
This chapter presents classes for characters beyond the early levels. While heroic
characters themselves are rare in the Westlands, heroic characters beyond fifth or sixth
level are extraordinarily rare. Most non-player characters encountered will be mem
of the non-heroic class presented in the Gamemastering chapter.

PRESTIGE CLASSES
A character does not have to take levels only in the base heroic classes. Characters who
desire to focus their expertise somewhat may branch into what are called
granting them different abilities. Prestige classes work much like prestige classes
presented in the Star Wars: Saga Edition Roleplaying Game. However, these classes are
unique to the Wheel of Time Roleplaying Game, and are presented be

ADVANCED
CHANNELER

An advanced channeler is a channeler who has
achieved great levels of mastery in using the
One Power. Whether she is a wilder who has
managed to survive and thrive, or an Aes Sedai
with specialties in channeling, she may use
this class to enhance and diversify her
channeling abilities.

This prestige class is also used for
particularly powerful channelers in
organizations other than the Asha'man or Aes
Sedai channeling organizations, such as the
Kinship and the Windfinders. Though, like
with any prestige class, one doesn't need levels in this class to be members of those
organizations. Furthermore, this class is useful for Aes Sedai and Asha’man who want to
gain abilities either not common or very advanced for those organizations.
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EXAMPLES OF ADVANCED CHANNELERS IN THE WHEEL OF
TIME GAME
Egwene al’Vere, Nynaeve al’Meara, Elayne Trakand

REQUIREMENTS
To qualify to become an advanced channeler, a character must fulfill the following
criteria.

Character Level: 7th.
Trained Skill: Channel.
Feats: Channeler, Extra Talent.
Talents: At least two talents from any of the One Power talent trees.

GAME RULE INFORMATION
Advanced channelers have the following game statistics.

Hit Points
At each level, advanced
channelers gain 1d6 hit points +
their Constitution modifier.

Hero Points
Advanced channelers gain a
number of Hero Points equal to
6 + one-half their character
level, rounded down, every time
they gain a new level.

CLASS FEATURES
The following are features of the advanced channeler prestige class.

Defense Bonuses

TABLE 11-1: THE A
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EXAMPLES OF ADVANCED CHANNELERS IN THE WHEEL OF

Nynaeve al’Meara, Elayne Trakand, Logain Ablar.

To qualify to become an advanced channeler, a character must fulfill the following

At least two talents from any of the One Power talent trees.

Advanced channelers have the following game statistics.

The following are features of the advanced channeler prestige class.
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ATTACK
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+0 Defense bonuses, talent
+1 Channeling technique
+2 Talent
+3 Channeling technique
+3 Talent
+4 Channeling technique
+5 Talent
+6 Channeling technique
+6 Talent
+7 Channeling technique



At 1st level, you gain a +4 class bonus to your Will Defense and a +2 bonus to Reflex
Defense.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Weavemaster talent tree, or the Advanced Channeler or Expert
Windfinder talent trees, presented below.

ADVANCED CHANNELER TALENT TREE
You have learned things about the One Power and channeling weaves that are much more
advanced than most people ever reach.

Accurate Weave: When using a weave that has a ray effect, you may spend a Hero
Point take a +10 bonus to the roll result against the target's Defense score, but the effect
is reduced by one step. Alternatively, you may spend a Destiny Point to score an
automatic hit with no penalty to the weave's power.

Prerequisite: Advanced Channeler.
Advanced Channeling: You have begun to delve into the most advanced secrets of

the One Power. Whenever you spend a Hero Point to modify a Channel check, you roll
one additional d6 and take the best of the rolls.

Control Weave: When using a weave with a sustained effect, you may spend a Hero
Point to have the difficulty to maintain the weave after the first round reduced by 10.
Alternatively, you may spend a Destiny Point to automatically succeed at sustaining the
weave for a number of rounds equal to twice your character level, after which the
difficulty is reduced by 15 to maintain concentration.

Prerequisites: Advanced Channeler.
Empower Weave: When using a weave that deals damage or heals damage, you may

spend a Hero Point to increase the weave's damage dice by 50% (minimum +1 die).
Alternatively, you may spend a Destiny Point to double the number of damage dice.

Prerequisite: Advanced Channeler.
Maximize Weave: When using a weave that deals damage or heals damage, you may

spend a Hero Point to deal the maximum amount of damage, as though you had gotten
the highest result on each die. Alternatively, you may spend a Destiny Point to also
increase the damage by 25% (rounded down).

Prerequisite: Advanced Channeler.
Multitarget Weave: When using a weave that has a single target, you may spend a

Hero Point to reduce the weave's effect by one step and have it affect one additional
target. Alternatively, you may spend a Destiny Point to have it affect one target per four
character levels.

Prerequisites: Advanced Channeler.

Torrent Weave: You open yourself to a torrent of the One Power for the duration of
one weave. Whenever you channel a weave that deals damage or heals damage, you may
spend a Hero Point to move the target an additional step along the Condition Track (-1 if
damaging, +1 if healing). This is in addition to any Condition Track steps taken normally
from the weave. Alternatively, you may spend a Destiny Point to move the target all the
way up or down the Condition Track.

Prerequisites: Advanced Channeler.

EXPERT WINDFINDER TALENT TREE
You are a highly experienced Windfinder, and can command the weaves you use with
incredible ability.

Aura of Oceanic Might: As a swift action, you may add your Charisma modifier to
damage done by any weave that uses the Air and/or Water Affinities and causes hit point
damage.

Prerequisites: At least one talent from the Windfinder talent tree.
Command of the Seas: Any time you create a weave that includes the Air and/or

Water Affinities, but no others, you may hold the weave twice as long before you begin
to suffer condition track damage from channeling fatigue.

Prerequisites: At least one talent from the Windfinder talent tree.
Ride the Waves: Any time you are holding the One Power while on a ship that is out

at sea, all allies on the same ship may take 10 on Acrobatics checks made to keep their
balance. Furthermore, if they lose their balance, they lose a swift action as opposed to a
move action, though they still lose their Dexterity bonus to Reflex Defense.

Prerequisites: At least one talent from the Windfinder talent tree.
Storm Master: You may spend three consecutive swift actions to take 20 on a

Channel check to create a weave that uses Air and/or Water as its Affinities (but no other
Affinities).

Prerequisites: At least one talent from the Windfinder talent tree.

Channeling Technique
You have learned improved techniques that enhance your ability to channel. At every
even-numbered level (2nd, 4th, etc.), you gain a new Channeling Technique.



AES SEDAI
Among the most respected people in the
Westlands and Aiel Waste, the Aes Sedai are
defenders of the Light. Each Sister belongs to
one of the seven Ajahs: Yellow, Red, Green,
White, Gray, Brown, or Blue, and with each Ajah
comes potential abilities and weaves unique to
that Ajah.

EXAMPLES OF AES SEDAI IN THE
WHEEL OF TIME GAME
Moiraine Damodred, Siuan Sanche, Egwene
al’Vere, Cadsuane Melaidhrin, Elaida do Avriny
a'Roihan, Verin Mathwin, Leane Sharif.

REQUIREMENTS
To qualify to become an Aes Sedai, a character must fulfill the following criteria.

Character Level: 7th.
Trained Skill: Channel.
Feats: Channeler, Weave Training.
Talents: At least one talent from the One Power Savant or Weavemaster talent trees.
Special: Must be a member of the Aes Sedai organization.

GAME RULE INFORMATION
Aes Sedai have the following game statistics.

Hit Points
At each level, Aes Sedai gain 1d6 hit points + their Constitution modifier.

Hero Points
Aes Sedai gain a number of Hero Points equal to 6 + one-half their character level,
rounded down, every time they gain a new level.

CLASS FEATURES
The following are features of the Aes Sedai prestige class.

To qualify to become an Aes Sedai, a character must fulfill the following criteria.

At least one talent from the One Power Savant or Weavemaster talent trees.

ts + their Constitution modifier.

half their character level,

Defense Bonuses
At 1st level, you gain a +4
class bonus to Will Defense,
and a +2 bonus to Reflex
Defense.

Talents
At every odd-numbered level
(1st, 3rd, and so on), you gain
a talent. This talent can be
selected from the Influence
talent tree, One Power Savant
talent tree, or the Aes Sedai
talent tree, or one of the Ajah
talent trees or Sister talent tree, presented below.

BLUE AJAH TALENT TREE
You are a Sister of the Blue Ajah. Your devotion to causes is
Ajahs.

Aura of Determination: You gain +2 to your Will Defense.
Furthermore, you may spend a swift action while channeling the One Power to

number of allies equal to one-half your heroic level in line of sight to you a +1 bonus to
Will Defense for one round.

Focus on the Cause: Once per encounter, you may add your Charisma modifier to
your Fortitude and Will Defenses for one full round.

Passionate Helper: Any time you aid an ally on a Skill check or Ability check, you
grant an additional bonus equal to your Charisma modifier.

Passionate Leader: Once per encounter, while channeling the One Power, you may
grant a number of allies equal to one-half your heroic level one of the following benefits:
the ability to reroll any one failed attack roll, one additional die of damage on a
successful attack, or a +5 boost to one Defense for one full round. You choose the benefit
(which applies to all targets). The targets must use the ability by the end of the encounter,
or the bonus is lost.

BROWN AJAH TALENT TREE
You are a Sister of the Brown Ajah. Your general knowledge and ability to study is
superb.

Enhanced Learning: By spending a Hero Point as a swift action, you may substitute a
Channel check for any Knowledge check in which you are not trained.
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Enhanced Memory: You may add your Charisma modifier to any Intelligence checks
made to remember past events.

Mental Clarity: Any time you are using resources (such as a library) to make a
Knowledge check to look up information, you may make a DC 20 Channel check as a
swift action. If the check succeeds, you may reroll any Knowledge checks made while
using the resources for the remainder of the encounter.

Mental Savant: Whenever you roll a natural 20 on a Knowledge check, you gain one
temporary Hero Point. This Hero Point must be spent by the end of the encounter. If it is
not spent by the end of the encounter, it is lost.

GRAY AJAH TALENT TREE
You are a Sister of the Gray Ajah, and your diplomatic skills rival even the best
negotiators and nobles in the known world.

Adept Negotiator: As a swift action, you may make a Channel check (DC 20). If the
check succeeds, you may, as a standard action in the same turn, make a Persuasion check
against a target with Intelligence 3 or higher who can see, hear, and understand you. If
your Persuasion check exceeds the target's Will Defense, it moves -1 step along the
condition track. The target gets a +5 bonus to Will Defense if it is higher level than you.
If the target reaches the end of the condition track, it doesn't fall unconscious, but rather
loses the ability to attack you or any of your allies for the remainder of the encounter
unless you or one of your allies attacks it. This is a mind-affecting effect.

Enhanced Bearing: Any time you are holding the One Power, your Charisma
modifier is doubled when using it for anything other than making Channel checks.

Enhanced Diplomacy: As a swift action, you may make a Channel check to improve
the attitude of a target with Intelligence 3 or higher who can see, hear, and understand
you. The DC of this check is 20. If it is successful, you may reroll any Persuasion checks
made to change the target's attitude toward you and keep the better result.

Master Negotiator: Whenever you use the Adept Negotiator talent successfully, the
target moves an additional step down the condition track when you are successful, for a
total of -2 steps.

Prerequisites: Adept Negotiator.

GREEN AJAH TALENT TREE
You are a Sister of the Green Ajah, also known as the Battle Ajah, ready to be at the
forefront of the conflicts of the world.

Battle Ajah: You add your Charisma modifier to the damage of weave powers used
against Shadowspawn and Shadowsworn.

Improved Battle Ajah: You add double your Charisma modifier to the damage of
weave powers used against Shadowspawn and Shadowsworn.

Prerequisite: Battle Ajah.
Improved Warder Bond: Your warders may transfer up to +5 bonus to Defenses as a

swift action, instead of the usual +4. As a reaction, you may redistribute the bonus among
your Warders. You must do so before you know the result of any attacks made against
them.

Warder Coordination: You and your Warders are adept at working together. As long
as you and your Warders begin combat within 6 squares of one another, you all roll
Initiative checks normally, and act on the highest Initiative rolled, as if you had all rolled
the same.

Prerequisite: Trained in the Initiative skill.

RED AJAH TALENT TREE
You are a Sister of the Red Ajah, with the goal of making sure the world is never broken
again and finding and gentling any male channelers found in the world.

Shielding Specialty: Whenever you activate a Shield weave, you gain a +5 bonus to
your Channel check.

Improved Shielding Specialty: You may maintain a Shield weave as a move action,
instead of a standard action.

Prerequisites: Shield Specialty.
Broke The World: When you activate a Shield weave against a male channeler, his

bonus to opposed channeling checks due to being male is reduced by 5.
Improved Broke the World: When you activate a Shield weave against a male

channeler, he receives no bonus for being of the opposite gender.
Prerequisites: Broke the World.

SISTER TALENT TREE
You are a Sister, an Aes Sedai.

Channeling Secrets: You have begun to learn secrets to channeling the One Power
that are unique to the Aes Sedai. Once per encounter, when using any Channeling
Technique, you may gain the effect that would be gained by spending a Hero Point
without using a Hero Point.

Secret of Mastery: You have learned secret techniques of channeling mastery. You
may spend a Hero Point to reroll any Channel check made to create a weave, though you
must keep the second result, even if it is worse.

Prerequisite: Channeling Secrets.
Secret of Serenity: You have honed secret techniques of channeling serenity. You

may spend a full round in a semi-meditative state during which you remain aware of your
surroundings, but you lose your Dexterity modifier to your Reflex Defense. On your next



turn, you may spend a Hero Point to have your next Channel check considered to be a
natural 20.

Prerequisite: Channeling Secrets.

WHITE AJAH TALENT TREE
You are a Sister of the White Ajah, a master of logic and reason.

Logical Mind: Any time you take 10 or 20 on a skill check, if you spend a Hero Point,
you may add your Intelligence modifier in addition to the result of the bonus die to the
result in addition to the normal ability modifier involved. If the skill uses your
Intelligence modifier, you may double it for the purposes of this talent.

Moment of Genius: You gain a +1 bonus to all Intelligence checks. Any time you
spend a Hero Point to gain a bonus to Intelligence checks, you gain the result of the die
roll +5, replacing +1 bonus automatically received from this talent.

Riddle Genius: You may add one-half your heroic level to Intelligence checks made
to solve riddles, mysteries, and enigmas.

Riddle Master: You may spend a Hero Point to reroll Intelligence checks made to
solve riddles, mysteries, and enigmas, keeping the better result.

YELLOW AJAH TALENT TREE
You are a Sister of the Yellow Ajah, highly skilled in healing weaves.

Healing Touch: Whenever you use the Heal weave, you heal an additional 1 point of
damage per your class level.

Improved Healing Touch: Whenever you use the Heal weave, you heal an additional
amount of damage equal to your Charisma modifier x your class level.

Prerequisite: Healing Touch.
Improved Revivify: You can use the revivify application of the Treat Injury skill or

the Heal weave to bring back a person who has just died within a number of rounds equal
to one-half your heroic level.

Soothing Touch: When you use the Renew weave, you may spend a Hero Point to
make the target's persistent condition no longer persistent.

Channeling Technique
You have learned improved techniques that enhance your ability to channel. At every
even-numbered level (2nd, 4th, etc.), you gain a new Channeling Technique.
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ALGAI'D'SISWAI
Algai'd'siswai are the dangerous spear warriors from
the Aiel Waste. Divided into multiple warrior
societies, each with a different purpose, the
algai'd'siswai are renowned for their agility,
toughness, ferocity in battle, as well as their stealth
and alertness.

EXAMPLES OF ALGAI’D’SISWAI IN THE
WHEEL OF TIME GAME
Aviendha, Rhuarc, Couladin, Chiad, Bain.

REQUIREMENTS
To qualify to become an algai'd'siswai, a character
must fulfill the following criteria.

Character Level: 7th.
Trained Skills: Initiative, Perception.
Talents: At least two talents from the Awareness, Battle Dancer, or Camouflage talent

trees.
Weapon Group Proficiency: Spears and Lances.
Special: Must be Aiel or accepted as a Spear Dancer among the Aiel.

GAME RULE INFORMATION
Algai'd'siswai have the
following game statistics.

Hit Points
At each level, algai'd'siswai
gain 1d8 hit points + their
Constitution modifier.

Hero Points
Algai'd'siswai gain a number
of Hero Points equal to 6 +
one-half their character level,
rounded down, every time
they gain a new level.

TABLE 11-3: THE
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CLASS FEATURES
The following are features of the algai'd'siswai prestige class.

Defense Bonuses
At 1st level, you gain a +4 class bonus to your Reflex Defense and a +2 bonus to
Fortitude Defense.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Awareness or Battle Dancer talent tree, or the
of the Spear talent trees presented below.

ALGAI'D'SISWAI TALENT TREE
You are an elite spear dancer, and among the fiercest of these
warriors.

Accurate Stab: Any time you score a critical hit with a spear, your damage die is
increased by one type (d4s become d6s, d6s become d8s, etc.) before doubling the
damage.

Improved Avoid Feint: You may reroll checks made to avoid feints and keep the
better result.

Improved Skirmisher: Any time you use the Skirmisher talent, you also gain a +1
bonus to Reflex Defense until the start of your next turn for each time you ha
Skirmisher talent.

Reactive Strike: Any time an opponent uses a full-attack action and misses you, you
may, as a reaction, make one attack against the opponent.

Readiness: When your readied action is triggered, you may keep your original place
the Initiative order, or your new one, whichever is better.

Superior Initiative: Any time your Initiative is the highest of anyone else in the battle,
you gain one additional swift action each round.

MAIDEN OF THE SPEAR TALENT TREE
You are a talented Maiden of the Spear, a hero among your kind. Your abilities in
scouting and spear combat are nearly unrivaled.

Distant Sight: You only take a -2 penalty when noticing distant targets using the
Perception skill. Furthermore, the target must be 20 squares aw
start taking penalties to notice it.

Enhanced Vision: When actively looking for hidden enemies, you may make a
Perception check as a swift action.

At 1st level, you gain a +4 class bonus to your Reflex Defense and a +2 bonus to

numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Awareness or Battle Dancer talent tree, or the Algai'd'siswai or Maiden

e an elite spear dancer, and among the fiercest of these world-renowned, fierce

Any time you score a critical hit with a spear, your damage die is
increased by one type (d4s become d6s, d6s become d8s, etc.) before doubling the

You may reroll checks made to avoid feints and keep the

Any time you use the Skirmisher talent, you also gain a +1
bonus to Reflex Defense until the start of your next turn for each time you have taken the

attack action and misses you, you

When your readied action is triggered, you may keep your original place in

Any time your Initiative is the highest of anyone else in the battle,

Maiden of the Spear, a hero among your kind. Your abilities in

2 penalty when noticing distant targets using the
Perception skill. Furthermore, the target must be 20 squares away or more before you

When actively looking for hidden enemies, you may make a

Out of Sight: Once per encounter, you may take 20 on any Stealth check made to
sneak.

Quick Step: As a swift action, you can move 1 square without provoking an attack of
opportunity.

Dance the Spears
You gain a bonus to Acrobatics and Initiative checks at every even
bonus is equal to one-half your class level, rounded

ASHA'MAN
Rand al'Thor, the Dragon Reborn, founded
the Asha'man channeling organization to
train male channelers in the One Power and
also to be used in battle as weapons. They
blend close melee combat and devastating
offensive channeling in such a way that few
can stand against them. While lower-level
members of the organization are called
soldiers, those who qualify for this prestige
class are typically more advanced, and may
even be Dedicated or Asha'man in rank.

EXAMPLES OF ASHA’MAN IN
THE WHEEL OF TIME GAME
Mazrim Taim, Damer Flinn, Jahar
Narishma, Eben Hopwil, Fedwin Morr.

REQUIREMENTS
To qualify to become an Asha'man, a character must fulfill the following criteria.

Character Level: 7th.
Trained Skill: Channel.
Feats: Channeler, Extra Talent.
Talents: At least one talent from the Combat Channeler or Soldier talent trees.
Special: Must be a member of the Asha'man organization

GAME RULE INFORMATION
Asha'man have the following game statistics.

Once per encounter, you may take 20 on any Stealth check made to

As a swift action, you can move 1 square without provoking an attack of

You gain a bonus to Acrobatics and Initiative checks at every even-numbered level. This
half your class level, rounded down.

To qualify to become an Asha'man, a character must fulfill the following criteria.

least one talent from the Combat Channeler or Soldier talent trees.
organization.



Hit Points
At each level, Asha'man gain 1d10 hit points + their Constitution modifier.

Hero Points
Asha'man gain a number of
Hero Points equal to 6 + one-
half their character level,
rounded down, every time they
gain a new level.

CLASS FEATURES
The following are features of
the Asha'man prestige class.

Defense Bonuses
At 1st level, you gain a +2
class bonus to your Fortitude,
Reflex, and Will Defenses.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Combat Channeler or Soldier talent tree, or the Asha'man talent tree
presented below.

DEDICATED TALENT TREE
You have learned advanced techniques for blending channeling with martial combat, to
deadly levels.

Asha'man Warrior: When using melee weapons, you may use your Charisma
modifier instead of your Strength modifier for attack rolls.

Battle Focus: When holding the One Power, you gain a +1 bonus to attack rolls and
damage rolls made with melee weapons.

Devastating Weave: Choose one damage-dealing weave. When channeling that
weave, you treat the opponent's damage threshold as though it was five points lower.

Efficient Killer: Any time you use a melee weapon to reduce an enemy to a number of
hit points equal to one-half your character level, you can spend a swift action to make an
immediate attack against that opponent. If that attack succeeds, it does damage equal to
the opponent's remaining hit points +1, even if it is more damage than the weapon can do.

TABLE 11-4: THE ASHA’MAN

CLASS
LEVEL

ATTACK
BONUS CLASS FEATURES

1st +0 Defense bonuses, talent
2nd +1 Channeling technique
3rd +2 Talent
4th +3 Channeling technique
5th +3 Talent
6th +4 Channeling technique
7th +5 Talent
8th +6 Channeling technique
9th +6 Talent
10th +7 Channeling technique

Constitution modifier.

numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
the Combat Channeler or Soldier talent tree, or the Asha'man talent tree

You have learned advanced techniques for blending channeling with martial combat, to

When using melee weapons, you may use your Charisma

When holding the One Power, you gain a +1 bonus to attack rolls and

dealing weave. When channeling that
weave, you treat the opponent's damage threshold as though it was five points lower.

Any time you use a melee weapon to reduce an enemy to a number of
aracter level, you can spend a swift action to make an

immediate attack against that opponent. If that attack succeeds, it does damage equal to
the opponent's remaining hit points +1, even if it is more damage than the weapon can do.

Merciless Channeling: Any time you exceed a target's damage threshold with a
weave, that target takes a -2 penalty to all defenses against weaves created by you for the
rest of the encounter. Any single target may only receive up to a
talent, though it may be used against multiple targets.

Mighty Weave: Choose one damage-dealing weave. Whenever you successfully
damage an opponent, all enemies who see the weave channeled lose one swift action
from their upcoming turn. You may spend a Force Point to also caus
penalty to Will Defense for the remainder of the encounter.

Staggering Weave: Choose one damage-dealing weave. When you successfully deal
damage with that weave, that target loses its next move action.

Weave Specialization: Choose one damage-dealing weave. When channeling that
weave, you deal an additional two points of damage.

Channeling Technique
You have learned improved techniques that enhance your ability to channel. At every
even-numbered level (2nd, 4th, etc.), you gain a new Channeling Technique.

BLADEMASTER
Masters of the sword, true blademasters are rare.

To many, blademasters are ultimate fighters, and
few warriors can stand toe-to-toe with them for
long.

Many, though not all, blademasters have a
heron-marked sword, a sign of their mastery.
These weapons were crafted long ago.

EXAMPLES OF BLADEMASTERS IN
THE WHEEL OF TIMEM GAME
al’Lan Mandragoran, Rand al’Thor, Galad
Damodred, Tam al’Thor, Turan, Rodel Ituralde,
Eamon Valda, Turak Aladon, Toram Riatin.

REQUIREMENTS
To qualify to become a blademaster, a character
must fulfill the following criteria.

Character Level: 7th.
Base Attack Bonus: +7.
Feats: Melee Defense, Weapon Focus (heavy blades or light blades).

THE ASHA’MAN

CLASS FEATURES
Defense bonuses, talent
Channeling technique
Talent
Channeling technique
Talent
Channeling technique
Talent
Channeling technique
Talent
Channeling technique

Any time you exceed a target's damage threshold with a
2 penalty to all defenses against weaves created by you for the

rest of the encounter. Any single target may only receive up to a -2 penalty from this
be used against multiple targets.

dealing weave. Whenever you successfully
damage an opponent, all enemies who see the weave channeled lose one swift action
from their upcoming turn. You may spend a Force Point to also cause them to take a -5
penalty to Will Defense for the remainder of the encounter.

dealing weave. When you successfully deal
damage with that weave, that target loses its next move action.

dealing weave. When channeling that
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ain a new Channeling Technique.
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To many, blademasters are ultimate fighters, and

toe with them for

Many, though not all, blademasters have a

EXAMPLES OF BLADEMASTERS IN

Galad
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To qualify to become a blademaster, a character

Weapon Focus (heavy blades or light blades).



GAME RULE INFORMATION
Blademasters have the following game statistics.

Hit Points
At each level, blademasters gain 1d10 hit points + their Constitution

Hero Points
Blademasters gain a number
of Hero Points equal to 6 +
one-half their character
level, rounded down, every
time they gain a new level.

CLASS FEATURES
The following are features of
the blademaster prestige
class.

Defense Bonuses
At 1st level, you gain a +4
class bonus to your Reflex
Defense and a +2 bonus to Fortitude Defense.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Soldier talent tree, or the Blademaster talent tree presented below.

BLADEMASTER TALENT TREE
You have mastered the sword, and can use techniques that give you great advantage over
your enemies in close combat.

Aggressive Form: Once per encounter you may spend a Hero Point to designate a
single enemy in your line of sight. For the remainder of the encounter, when using a
sword, you may reroll your first attack roll each round against the opponent and keep the
better result.

Defensive Form: When fighting defensively, you may add your Wisdom modifi
your Reflex Defense, or +1, whichever is higher. If you make no attacks during the
round, the bonus provided by this talent is doubled.

TABLE 11-5: THE BLADEMASTER

CLASS
LEVEL

ATTACK
BONUS CLASS FEATURES

1st +1 Defense bonuses, talent
2nd +2 Blademaster
3rd +3 Talent
4th +4 Blademaster defense
5th +5 Talent
6th +6 Blademaster defense
7th +7 Talent
8th +8 Blademaster defense
9th +9 Talent
10th +10 Blademaster defense

At each level, blademasters gain 1d10 hit points + their Constitution modifier.

numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
talent tree presented below.

You have mastered the sword, and can use techniques that give you great advantage over

Once per encounter you may spend a Hero Point to designate a
enemy in your line of sight. For the remainder of the encounter, when using a

sword, you may reroll your first attack roll each round against the opponent and keep the

When fighting defensively, you may add your Wisdom modifier to
your Reflex Defense, or +1, whichever is higher. If you make no attacks during the

Deft Form: You may add your Dexterity bonus instead of your Strength bonus to
damage rolls made with a sword. When you wield a blade two
double your Dexterity bonus to damage rather than double your Strength bonus.

Patient Form: By spending two swift actions in the round, you may roll a 1d4 and add
the bonus to either your Reflex Defense against one attack in the round or one attack roll
made during the round.

Powerful Form: When attacking with a blade, you can spend a swift action to deal
one additional die of damage on all attacks made in the same round.

Vital Form: When making an attack with a sword, you score a critical hit on a natural
19 or 20 die roll result. A natural 19 isn't considered an automatic hit, however, and if
you roll a natural 19 and still miss the target, you do not get a critical hit.

Blademaster Defense
When wielding a sword, you gain a shield bonus to Reflex Defense against incoming
melee attacks. This bonus is equal to half your class level. This bonus stacks with any
shield bonuses gained from blade techniques.

COMMANDER
There are many armies in the known world,
from the standing armies of the many nations
to the independent armies of the Band of the
Red Hand or the rebel Aes Sedai army, to the
various Aiel warrior societies and even the
invading Ever Victorious Army, battles rage
throughout the lands at different times
throughout the ages, especially during the
times leading up to the Final Battle. These
armies are led by commanding officers, the
greatest of whom are capable of turning the
tides of battles with their prowess and
leadership.

EXAMPLES OF COMMANDERS IN
THE WHEEL OF TIME GAME
Matrim Cauthon, Gareth Bryne, Davram Bashere, Agelmar Jagad, Rodel Ituralde, Pedron
Niall, Sammael.

THE BLADEMASTER

CLASS FEATURES
Defense bonuses, talent
Blademaster defense
Talent
Blademaster defense
Talent
Blademaster defense
Talent
Blademaster defense
Talent
Blademaster defense

You may add your Dexterity bonus instead of your Strength bonus to
damage rolls made with a sword. When you wield a blade two-handed, you may apply
double your Dexterity bonus to damage rather than double your Strength bonus.

swift actions in the round, you may roll a 1d4 and add
the bonus to either your Reflex Defense against one attack in the round or one attack roll

When attacking with a blade, you can spend a swift action to deal
dditional die of damage on all attacks made in the same round.

When making an attack with a sword, you score a critical hit on a natural
19 or 20 die roll result. A natural 19 isn't considered an automatic hit, however, and if

l 19 and still miss the target, you do not get a critical hit.

When wielding a sword, you gain a shield bonus to Reflex Defense against incoming
melee attacks. This bonus is equal to half your class level. This bonus stacks with any

Matrim Cauthon, Gareth Bryne, Davram Bashere, Agelmar Jagad, Rodel Ituralde, Pedron



REQUIREMENTS
To qualify to become a commander, a character must fulfill the following criteria.

Character Level: 7th.
Trained Skill: Knowledge (tactics).
Talents: At least one talent from the Leadership or Soldier talent trees.
Special: Must belong to an organization with a military division. Examples include the

Band of the Red Hand or any nation's military organization.

GAME RULE INFORMATION
Commanders have the following game statistics.

Hit Points
At each level, commanders
gain 1d8 hit points + their
Constitution modifier.

Hero Points
Commanders gain a number
of Hero Points equal to 6 +
one-half their character level,
rounded down, every time
they gain a new level.

CLASS FEATURES
The following are features of the commander prestige class.

Defense Bonuses
At 1st level, you gain a +4 class bonus to your Will Defense and a +2 bonus to Reflex
Defense.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Leadership or Soldier talent tree, or the Military Tactics talent tree
presented below.

MILITARY TACTICS TALENT TREE
You are a master of battle strategy, and have abilities that help give your units the edge.

Master Tactician: Whenever you reroll a Knowledge (tactics) skill check, you may
keep the better of the two rolls.

Prerequisite: Tactics Expert.
Raider Tactics: As a move action, you may grant any allies within line of sight a +1

bonus to attack rolls and a +2 bonus to damage rolls. These bonuses last until the
beginning of your next turn.

Prerequisite: Tactics Expert.
Shieldbearer Tactics: As a move action, you may grant any allies within line of sight

a +1 shield bonus to Reflex Defense. This bonus is extended to any allies adjacent to
them. Any allies using a shield gain a +2 bonus to Reflex Defense and extend an
additional +2 bonus to adjacent allies, even if those allies do not have a shield. These
bonuses last until the beginning of your next turn.

Prerequisite: Tactics Expert.
Spearhead Tactics: As a move action, you may grant any allies within line of sight a

+1 bonus to attack rolls and a +1 bonus to base speed. These bonuses last until the
beginning of your next turn.

Prerequisite: Tactics Expert.
Stalwart Morale: Any time an opponent attempts to affect one of your allies within

your line of sight with an effect that targets Will Defense, you may add your Charisma
modifier to that ally's Will Defense against the attempt. You may do this for each ally
once per encounter, though it costs you a swift action.

Tactics Expert: You may reroll any Knowledge (tactics) skill check as a free action,
though you must keep the second result, even if it is worse.

Assist Army
Starting at 2nd level, your ability to help your troops is enhanced. Any time you grant a
morale or insight bonus, the bonus is increased by an additional +1. Furthermore, the
range at which you can use "line of sight" abilities increases as you advance. At second
level, this range becomes line of sight or 10 squares, whichever is greater. At fourth level,
the range becomes 20 squares or line of sight. At sixth level, it becomes 50 squares or
line of sight. At eighth level, it is 100 squares or line of sight. Finally, it is one mile or
line of sight at tenth level.

TABLE 11-6: THE COMMANDER

CLASS
LEVEL

ATTACK
BONUS CLASS FEATURES

1st +0 Defense bonuses, talent
2nd +1 Assist army
3rd +2 Talent
4th +3 Assist army
5th +3 Talent
6th +4 Assist army
7th +5 Talent
8th +6 Assist army
9th +6 Talent
10th +7 Assist army



ELITE ARCHER
The bow can be a powerful weapon, and none
are greater with it than elite archers. More than
great shooters, the elite archer has incredible
accuracy and can perform bow tricks of legend.

EXAMPLES OF ELITE ARCHERS IN
THE WHEEL OF TIME GAME
Birgitte Silverbow, Tam al’Thor.

REQUIREMENTS
To qualify to become an elite archer, a
character must fulfill the following
criteria.

Character Level: 7th.
Base Attack Bonus: +7.
Feats: Point Blank Shot, Precise Shot, Weapon Focus (bows or cross

GAME RULE INFORMATION
Elite archers have the following game statistics.

Hit Points
At each level, elite archers
gain 1d8 hit points + their
Constitution modifier.

Hero Points
Elite archers gain a number
of Hero Points equal to 6 +
one-half their character level,
rounded down, every time
they gain a new level.

CLASS FEATURES
The following are features of
the elite archer prestige class.

TABLE 11-7: THE ELITE ARCHER

CLASS
LEVEL

ATTACK
BONUS CLASS FEATURES

1st +1 Defense bonuses, talent
2nd +2 Improved range +10%
3rd +3 Talent
4th +4 Improved
5th +5 Talent
6th +6 Improved range +30%
7th +7 Talent
8th +8 Improved range +40%
9th +9 Talent
10th +10 Improved range +50%

Point Blank Shot, Precise Shot, Weapon Focus (bows or crossbows).

Defense Bonuses
At 1st level, you gain a +4 class bonus to your Reflex Defense and a +2 bonus to
Fortitide Defense.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Awareness or Soldier talent tree, or the Marksman talent trees presented
below.

MARKSMAN TALENT TREE
You rarely miss, especially when you aim, and your shots alone can decide the entire
outcome of skirmishes.

Alert Aim: You can abandon when aiming and regain your Dexterity bonus to your
Reflex Defense. You lose the benefits from aiming if you abandon, but you can regain
the benefits by spending a third swift action if it's within the same round.

Deft Accuracy: Any time you exceed a target's Reflex Defense by 10 or more with a
ranged attack, you deal damage as though it was a critical hit, even if it was not a natural
twenty.

Feel the Shot: You may spend a Hero Point to reroll any missed ranged attack if you
aimed before the attack, but you must accept the result of the reroll, even if it is worse.

Hole in the Armor: Once per encounter, you may ignore the armor bonus granted by a
target's armor.

True Accuracy: You ignore any penalties taken if your opponent has concealment
total concealment.

Weather Adjustments: The penalties you take to ranged attacks from adverse weather
are reduced by half.

Improved Range
At every even-numbered level (2nd, 4th, etc.), your range is increased by a cumulative
ten percent.

THE ELITE ARCHER

CLASS FEATURES
Defense bonuses, talent
Improved range +10%
Talent
Improved range +20%
Talent
Improved range +30%
Talent
Improved range +40%
Talent
Improved range +50%

ur Reflex Defense and a +2 bonus to
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GLEEMAN
Of all the bards, singers, musicians,
storytellers, dancers, acrobats, and other
performers throughout the Westlands, none
are more famed, or more sought after, than a
gleeman. With their patched cloaks and their
entertaining abilities, the gleeman is a one-
man show, and a necessarily knowledgeable
person as well.

EXAMPLE OF A GLEEMAN IN
THE WHEEL OF TIME GAME
Thomdril Merrilin.

REQUIREMENTS
To qualify to become a gleeman, a character
must fulfill the following criteria.

Character Level: 7th.
Trained Skills: Knowledge (history), Persuasion.
Feat: Skill Focus (Persuasion).
Talents: At least two talents from the Inspiration or Streetwise talent trees.

GAME RULE INFORMATION
Gleemen have the following
game statistics.

Hit Points
At each level, gleemen gain
1d6 hit points + their
Constitution modifier.

Hero Points
Gleemen gain a number of
Hero Points equal to 6 + one-
half their character level,
rounded down, every time
they gain a new level.

TABLE 11-8: THE GLEEMAN

CLASS
LEVEL

ATTACK
BONUS CLASS FEATURES

1st +0 Defense bonuses, talent
2nd +1 Gleeman knowledge
3rd +2 Talent
4th +3 Gleeman knowledge
5th +3 Talent
6th +4 Gleeman knowledge
7th +5 Talent
8th +6 Gleeman knowledge
9th +6 Talent
10th +7 Gleeman knowledge

At least two talents from the Inspiration or Streetwise talent trees.

CLASS FEATURES
The following are features of the gleeman prestige class.

Defense Bonuses
At 1st level, you gain a +4 class bonus to your Reflex Defense and a +2 bonus to Will
Defense.

Talents
At every odd-numbered level (1st, 3rd, and so on), you gain a talent. This talent can be
selected from the Inspiration, or Streetwise talent trees, or the Lore or Performer talent
trees presented below.

LORE TALENT TREE
You know stories, and you can tell true legends from myths, and the differences between
them.

Eavesdropper: When you make a Gather Information check, you may also make a
Perception check and keep the better of the two skill checks.

Historical Knowledge: You may make an Intelligence check (DC 15) to determine the
validity of a story and deduce whether it is a true, historicall
actual events or a figment of false stories. You can also determine if it is a legend based
on actual facts.

Prerequisite: Trained in Knowledge (academics).
In the Know: Once per encounter, you may add your Intelligence modifier

Gather Information or Knowledge check.
Scholarly Knowledge: As a swift action, you can reroll a Knowledge check in which

you are trained and keep the better of the two results.
Well Informed: Any time you spend a Hero Point to add bonus dice to a Gather

Information check, you gain an additional die. You may reroll the lowest die. You keep
the highest result of all the dice.

PERFORMER TALENT TREE
Your skills in performance are uncanny, enough so that you can mesmerize virtually
anyone with relative ease.

Actor: You may use the Deception skill instead of the Persuasion skill when using the
Master Performer Unforgettable Performance talent.

Prerequisite: Master Performer.
Master Performer: You may always reroll Persuasion checks made to perform and

keep the higher result.

THE GLEEMAN

CLASS FEATURES
Defense bonuses, talent
Gleeman knowledge
Talent
Gleeman knowledge
Talent
Gleeman knowledge
Talent
Gleeman knowledge
Talent
Gleeman knowledge

features of the gleeman prestige class.
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