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In this, the final installment of Senses, we finish up with the dfect
the skill sintroduced in part 1 have on the other existing skill sin the
system; we introduces me new spells and magic items; and we
update the rules for determining encounter distances.

SPELLS

Add the following sentence to stinking cloud: “Affeced creaures
are mngested.”

Flavor

Transmutation

Level: Sor/Wiz0

Component: V, S

Casting Time: 1 adion

Range: Close (25ft. + 5ft. / 2 levels)

Target: One abic foot of foodand/or drink / level
Duration: Instantaneous

Saving Throw: Will negates (objea)

Spell Resistance: Yes (objed)

The flavor of the food and drink takes on the properties you desire.
You may use this Pell to make the foodtaste better or terrible. You
may also attempt to make the food taste like aspedfic med, brew
or vintage by making an appropriate Professon (cook), Professon
(brewer) or Professon (vintner) chedk (DC 15). This gell has no
effea on the nutritional or danger value of the foodand drink. Wa-
ter made to taste like wine @mntains no alcohoal.

A Sniff check (DC 35) will determine that the food has been
magically atered to affed its taste.

Perfume

Conjuration (Creation)

Level: Sor/Wiz0

Component: V, S, M, F

Casting Time: 1 adion

Range: Touch

Target: One aeaure or objed (no bigger than 10-fed cubed)
Duration: 1 hour

Saving Throw: Ref negates

Spell Resistance: Yes

The odar of the subjed changes to a scent of your choice The scent
chasen can be anything you want it to be but if you try to dwlicae
the scent of anather being; you must have an article of clothing re-
cently worn by the aeaure.
Material Component: A vial of water poured on the target.
Arcane Focus (Optional): An article of clothing containing the
scent you wish to duplicae.

Scentless

lllusion (Glamer)

Level: Sor/Wiz 1

Component: V, S

Casting Time: 1 adion

Range: Touch

Target: One aeaure touched.
Duration: 1 minute/level

Saving Throws: Fort negates (harmlessg
Spell Resistance: Yes (harmlesg

Requires the use of the Dungeons & Dragons®, L
Third Edition Core Books, published by Wiz-
ards of the Coast, Inc.
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What's Tuesday’s Two-Pager?
Tuesday's Two-Pager is a new feaure
at the Throwing Dice Games website.
Every other Tuesday you'll find a new
two-pager in the free stuff sedion of
the website. Each two-pager will fea-
ture new OGC for your d20 game.

The subjea of the spell loses
his <ent. To creaures who rely
on scent to perceve their
surroundings, the charader
bemes eff ectively invisible.

Senseless

Transmutation

Level: Sor/Wiz 4
Component: V, S

Casting Time: 1 adion
Range: Touch

Target: A creaure touched.
Duration: 1 minute/level
Saving Throws: Fort negates
Spell Resistance: Yes

The subjea of the spell loses al touch with redity, collapsing to
the floor. He canot see hea, smell or fed. Any sense feats he
posseses are suppressed for the duration of the spell.

Tred this asif his Dexterity has dropped to 0. He canot make
Reflex saving throws while in this gate. He cainot cast any spells
that target other creaures. Any attempt to speak requires a Will
saving throw (DC 20) to avoid biting his own tongue. Any attempt
to cast a spell with somatic comporents requires a Spell craft chedk
as if he were @sting the spell while undergoing violent motion. If
the spell requires a focus or material comporent he canot cast the
spell unlessthe focus or material comporent was in his hands be-
fore he became senseless

Soft Step

lllusion (Glamer)

Level: Sor/Wiz 2, Asn 1

Component: V, S, M

Casting Time: 1 adion

Range: Touch

Target: You a a aedure touched.

Duration: 10 minutes/level

Saving Throws: None or Will negates (harmlesg
Spell Resistance: No or Yes (harmless

You gain a +30 bonus to Move Silently chedks. Creaures with
Tremorsense fail to sense your footfalls automaticaly. The bonus
to Move Silently chedks applies to all opposed Listen and Rea
Vibration cheds.

Material Component: A feaher.

MAGIC ITEMS

Feather Boots: These soft bodas quiet your fooatfalls and
lighten your step. Your steps make no sound when you walk, giv-
ing you a +10 bonus to Move Silently cheds. Anyone dtempting
to track you hes the Wil dernessLore DC raised by 5.

Caster Levd: 5™ Prerequisite: Craft Wondrous Item, soft step;
Market Price 2,000 gp; Weight: %2 1b.

Dust of Varied Scent: When applied to the subjed’s body, his
scent changes every few minutes. This negates any benefits to
Track checks aided by Scent. Additionally, any creaure that usu-
aly aid Trad chedks with Scent must make Track checks twice &
often asusual in order to noticethe point where the scent changes.
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Caster Level: 4™ Prerequisite: Craft Wondrous Item, perfume;
Market Price: 200 gp; Weight: --.

RIGID AIRWAYS

As mentioned in part 1, creatures with rigid airways are not sus-
ceptible to congestion. In addition to reptiles and creatures with the
swallow whole ability, rigid airways are most often found in these
creature types: Aberrations, Oozes, and Outsiders. Likewise the
creatures you cannot imagine ever breathing tend to be immune to
congestion: Constructs, Plants and Undead.

OTHER SKILLS

Many skills are enhanced with access to scent and tactile based
skills. Nothing below contradicts the information about these skills
in the rulebook. Treat this information as an addendum to the de-
scriptions found in the rulebook.

Alchemy

Special: Having 5 or more ranks in Sniff gives you a +2 syn-
ergy bonus with Alchemy checks involving detection of poison and
identifying potions.

Alchemy can be used to create a perfume that masks your scent
with another person’ s scent. See diguise below.

Craft

Special: You gain a +2 synergy bonus to any Craft check in-
volving the stretching of materials (iron, cloth, clay) if you have 10
or more ranks in Read Vibration. You gain a +2 synergy bonus to
any Craft check involving the boiling, cooking, heating, mixing of
materials (perfume making, leatherworking) if you have 10 or more
ranksin Sniff.

Disguise

Special: If you have sufficient Alchemy and Sniff skills, you
can attempt to mask your scent with the scent of the target of your
impersonation. This requires a successful Sniff check (DC 20)
while in the presence of the target. Y our DM should make the roll.
If you make the roll, or fail it by more 5, he will tell you that you
think you know the correct scent. Otherwise, you will not think that
you can duplicate it correctly.

If you proceed, you must make an Alchemy check (DC 20) to
concoct the scent. This requires an Alchemy lab and costs 50 gp.
Use the craft rules to create the concoction. Once successful, you
can use the concoction, worn like perfume, to mask your scent for 8
hours per dose.

When worn, a correctly scented concoction negates the Sniff
synergy bonus to opposed Spot checks to see through a disguise.
The concoction should make it possible to fool the target' s animals
into believing you are the original. If you failed the Sniff roll when
crafting the concoction, the Sniff synergy bonus to opposed Spot
checksis+4.

Heal
Special: If you have the Body Sense feat, you can use Hea on
yourself.

Intuit Direction
Special: When combined with severa of the feats below, Intuit
Direction determines success.

Listen
Special: You gain a +2 synergy bonus against opposed Move
Silently checks if you have 5 or moreranksin Read Vibration.

Profession

Special: You gain a +2 synergy bonus to Profession (brewer),
Profession (cook) and Profession (herbalist) checksif you have 5 or
more ranks in Sniff.

Search

Special: When the object being searched for is audible, exudes
an odor or is moving, you may add +2 to the Search check if you
have 10 or more ranks in the appropriate sense skill.

Sense Motive

Special: You gain a +2 synergy bonus to your Sense Motive
checks if you have 5 or more ranks in sniff and your opponent is
trying to hide some truth from you.

Spot
Special: You gain a +2 synergy bonus against opposed Hide
checksif you have 5 or more ranksin Sniff.

Wilderness Lore

Check: You can mask your scent using leaves and bark from
naturally occurring plants. Use a Wilderness Lore check as the DC
of an opposed Sniff check to detect you by scent. The application
of leaves and bark to mask your scent lasts for four hours. Crea-
tures with Intelligence greater than 15 get a +2 bonus to their Sniff
checksin order to notice the scent of the mask.

Special: When masking your scent, you get a +2 synergy bonus
to your Wilderness Lore check if you have 10 or more ranks in Pro-
fession (herbalist). When Tracking, you gain a +2 synergy bonus to
your Wilderness Lore checks if you have 10 or more ranks in Sniff
and you have smelled the being you are tracking before.

ENCOUNTER DISTANCE

Encounter distance is usualy unaffected by additional senses. In-
doors, other senses can be used in place of spot to determinewho is
aware of their foes first.

When using the encounter distance rules, you can use any of
the four standard sense skills anywhere a Spot check is called for as
noted below. When more than one check is viable allow each party
to use whichever one is more favorable.

Listen: The base DC of a Listen check is the opposing target’s
Move Silently check. If they are making noise, entirely foregoing
any attempt to move silently, the DC is 0. If they are not trying to
Move Silently but are still travelling cautiously, make a Move Si-
lently check for them but half the result to determine the base DC.

Sniff: The base DC for a Sniff check is 20. If there is any wind,
increase the DC by 1 for each 5 mph upwind the target is or de-
crease it by 1 for each 5 mph downwind the target is.

Read Vibrations: The base DC is 40 on solid ground, 30 on a
raised platform.

WHAT HAPPENED TO TASTE?

Though many people are taught that there are five sense, there are
really only four. Taste is a special case of the scent ability. Both
taste and smell involve chemical reactions against nerve endings on
the body. The other three senses (sight, hearing and touch) involve
vibration reactions against nerve endings on the body.

When identifying something using Sniff, placing substance on
your tongue gives you a +10 bonus to your Sniff check. If the sub-
stance is dangerous, you must make a Reflex saving throw (DC 25)
or become affected by the substance.
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LICENSING INFORMATION

Dungeons & Dragons® and Wizards of the Coast® are registered trademarks
of Wizards of the Coast, Inc., asubsidiary of Hasbro, Inc., and are used
with permission.

' d20 System' andthe' d20 System' logo are trademarks of Wizards of the

Coadt, Inc., asubsidiary of Hasbro, Inc., and are used according to the terms
of the d20 System License version 4.0. A copy of this License can be found
at www.wizards.com/d20.

“Tuesday' s Two-Pagers” is published by Throwing Dice Games. Visit our
website & http://www.throwingdice.com.

Open Game Content: Thetext of thiswork starting after the credits and
ending just before this Licensing Information sedion is Open Game Con-
tent as defined in the Open Game License version 10a. No artwork or text
within any artwork is Open Game Content.

Product Identity: “Tuesday's Two-Pager” and “ Throwing Dice Games”
are claimed as Product Identity in this work as described in Section 7 of the
Open Game License. No ather Product Identity is claimed in this work.

OPEN GAME LICENSE VERSION 1.0A

Thefollowing text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Re-
served.

1. Definitions: (a)"Contributors' means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative Mate-
rial" means copyrighted material including derivative works and tranda-
tions (including into ather computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" meansto reproduce, license, rent, lease,
sdll, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not embody
the Product Identity and is an enhancement over the prior art and any addi-
tional 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 specificadly excludes Product
Identity. (€) "Product Identity" means product and product line names, logos
and identifying marks including trade dress artifacts; creatures characters;
stories, storylines, plots, thematic dements, 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, spell's, Enchantments, personalities,
teams, personas, likenesses and spedal abilities; places, locations, environ-
ments, creatures, equipment, magicad or supernatural abilities or eff ects,
logos, symbals, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product
Identity, and which spedfically excludes the Open Game Content; (f)
"Trademark" means the logacs, names, mark, sign, motto, designsthat 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 atherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licenseein terms of this agreement.

2. TheLicense: ThisLicense applies to any Open Game Content that con-
tains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. Y ou must affix such anatice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the Licenseitself. No ather 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 Y ou indicate
Y our acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeng to usethis Li-
cense, the Cortributors grant Y ou a perpetual, worldwide, royalty-free,
non-exclusive license with the exad 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, Y ou represent that Y our Cortri-
butions are Y our original creation and/or Y ou have sufficient rightsto grant
therights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion d this Licenseto include the exad text of the
COPYRIGHT NOTICE of any Open Game Content Y ou are copying,
modifying o distributing, and Y ou must add the title, the copyright date,
and the copyright holder' s name to the COPYRIGHT NOTICE of any oriig
nal Open Game Content you Distribute.

7. Use of Product Identity: You agreenot to Use any Product Identity,
including as an indication as to compatibility, except as expresdy licensed
in another, independent Agreement with the owner of each element of that
Product Identity. Y ou agreenot to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunctionwith awork
containing Open Game Content except as expresdy 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 chall enge to the ownership o 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 Y ou 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. Y ou may use any authorized version of
this License to copy, modify and distribute any Open Game Content origi-
nally distributed under any version of this License.

10. Copy of thisLicense: You MUST include acopy of this License with
every copy of the Open Game Content Y ou Distribute.

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

12. Inability to Comply: If it isimpossblefor Y ou to comply with any of
the terms of this License with respect to some or al of the Open Game
Content due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so aff ected.

13. Termination: ThisLicense will terminate auitomaticdly 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 thisLicense.

14. Reformation: If any provision of this Licenseis held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make
it enforceeble.

15. COPYRIGHT NOTICE
Open Game Licensev 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc.;
Authors Dbnathan Twed, Monte Cook, Skip Williams, Bruce R. Cordell,
based on original material by E. Gary Gygax and Dave Arneson.
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