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CHANGELING

Demihuman Class

Requirements: Minimum INT 9

Prime requisite: CHA and DEX

Hit Die type: 1d6

Combat aptitude: Semi-martial

Maximum level: 10

Armour: Leather, shields

Weapons: Any

Languages: Alignment, Common,
Doppelganger

Changelings are magical demihumans
with powers of deception and shape-steal-
ing. In their natural form, a changeling
appears to be a normal human.

Prime requisites: A changeling with at
least 13 in one prime requisite gets +5%
to XP. If both CHA and DEX are 16 or
higher, the character gets a +10% bonus.

Back-Stab

When attacking an unaware opponent
from behind, a changeling receives a +4
bonus to hit and doubles damage dealt.

Increasing Damage (Optional Rule)
Back-stab attacks optionally inflict triple
damage at 6th level and above.

Changeling Skills

Changelings can use the following skills,
with chance of success shown opposite:
» Beguile (BE): On a successful check,
the changeling’s words take on a super-
natural potency. A person of HD no
greater than the changeling’s level must
save versus spells or believe the change-
ling’s words. The beguilement lasts for 1
round per level of the changeling. After-
wards, the beguiled person realises they
have been tricked. This skill may only be
used on any given person once per day.

» Hear noise (HN): In a quiet environ-
ment (e.g. not in combat), a changeling
can attempt to listen at a door or to hear
the sounds of something (e.g. a wander-
ing monster) approaching.

» Hide in shadows (HS): Requires the
changeling to be motionless—attacking
or moving while hiding is not possible.

» Move silently (MS): A changeling can
attempt to sneak past enemies unnoticed.

Shape-Stealing

A changeling can alter their form to ex-
actly mimic another person. This requires
1 round of physical contact.

Slain victims: The changeling can steal
the form of a person they have killed
within the last turn.

Unconscious victims: The changeling
can steal the form of a sleeping or uncon-
scious victim.

Conscious victims: From 5th level, the
changeling can steal the form of a con-
scious victim. This requires a successful
melee attack in combat. The victim may
save versus spells to resist.

Effects of Successful Shape-Stealing
Duration: The changeling remains in the
new form for up to one turn per level.

Stats: The changeling retains their own
intelligence, hit points, saving throws,
and attack probabilities.

Capabilities: Physical capabilities of the
new form (e.g. strength, physical attack
forms, modes of movement) are acquired.
Non-physical special abilities (e.g. immu-
nities, breath weapons, spells) are not.
Clothing and gear: Items visibly worn or
carried by the victim are copied. Copied
items do not possess any magical proper-
ties of the original and vanish if dropped.



Changeling Level Progression

Saving Throws
Level XP HD THACO D W P B S
1 0 1 19 [0] 11 12 12 15 12
2 2,500 2 19 [0] 11 12 12 15 12
3 5,000 3 19 [0] 11 12 12 15 12
4 10,000 4 19 [0] 11 12 12 15 12
5 20,000 5 17 [+2] 9 10 10 13 10
6 30,000 6 17 [+2] 9 10 10 13 10
7 60,000 7 17 [+2] 9 10 10 13 10
8 120,000 8 17 [+2] 9 10 10 13 10
9 240,000 9 14 [+5] 7 8 8 11 8
10 360,000 9+2* 14 [+5] 7 8 8 11 8
THACO: Attack matrix row to use. D: Death / poison; W: Wands;
(Ascending AC attack bonus in [].) P: Paralysis / petrify; B: Breath attacks;
*: Modifiers from CON no longer apply. S: Spells / rods / staves.

After Reaching 9th Level

A changeling may construct a secret
hideout, attracting 2d6 apprentices
(changelings, thieves, or similar charac-
ters of 1st level). Apprentices are usually
loyal to the character, but are not auto-
matically replaced if killed. The character
may use their apprentices as the begin-
nings of a Thieves’ Guild.

Changeling Skills Chance of Success

Level  BE HN HS MS

1 20 1-2 10 20
2 25 1-2 15 25
3 30 1-3 20 30
4 35 1-3 25 35
5 40 1-3 30 40
6 43 1-3 36 45
7 46 1-4 45 55
8 50 1-4 55 65
9 55 1-4 65 75
10 60 1-4 75 85

Rolling Skill Checks

Hear noise: Is rolled on 1d6. If the roll is
within the listed range of numbers, the
skill succeeds.

Other skills: Are rolled on d%, with a
result of less than or equal to the listed
percentage indicating success.

Player Knowledge

The referee should roll for HN, HS, and
MS on the player’s behalf, as the change-
ling does not immediately know if the
attempt was successful. If a HS or MS roll
fails, the referee knows that the change-
ling has been noticed and should deter-
mine enemies’ actions appropriately.



