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Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to
content owned by others is not a challenge to their ownership and is used under Fair Use.

The Book of Exalted Darkness is a campaign setting sourcebook with two major facets: a holy utopia and the
evil player options used by nefarious adventurers therein. Killing the Golden Twins (also free) is more about
exploring the world of Askis but this document focuses instead on inherent heresies, forbidden magic, evil
backgrounds, vile feats, and other previews of material that will appear in the final book. GMs and players
interested in exploring the less despicable aspects of the setting may not find the following content to their
liking, but we still encourage you folks to keep an eye on the Kickstarter—we have plans for something up a
more glorious and less blasphemous alley in our bag of stretch goals!
Either way thank you for checking out this PDF! If you want to see more of what’s going on with the Book of
Exalted Darkness please take a look at the project and consider pledging. Thanks!

Feedback
After the Kickstarter ends everyone that has pledged for a PDF of the final version of the Book of Exalted
Darkness will receive access to the full playtest rules to improve on the material’s design. That doesn’t mean
we don’t want to hear from you about this product though! Please leave feedback in a review or e-mail your
thoughts to bookofexaltedarkness@gmail.com!

Inaequa
The Book of Exalted
Darkness might work for
some groups that are
interested in exploring evil
roleplaying but there’s an
integral element to the
campaign setting that
will translate to have
importance in any game
within it: inaequa. All of
society’s technology is
powered by this still
not fully understood
resource and it allows
for the utopia of Askis to
persist though its radiation
has a peculiar quality—
good-aligned creatures
in its presence find their
lifespan extended. This
also has a major impact
on gameplay via the
Sanctity and Sin ability
scores detailed below but
its primary purpose is to
provide a genuine hook
for players and GMs to
debate, languish, and
otherwise entertain
themselves with. For
games in strictly traditional
medieval fantasy, GMs
may grant features from
other appropriate
backgrounds
and classes
to replace those
requiring inaequa.
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Only those able to hide their true ways and despicable nature are able to survive for long on Askis, the nature
of the technology that has raised the world to utopian heights sifting wicked souls from the good of heart. The
substantial matter of evil within the Book of Exalted Darkness is lent mechanical power by two new ability
scores—Sanctity and Sin—that every PC gains at character creation via their Inherent Heresy (page 6).
Alignment and Competing Auras. When a creature’s alignment is detected, if they are good their Sanctity
score determines the strength of their aura and if they are evil their Sin score defines potency instead. A
neutral creature’s highest score determines whether the aura they give off is good or evil.
When a creature successfully makes a Sanctity check to hide their evil alignment, the strength of their
aura of good is determined by their Sanctity score—while they may not appear to be evil, they probably won’t
light up as being particularly righteous.
Features or spells that leave an evil aura are marked by an evil creature’s blackened soul and have a
potency determined by its Sin score.

The state or quality of being holy, sacred, or saintly is not something that evil creatures are prone to but it can
be emulated, the sheen on oily blackened souls enhanced to deceive those who look directly upon them.
A creature’s Sanctity score is increased when it does a good deed and decreased when it is witnessed
committing an evil act. The higher a creature’s Sanctity score, the stronger its aura of good.
Sanctity can be used to fool inaequa-powered technology as well as the following ways:
● When attempting to hide its true nature via a disguise or the Deception skill, a creature may make a
Sanctity ability check (instead of a Charisma check or tool kit check).
● When hit by a good creature with a weapon or spell attack, a creature can spend its reaction to prevent
an amount of damage equal to double its Sanctity modifier. After this
feature has been used a number of times equal to a creature’s proficiency
bonus, it cannot be used again until it has finished a long rest.
● When someone attempts to detect a creature’s alignment, it may make
an opposed Sanctimony check. On a success, the detected alignment is
that of the creature’s choosing.

4

Immoral acts and blasphemous transgressions against the ruling divine powers of Askis
accrue, transforming the very souls of those who commit foul deeds. As one performs more
evil their essence becomes more vile until eventually their bodies change as well, mutating into vilespawn.
A creature’s Sin score (determined by their Inherent Heresy; see the Evil Primer) is increased when it
commits an evil act and decreased when it is witnessed doing good deeds. The higher a creature’s Sin score,
the stronger its aura of evil. When a creature’s Sin ability score reaches 23, it transforms into a vilespawn.
Sin can be used to overcharge inaequa-powered technology as well as the following ways:
● When exercising power in a cruel way or using the Intimidation skill, a creature may make a Sin ability
check (instead of a Charisma check or other check).
● When a creature successfully hits with a weapon or spell attack, it may spend its reaction to deal an
extra amount of damage equal to its Sin modifier bonus. After this feature has been used a number of
times equal to the creature’s proficiency bonus, it cannot be used again until it has finished a long rest.
● Instead of making a regular saving throw, a creature may make a Sin saving throw to resist being
influenced through deception or magic.

An evil adventurer begins play with a number of Sin points equal to half
their proficiency bonus. Otherwise an evil adventurer gains a Sin point
whenever it increases its Sin score (gaining a number of Sin points equal
to the amount of increase). The maximum number of Sin points an
		
evil adventurer can have is equal to its level. By spending a Sin
		
point as a reaction, an evil adventurer can do any of the following:
● Change the damage of a spell or weapon attack to necrotic.
● Reroll a failed ability check or saving throw.
● Gain a +1d6 bonus to an ability check or attack roll so
			
long as it is part of committing an
			
evil act (desecrating a holy object
			
or place, delivering a poison,
			
preparing a murderous ambush,
			
telling a hurtful lie, and so on). At
		
11th level this bonus increases to +2d6.
● When casting a spell, you may delay its effects for 1d4
hours per spell level. Cantrips count as 1st-level spells
when sending Sin points in this way and can be delayed up
to 1d6 hours per point of proficiency you possess.

V i l e s p aw n T e m p l at e
Eventually the fallen souls that can’t struggle back to redemption
accrue too much evil, the despicable essence of what they have
become rapidly overtaking even their natural biological functions.
These cursed creatures transform into vilespawn, hideously
mutated freaks that have changed to appear as they truly are
within their blackened hearts. When a creature’s Sin ability score
reaches 23, after taking a long rest it awakens as a vilespawn.
GM’S NOTE: Vilespawn are specifically built to remain playable
for PCs that have gone off the deep end—just because your evil
mage has turned into a (more) freakish monster does not mean
things can’t get worse! While they
may not be able to go about high
society with great ease,
any PC that gains this
template should not
stop being a character
in the group.
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Sliding back into the shadows of the kitchen, Varystrax smoothes out her worker’s apron and gently covers
the belt of syringes hidden beneath it. She can’t resist basking in self-satisfaction as the servant comes in to
prepare the Archbishop of Paenitio’s breakfast, staying far longer than is safe for any alibi. Waiting for until the
commoner’s footsteps—taking the tray of toast and expertly poisoned coffee up the stairs—to echo down the
hallway, she reaches down to her belt and flicks on her form disruptor. With a loud pop and hiss the device
flickers on and she utterly disappears from sight, sprinting towards the servant’s entrance. A piercing scream
cuts through the air as Varystrax scales the mansion’s wall, and knowing that her earlier delay will necessitate
disappearing from more than sight for a while anyway, she stops to watch as the old man struggles through a
high window, his face purple as a beet and popping with red, festering sores. Their eyes meet and he points
out towards her but falls out into the open air, hitting the ground with a sickening smack as his killer sprints off
to grab a train out of the city before the news breaks.
Sweating from hours of effort, Maridivius cut the last bit of thread and steps back to appreciate his
work. The patient was unwilling of course so some blunt anesthesia was required, but fortunately only the
bruising on her skull marred his newest creation’s beauty. The farm girl’s face was otherwise intact as were her
legs, but the lass’ weak, ineffectual arms lay discarded on the floor nearby—Maridivius had greatly improved
her with some burly limbs taken from a recently slain orc instead. What a great gift this young woman has just
received, he thinks, how much faster she’ll finish her chores! As her eyes flutter open he grins broadly but after
confusedly looking about, her gaze drops downward to see bulging, green arms connected to her sides. She
turns to regard the doctor and screams, pressing against the restraints and frothing at the mouth as the
chirurgeon dashes forward to stick a syringe into her neck, taking her back to unconsciousness. Well,
Maridivius thinks to himself, she’ll learn to like it.
Dawn breaks over the city of Anguis and a lone figure slowly moves down the outside of the Ministry
of Equity skyscraper. To observers on the ground Korexa’s arachno belt makes her look like a large spider,
something sure to titillate the dull minds of those below her when they read the headlines of tomorrow’s
papers. As she always does on the weekdays Broadcasting Director Lydia Harquist slept in her office on the
27th floor, and like other mornings her usual recording of the Ballad of Varrus softly begins reverberating out
into the morning air above the settlement—but unlike other mornings Korexa has been waiting for this very
moment. She risks a glance down into the room to see her target’s back turned, pulling away a circle of cut
glass just large enough to fit a small melon through. Lydia feels a chill run down her spine and glances upward
in time to see two metallic cylinders sail through the room towards her, landing on the floor and rolling into the
wall. The realization of what they are hits as the grenades explode, the most influential bureaucrat of radio in
the region flung outward in a halo of glass as Korexa cackles with glee at the size of the blast her explosives
just made, skittering back towards the roof and a rapid escape.
Huffing from the exertion of so much sprinting, Zedro began to second guess his plan just when the
door to the Generator Control Room finally came into view at the end of the hallway. Cursing at the damned
fire alarm for shutting off a few seconds early, he pulls out a set of tools and rapidly picks the lock to the
chamber, quickly stepping inside. Therein lay the prize: the inaequa well of Perdomo. Cracking his fattened
fingers, the dapper but ungainly half-orc wraps meaty, fleshy fists around the handholds of the attenuators
arrayed on either side and feeds his darkened soul into the devices. They resist him but in only a few moments
he knows their schematics, reaching around them to make minute adjustments that cause their hum to change
in pitch ever so slightly. Still panting he swears again, grabbing a worker’s cap from a hook on the wall before
stepping back into the halls of the Perdomo Electric Factory and closing the locked door behind him. With the
exit just a hundred feet ahead he jumps in genuine fear when the city’s power source is attended to once
again and an explosion ripples through the building—fortunately his performance helps sell his innocence to
the guards and Zedro manages to fight back his grin until after ducking down an alleyway, planning on how
best to reach his headquarters now that the plan has been delayed by nearly two minutes.
Mad scientists are the most common wicked souls to survive capture and reformation or imprisonment at
the hands of Askis’ defenders, hidden and aided by technology much harder to detect and track than magic.
They form the backbone of resistance against the world order, relying on their cunning and
intellect where others would turn to strength of arm or flee in cowardice. That is not to say you
don’t appreciate weaponry, however—in order to survive and ultimately enact justice on the
society that has cast you out for your intellectual pursuits, devices of both defensive and
offensive intent will be of the utmost importance.
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Whether neutral or evil a mad scientist prizes
the pursuit of knowledge above all other things.
They may not care what must be done to acquire
information, the dangers of learning forbidden
secrets, or the consequences of experimentation
(particularly when the consequences are for
creatures other than themselves). Adventuring
and exploration go hand in hand to provide
stimulating new insights into a wide variety of
fields. Moreover, groups of adventurers make
for great pack animals if treated with enough
respect and can provide a measure of safety
when delicate research is required at a hostile
site.

Class Features
As a mad scientist, you gain the following class features.
Alignment. Mad scientists cannot be of either lawful
or good alignment. A mad scientist whose alignment
becomes lawful good, neutral good, chaotic good, or
lawful neutral cannot level in this class again until their
alignment changes back to an alignment that is either
not lawful or not good.

Hit Points

Hit Dice: 1d8 per mad scientist level
Hit Points at 1st Level: 8 + your Constitution modifier.
Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per mad scientist level after 1st.

Selective Isolation Proficiencies
Armor: Light armor and shields
Society repels those who follow unapproved
scientific pursuits, disbarring them from study
at institutions of higher learning and carefully
watching expelled students long after their
education has ended. Already cast as pariahs, it
is difficult for mad scientists to truly reform and
properly become a part of any community yet
to survive and continue their work they must
befriend others—whether to acquire some
obscurity from inquisitors, find esoteric and rare
resources, gather test subjects, or a effect a
quick means of getting out of town. After the
unexpectedly unfair treatment received at the
hands of Askis’ higher powers it comes naturally
to them to keep these associations a secret, ever
watchful for potential agents from the ministry
lurking nearby.

Weapons: Simple weapons and martial weapons
Tools: Tinker’s tools
Saving Throws: Dexterity, Intelligence
Skills: Science, Technology, and two from Acrobatics,
History, Investigation, or Nature.
Languages: Vilespeech

Equipment

You begin play with the following equipment, in addition
to any gear acquired through your background.
● (a) wrench that can also be used as a club or
(b) a hammer that can also be used as a greatclub
● light crossbow and 20 bolts
● studded leather
● tinker’s tools
● an explorer’s pack

Creating a Mad Scientist
The first thing to decide when making a
mad scientist is the field of study which most
interests your character. Do you seek to
understand how things are understood? Work
the flesh of creatures in ways both terrifying
and wondrous? Manipulate technology to
maximize its offensive potential? Bend the
divine machines of civilization to your will?
Knowing the area of science that
most interests you can be further explored to
give your maniacal master of machines more
depth. Why have they decided their field of
study is superior to the others? What ultimate
truth do they hope to learn in their intellectual
pursuits? Or were they left with no choice by
a haunting spirit or a lack of opportunity? Did
circumstance force their hand into mastering
science? Either way you must have some
ideas on where theirr studies will go—what
grand experiments will they ultimately
undertake?

Science (Intelligence). You’re familiar with the practical application of science
—collecting samples, performing experiments, realizing hypothetical designs,
finding radio frequencies, understanding the nuances of and handling inaequa,
and so on.
Bards, monks, rogues, rangers, and wizards add Science to the list of
skills they may pick from during character creation. The following Backgrounds
may exchange one of their offered skills for Science: Guild Artisan, Hermit,
Noble, and Sage.
Technology (Intelligence). You can understand how a device unknown to
you functions, locate radio frequencies, and anything else that falls under “hit
the keys to make things happen” that doesn’t qualify as music. The majority
of checks using this skill are either against a DC determined by the GM (such
as hacking a messaging cable), or as an opposed check against an opponent
who also has the Technology skill (such as a technician overseeing a
functioning system).
Bards, fighters, rogues, sorcerers, and wizards add Technology to
the list of skills they may pick from during character creation. The following
Backgrounds may exchange one of their offered skills for Technology: Charlatan,
Criminal, Entertainer, Guild Artisan, Noble, Sage, Sailor, and Soldier.

Check out Book of Exalted Darkness: Evil Primer
for the vile spells on the mad scientist’s spell list!
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Table: Mad Scientist
Proficiency
Cantrips Spells Spell
Features
Bonus
Known Known Slots
1st
+2
Mad Science, Weaponized Spellcasting
2
2
1
2nd
+2
Scientific Gadgets
2
3
2
3rd
+2
Forbidden Knowledge
2
4
2
4th
+2
Ability Score Increase
3
5
2
5th
+3
Mad Science
3
6
2
6th
+3
Insane Contraptions
3
7
2
7th
+3
Technological Crafting
3
8
2
8th
+3
Ability Score Increase
3
9
2
9th
+4
Analyze Weakness
3
10
2
10th
+4
Prototype Drones
4
10
3
11th
+4
Mad Science
4
11
3
12th
+4
Ability Score Increase
4
11
3
13th
+5
Diviner of Secrets
4
12
3
14th
+5
Hardened by Experimentation
4
12
3
15th
+5
Grenadier
4
13
3
16th
+5
Ability Score Increase
4
13
3
17th
+6
Mad Science
4
14
4
18th
+6
Master Blaster
4
14
4
19th
+6
Ability Score Increase
4
15
4
20th
+6
Master Technologist
4
15
4
Multiclassing Prerequisite: Intelligence 15; Proficiencies Gained: Science and Technology
Level

Slot
Level
1st
1st
2nd
2nd
3rd
3rd
4th
4th
5th
5th
6th
6th
6th
6th
7th
7th
7th
7th
7th
7th

Gadgets
Known
—
2
2
2
3
3
4
4
5
5
5
6
6
6
7
7
7
8
8
8

Mad Scientist Spells Known

Cantrips—acid splash,eldritch blast, fire bolt, mage hand, poison spray, produce flame, ray of frost
1st—burning hands, color spray, faerie fire, fog cloud, grease, guiding bolt, hunter’s mark, magic missile,
sleep, thunderwave
2nd—acid arrow, blindness/deafness, calm emotions, create or destroy water, darkness, gust of wind,
heat metal, hold person, knock, levitate, ray of enfeeblement, scorching ray, shatter
3rd—bestow curse, daylight, fireball, haste, lightning bolt, remove curse, sleet storm, slow, stinking cloud
4th—banishment, compulsion, confusion, ice storm, phantasmal killer, wall of fire
5th—cloudkill, cone of cold, flame strike, hold monster, planar binding, telekinesis, wall of force, wall of stone
6th—chain lightning, circle of death, disintegrate, eyebite, flesh to stone, forbiddance, freezing sphere, harm,
irresistible dance, sunbeam, wall of ice
7th—finger of death, fire storm, forcecage, plane shift, prismatic spray

Weaponized Spellcasting

At 1st level, you learn how to craft a technological weapon (a vest of devices, a specialized rifle, a highlymodified dart gun, a staff with hidden machinery, etc.) that can produce scientific effects identical to spells.
When you cast spells, you do so by activating your technological weapon, making it a requirement for the
casting of all spells as though it were an arcane or divine focus. Only you are able to use your technological
weapon. It has an AC equal to 10 + double your proficiency
bonus and 5 hit points per mad scientist level.
At 9th level, the spells you cast using Weaponized
Spellcasting and any technological items you
craft are immune to the effects of counterspell
and dispel magic. At 18th
level, they become immune
to the effects of antimagic
field.

8

Cantrips

You learn two cantrips of your choice from the mad
scientist spell list. You learn additional mad scientist
cantrips of your choice at higher levels, as shown in
the Cantrips Known column of the Mad Scientist table.

Spell Slots

Table: Mad Scientist shows how many spell slots you
have. The table also shows what the level of those
slots is; all of your spell slots are the same level. To
cast one of your mad scientist spells of 1st-level or
higher, you must expend a spell slot. You regain all
expended spell slots when you finish a short or long
rest. For example, when you are 5th level, you have
two 3rd-level spell slots. To cast the 1st-level spell
thunderwave, you must spend one of those slots, and
you cast it as a 3rd-level spell.

Spells Known of 1st Level and Higher
At 1st level, you know two 1st-level spells of your
choice from the mad scientist spell list. The Spells
Known column of Table: Mad Scientist shows when
you learn more mad scientist spells of your choice of
1st-level and higher. A spell you choose must be of a
level no higher than what’s shown in the table’s Slot
Level column for your level. When you reach 6th level,
for example, you learn a new mad scientist spell, which
can be 1st-, 2nd-, or 3rd-level. Additionally, when you
gain a level in this class, you can choose one of the
mad scientist spells you know and replace it with
another spell from the mad scientist spell list, which
also must be of a level for which you have spell slots.

Spellcasting Ability

Intelligence is your spellcasting ability for your spells,
since you learn your spells through careful application
of honed techniques derived from centuries of
accumulated knowledge. You use your Intelligence
whenever a spell refers to your spellcasting ability.
In addition, you use your Intelligence modifier when
setting the saving throw DC for a spell you cast and
when making an attack roll with one.
Spell save DC = 8 + your proficiency
bonus + your Intelligence modifier
Spell attack modifier = your proficiency
bonus + your Intelligence modifier

Spellcasting Focus

You can use your technological weapon a spellcasting
focus for your mad scientist spells.

Mad Science

At 1st level, you choose a field of mad science: an
engineer of evil, fleshworker, trickster, or unholy
technologist. Mad scientists are masters of technology
but tend to focus their efforts on one or another aspect.
This specialization makes you peerless in your field of
expertise, granting special features that reflect your

superior understanding of analysis, fleshcraft,
offensive devices, or inaequa-powered machines.
The mad science you choose grants you features
at 5th level, 11th level, and 17th level.

Scientific Gadgets

While learning to harm with technology you have
learned a few other miraculous tricks as well. At
2nd level, you gain two scientific gadgets of your
choice. Your gadget options are detailed at the end
of the class description. When you gain certain
mad scientist levels, you gain additional gadgets
of your choice, as shown in the Gadgets Known
column of the Mad Scientist table. Additionally,
when you gain a level in this class, you can choose
one of the gadgets you know and replace it with
another gadget that you could learn at that level.
Your scientific gadgets weigh 1 pound per
spell level. The AC of a gadget is equal to your
AC while it is on your person and it has a number
of hit points equal to twice your mad scientist
level. While not in your possession, one of your
gadgets has an AC equal to 10 + spell level.
Other creatures are unable to understand how
your gadgets function and only you are able to
use them. In addition, you gain proficiency with
alchemist’s supplies.

Forbidden Knowledge

Starting at 3rd level, you gain one ritual feat
(selected from the core rules or from the complete
Book of Exalted Darkness) or one sinful feat (see
the Evil Primer). In addition, you learn how to cast
ritual spells from either the cleric spell list or wizard
spell list.

Insane Contraptions

At 6th level, you gain a second ritual feat or
sinful feat. When performing a ritual, if you have
access to an anvil and smithery you may spend
an additional hour building an insane contraption
to incorporate the effects of one of your scientific
gadgets into the casting of the ritual spell.

Technological Crafting

Starting at 7th level, you are able to create
technological items that duplicate the effects of
magical items without the need for inaequa. You
are only able to craft one technological item at a
time. You are able to craft a common technological
item over the course of a week of tinkering for 25
gold. You may craft an uncommon technological
item over the course of a month for 500 gold (or
more, at the GM’s discretion).
At 14th level, you are able to
craft a rare technological item over the
course of 3 months of tinkering; the cost
in materials is at the GM’s discretion.
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Analyze Weakness

At 9th level, by spending a bonus
action you may make an Intelligence
check against a DC equal to the CR of
a creature. On a success, you learn the attacks,
immunities, features, and resistances granted by the
target’s race, creature type, or class levels (if it has
any). You must be able to see or hear the target and
the full breadth of what you learn is at the discretion
of the GM (particularly obscure monsters may reveal
very little and a hidden weapon remains hidden). You
can only use this feature against an individual target
once every 24 hours.

Prototype Drones

At 10th level, you can cast the find familiar spell as a
ritual, summoning (i.e.: activating) a number of drones
equal to your proficiency modifier. The drone familiars
you create are constructs with the appearance and
abilities of any of the animals listed under the spell, or
drones with an appearance chosen by you. Drones
that are not duplicating the appearance and abilities
of an animal use the Homunculus stat block. As a
construct, the drones do not need to eat, sleep, or
breathe, and are immune to both poison damage and
the poisoned condition.
Your drones may not be dismissed as the
spell. You may share senses with the drones or
communicate with them while they remain within
distance of your radio transmitter (a device that
broadcasts 50 feet per mad scientist level).

Grenadier

At 15th level, you learn how to craft grenades. Each
day when you prepare your spells, you may make
a number of grenades with a total price equal to 20
times your mad scientist level. These grenades do
not cost you gold to produce but do require a part
of your essence to remain unignited, causing them
to explode 1d6 rounds after being given to another
creature. The saving throw DCs for grenades you
create using this feature use your spell save DC.
In addition, you may throw up to 3 grenades
at different squares within range as an action.

Master Blaster

At 18th level, you gain advantage on spell attacks
using your technological weapon.

Master Technologist

Starting at 13th level, you gain a third ritual feat and
learn how to cast ritual spells from either the cleric or
wizard spell list (whichever you did not already know).

At 20th level, your mastery over technology is
supreme. Your proficiency bonus is doubled for any
ability check you make that uses Technology and
you have advantage on Intelligence (Technology)
checks. In addition, so long as they are able to hear
you, you may advise an ally on how to activate one
of your scientific gadgets after you have altered
it for their use. It takes you 1 minute per spell
slot level to alter a scientific gadget for another
creature’s use. You may keep a number of these
altered devices equal to your Intelligence modifier.

Hardened by Experimentation

ENGINEER OF EVIL

Diviner of Secrets

Starting at 14th level, you gain advantage on checks
made with alchemist’s supplies. In addition,
you gain resistance to acid, lightning, and
poison damage.
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To remain beyond the grasp of inquisitors and
insure they leave no trail for hunters to follow after
a dastardly deed, some mad scientists pursue
analysis to better fool divinations, sensors, and the

Grenades

Price varies, Weight 1/2 lb.
This small, cylindrical explosive can be thrown at a
target within 60 feet as an action (or further with the use
of a weapon with the launcher quality). Any creature
within the grenade’s area of effect (20 feet) makes a DC
15 Dexterity saving throw or takes the grenades damage
(a successful save halves this damage).
Bang (20 gold). Creatures that fail a DC 15
Constitution saving throw gain the stunned condition
until the start of the wielder’s next turn and gain the
deafened condition for 1d4 rounds.
Bio (75 gold). Creatures that fail a DC 15
Constitution saving throw gain the poisoned
condition until they take a short rest or receive
healing in excess of 5 hit points.
Concussion (60 gold). Deals 4d6 bludgeoning
damage.
Cryo (75 gold). Deals 4d6 cold damage.
Flash (45 gold). Creatures that fail a DC 15
Constitution saving throw gain the blinded condition
for 1d4 rounds.
Frag (65 gold). Deals 4d6 piercing damage.
Gas Grenade (15 gold). A nonmagical effect
identical to fog cloud, except that the fog dissipates
after 2d4+4 rounds.
Lethal Gas Grenade (150 gold). A nonmagical
effect identical to cloud kill, except that the fog
dissipates after 1d4+2 rounds.
Lightning (75 gold). Deals 4d6 lightning damage.
Plasma (125 gold). Deals 6d6 fire and lightning
damage.
Scorcher (70 gold). Deals 4d6 fire damage.
Slasher (80 gold). Deals 4d6 slashing damage.
Tear Gas Grenade (85 gold). A nonmagical
effect identical to stinking cloud, except that the gas
dissipates after 2d4+2 rounds.
Thunder (75 gold). Deals 4d6 thunder damage.

Divinus Screener

Beginning at 5th level, you learn how to
craft a device that fools detection magics.
Whenever you are targeted by a divination
spell, you may spend your reaction to gain
immunity to the spell. You must be aware
of the spell being cast to use this feature.
Alternatively you may always have the
device active, in which case it automatically
negates divination spells cast at you
regardless of whether or not you know of
their casting. It is a free action to check your
divinus screener to see how many charges
it currently has. Once this feature has been
used a number of times equal to your
proficiency bonus, you require a long rest
before it can be used again.

Keen Analysis

At 11th level, you gain advantage on checks
made using your Analyze Weakness
feature. In addition to the knowledge it
normally grants, you learn a number of
additional pieces of information equal to
your Intelligence bonus. At the GM’s
discretion these may inform you of class
features, feats, legendary actions, or other
secretive information directly related to
combat.

Locate Vulnerability

At 17th level, your talent for analysis
reaches a terrifying plateau and you
learn how to exploit the most nuanced of
weaknesses in an enemy’s defenses. By
spending an action and making a successful
spell attack using your technological
weapon against a creature you have
successfully used Analyze Weakness
against, you give the target vulnerability to
senses of Askis’ defenders. Lurking unseen and working from
one of the following elements: acid, cold,
the shadows, you strike from out of nowhere and disappear
fire, lightning, or thunder. Creatures that
before any true pursuit can be mounted to stop your next
are immune to the element you choose lose
devious deed!
their immunity and gain resistance instead.
Creatures that are resistant to the element
Presence Detector
you choose lose their resistance. The
Starting at 1st level, as an action, you can activate a monocular vulnerability lasts for 1 minute though on
device that allows you to detect the forces of evil and good.
each of its turn, a target may spend its bonus
Until the end of your next turn, you know the location of any
action to make a Constitution saving throw
celestial, fiend, or undead within 60 feet of you that is not
against your spell save DC to end the effect.
behind total cover. You know the type (celestial, fiend, or
undead) of any being whose presence you sense, but not its
identity. Within the same radius, you also detect the presence
of any place or object that has been consecrated or desecrated Fleshworkers are masters of chirurgery, a
(as with the hallow spell) as well as any especially evil or good field of study that represents a combination
creatures (otherwise functioning like the detect magic spell with of medical skills encompassing the
encyclopedic diagnosis of ailments,
the visibility of auras at the discretion of the GM). You can use
the swift and skillful compounding
this feature a number of times equal to 1 + your Intelligence
of medicines tailored for them and
modifier. When you finish a long rest, you regain all expended
the needs of the patient, as well as
uses.

FLESHWORKER
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a deft hand at surgical maneuvers, operations, and
equipment. With this knowledge and experience in
hand, you are able to repair the physical body like a
finely tuned machine. The radical procedures of
chirurgery are so extreme that you can even
manipulate the mind itself by subtle application
of your techniques and alchemical concoctions to
the nervous system.

Medicinal Training

Starting at 1st level, you gain proficiency in Medicine
and thieves’ tools, and you are able to use Intelligence
instead of Wisdom when using Medicine. If you have
or gain proficiency in Medicine from another source,
your proficiency bonus doubles on Wisdom (Medicine)
checks.
In addition, you learn 1 chirurgical procedure.

Novice Fleshcraft

Beginning at 5th level, you learn 1 chirurgical
procedure. In addition, you are able to perform
chirurgical procedures on yourself, though you do
so with disadvantage.

Surgical Precision

At 5th level, you learn how to best strike a living
creature with deadly effectiveness, gaining
proficiency with martial weapons. In addition, once
per turn you can deal an extra 1d8 damage to one
living creature you hit with an attack if you have
advantage on the attack roll. The attack must use
a finesse or a ranged weapon.
You don’t need advantage on the attack roll
if another enemy of the target is within 5 feet of it,
that enemy isn’t incapacitated, and you don’t have
disadvantage on the attack roll.
The amount of the extra damage increases
by 1d8 at 11th and 17th level (to a maximum of 3d8).

Deft Hands

At 11th level, you learn 2 chirurgical procedures
and gain proficiency in Sleight of Hand. In addition,
you are not at disadvantage when performing a
chirurgical procedure on yourself and the time it takes
you to perform a chirurgical procedure is halved.

Deft Hands

At 17th level, you learn all the chirurgical procedures
and have advantage on checks made to perform an
operation (even when operating on yourself). The
time it takes you to perform a lengthy chirurgical
procedure is reduced by a number of hours equal
to your Intelligence modifier (minimum 1 hour). In
addition, you finish building a dissectrinator. Your
dissectrinator can be controlled with
bonus actions (to attack a target you
point to but otherwise as the command
spell).
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TRICKSTER

To defeat the powers that be there are mad
scientists that seek to push technology to its
limits, focusing their efforts on explosives, traps,
and outsmarting their opponents. You have a
penchant for incendiary devices and dangerous
machines, bending your mind to perfecting their
use in combat.

Overcharged Shot

Starting at 1st level, when you have advantage on
a spell attack using your technological weapon, you
may choose to lose advantage but deal an extra
1d4 damage per 2 mad scientist levels (minimum
1d4). Once you have used this feature a number of
times equal to your proficiency bonus, you cannot
do so again until after you finish a long rest.

Bomb Thrower

Beginning at 5th level, you gain access to the
grenadier feature (page 10) except that you
are only able to throw 2 grenades as an action.
When you reach 18th level, you may throw up to
5 grenades as an action.

Deadly Terrain

At 11th level, you can spend a bonus action throwing down a saw-toothed steel ring that snaps shut
when a creature steps on a pressure plate in the
center. The trap blends in with its surroundings, and
a creature requires a Perception check against your
spell save DC to pick it out from the 5-foot square it
rests in. A creature that steps in the same square as
the trap must succeed on a Dexterity saving throw
against your spell save DC or take 1d4 piercing
damage per point of proficiency bonus you possess
and gain the restrained condition. A creature can
use its action to make a Strength check against
your spell save DC, freeing itself or another creature
within its reach on a success. Each failed check
deals 1d4 piercing damage per point of proficiency
bonus you possess to the trapped creature. You
may have a number of these traps on your person
equal to your proficiency bonus. Uses of this feature
recharges on a long rest.

Hide Out of Place

At 17th level, you become a master of being where
the gazes of observers are not set upon, giving
many fools the impression that you can become invisible. You are able to hide using Deception instead
of Stealth. While you are observed by a number of
creatures equal to or less than your Intelligence
modifier you may hide in plain sight (without any
cover or obscurement) as a bonus action.

13

UNHOLY TECHNOLOGIST

All of the Spheres of Askis gave the Celestial Heroes
an advantage in taking over the world and stamping out
evil but one has had a greater impact than all others:
inaequa. It is only fitting that the downfall of the
civilization they’ve built come through their reliance
on the vaunted divine machines, devices you seek to
master and turn to your own ends whenever possible.
Waste not, want not.

Fluid Connectivity

Starting at 1st level, when you first touch an inaequapowered device you may choose to be considered one
alignment-step closer to good (if you are evil the device
treats you as if you were neutral and if you are neutral
the device treats you as if you were good.) Once you
have used this feature a number of times equal to your
proficiency bonus, you cannot do so again until you
finish a short or long rest.

Reverse Polarity

Beginning at 5th level, you may spend 1 minute
manipulating an inaequa-powered device to reverse
its polarity for a number of hours equal to your mad
scientist level. While its polarity is reversed, the device
reads evil alignments as good alignments and vice
versa. By spending 1 hour every day for a week making
adjustments, you can permanently reverse the polarity
of any inaequa-powered device.

Negating Touch

At 11th level, you are able to kick, knock, kiss, or
otherwise touch an inaequa-powered device in a certain
and specific way that renders it inoperable for 1 minute.
As an action you make a melee or thrown ranged attack
against an inaequa-powered device. You may use your
spell attack bonus for this attack. For an attended or
worn target use the AC of the attending creature (minus
any natural armor bonus) but otherwise the AC is
determined by the object’s size (Tiny or smaller: 13,
Small: 11, Medium: 10, Large: 9, Huge: 7, Gargantuan:
5). On a successful hit the device stops functioning for
1 minute. On a critical hit the item stops functioning
permanently. Once you have used this feature a number
of times equal to your proficiency bonus, you cannot do
so again until you finish a long rest.

Talonis-Inaequa

At 17th level, you learn how to create a very special
device called a talonis-inaequa. This powerful gadget
requires 8 hours of work to build, is attuned to your
soul, and does not have any effect on items you have
created. You may only possess one taloni-inaequa at a
time and only you are able to activate it. Once activated,
the talonis-inaequa emits energy in a
50-ft.-radius. All inaequa-powered objects
that have not been perverted by a creature
with a Sin score or in your possession cease
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to function when touched by this energy field.
After activation the talonic-inaequa functions for
1 minute (regardless of whether or not it is on
your person).
Roll 1d6 a minute after your talonisinaequa makes an object inoperable; on a result
of 1 the object explodes (dealing 6d4 force
damage in a 5-ft.-radius; no saving throw), on a
result of 2–4 the item never functions again, and
on 5–6 the item resumes working normally.

Scientific Gadgets

If a scientific gadget has prerequisites, you must
meet them to learn it. You can learn the gadget at
the same time that you meet its prerequisites. A
level prerequisite refers to your level in this class.
Some warlock eldritch invocations are suitable
as scientific gadgets along with those listed here.
Spells you cast using a scientific gadget do not
require your technological weapon.
Eldritch Invocation
Agonizing Blast
Armor of Shadows
Ascendant Step
Beast Speech
Beguiling Influence
Bewitching Whispers
Devil’s Sight
Dreadful Word
Eldritch Sight
Eldritch Spear
Eyes of the Rune
Keeper
Fiendish Vigor
Mask of Many Faces
Master of Myriad Forms
Minions of Chaos
Mire the Mind
Misty Visions
One with Shadows
Otherworldly Leap
Repelling Blast
Sculptor of Flesh
Sign of Ill Omen
Thief of Five Fates
Visions of Distant
Realms
Whispers of the Grave
Witch Sight

Scientific Gadget
Concentrated Beams
Forcefield
Levitator
Primal Annunciator
Persano-Stimulators
Mentallo Ray
Midnight Goggles
Viral Equation
Arcanodetector
Heavy Barrel
Jolted Middle Temporal
Gyrus
Nerve Killers
Self-Projector
Morphedri
Energy Dominator
Gravitonic Inhibitor
Nega-Projector
Stealth Field
Pistonized Boots
High-Capacity Dynamo
Genetic Destabilizer
Entropic Fluctuator
Synapse Disruptor
Spatial Reflector
Soul Excisor
Morphae Lens

Adrenal Boosters

Prerequisite: 5th level
You can cast enhance ability or enlarge once without
using a mad scientist spell slot. You can’t do so again
until you finish a long rest.

Mechanized Steed

Prerequisite: 9th level
You can cast counterspell or dispel magic once
without using a mad scientist spell slot. You can’t
do so again until you finish a long rest.

Prerequisite: 7th level
You have built a robotic mount and are able to
summon it from afar using advanced electronics and
radio technology. Add find steed your list of spells
known. When casting the spell you summon a mount
that has the construct type, resistance to acid, cold,
fire, thunder, and damage from nonmagical weapon
strikes, and vulnerability to lightning. If this mount is
destroyed it takes you 20 hours of labor to repair it or
build a new one.

Arachno Belt

Quantum Kineticizer

Blasphemous Resuscitator

Spatial Prism

Arcodivinus Negator

Prerequisite: 5th level
You can cast spider climb or web once without using
a mad scientist spell slot. You can’t do so again until
you finish a long rest.

Prerequisite: 5th level
You can cast misty step or pass without trace once
without using a mad scientist spell slot. You can’t do
so again until you finish a long rest.

Prerequisite: 7th level
You can cast animate dead once without using a
mad scientist spell slot. You can’t do so again until
you finish a long rest.

Prerequisite: 5th level
You can cast mirror image or see invisibility once
without using a mad scientist spell slot. You can’t do
so again until you finish a long rest.

Cortex Disassembler

Subliminal Resonator

Prerequisite: 7th level
You can cast fear or hypnotic pattern once without
using a mad scientist spell slot. You can’t do so again
until you finish a long rest.

Defibrilator

Prerequisite: 7th level
You can cast revivify once without using a mad
scientist spell slot. You can’t do so again until you
finish a long rest.

You can cast command or heroism once without using
a mad scientist spell slot. You can’t do so again until
you finish a long rest.

Visual Compiler

Prerequisite: 7th level
You can cast improved invisibility or hallucinatory
terrain once without using a mad scientist spell slot.
You can’t do so again until you finish a long rest.

Emergency Boosters

When you would take more than 1d6 damage from
falling, you automatically cast feather fall without
expending a spell slot or material components. You
can’t do so again until you finish a short rest.

Form Disruptor

Prerequisite: 5th level
You can cast blur or invisibility once without using a
mad scientist spell slot. You can’t do so again until
you finish a long rest.

Implometastitizer

Prerequisite: 7th level
You can cast nondetection or vampiric touch once
without using a mad scientist spell slot. You can’t do
so again until you finish a long rest.

Influencing Aerosol

You can cast charm person or command once
without using a mad scientist spell slot. You can’t do
so again until you finish a long rest.
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This mechanical horror bristles with wires, compartments, and blinking lights
up and down its thick stalk-like metallic body, balanced atop six spidery
legs and bristling with branching armatures, some with cables and clamps
and others tipped with gleaming trocars and pneumatic needlers.

Dissectrinator

Large construct, unaligned
Armor Class 15 (natural)
Hit Points 108 (13d10+26)
Speed 15 ft.
STR
DEX
CON
INT
WIS
CHA
17 (+3) 16 (+3) 14 (+2) 13 (+1) 15 (+2) 4 (–3)
Skills Athletics +9, Medicine +8,
Perception +5, Sleight of Hand +6
Tools alchemist’s supplies, thieves tools
Damage Vulnerabilities lightning
Damage Resistances acid, cold
Damage Immunities fire, poison, psychic
Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned
Senses darkvision 60 ft., passive Perception 15
Languages can understand Common and
Vilespeech but cannot speak
Challenge 5 (1,800 XP)
Medical Installation. Despite its lack of
hands, a dissectrinator can use the following
equipment: alchemist’s supplies, healer’s kit, and
thieves’ tools. It can store up to 50 pounds of
such gear in racks and compartments within its
body, replacing them when they are exhausted.
Pain Threshold. Any attacks or spells
that deal 10 points of damage or less do not deal any damage to the dissectrinator.
Restraints. The dissectinator has two sets of restraints which it can use to bind a
patient. Once it has grappled a creature, it can make grapple checks (whether to maintain the grapple, pin the
creature, or perform other special grapple actions) against that creature as a bonus action.
Surgical Assistant. A dissectrinator can use the aid another action to assist Medicine checks as well as ability
and tool kit checks as part of a chirurgical procedure.
ACTIONS
Multiattack. The dissectrinator makes two melee attacks or three ranged attacks.
Clamp. Melee Weapon Attack:+6 to hit, reach 10 ft., one target. Hit: 7 (1d8+3) bludgeoning damage. Instead of
dealing damage, the dissectrinator can grapple the target (escape DC 14).
Trocar. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. Hit: 16 (2d12+3) piercing or slashing damage.
Instead of dealing full damage, the dissectrinator can use a syringe dart instead.
Syringe Dart (10). Ranged Weapon Attack: +6 to hit, range 40/100, one target. Hit: 10 (3d4+3) piercing
damage, and the target must make a DC 13 Constitution saving throw, falling asleep (as the sleep spell) on a
failed save, or taking 4 (1d8) poison damage on a successful one.
Cortical Puncture. A dissectrinator can use its trocars to drill into the skull of a restrained or unconscious
creature and selectively extract portions of the target’s brain. It must pierce the target’s skull with both trocars
(a normal attack) but thereafter can maintain the puncture without needing to attack again as long as the
target remains restrained or unconscious. A cortical puncture does not deliver poison but instead reduces the
target’s Intelligence, Wisdom, and Charisma by 1 (DC 14 Constitution saving throw negates) at the end of the
dissectrinator’s turn each round. The dissectrinator cannot use its darts while performing a cortical puncture.
In principle, the dissectrinator is a semi-sentient mechanical assistant, programmed and equipped to assist a
surgeon in medical matters both simple and complex, whether it be treating poisons or injuries or dealing with
disease or dissection. Of course, in the hands of a demented chirurgeon, the cranial dissectrinator
becomes a terrifying instrument of torment, capable of reducing the bravest of souls to drooling
impotence with soulless and heartless clinical precision. A dissectrinator is 7 feet tall in total, its
core body 3 feet tall, atop a set of legs 2 feet long and with the upper 2 feet a branching set of
limbs and sensors. A dissectrinator weighs 500 pounds.
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Chirurgical Procedures

You learn chirurgical procedures from discovered
or purchased tomes containing the instructions for
the operation or are taught by another fleshworker
who already knows it, though you do not absorb
the knowledge until you have practiced on a living
humanoid or a humanoid corpse that has died
within the past 24 hours (including a corpse
affected by gentle repose, as long as it was cast
within 24 hours of the creature’s death). Once you
have practiced a chirurgical procedure at least
once, you can perform it at any time. The time
required for each procedure is listed, during which
time the patient must be incapacitated, restrained,
or unconscious. A restrained or willing patient can
remain awake during the procedure, though they
automatically gain a level of exhaustion and are
poisoned for the duration of the procedure and
1 hour afterward.
When performing chirurgery, you make one
Wisdom (Medicine) check and one Intelligence
(thieves’ tools) check against the listed DC, the
latter representing your skill at manipulating the
body’s intricate and delicate organic mechanisms.
Two successful checks are required for a complete
success and a single successful check produces
a partial success. If all checks fail, the procedure
goes horribly awry, resulting in malpractice and dire
complications. If the result of any skill check is a
natural 1, the target must succeed at a Constitution
saving throw (DC equal to the procedure’s DC) or
else the entire procedure results in malpractice
regardless of the result of the other skill check.
If two checks produce natural 1s, malpractice
automatically occurs and the patient dies if they
fail their Constitution saving throw.
Each procedure has a DC, requires the
listed amount of time to complete, and the listed
number of uses of a healer’s kit. When chirurgery
begins, if a proper supply of healing kit is not
available or the target is below 1 hit point all
ability checks to perform the operation are made
with disadvantage.
Chirurgical procedures are strenuous for
the body. The patient gains 1 level of exhaustion
that lasts for 1 week. When you exceed the
procedure’s DC by 5 or more, a patient’s exhaustion
only lasts for 1 day. In addition, after receiving a
chirurgical procedure any checks to perform
another procedure are made with disadvantage.
Any saving throw DCs or spell attacks for effects
that duplicate spells use your Intelligence as your
spellcasting attribute.
Unless otherwise noted, all effects of a
chirurgical procedure are permanent and many
are damaging to the patient’s psyche or the natural
balance of their biological processes. This imbalance
extends into the spiritual plane, and creatures who
recently underwent mind-altering chirurgical
procedures might have a greater than normal

chance of arising as unquiet dead, perhaps haunts
that spread madness and torment, or as actual undead creatures such as ghouls or, more rarely, ghosts
or specters. For ever chirurgical procedure a creature
receives, its Sanctity score decreases by 1 and its Sin
score increases by 1.
ADJUST APPEARANCE (DC 13, 1d4 days, 5 uses
per day): Your surgery alters the outward appearance
of a patient, changing their features or proportions as
you deem fit (as disguise self). You cannot change
the patient’s creature type (although the patient could
be made to appear as another subtype, granting
advantage on any ability checks made to impersonate
a creature of that type). Otherwise, the extent of the
apparent change is up to you. You could add or
obscure a minor feature or change the patient to look
like an entirely different person or gender.
Complete Success: The intended adjustment in
appearance is achieved. If your appearance is
changed to resemble another subtype or gender,
your likeness is uncanny, granting the patient
advantage on Deception checks and any other
ability checks made to impersonate a creature of
the chosen type. By spending 1d4 hours and
2 uses of a healer’s kit, you can change the
appearance of the patient to that of a different
member of the same race that this procedure has
altered them to appear like.
Partial Success: The intended adjustment in
appearance is achieved but not with entirely
desirable effects. The patient gains advantage
on ability checks made to impersonate a creature
of the chosen type but their sense of self is
affected, reducing their Charisma by 1. By
spending 1 day and 5 uses of a healer’s kit, you
can change the appearance of the patient to that
of a different member of the same race that this
procedure has altered them to appear like.
Malpractice: The patient becomes horribly
disfigured as grafts and adjustments become
infected and necrotized while the disfigurement
is also psychologically damaging. The patient
reduces their Charisma score by 2 and contracts
a vile disease.
Reversal: regeneration

Graft Flesh, Implant Psychic Trigger,
Induce Amnesia, Insert Limbic Reservoir
(along with the nigrum pollinis and proelio
drugs!), Install Kill-Switch, Lobotomize,
Stimulate Adrenal Cortex, Surgery, and
others will appear in the full Book of
Exalted Darkness Playtest when the
Kickstarter ends
(Saturday June 17th)
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TALENTIA ENHANCER (DC 23, 3d4 hours, 10 uses): You install a device designed to specifically enhance
particularities of your subject’s body, bolstering their natural talents to ultimately make the patient more
effective at whatever they already have a penchant for doing. Unlike other chirurgical procedures, a complete
success or partial success is enough to install a talentia enhancer and there is no malpractice. However, a
creature may only undergo this chirurgical procedure only once whether successfully or not; any further
attempts automatically fail and without a successful DC 20 Constitution saving throw, the patient dies.
● Barbarian: Iecur Liver. The barbarian’s Constitution increases by 1 and they gain immunity to the
poisoned condition as well as non-vile diseases.
● Bard: Synthetic Vocal Cords. The bard can mimic animal sounds and humanoid voices. A creature that
hears the sounds can tell they are imitations with a successful Wisdom (Insight) check (DC 8 + the bard’s
proficiency bonus + the bard’s Charisma modifier).
● Cleric: Vocivus Actuators. The cleric can use their Channel Divinity to conjure a wave of dark power
that roils forth and drains the life of creatures. As an action, the cleric twists their hands in an unnatural
fashion before clenching them into fists that explode with stuff of the void, dealing 1d8 necrotic damage
per point of proficiency bonus they possess. The cleric can choose to direct this energy at one creature
within 60 feet or a number of creatures equal to their Wisdom modifier that are within 30 feet. A Wisdom
saving throw against the cleric’s spell save DC reduces this damage by half. A single creature targeted by
this effect makes its saving throw with disadvantage and takes double damage if it fails its saving throw.
This feature has no effect on undead or constructs.
● Diabolist: Superno Proficiscentur. Thin leather scripts covered in Vilespeech are embedded
throughout the diabolist’s flesh, allowing them to channel unholy energies directly from the Abyss and
Hell. The diabolist is able to summon 1 more diabolus at a time than normal.
● Druid: Abeo Biologis. While the druid uses wild shape, they can spend a bonus action to activate or
deactivate a viral infection tied to their soul. When active the druid’s wild shape form is covered by an
aura of dark red and purple energies, granting them 1d4 additional damage with natural attacks and
increasing their AC by 2.
● Fighter: Offensionibus Spine. The fighter’s Strength and Constitution increase by 1. In addition, they
gain resistance to falling damage.
● Mad Scientist: Adapertio Ocular Nerve. The mad
scientist is able to cast the detect magic spell
without components or concentration. By spending
a bonus action, they can alter their ocular nerve
to instead emulate the effects of detect evil
and good or detect poison and disease.
● Monk: Tenibrus Talons. The monk’s ki pool
increases by 1 and by spending a bonus action,
they can deploy or retract talons that change their
unarmed strike damage to slashing.
● Occultist: Inanis Lancino. The occultist’s dark
strikes increase in potency, driven by miniature
servos and pistons that deal an extra 2 (1d4) damage.
● Paladin: Osseus Skeleton. The paladin’s bones are seared
with the ancient language of Vilespeech, the runes making it
impossible to detect their true alignment. When a creature or
effect would detect the paladin’s alignment, they see an alignment
of the paladin’s choice.
● Ranger. Argentum Eyes. The ranger’s eyes become featureless silver orbs. They can see normally in
darkness, both magical and nonmagical, to a distance of 60 feet (if they already have darkvision, its range
increases by 60 feet).
● Rogue: Currax Nerves. The rogue’s Dexterity increases by 1 and their speed increases by 10.
● Sorcerer: Devoco Glands. The sorcerer gains 1 sorcery point (if they do not yet have sorcery points, they
gain an additional sorcery point when they acquire the class feature) and learns a cantrip. In addition, by
spending a bonus action the sorcerer can convert 2 Sin points into 1 sorcery point.
● Warlock: Festino Charge. The warlock’s soul is imparted with dark energy that allows them to gain a
second pact boon. Once chosen, this second pact boon cannot be changed.
● Wizard: Prolixo Ganglia. The wizard’s Intelligence increases by 1, they learn a cantrip, and they
gain advantage on saving throws when resisting the charmed and stunned conditions.
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The divine works of Askis’ celestial heroes hold their rule in place

When the Celestial Heroes shook
• Bands of Kyttarmoak. The wizard Rankir has crafted a powerful enchantment
evil from the world they knew that
that bars potent evil entities from trodding upon Askis’ soil.
• Monastic Order of Law. Disciples of the monk Varrus stalk the world’s
corruption would return without
caverns to purge the last vestiges of evil from the world.
vigilance and so each crafted a great
• Towers of Light. These towers built by the priest Gimli are arrayed along the
work to protect civilization. Adventurers
coasts of Ouranios to ward off evil that lurks in the seas of the world.
• Samovi Evil Preserve. Tapper Underknoll and her fellow rangers watch over
in the Book of Exalted Darkness are
that cannot be brought to the light, ensuring that their captives cannot bring
devoted to shattering the Nine Spheres those
suffering to others.
that grip society in thrall, every one
• Holy Virulence. To punish those consumed with lust the sorcerer Damien has
crafted sicknesses of sublime justice.
of them holding back dark entities
•
Shadows
of Vanity. Some of the world’s spirits remain to follow after the most
from beyond the veil. With each
beautiful of the world at the command of the paladin Lellwyn.
destruction the PCs grow closer to
• Gift of Inaequa. Tucker Quickfoot has negotiated the gift of inaequa from
otherworldly powers and dutifully tends to the agreement, working to ensure that
claiming complete victory over the
the resources never stops flowing.
mewling bureaucrats and sheepish
• Bloodsong Storms. The bard Mystral has created songs of such beauty and
fools that populate the world until
power that they ward the very seas, conjuring storms whenever blood spills
between travelers on the water.
they finally end the Celestial Heroes’
• Chime of Contests. When dishonor enters a combat the knights led by Grukk
reign and pervert or destroy the
answer the call, following the hum to bring justice to the scandalous.
last of the divine legacies.
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