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Charlatan

Charlatans take advantage of the lack of learning in 
the Dark Ages to make their way in the world. Using 
their magical talents and superior cunning and wit, 
these tricksters awe the superstitious and easily-fooled 
masses. The charlatan might sell fake remedies to 
these folk, or he might use his spells to make the 
simple believe he is far more powerful than he really 
is. The charlatan might then demand payment under 
threat of calling down a horrible rain of fire on a town, 
or could even claim he is divine and begin his own 
religion. 

Adventures: The charlatan always needs to stay 
one step ahead of both the law and his own lies. Even 
the simplest farmer will eventually see through the 
charlatan’s tricks, so he must always stay on the move. 
To avoid his own reputation, the charlatan frequently 
uses his skill at magic and disguise to appear 
completely different than his normal appearance, 
perhaps taking on the guise of an innocent young girl 
or a defenseless old crone. 

Characteristics: The charlatan is a master of 
illusions and enchantments. He also excels in several 
skills from the thief’s repertoire; the two classes have 
different methods but share the same goal. 

Nobility: Most charlatans care little for concepts 
such as honor or nobility and try to make a living with 
as little effort as possible. Occasionally a charlatan 
will be found with an odd sense of nobility—while 
he will still lie, steal and dissemble, he will target the 
rich for his deceptions. After relieving the wealthy of 
their coin, the charlatan then turns around and donates 
a portion of his ill-gotten gains to a truly honest man 
who will use it for the benefit of the poor.

Religion: Charlatans view religion as just another 
disguise, albeit more useful than most. They love 

Game Rule Information
Charlatans have the following game statistics.

Abilities: Charisma is the most important ability 
of the charlatan since this ability is the basis for his 
magical abilities and many of his skills. Intelligence is 

to pose as simple priests (who could never be 
accused of stealing). Sometimes a charlatan takes the 
disguise even further, posing as a god or prophet and 
attempting to found his own religion.

Background: Charlatans tend to learn their craft 
through apprenticeship. Young people with an aptitude 
for the profession occasionally draw the attention of a 
charlatan. Since an innocent is handy in many forms 
of deception, the child has the opportunity to learn his 
craft from the older charlatan while playing a role in 
the scam: posing as a lost boy crying for his mother, 
pretending to seek medicine for a sick father, etc. 

Bloodline: Charlatans come from all backgrounds, 
from the lowest slave to the noblest lord.

Other Classes: Charlatans work well with 
other classes, so long as those classes are 
able to tolerate the charlatan’s disdain 
for the truth. Members of the 
clergy (hermits, monks and 
priests) take an especially dim 
view of the charlatan’s abuse 
of the church and also distrust 
the charlatan’s use of magic 
that does not come from a 
higher source. 

Role: The charlatan is an 
illusionist, trickster and thief. 
He is also a master of disguise 
and an expert at various con 
games. 

Iconic Charlatans: All 
charlatans revere Simon 
Magus, who founded his own 
religion and was infamous 
for attempting to buy a high 
clerical appointment, as a 
master of their art. 
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Table 2-1: The Charlatan
Level Base Attack

Bonus
Fort
Save

Ref
Save

Will 
Save Special

1st +0 +0 +0 +2 Arcane Spells
2nd +1 +0 +0 +3 Silver Tongued +2; Snake Oil
3rd +1 +1 +1 +3 Banter
4th +2 +1 +1 +4 Trickster +1
5th +2 +1 +1 +4 Bonus Feat
6th +3 +2 +2 +5 Silver Tongued +4
7th +3 +2 +2 +5
8th +4 +2 +2 +6 Trickster +2
9th +4 +3 +3 +6
10th +5 +3 +3 +7 Bonus Feat
11th +5 +3 +3 +7
12th +6/+1 +4 +4 +8 Silver Tongued +6; Trickster +3
13th +6/+1 +4 +4 +8
14th +7/+2 +4 +4 +9 A Thousand Faces
15th +7/+2 +5 +5 +9 Bonus Feat
16th +8/+3 +5 +5 +10 Trickster +4
17th +8/+3 +5 +5 +10
18th +9/+4 +6 +6 +11 Silver Tongued +8
19th +9/+4 +6 +6 +11 Timeless Body
20th +10/+5 +6 +6 +12 Trickster +5

also important since it allows the charlatan access to a 
wider range of skills.

Nobility: The charlatan has no Nobility minimums 
or requirements. 

Hit Die: 1d6

Class Skills
The charlatan’s class skills (and the key ability for 

each skill) are: Appraise (Int), Balance (Dex), Bluff 
(Cha), Climb (Str), Concentration (Con), Diplomacy 
(Cha), Disguise (Cha), Forgery (Int), Gather 
Information (Cha), Hide (Dex), Knowledge (local) 
(Int), Move Silently (Dex), Sense Motive (Wis), 
Spellcraft (Int), Use Magic Device (Cha), Use Rope 
(Dex).

Skill Points at 1st Level: (4 + Int modifier) x4.
Skill Points at Each Additional Level: 4 + Int 

modifier.

Class Features
All of the following are class features of the charlatan.

Weapon and Armor Proficiency: Charlatans are 
proficient with the dagger, quarterstaff and sling. They 
are proficient with no armor or shields. 

Arcane Spells: A charlatan casts arcane spells 
drawn from the charlatan spell list.

To cast a spell, a charlatan must have a minimum 
Charisma ability score equal to at least 10 + the spell’s 
level (11 for a 1st-level spell to as high as 19 for a 9th-
level spell). 

Like other spellcasters, the charlatan receives only 
a limited number of spell points each day as detailed 
on Table 4-1: Spell Points. The charlatan gains bonus 
spell points equal to his Charisma modifier.

Silver Tongued: Charlatans are accomplished 
at deceiving others and gain the listed bonus on all 
Charisma and Dexterity based class skills.

Snake Oil: The charlatan excels at creating fake 
potions that he can sell to the masses. At 2nd level the 

charlatan can create a vial of snake oil at a cost of one 
shilling. On a successful Bluff check (DC 15), the 
charlatan can sell the vial for 10 shillings. The more 
educated the charlatan’s target, the more difficult this 
check is. A target that is literate raises the DC of this 
Bluff check to 20. Every rank the target possesses in 
a Knowledge skill or in the Spellcraft skill raises the 
DC by one.

Banter: At 3rd level the charlatan gains a 
competence bonus to his Armor Class equal to his 
Charisma modifier. 

Trickster: The charlatan possesses knowledge of 
the human mind and eye and is skilled at tricking 
both. The saving throw DC of all enchantment and 
illusion spells cast by the charlatan is increased by the 
amount listed on the class table.

Bonus Feats: At 5th, 10th and 15th level, the 
charlatan gains a bonus feat. This bonus feat can be 
any item creation feat or metamagic feat for which the 
charlatan meets the prerequisite.

A Thousand Faces: At 14th level, the charlatan is 
such an accomplished liar that he can assume any 
appearance at will as if using the alter self spell.

Timeless Body: At 19th level, the charlatan no 
longer suffers penalties to his ability scores from 
age. Any penalties already incurred remain, as do 
all ability score bonuses due to age. The charlatan 
continues to accrue bonuses as he ages, and dies after 
exceeding the maximum age for his race.
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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.
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Chapter 1: The entire text of this chapter is closed content.
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