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Chapter 1: Characters
Relic Seeker
We made our way through the tunnels at a run.
I could hear footsteps behind us, but with the
echoes and dripping water, it was impossible to
tell how close they were. Suddenly, a light at the
end of the tunnel. At the exit, a long stone ladder
leading down… way down. I hate heights.
-- from the Journals of Malcolm Gideon
Part archeologist, part adventurer, the Relic Seeker
explores ancient and unknown ruins, seeking artifacts
of the past in a quest for knowledge. Characters
enter this advanced class for a variety of reasons,
from the love of pure scientiﬁc discovery to the more
mercenary quest for glory. However, what separates
this class from the Grave Robber and the Monitor
classes is that the Relic Seeker wants what he ﬁnds
to be available to the public, for all to see. Monitors
hide their discoveries away, for fear that they might
fall into the wrong hands. The Grave Robber, in his
quest for money and power, either keeps his prize (if
he can ﬁgure out how to use it) or sells it to a private
collector (who is likely to keep it in a private vault).
Requirements
To qualify to become a Relic Seeker, a character must
fulﬁll the following criteria.
Skills: Knowledge (arcane lore) 6 ranks,
Knowledge (art) 6 ranks, Knowledge (history) 6
ranks.
Feats: Studious.
Class Information
The following information pertains to the Relic Seeker
advanced class.
Hit Die: 1d8
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Action Points: 6 + ½ character level, rounded
down, every time the character attains a level in this
class.
Class Skills: The Relic Seeker’s class skills:
Balance (Dex), Climb (Str), Decipher Script (Int),
Disable Device (Int), Escape Artist (Dex), Hide
(Dex), Jump (Str), Knowledge (arcane lore, history)
(Int), Listen (Wis), Move Silently (Dex), Navigate
(Int), Research (Int), Ride, Search (Int), Spot (Wis),
Survival (Wis), Swim (Str), Tumble (Dex).
Skill Points per Level: 7 + Int modiﬁer.
Class Features
All of the following are features of the Relic Seeker
advanced class.
Evasion (Ex): If a Relic Seeker makes a successful
Reﬂex save against an attack that normally deals half
damage on a successful save, the Relic Seeker instead
takes no damage. Evasion can only be used if the
Relic Seeker is wearing light armor or no armor. At
10th level, the Relic Seeker takes only half damage on
a failed save.
If the Relic Seeker already has Evasion or Improved
Evasion from another source, when he gains these
abilities through this class he may select either
Improved Initiative or Lightning Reﬂexes as a bonus
feat instead.
Improvised Tools (Ex): At 2nd level and above, the
Relic Seeker suffers no penalties to skill checks for
being without tools or proper equipment. If the Relic
Seeker needs to climb, he can use vines; if he needs
to repair a vehicle, he can use a Swiss army knife and
duct tape; if he needs to treat an injury, he can ﬁnd
the right rare jungle herbs. In short, Relic Seekers are
masters at “making do.”
Uncanny Dodge (Ex): At 3rd level and above, a
Relic Seeker retains his Dexterity bonus to Defense
(if any) if caught ﬂat-footed or struck by an invisible
attacker.
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At 5th level, the Relic Seeker can no longer be
ﬂanked.
At 7th level, the Relic Seeker gains a +1 bonus to
Reﬂex saves made to avoid traps (including Evasion
Saving throws) and a +1 dodge bonus to Defense
against attacks by traps. At 9th level, this bonus rises
to +2.
If a Relic Seeker gains an Uncanny Dodge ability
through this class which he has already gained from
another source, he gains the next higher ability
instead. Once the Relic Seeker gains all the abilities
from this tree, he may select bonus feats from the
Relic Seeker’s bonus feat list.
Improvised Weapons (Ex): At 4th level, the Relic
Seeker never wants for a weapon, in the same way
that he is never without tools. The character may use
(as a weapon) any item not designed to be a weapon
with no penalty to his attack roll.
Bonus Feats: At the levels indicated, the Relic
Seeker gains a bonus feat from the following list,
provided the character meets all prerequisites for
any feat so gained: Acrobatic, Alertness, Combat
Expertise, Defensive Martial Arts, Dodge, Educated,
Guide, Mobility, Renown, Stealthy, and Windfall.
Miraculous Escape (Ex): At 9th level, when the
Relic Seeker spends an action point to avoid a trap,
he adds the highest two dice to his roll rather than the
highest die.
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Table 1-6: The Relic Seeker
Level
1st
2nd
3rd
4th
5th
6th
7th
8th
9th
10th

Base Attack Fort
Bonus
Save
+0
+0
+1
+0
+2
+1
+3
+1
+3
+1
+4
+2
+5
+2
+6
+2
+6
+3
+7
+3

Ref
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Will
Save
+1
+2
+2
+2
+3
+3
+4
+4
+4
+5

Special
Evasion
Improved Tools
Uncanny Dodge (Dex bonus to AC)
Improvised Weapons
Uncanny Dodge (can’t be ﬂanked)
Bonus Feat
Uncanny Dodge (+1 vs. traps)
Bonus Feat
Uncanny Dodge (+2 vs. traps); Miraculous Escape
Improved Evasion

Defense
Bonus
+1
+2
+2
+3
+4
+4
+5
+6
+6
+7

Reputation
Bonus
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3
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Chapter 4: Campaign Guide
Open game license
OPEN GAME LICENSE 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 trademark
owners who have contributed Open Game Content; (b)”Derivative Material”
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modiﬁcation, correction,
addition, extension, upgrade, improvement, compilation, 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 distribute; (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 prior art and any additional content clearly identiﬁed as
Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but
speciﬁcally excludes Product Identity. (e) “Product Identity” means product
and product line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of characters,
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 identiﬁed 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 “Using” 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.Offer 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, nonexclusive license with the exact terms of this License to Use, the Open Game
Content.
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5.Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions 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 COPYRIGHT 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-adaptability
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 publish
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.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
Modern System Reference Document Copyright 2002, Wizards of the Coast,
Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based
on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker,
Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.
Blood and Relics Copyright 2004, RPGObjects; Author Charles Rice

open gaming content
Designation of Product Identity: The following terms are designated as
product identity as outline in section 1(a) of the Open Gaming License: Blood
and Relics, Caeder, The Doctrine, Frater Torquemada, Malcolm Gideon and
the Journal of Malcolm Gideon, Marcus Adrastus, and Celestan.
Designation of Open Gaming Content: The following sections of Blood
and Relics are designated as open gaming content except for terms deﬁned as
product identity above. All illustrations, pictures, and diagrams are Product
identity and property of RPGObjects™.
Introduction: This entire chapter is closed content.
Chapter 1: The class descriptions and ﬁction (italicize text) are closed
content. All other text in this chapter is open content.
Chapter 2: This entire section is open content.
Chapter 3: The class requirements, information, and features are open
content. The Secret Mysteries are open content. All other text is closed
content.
Chapter 4: The Items of Legends, Tomes, and Servants of Darkness sections
are open content. All other text is closed content.
Feat Tables: This entire section is open content.

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 unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.
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