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Well, it took long enough, but here it finally is: the player’s handout for the much delayed, sometimes talked about, and probably long forgotten Legacy of Coperia: Hymn of Winter. It took over a year, but it looks like we’re about ready to go! If you’re reading this, it means you either have the patience of a saint, or you’re new to RI and don’t know how long it’s been. Regardless, it’s nice to have you, and I hope you enjoy the game.

Hymn of Winter will utilize the Pathfinder ruleset, as well as allow for some content from traditional Dungeons and Dragons 3.5. The following handout will include rules for character creation, new character options, a short history primer as well as descriptions of the nations and religion of Xevon, as well as brief introduction to the game. If there are any questions, comments, problems curses, ect. to be had, be sure to ask!

- NS
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Character Creation & Options
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Character Generation

Character creation of Hymn of Winter uses a simple set of rules, thanks in part to the design of Pathfinder and the fact that it takes many common houserules into account already. There are, however, several new races as well as a new class available, as well as many common races being unavailable for use, as detailed below. The creation rules are as follows:

Level
Characters begin at level 2, with 2,000 XP on the medium character progression track.
Ability Scores
Ability scores will be generated using the Pathfinder ability score purchasing method as shown on page 15 of the Pathfinder Core Rulebook, using the Epic Fantasy pool of 25 points.
Character Races
The following races are readily available for play in this campaign:
	Human
	High Elf
	Halfling
	Half Elves

	Gnomes
	Dark Elves (Drow)
	Aasimar
	Tieflings

	Changlings
	Raptorans
	Shifters
	Ghost Elves



Drow, Aasimar, and Tieflings are normally found in the Bestiary, but have been reproduced in this handout, while the stats for the remaining races will be detailed later in this section. Any races not listed here, including Half-Orcs and Dwarves, are not available for use in the campaign without DM permission. Don’t be afraid to ask – with a good enough concept or reason, some things that would not normally be allowed may.

Character Classes
The following table presents the classes appropriate for characters in this campaign:


	Barbarian
	Bard
	Cleric
	Druid
	Fighter
	Monk

	Paladin
	Ranger
	Rogue
	Sorcerer
	Wizard
	Alchemist

	Cavalier
	Inquisitor
	Oracle
	Summoner
	Witch
	Gunslinger



Several of these classes (Alchemist through Witch) are classes presented in the Pathfinder Advanced Player's Guide Playtest (get it from The Pit if you don’t have it). Because of this, they are subject to change in the future and any such changes once the book releases will be enforced, with room for rebuilding allowed. The Gunslinger is a wholly unique class created for use in the Coperia setting, and is also subject to tweaking between now and the formal start of the campaign. This class will be presented later in this section.

Character Traits
Character Traits, originally presented in the Character Traits Web Enhancement, and reproduced faithfully later in this handout, are available for use in the Coperia setting. A maximum of two traits may be taken only at 1st level, and more traits may only be gained through the use of the "Additional Traits" feat. New traits may be added as development on Coperia progresses, so keep an eye out.

Hit Points
This campaign will use the 2x HP at 1st level plus your constitution modifier rule. Additionally, a character starts the campaign with max hit points for all levels.

Starting Gold
All characters starting this campaign at level 2 will start with 900 gold. Anyone starting at a later level will need to consult me.

Languages
The following languages have been added, and are available to anyone unless otherwise noted: Geldian (replaces Common), Ancient Geldian, and Tuilvilanuue. Ancient Geldian is available to several races as a bonus language, while Tuilvilanuue is a language unique to the Raptorans.

Allowed Books
Most material from Paizo published, Pathfinder compatible book is allowed for use. This includes Pathfinder Chronicles books such as Cities of Golarian and Seekers of Secrets, as well as Pathfinder Companion books such as Taldor, Echoes of Glory and Cheliax, Empire of Devils. These books contain everything from new feats and Prestige Classes to spells and character traits. If you wish to use anything from any of these books, please inform the DM first, so that any appropriate name or flavor changes may be made.

Material from third party books will be taken on a case-by-case basis.

3.5 Material
For the most part, usage of content originating from D&D 3.5 will not be allowed, for the sake of keeping things simple. There is one large exception to this, however: Any Prestige Class that you character can qualify for under the Pathfinder ruleset (using the official conversion rules), you are welcome to take. It is requested, however, that any Prestige choices outside of the ones presented in the Core book or in this document be run by the DM, if only for the sake of making sure any extra mechanics that need to get adapted do so. The DM also reserves the right to disallow a 3.5 Prestige Class.

Anything else – Feats, Flaws, Traits, Races, Classes, and Spells – is not available, generally without exception.

Racial Requirements
If there is a prestige class or feat you wish to take that possesses special racial restrictions, please speak to the DM. There’s a good chance many restrictions will be lifted.

Rebuilding
Under normal circumstances, rebuilding will not be allowed. However, with at least one new Player oriented book on the horizon (The Advanced Player’s Guide), as well as increasing third party support as well as tweaks, changes, and additions by the DM, any time a substantial amount of new content is entered into Coperia for use, the players will be allowed varying amounts of rebuilding based on the situation. This will be handed on a case by case basis, when the time comes.
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Races



Humans
Humans are in many ways the race that defines the continent of Xevon. Adaptable and curious, humans are both the youngest and most dominant race on the continent of Xevon, and are the source of much of its success as well as its hardships. Though still recovering from the violent wars against the Black Alchemist, Daragoth and the recent civil war in FIrac, they now control both it and the nation of Yuron. They comprise the majority of the continents prominent artisans, politicians, and adventurers. 

Relations between Humans and the other races of Xevon are typically good; the humans hold no enmity as a whole with anyone else on the land. They do come into conflict at times with radical High Elves, bent on taking back the lands they once controlled, and Dark Elves that come above ground with less than noble intentions. They take particular interest in the curious Gnomes, the noble Raptorans, and the sympathetic Ghost Elves.

Human religion is as varied as everything else about the race; there is no racial or moral boundaries preventing a human from worshiping whoever they may choose. Human naming conventions are also extremely varied, often influenced both by breeding and location rather than any sort of racial norm.
Humans in this campaign use the stats presented in the Pathfinder Core Rulebook, as follows:

+2 to One Ability Score: Human characters get a +2 bonus to one ability score of their choice at creation to represent their varied nature.
Medium: Humans are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Humans have a base speed of 30 feet.
Bonus Feat: Humans select one extra feat at 1st level.
Skilled: Humans gain an additional skill rank at first level and one additional rank whenever they gain a level.
Languages: Humans begin play speaking Geldian. Humans with high Intelligence scores can choose any languages they want (except secret languages, such as Druidic).



[bookmark: _GoBack]High Elves
Despite the loss of dominance the High Elves once held over the land, they continue to thrive all across the continent of Xevon. The Elves are not chained to any one region of the land, and like the humans, are found all across the land. The majority of them, however, make their homes in either the nation of Yuron, or the Nasei Territories.

Like the Humans, the Elves maintain strong relations with most of the rest of the races on the continent; of particular note the elves are known for their strong relations with the Gnomes and Raptorans. Some Elves take exception with humans over the loss of the northern lands of Xevon, while many Elves begrudge both of their cousins, though for different reasons. Conflict has always raged between the High and Dark Elves, originating from squabbles over land and war that eventually drove many of their dark skinned brothers below ground. The Ghost Elves hold a long, bitter contempt for the High Elves, a feeling that is readily returned.

(Elven Religion Section)


Elvish names in Xevon are typically comprised of three parts: a given name, often elegant sounding or having specific meaning, a short middle, or “everyday” name that often functions as a nickname, and a family name, often descriptive of family history, location of origin, or some other trait.

Male Given Names: Adanel, Callan, Desalon, Iravel, Ryean, Tharama
Female Given Names: Eris, Galandra,  Kaylina, Oneille, Sorsha, Tessara
Common Middle Names: Alen, Cali, Eri, Ima, Meri, Vera
Example Family Names: Brightgrove, Dawnblade, Frosthawk, Nightwing, Stromrider, Trueheart

Elven names do not follow these conventions exclusively, and they can vary widely by reigon. This, however, are the most common naming conventions.

Elves in this campaign use the stats presented in the Pathfinder Core Rulebook, as follows:

+2 Dexterity, +2 Intelligence, –2 Constitution: Elves are nimble, but their form is frail.
Medium: Elves are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Elves have a base speed of 30 feet.
Low-Light Vision: Elves can see twice as far as humans in conditions of dim light. See Chapter 7.
Elven Immunities: Elves are immune to magic sleep effects and get a +2 racial saving throw bonus against enchantment spells and effects.
Elven Magic: Elves  receive a +2  racial bonus on caster  level checks made  to overcome spell  resistance. In addition, elves receive a +2 racial bonus on Spellcraft skill checks made to identify the properties of magic items.
Keen Senses: Elves receive a +2 racial bonus on Perception skill checks.
Weapon  Familiarity:  Elves  are  proficient  with  longbows  (including  composite  longbows),  longswords, rapiers, and shortbows (including composite shortbows), and treat any weapon with the word “elven” in its name as a martial weapon.
Languages: Elves begin play speaking Geldian and Elven. Elves with high Intelligence scores can choose 
from the following: Ancient Geldian, Celestial, Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan.


Halflings
Contrary to what one might think at first glance, the ever energetic Halflings are held in high esteem among the people of Xevon, even if they are among the least populous races on the continent. They are one of the younger races on the continent of Xevon, though not as much as the Raptorans or Humans. Because of this, and the strong sense of wanderlust many Halflings possess, they hold no lands of their own. However, the Halflings are most numerous in the Nasei Territories, where they hold numerous settlements.

The halfling’s natural luck, curiosity, and fun, energetic personalities serve to both keep the race from fading into the background amongst the other races, as well as endearing them to them as a whole. The Halflings take interest in every person they come across, regardless of race, often willing to give anyone the benefit of the doubt.


+2 Dexterity, +2 Charisma, –2 Strength: Halflings are nimble and strong-willed, but their small stature makes them weaker than other races.
Small: Halflings are Small creatures and gain a +1 size bonus to their AC, a +1 size bonus on attack rolls, a –1 penalty to their Combat Maneuver Bonus and Combat Maneuver Defense, and a +4 size bonus on Stealth checks.
Slow Speed: Halflings have a base speed of 20 feet.
Fearless: Halflings receive a +2 racial bonus on all saving throws against fear. This bonus stacks with the bonus granted by halfling luck.
Halfling Luck: Halflings receive a +1 racial bonus on all saving throws.
Keen Senses: Halflings receive a +2 racial bonus on Perception skill checks.
Sure-Footed: Halflings receive a +2 racial bonus on Acrobatics and Climb skill checks.
Weapon Familiarity: Halflings are proficient with slings and treat any weapon with the word “halfling” in its name as a martial weapon.
Languages: Halflings begin play speaking Geldian and Halfling. Halflings with high Intelligence scores can choose from the following: Elven, Gnome, and Goblin.


Half-Elves
+2 to One Ability Score: Half-elf characters get a +2 bonus to one ability score of their choice at creation to represent their varied nature.
Medium: Half-elves are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Half-elves have a base speed of 30 feet.
Low-Light Vision: Half-elves can see twice as far as humans in conditions of dim light. See Chapter 7.
Adaptability: Half-elves receive Skill Focus as a bonus feat at 1st level.
Elf Blood: Half-elves count as both elves and humans for any effect related to race.
Elven Immunities: Half-elves are immune to magic sleep effects and get a +2 racial saving throw bonus against enchantment spells and effects.
Keen Senses: Half-elves receive a +2 racial bonus on Perception skill checks.
Multitalented: Half-elves choose two favored classes at first level and gain +1 hit point or +1 skill point whenever they take a level in either one of those classes. See Chapter 3 for more information about favored classes. 
Languages: Half-elves begin play speaking Geldian and Elven. Half-elves with high Intelligence scores can choose any languages they want (except secret languages, such as Druidic).



Gnomes
+2 Constitution, +2 Charisma, –2 Strength: Gnomes are physically weak but surprisingly hardy, and their attitude makes them naturally agreeable.
Small: Gnomes are Small creatures and gain a +1 size bonus to their AC, a +1 size bonus on attack rolls, a –1 penalty to their Combat Maneuver Bonus and Combat Maneuver Defense, and a +4 size bonus on Stealth checks.
Slow Speed: Gnomes have a base speed of 20 feet.
Low-Light Vision: Gnomes can see twice as far as humans in conditions of dim light. See Chapter 7.
Defensive Training: Gnomes get a +4 dodge bonus to AC against monsters of the giant type.
Gnome Magic: Gnomes add +1 to the DC of any saving throws against illusion spells that they cast. Gnomes with a Charisma of 11 or higher also gain the following spell-like abilities: 1/day—dancing lights, ghost sound, prestidigitation, and speak with animals. The caster level for these effects is equal to the gnome’s level. The DC for these spells is equal to 10 + the spell’s level + the gnome’s Charisma modifier.
Hatred: Gnomes receive a +1 bonus on attack rolls against humanoid creatures of the reptilian and goblinoid subtypes due to special training against these hated foes.
Illusion Resistance: Gnomes get a +2 racial saving throw bonus against illusion spells or effects.
Keen Senses: Gnomes receive a +2 racial bonus on Perception skill checks.
Obsessive: Gnomes receive a +2 racial bonus on a Craft or Profession skill of their choice.
Weapon Familiarity: Gnomes treat any weapon with the word “gnome” in its name as a martial weapon.
Languages: Gnomes begin play speaking Geldian, Gnome, and Sylvan. Gnomes with high Intelligence scores can choose from the following: Draconic, Elven, Giant, Goblin, and Orc.


Dark Elves

+2 Dexterity,  +2 Charisma,  –2 Constitution: Drow  are nimble and manipulative.
Medium:  Drow are Medium creatures, and have no bonuses or penalties due to their size.
Normal Speed: Drow have a base speed of 30 feet.
Darkvision: Drow can see in the dark up to 120 feet.
Drow Immunities:  Drow are immune to magic sleep  effects  and  get  a  +2  racial  bonus  to  saves  against enchantment spells.
Keen Senses:  Drow receive a +2 racial bonus on Perception checks.
Spell Resistance: Drow possess spell resistance equal to 6 plus their class levels.
Spell-Like  Abilities:  A  drow  can  cast  dancing  lights, darkness,  and  faerie  f ire  each once per day, using his  total character level as his caster level.
Light Blindness: Abrupt exposure to bright light blinds drow for 1 round; on subsequent rounds, they are dazzled as long as they remain in the affected area.
Poison Use: Drow are skilled in the use of poison and never risk accidentally poisoning themselves. 
Weapon Familiarity: Drow are proficient with the hand crossbow, rapier, and short sword.
Languages:  Drow begin play speaking Elven and Undercommon.  Drow  with  high  Intelligence  can  choose bonus  languages  from  the  following:  Abyssal,  Aklo,  Aquan, Geldian, Drow Sign Language, Gnome, or Goblin.


Aasimar

+2 Charisma, +2 Wisdom:  Aasimars are insightful, confident, and personable.
Normal Speed: Aasimars have a base speed of 30 feet.
Darkvision: Aasimars can see in the dark up to 60 feet.
Skilled: Aasimars have a +2 racial bonus on Diplomacy and Perception checks.
Spell-Like Ability: Aasimars can use daylight once per day as a spell-like ability (caster level equals the aasimar’s class level).
Celestial Resistance:  Aasimars have acid resistance 5, cold resistance 5, and electricity resistance 5.
Languages:  Aasimars begin play speaking Geldian and Celestial. Aasimars with high Intelligence scores can choose any of the following bonus languages: Draconic, Elven, Gnome, Halfling, and Sylvan.


Tieflings

+2 Dexterity, +2 Intelligence, –2 Charisma: Tieflings are quick in body and mind, but are inherently strange.
Darkvision: Tieflings see in the dark up to 60 feet.
Skilled: Tieflings have a +2 racial bonus on Bluff and Stealth checks.
Spell-Like Ability: Tieflings can use darkness once per day as a spell-like ability. The caster level for this ability equals the tiefling’s class level.
Fiendish Resistance: Tieflings have cold resistance 5, electricity resistance 5, and f ire resistance 5.
Fiendish Sorcery: Tiefing sorcerers with the Abyssal or Infernal bloodline treat their Charisma score as 2 points higher for all sorcerer class abilities. 
Languages:  Tieflings begin play speaking Geldian and either Abyssal or Infernal.  Tieflings  with  high  Intelligence  scores  can  choose  any  of  the  following: Ancient Geldian, Abyssal,  Draconic, Elven,  Gnome,  Goblin, Halfling, Infernal, and Orc.


Changelings

+2 to One Ability Score: Changeling characters get a +2 bonus to one ability score of their choice to represent their ever-changing nature. Whenever a changeling uses their slippery form ability, they may choose to change the ability score their +2 bonus applies to; if no change is specified, the bonus continues affecting the ability score previously specified.
Shapechanger: Changelings are humanoids with the shapechanger subtype.
Medium: Changelings are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Changelings have a base speed of 30 feet.
Slippery Mind: Changelings receive a +2 racial saving throw bonus against sleep and charm spells and effects.
Slippery Tongue: Changelings receive a +2 racial bonus on Bluff, Intimidate, Linguistics, and Sense Motive skill checks, and they always treat Linguistics as a class skill.
Slippery Form (Su): Changelings can alter their appearance at will as though they were using a disguise self spell that affects their bodies but not their possessions. This ability physically alters the changeling's facial features, skin colour and texture, and size, and lasts until the changeling changes shape again. The changeling reverts to its natural form when killed, and a true seeing spell with reveal their natural form. When used to make a disguise, the changeling receives a +10 circumstance bonus for Disguise skill checks. Using this ability is a full-round action.
Languages: Changelings begin play speaking Geldian. Changelings with high Intelligence scores can choose any languages they want (except secret languages, such as Druidic).


Shifters

+2 Dexterity, +2 Wisdom, -2 Charisma: Shifters are lithe and wise, but their fundamental bestial nature detracts from their social interactions.
Shapechanger: Shifters are humanoids with the shapechanger subtype.
Medium: Shifters are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Shifters have a base speed of 30 feet.
Low-Light Vision: Shifters can see twice as far as humans in conditions of dim light. See Chapter 7 of the Pathfinder Roleplaying Game.
Bestial Agility: Shifters recieve a +2 racial bonus on Acrobatics and Climb skill checks.
Shifting (Su): A shifter can tap into their lycanthropic heritage as a free action for a number of rounds per day equal to 4 + their Constitution modifier; during this time, their features become more bestial in nature and they gain the bonuses of their shifter trait. The number of rounds a shifter can change each day is increased by 2 for every shifter feat the shifter takes. These Feats will be listed later in the handout.
Languages: Shifters begin play speaking Common. Shifters with high Intelligence scores can choose from the following: Elven, Gnome, Halfling, and Sylvan.
Shifter Traits
Beasthide (Su): While shifting, a beasthide shifter gains a +2 bonus to Constitution and natural armour that provides a +2 bonus to AC.
Cliffwalk (Su): While shifting, a cliffwalk shifter gains a +2 bonus to Dexterity and has a climb speed of 20 feet. Gaining a climb speed grants the shifter a +8 racial bonus on Climb skill checks. In addition, the shifter gains a +2 bonus to Acrobatics checks, even when not shifting.
Dreamsight (Su): The rarest of all shifter traits, a dreamsight shifter gains a +2 bonus to Wisdom and gains the ability to communicate with animals as if under the effect of a speak with animals spell while shifting. In addition, the shifter gains a +2 bonus to Handle Animal and wild empathy checks, even when not shifting.
Gorebrute (Su): While shifting, a gorebrute shifter gains a +2 bonus to Strength and manifests powerful horns that can be used as a natural weapon that deals 2d6 points of damage (plus an extra 1 point for every four character levels they have), but only during a charge attack.
Longstride (Su): While shifting, a longstrider shifter gains a +2 bonus to Dexterity and a bonus of +10 feet to their base land speed.
Longtooth (Su): While shifting, a longtooth shifter gains a +2 bonus to Strength and grows fangs that can be used as a natural weapon that deals 1d6 points of damage (plus an extra 1 point for every four character levels they have).
Razorclaw (Su): While shifting, a razorclaw shifter gains a +2 bonus to Strength and grows claws that can used as natural weapons that deal 1d4 points of damage (plus an extra 1 point for every four character levels they have).
Swiftwing (Su): While shifting, a swiftwing shifter gains a +2 bonus to Dexterity and grows leathery flaps of wings that grant them a fly speed of 20 feet with average maneuverability. In addition, the shifter gains a +2 bonus to Fly skill checks, and always treats Fly as a class skill, even when not shifting.
Truedive (Su): While shifting, a truedive shifter gains a +2 bonus to Constitution and has a swim speed of 30 feet. Gaining a swim speed grants the shifter a +8 racial bonus on Swim skill checks. In addition, the shifter can hold their breath for a nimber of rounds equal to 5 times their Constitution modifier, even when not shifting.
Wildhunt (Su): While shifting, a wildhunt shifter gains a +2 bonus to Constitution and the scent ability. In addition, the shifter gains a +2 bonus to Survival checks, even when not shifting.





Coperia: Heart of Winter Player Handout – What’s Needed

Cover Page
Short Intro
Listing of Creation Rules, Available Options, House Rules, PrC Rules, Rules regarding rebuilding and alter additions
Character Traits
Short Section Detailing new feats or classes, as well as guns, pulled from Dragon
Short Section on Races in Xevon
Short Timeline of Recent History (Last ~250 years, since destruction of something important years ago. Definite timeline shrinkage)
Short Profile on Nations, Current Events, Key Figures
Short section on religion and deities
Game Introduction

image1.png

image2.png




