do so in the case of a cursed scroll. Furthermore, once the spell is cast and the character has read the magical inscription, the character is thereafter able to read that particular writing without recourse to the use of read magic. The character can read at the rate of one page (250 words) per minute. The spell allows the character to identify a glyph of warding with a successful Spellcraft check against DC 13 or a symbol with a successful Spellcraft check against DC 19.


Resistance

Abjuration

Level: Brd 0, Clr 0, Drd 0, Pal 1, Sor/Wiz 0

Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

The character imbues the subject with magical energy that protects her from harm, granting her a +1 resistance bonus on saves.


1st-level

Bane

Enchantment (Compulsion) [Mind-Affecting]

Level: Clr 1

Components: V, S, DF

Casting Time: 1 action

Range: 50 ft.

Area: All enemies within 50 ft.

Duration: 1 minute/level {7 minutes}

Saving Throw: Will negates

Spell Resistance: Yes

The character's enemies suffer a -1 morale penalty on their attack rolls and a -1 morale penalty on saving throws against fear effects.

Bane counters and dispels bless.

Cause Fear

Necromancy [Fear, Mind-Affecting]

Level: Brd 1, Clr 1, Death 1, Sor/Wiz 1

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels) {40 ft.}

Target: One living creature

Duration: 1d4 rounds

Saving Throw: Will negates

Spell Resistance: Yes

The affected creature becomes frightened. It suffers a -2 morale penalty on attack rolls, weapon damage rolls, and saving throws. It flees from the character as well as it can. If unable to flee, the creature may fight. Creatures with 6 or more Hit Dice are immune. Cause fear counters remove fear.


Divine Favor

Evocation

Level: Clr 1, Pal 1

Components: V, S, DF

Casting Time: 1 action

Range: Personal

Target: The character

Duration: 1 minute

The character gains a +1 luck bonus to attack and weapon damage rolls for every three caster levels the character has (at least +1, maximum +6). The bonus doesn’t apply to spell damage.

Doom

Enchantment (Compulsion) [Fear, Mind-Affecting]

Level: Clr 1

Components: V, S, DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level) {170 ft.}

Target: One living creature

Duration: 1 minute/level {7 minutes}

Saving Throw: Will negates

Spell Resistance: Yes

The subject is shaken, suffering a -2 morale penalty to attack rolls, checks, and saving throws.

Protection from Good *

Abjuration [Evil]

Level: Brd 1, Clr 1, Evil 1, Sor/Wiz 1

Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level (D) {7 minutes}

Saving Throw: Will negates (harmless)

Spell Resistance: No (see text)

This spell wards a creature from attacks by good creatures, from mental control, and from summoned or conjured creatures. It creates a magical barrier around the subject at a distance of 1 foot. The barrier moves with the subject and has three major effects:

First, the subject gets a +2 deflection bonus to AC and a +2 resistance bonus on saves. Both these bonuses apply against attacks made by good creatures.

Second, the barrier blocks any attempt to possess the warded creature or to exercise mental control over the creature. The protection does not prevent a spell that gains mental control, but it prevents the caster of such a spell from mentally commanding the protected creature. If the protection from chaos effect ends before the mental control effect does, the caster would then be able to mentally command the controlled creature. Likewise, the barrier keeps out a possessing life force but does not expel one if it is in place before the spell is cast. This second effect works regardless of alignment.

Third, the spell prevents bodily contact by summoned or conjured creatures. This causes the natural weapon attacks of such creatures to fail and the creatures to recoil if such attacks require touching the warded creature. Evil elementals and outsiders are immune to this effect. The protection against contact by summoned or conjured creatures ends if the warded creature makes an attack against or tries to force the barrier against the blocked creature. Spell resistance can allow a creature to overcome this protection and touch the warded creature.

Sanctuary

Abjuration

Level: Clr 1, Protection 1

Components: V, S, DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 round/level {7 rounds}

Saving Throw: Will negates

Spell Resistance: No

Any opponent attempting to strike or otherwise directly attack the warded creature, even with a targeted spell, must attempt a Will save. If the save succeeds, the opponent can attack normally and is unaffected by that casting of the spell. If the save fails, the opponent can’t follow through with the attack, that part of the attacker’s action is lost, and the attacker can’t directly attack the warded creature for the duration of the spell. Those not attempting to attack the subject remain unaffected. This spell does not prevent the warded creature from being attacked or affected by area or effect spells. While protected by this spell, the subject cannot attack without breaking the spell but may use nonattack spells or otherwise act. 

Shield of Faith

Abjuration

Level: Clr 1

Components: V, S, M

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level {7 minutes}

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell creates a shimmering, magical field around the touched creature that averts attacks. The spell grants the subject a +2 deflection bonus, with an additional +1 to the bonus for every six levels the character has (maximum +5 deflection bonus).


2nd-level

Bull's Strength

Transmutation

Level: Brd 2, Clr 2, Sor/Wiz 2, Strength 2

Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level {7 hours}

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

The spell grants an enhancement bonus to Strength of 1d4+1 points.

Death Knell

Necromancy [Death, Evil]

Level: Clr 2, Death 2

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Living creature touched

Duration: Instantaneous/10 minutes per target HD (see text)

Saving Throw: Will negates

Spell Resistance: Yes

Upon casting this spell, the character touches a living creature with -1 hit points or lower. If the subject fails its saving throw, it dies, and the character gains 1d8 temporary hit points and +2 Strength. Additionally, the character's effective caster level goes up by +1, improving spell effects dependent on caster level. (This increase in effective caster level does not grant the character access to more spells.) These effects last for 10 minutes per HD of the target creature.


Endurance

Transmutation

Level: Clr 2, Sor/Wiz 2

Components: V, S, DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level {7 hours}

Saving Throw: Will negates (harmless)

Spell Resistance: Yes

The spell grants the subject an enhancement bonus (1d4+1 points) to Constitution.

Tharizdun’s Touch

Enchantment [Mind-Affecting]

Level: Madness 2

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 round/level {7 rounds}

Saving Throw: Will negates

Spell Resistance: Yes

You may daze one living creature by making a successful touch attack. If the target creature does not make a successful Will save, its mind is clouded and it takes no action for 1 round per caster level. The dazed creature is not stunned (so attackers get no special advantage against it), but can’t move, cast spells, use mental abilities, and so on.


3rd-level

Dispel Magic

Abjuration

Level: Brd 3, Clr 3, Drd 4, Magic 3, Pal 3, Sor/Wiz 3

Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level) {170 ft.}

Target or Area: One spellcaster, creature, or object; or 30-ft.-radius burst

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

The character can use dispel magic to end ongoing spells that have been cast on a creature or object, to temporarily suppress the magical abilities of a magic item, to end ongoing spells (or at least their effects) within an area, or to counter another spellcaster’s spell. A dispelled spell ends as if its duration had expired. Some spells, as detailed in their descriptions, can’t be defeated by dispel magic. Dispel magic can dispel (but not counter) the ongoing effects of supernatural abilities as well as spells. Dispel magic affects spell-like effects just as it affects spells.

Note: The effects of spells with instantaneous duration can’t be dispelled, because the magic effect is already over before the dispel magic can take effect.

The character choose to use dispel magic in one of three ways: a targeted dispel, an area dispel, or a counterspell:

Targeted Dispel: One object, creature, or spell is the target of the spell. The character makes a dispel check against the spell or against each ongoing spell currently in effect on the object or creature. A dispel check is 1d20 +1 per caster level (maximum +10) against a DC of 11 + the spell’s caster level.

If the spellcaster targets an object or creature who is the effect of an ongoing spell (such as a monster summoned by monster summoning), she makes a dispel check to end the spell that conjured the object or creature.

If the object that the character targets is a magic item, the character makes a dispel check against the item’s caster level. If the character succeeds, all the item’s magical properties are suppressed for 1d4 rounds, after which the item recovers on its own. A suppressed item becomes nonmagical for the duration of the effect. An interdimensional interface is temporarily closed. Remember that a magic item’s physical properties are unchanged. Artifacts and creatures of demigod or higher status are unaffected by mortal magic such as this.

The character automatically succeeds at the dispel check against any spell that the character cast.

Area Dispel: The spell affects everything within a 30-foot radius.

For each creature who is the target of one or more spells, the character makes a dispel check against the spell with the highest caster level. If that fails, the character makes dispel checks against progressively weaker spells until the character dispels one spell (which discharges the dispel so far as that target is concerned) or fail all the character's checks. The creature’s magic items are not affected.

For each object that is the target of one or more spells, the character makes dispel checks as with creatures. Magic items are not affected by area dispels.

For each ongoing area or effect spell centered within the dispel magic’s area, the character makes a dispel check to dispel the spell.

For each ongoing spell whose area overlaps that of the dispel, the character makes a dispel check to end the effect, but only within the area of the dispel magic.

If an object or creature who is the effect of an ongoing spell, such as a monster summoned by monster summoning, is in the area, the character makes a dispel check to end the spell that conjured the object or creature (returning it whence it came) in addition to attempting to dispel spells targeting the creature or object.

The character may choose to automatically succeed at dispel checks against any spell that the character cast.

Counterspell: The spell targets a spellcaster and is cast as a counterspell. Unlike a true counterspell, however, dispel magic may not work. The character must make a dispel check to counter the other spellcaster’s spell.

Invisibility Purge

Evocation

Level: Clr 3

Components: V, S

Casting Time: 1 action

Range: Personal

Target: The character

Duration: 1 minute/level (D)

The character surrounds his or herself with a sphere of power with a radius of 5 feet per caster level {35 feet} that negates all forms of invisibility. Anything invisible becomes visible while in the area. 

Rage

Enchantment (Compulsion) [Mind-Affecting]

Level: Madness 3

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 round/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

You put a creature into a screaming blood frenzy. In this rage, the target gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves. Unlike a barbarian rage, no penalty to AC is suffered, and no fatigue period comes after the rage is over.


Searing Light

Evocation

Level: Clr 3, Sun 3

Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level) {170 ft.}

Effect: Ray

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes

The character projects a blast of light from the character's open palm. The character must succeed at a ranged touch attack to strike the character's target. A creature struck by this ray of light takes 1d8 points of damage per two caster levels (maximum 5d8). Undead creatures take 1d6 points of damage per caster level (maximum 10d6), and undead creatures particularly vulnerable to sunlight take 1d8 points of damage per caster level (maximum 10d8). Constructs and inanimate objects take only 1d6 points of damage per two caster levels (maximum 5d6).


4th-level

Confusion

Enchantment (Compulsion)

[Mind-Affecting]

Level: Brd 3, Sor/Wiz 4, Trickery 4

Components: V, S, M/DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level) {170 ft.}

Targets: All creatures in a 15-ft. radius

Duration: 1 round/level {7 rounds}

Saving Throw: Will negates

Spell Resistance: Yes

Creatures affected by this spell behave randomly, as indicated on the following table:

	1d10 
	Behavior

	1 
	Wander away for 1 minute (unless prevented)

	2–6 
	Do nothing for 1 round

	7–9 
	Attack nearest creature for 1 round

	10 
	Act normally for 1 round


Except on a result of 1, roll again each round to see what the subject does that round. Wandering creatures leave the scene as if disinterested. Attackers are not at any special advantage when attacking them. Behavior is checked at the beginning of each creature’s turn. Any confused creature who is attacked automatically attacks its attackers on its next turn.


Greater Magic Weapon

Transmutation

Level: Brd 3, Clr 4, Pal 3, Sor/Wiz 3

Components: V, S, M/DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels) {40 ft.}

Target: One weapon or fifty projectiles (all of which must be in contact with each other at the time of casting)

Duration: 1 hour/level {7 hours}

Saving Throw: Will negates (harmless, object)

Spell Resistance: Yes (harmless, object)

This spell gives a weapon an enhancement bonus to attack and damage of +1 per three caster levels (maximum +5). An enhancement bonus does not stack with a masterwork weapon’s +1 bonus on attacks.

Alternatively, the character can affect up to fifty arrows, bolts, or bullets. The projectiles must all be of the same type, and they have to be together in one group (such as in the same quiver). Projectiles (but not thrown weapons) lose their transmutation when used.

If the character is a good cleric, the cleric of a good deity, or a paladin, the weapon is considered blessed, which means it has special effects on certain creatures.


Poison

Necromancy

Level: Clr 4, Drd 3

Components: V, S, DF

Casting Time: 1 action

Range: Touch

Target: Living creature touched

Duration: Instantaneous (see text)

Saving Throw: Fortitude negates (see text)

Spell Resistance: Yes

The character inflicts the subject with a poison by making a successful melee touch attack. The poison deals 1d10 points of temporary Constitution damage immediately and another 1d10 points of temporary Constitution damage 1 minute later. Each instance of damage can be negated by a Fortitude save (DC 10 + one-half caster level + caster’s Wisdom modifier).

