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Prestige N
Classes

The following prestige classes are designed spe-
cifically with monstrous humanoids in mind. While
there’s no reason that a Halfling Wizard couldn’t class
into Ogre-Rider, it’s really intended more for use by
goblins and kobolds. Ditto for the others.

Gatesmasher

One of the most important factors in the offensive
side of a siege is gaining access to the besieged settle-
ment. Without breaching city walls, sieges may go on
for entire seasons. The gatesmasher is the key to get-
ting inside without expensive siege weaponry.

Gatesmashers use their powerful fists or weapons
to crush, pulverize, and annihilate immovable objects
such as walls or columns. Their mastery of the art
of siege also allows them to minimize the danger to
themselves and to power their way through other ma-
terials such as shields, swords, and even armor.

An illustration of a ogre gatesmasher can be
found on page 15.

Hit Die: d10.

Reguirements:

To qualify to become a gatesmasher, a character
must fulfill all of the following criteria:
Base Attack Bonus: +4.

The Gatresmasher

Feats: Power Attack, Improved Sunder.
Special: The character must be at least Large
size.

Class Skills

The gatesmasher’s class skills (and the key abil-
ity for each skill) are Intimidate (Cha), Jump (Str),
and Swim (Str).

SKill Points at Each Level: 2+ Int Modifier.

Class Features

All the following are Class Features of the gates-
masher prestige class.

Weapon and Armor Proficiency: Gatesmash-
ers are proficient with all simple weapons, and gain
exotic weapon proficiency (siege ram). Gatesmashers
are proficient with all types of armor.

Bash! (Ex): When attacking an object with
a melee weapon, instead of adding her Strength
modifier to damage, the gatesmasher adds 1% times
her Strength modifier. She also adds this enhanced
bonus to her Strength checks made to break items.
Two-handed weapons add an additional half of the
Strength modifier.

Penetrating Blow (Ex): Starting at 2™ level,
whenever the gatesmasher attacks an object, she ig-
nores an amount of hardness points equal to her levels
in the gatesmasher class.

Crush! (Ex): Starting at 3 level, the gatesmash-
er increases the bonus given by Bash! from 1% times
to 2 times her Strength modifier.

Devastating Power (Ex): At 3™ level, when a
gatesmasher attacks an object and rolls a critical hit,
she completely ignores the object’s hardness (in addi-
tion to inflicting the usual effects of a critical hit).

Fort | Ref | Will
Level | BAB | Save | Save | Save | Special
Ist +1 +2 +0 +0 | Bash!
2nd +2 +3 +0 +0 | Penetrating Blow
3rd +3 +3 +1 +1 [ Crush!, Devastating Power
4th +4 +4 +1 +1 | Weak Point
5th +5 +4 +1 +1 | Smash!, Back to the Wall
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NPCs

The NPCs in this section are intended to be allies
for the characters in a monster-based game. They can
also make good opponents for heroes in a standard
D&D game.

High Druid Sassnak

Lizardfolk Druid

Sassnak hatched last, and smallest of a clutch of
six eggs. He learned early on that anything worth car-
ing about eventually will have to be defended with
tooth and claw. Edged out of what little good territory
was available in the tribe’s land, Sassnak started his
adult life with barely two tails length of shallow wa-
ter. High Druid Lanton, a human who worked closely
with the tribe, took interest in Sassnak’s case.

Lanton taught Sassnak the ways of nature, and
the young lizardfolk was a quick study. Sassnak
learned to commune with the world around him, to
sense the balance in all things. When that balance was
thrown off, he moved to fix it, with tooth and claw
and healing magics. Sassnak especially paid attention
to the plights of the reptiles, amphibians, and insects.
He found that the other druids (and their ranger allies)
were all too quick to rush to the aid of the birds and
the mammals, but when a race less “cute” in their eyes
was in peril, they seemed to drag their feet. Talk of his
dedication reached far and wide in druidic circles.

High Druid Lanton perished battling a tribe of
goblins. He had explained to Sassnak that their rap-
idly expanding population was tipping the scales in
favor of evil, and that the balance must be preserved.
Sassnak refused to fight the goblins, who had long
been allies of his tribe. He knew that their numbers
would not grow unchecked, and that the balance
would right itself when the gnolls nearby finished
recovering from a run-in with some humans. Surely
enough, a few months after Lanton’s death, the tribe
of goblins was rapidly losing its numbers, and the
balance tipped to good’s favor. Sassnak defended
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the goblins from their humanoid oppressors and the
voracious gnolls, preserving the balance of good and
evil.

With High Druid Lanton’s death, a new High
Druid needed to be named. After a brief controversy
regarding the wisdom of his actions defending the
goblins, it was agreed that Sassnak was both the most
qualified and least biased of all the druids in the area.
Named High Druid, Sassnak turned down a leader-
ship role in his own tribe, though he retains a vast
area of swamp surrounding it. He spends much of his
time hiding there, in the shape of a small frog, except
when the balance of good or evil has been tipped to
one side, or the other.

Sassnak: Male lizardfolk humanoid 2/druid 17;
Medium humanoid; HD 19d8+28, hp 122; Init +2;
Spd 30 ft.; AC 22, touch 12, flat-footed 20; Base
Atk +13/+8/+3; Atk +20 melee (1d6+7, sickle); Full
Atk +20/+15/+10/+20 melee (1d6+7, sickle) or +6
ranged (1d6, sling) or +6 ranged (1d4+1, dart); SQ
a thousand faces, animal companion (Sephra), nature
sense, resist nature’s lure, timeless body, trackless
step, venom immunity, wild empathy +16, wild shape
(Tiny, Small, Medium, Large, or Huge animal 3/day),
wilding, woodland stride; AL CN; SV Fort +11, Ref
+9, Will +15; Str 16, Dex 14, Con 14, Int 12, Wis 18,
Cha 8.

Skills: Concentration +14 (12 ranks), Diplomacy
+9 (10 ranks), Handle Animal +8 (9 ranks), Heal +15
(9 ranks), Knowledge (nature) +9 (8 ranks), Listen
+13 (9 ranks), Spellcraft +11 (10 ranks), Spot +11 (7
ranks), Survival +14 (8 ranks), Swim +13 (8 ranks).

Feats: Eschew Materials, Iron Will, Natural
Spell, Runt, Self-Sufficient, Silent Spell, Track.

Animal Companion: Sassnak has an alliga-
tor named Sephra as his animal companion. Sephra
grants him the following benefits.

Link (Ex): Sassnak can handle Sephra as a free
action, or push him as a move action. Sassnak gains
a +4 circumstance bonus on all wild empathy checks
and Handle Animal checks concerning Sephra.

Share Spells (Ex): At Sassnak’s option, he may
have any spell (but not any spell-like ability) he casts
upon himself also affect Sephra, as long as the alliga-
tor is within 5 feet of Sassnak at the time of casting.
If a spell or effect has a duration other than instanta-
neous, it stops affecting Sephra if he moves farther
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OPEN GAME L/CENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)”Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation, modi-
fication, correction, addition, extension, upgrade, improvement, compila-
tion, abridgment or other form in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or otherwise distrib-
ute; (d)”Open Game Content” means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement over the pri-
or art and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License, includ-
ing translations and derivative works under copyright law, but specifi-
cally excludes Product Identity. (e) “Product Identity” means product and
product line names, logos and identifying marks including trade dress; ar-
tifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of charac-
ters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”, “Used” or “Us-
ing” means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) “You”
or “Your” means the licensee in terms of this agreement.

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

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your Con-
tributions are Your original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

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

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-adapt-
ability with any Trademark or Registered Trademark in conjunction with
a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may pub-
lish updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

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

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so affected.

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

14 Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent necessary
to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell,
based on original material by E. Gary Gygax and Dave Arneson.

Nyambe: African Adventures Copyright 2002, Trident Inc. d/b/a
Atlas Games; author Christopher W. Dolunt

The Assassin’s Guide to Poisons. Copyright 2002, Phillip Reed
www.phillipjreed.com

The Other Side, Copyright 2004, Valent Games

Designation of OGL Content

Please see the full edition of Minigame for designations of
Open Gaming Content. Artwork and trade dress are not OGC.



