
                

Mist Treader: A Prestige Class for the Eamonvale Campaign Setting 
 
  The Eamonvale mini campaign setting is 
featured in the Necromancer Games adventure 
module The Grey Citadel and The Eamonvale 
Incursion by Nathan Douglas Paul. Eamonvale 
is located in a mist-shrouded mountain range 
with incessant precipitation. 
 

  The mist treader is a unique prestige class; its 
abilities are subtle and diverse, yet potent if 
applied in the right conditions. Eamonvale’s 
inhabitants are obliged to spend much of their 
lives under a blanket of drifting mist and rain.  
Anyone who endures these conditions for several 
months learns to accept and ignore the 
inconveniences they bring, but a few are able 
turn the valley’s troublesome weather to their 
advantage.  These individuals learn to move 
through the mist unhindered, to use it for 
defense, for cover under missile fire and 
eventually manage to manipulate it through sheer 
force of will.   
 
  The vast majority of mist treaders are rangers, 
druids or rogues, as both the Eamonvale 
wilderness and the misty back alleys of the Grey 
Citadel offer plenty of precipitation.  To survive, 
much less succeed in their endeavors, these 
character types must learn to use the fog to their 
advantage.  Other mist treaders may be fighters 
or other character types who have discovered 
how to turn the weather to their advantage. 
 

  Hit Die: d8 
 

Requirements 
 

  To qualify to become a mist treader, a character 
must fulfill all the following criteria. 
  Hide: 7 ranks 
  Move Silently: 7 ranks 
  Survival: 4 ranks 
  Other: Must have spent at least one full 
experience level in the Eamonvale region, or in 
another extremely wet, cold and misty 
environment such as a temperate rainforest or 
underground cavern.  
 

Class Skills 
 

  The mist treader’s class skills (and the key 
ability for each skill) are: Balance (Dex), Hide 
(Dex), Intimidate (Cha), Knowledge (nature) 
(Int), Knowledge (weather) (Int), Listen (Wis), 

Move  Silently (Dex), Spot (Wis), Swim (Str), 
Survival (Wis). 
 

See Chapter 4: Skills in the PHB for skill 
descriptions. 
 

Skill Points at Each Level: 4+ Int modifier. 
 

Class Features 
 

  Intuitive Navigation: While most travelers are 
hopelessly disoriented in the drifting mists of 
Eamonvale, the mist treader is quite at home in 
them. He has honed his senses to compensate for 
periods in which vision is seriously restricted; a 
whisper of wind on his cheek, a slight change of 
topography or a minute difference in temperature 
provides him with everything he needs to 
navigate. At 2nd level the mist treader gains a +2 
bonus on navigational Survival checks prompted 
by limited visibility, be it due to fog, rain, snow 
or darkness. This bonus increases to +4 at 4th 
level. 
 

  Out of Nowhere: The mist treader has learned 
to use obstructed visibility to his advantage in 
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combat. At 1st level, the mist treader increases 
his Concealment Miss Chance for attacks made 
against him by +10% (to 30% total), provided 
that the Concealment results from fog,  
precipitation or darkness. At 3rd level, fog or 
precipitation provides Total Concealment at 
ranges of 15 feet or more as if it were total 
darkness. 
 

  Cloak of Grey: The mist treader instinctively 
knows the movements of the mists of 
Eamonvale, moving with the thickest sections, 
wrapping himself in it like a cloak and shielding 
himself from view. When in any situation where 
visibility is restricted by any type of 
precipitation, the mist treader gains a +2 
circumstance bonus on Hide skill checks. In 
addition, mist treaders may attempt a Hide check 
while being observed, provided there is some 
form of fog or other precipitation present. At 3rd 
level the mist clings so closely that it may even 
seem to divert some attacks; a +1 deflection 
bonus is applied to the mist treader’s Armor 
Class when mist or precipitation is present. This 
AC bonus increases to +2 at 5th level. 
 

  Call the Fog: The familiarity with the mist 
results in a subconscious bond between man and 
moisture, and at times it even seems to obey his 
will. At 2nd level, the mist treader may summon 
a rising fog as per the spell obscuring mist once 
per day. This increases to twice per day at 4th 
level, and the spell may be centered on any target 
or point within view. This ability only functions 
if the user is in a moist area such as a temperate 
climate or underground cavern. 
 

  Penetrating Sight: The mist treader has spent 
enough time enveloped in the grey shroud that 
lies across Eamonvale that he can often see or 
sense movements invisible to others. A 
creature’s movement through heavy fog or 
across rain-soaked ground leaves evidence that 
only his sharp eyes can read… a pocket of 
swirling mist, a rippling puddle or the patter of 
droplets falling from disturbed leaves. Reduce 
the target’s Concealment Miss Chance by -10% 
(to 10%) when the Concealment is due to fog, 
precipitation, or darkness but not foliage or 
magical effects such as blur or invisibility. At 
3rd level, Concealment Miss Chance due to fog 
or precipitation is eliminated altogether.  
 

  Waterproof: After many months, many miles 
and many wet nights under the cloud-laden skies 
of Eamonvale, the mist treader ceases to be 
impaired by rain. At 2nd level, the –4 penalties 
to Spot, Search and Listen checks and ranged 
attack rolls from rain are reduced to –2 for the 
keen-eyed treader. At 5th level, these penalties 
are eliminated altogether… by this time, he 
rarely notices the rain at all. 
 

  Figment: At 4th level, the mist treader may 
manipulate existing mists (including magical 
mists or those he summoned himself) to mimic 
the movement of a person or other object. This 
ability is identical to the spell silent image and 
may be used once per day. At 5th level the mist 
treader may create the figment effect twice per 
day. 
  

The mist treader was conceived and written by 
Nathan Douglas Paul. Artwork by Creek.

 
 
 
Table I: The Mist Treader 
 
Class
Level BAB 

Fort 
Save  

Ref 
Save 

Will 
Save  Special 

1 +1 +1 +0 +1 Cloak of Grey (Hide), Penetrating Sight (-10%), Out of Nowhere (+10%) 

2 +2 +2 +0 +2 Intuitive Navigation +2, Call the Fog (1/day), Waterproof (-2) 

3 +3 +2 +1 +2 Cloak of Grey (+1AC), Penetrating Sight (no penalty), Out of Nowhere (total) 

4 +3 +3 +1 +3 Intuitive Navigation (+4), Call the Fog (2/day, ranged), Figment (1/day) 

5 +4 +4 +1 +3 Cloak of Grey (+2 AC), Figment (2/day), Waterproof (no penalty) 
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Legal Appendix 
 
This printing of Mist Treader is done under version 1.0a of the Open Game 
License, below, the d20 System Trademark License, d20 System 
Trademark Logo Guide and the d20 System Reference Document. This 
product requires the use of the Dungeons and Dragons® Player's 
Handbook, Third Edition, published by Wizards of the Coast®. Dungeons 
& Dragons ® and Wizards of the Coast ® are Registered Trademarks of 
Wizards of the Coast, and are used with Permission. Subsequent printings 
of this work will incorporate and comply with final versions of the System 
Reference Document. 
 
Notice of Open Game Content: This product contains Open Game Content 
as defined in the Open Game License, below. Open Game Content may 
only be used under and in terms of the Open Game License. 
 
Designation of Open Game Content: 
With the exception of Product Identity as defined and described below, the 
text of this document is all considered Open Game Content. All content 
from or derived from Open Game Content and the System Reference 
Document is to be considered Open Game Content. 
 
Designation of Product Identity: The following items are hereby designated 
as Product Identity as provided in section 1(e) of the Open Game License: 
1. The name “Dark Loch Creative Enterprises”, as well as all logos, 
identifying marks, and graphic design pertaining thereto, including but not 
limited to the Tower logo; 
2. The product names “The Grey Citadel” and “The Eamonvale Incursion,” 
which are owned by Necromancer Games and used by Permission via 
special license; 
3. The proper names of all characters, places, locations and things 
contained herein, including but not limited to: “Eamonvale” and “the Grey 
Citadel” which are owned by Necromancer Games and used by Permission 
via special license. 
4. All artwork, illustrations, or graphic design contained herein, including 
any text contained with such artwork, illustrations, or graphic design 
 
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, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content. 
 
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. 
 
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. 
 
15 COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document Copyright 2000, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original 
material by E. Gary Gygax and Dave Arneson. 
The Grey Citadel Copyright 2002, Necromancer Games, Inc.; Author 
Nathan Douglas Paul. 
The Eamonvale Incursion Copyright 2007, Necromancer Games, Inc., 
author, Nathan Douglas Paul 
Mist Treader Copyright 2002, 2006, Dark Loch Creative Enterprises and 
Necromancer Games; Author Nathan Douglas Paul. 
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