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D&d	3.5	marshal	handbook.

Author	topic:	the	marvellous	handbook	of	the	marshal	(Read	67	143	times)	“Aura”	is	not	listed	(prepared	Arcane	Spellcasting,	Spontane	Arcane	Spellcasting,	prepared	Divine	Spellcasting,	Divine	Spellcasting,	Arcane	Spellcasting,	Divine	Spellcasting,	Spontane	Spellcasting,	Spontane	Spellcasting,	Alternative	Magic,	psionics,	...)	of	allowed	values	for
the	property	“Class	Skill.”	The	war	[edit]	Marshal.	It	is	a	constant	in	all	worlds;	from	the	battles	waged	on	the	material	plane	to	the	blood	war	between	the	nine	hells	and	the	abyss.	All	wars	always	have	the	same	components:	an	event	that	ignites	hostilities,	two	(or	more)	sides	that	are	hostile	to	each	other,	and	soldiers	fighting	on	those	sides.	And	as
long	as	there	are	soldiers,	there	will	be	commanders.	Not	all	commanders	are	the	same.	A	combat	commander	will	use	his	battle-to-combat	experience	to	face	the	strongest	enemies,	but	his	tactical	superiority	will	depend	heavily	on	the	skill	of	his	warriors.	Conversely,	a	clerical	war	priest	or	a	Bard	Battle	Herald	will	be	able	to	strengthen	their	troops
in	combat,	but	in	situations	they	may	be	overwhelmed	by	the	forces	around	them	(or	at	least	until	they	summon	the	power	of	the	gods	or	destroy	their	will	through	musical	power).	Commanders	who	are	adventurers	work	in	a	different	tendency.	The	adventurers	fight	small-scale	battles,	nothing	more	than	mere	skirmishes,	even	though	the	creatures
they	face	could	definitely	rival	the	power	of	an	entire	army.	However,	their	small-scale	approach	becomes	a	responsibility	when	a	large-scale	strategy	is	required,	particularly	when	their	training	confers	them	on	the	vanguard	of	combat	or	in	a	tactical	position	to	unleash	their	maximum	effectiveness.	The	marshal,	curiously,	is	not	the	inverse	of	this
statement.	While	their	main	task	is	to	lead	armies	in	Effectively	and	with	success,	it	is	equally	pitted	in	skirmishes	as	a	small	scale.	Every	time	a	marshal	stops	leading	an	army	and	becomes	in	Commander	of	a	small	group	of	soldiers,	or	the	leader	of	a	part	of	the	adventurers,	their	tactical	knowledge	is	no	less	effective	than	large-scale	battles,	and
their	training	allows	them	to	deal	so	effectively	with	the	wicked,	ne’er-	Do-Wells,	the	clergy	(of	any	alignment),	the	common	population	or	even	the	nobility.	And,	even	in	a	duel,	he	is	an	effective	warrior,	clothed	in	the	best	possible	armor	and	able	to	apply	the	core	of	his	knowledge	on	the	smallest	scale	possible.	One	by	one,	or	leading	the	largest	army
in	existence,	the	Marshal	directs	his	forces	to	certain	victories.	Making	a	quarterback	[edit]	The	quarterback,	more	than	others,	is	a	team	player.	The	core	of	your	skills	relies	on	your	auras	and	the	power	you	can	draw	from	your	allies	while	performing;	In	addition,	most	of	your	ambush-avoidance	skills	are	based	on	the	cooperation	of	all	your	allies,
whether	they	are	fellow	adventurers	or	your	elite	band	of	soldiers	(or	really,	any	platoon	under	your	command).	Alone,	the	marshal	does	not	cease	to	be	effective	and	can	keep	alone,	since	the	auras	affect	him	just	as	they	would	affect	his	allies,	but	he	may	not	recover	effectively	in	combat	(until	later,	in	which	later	you	can	keep	his	rally	without	more
than	a	thought).	The	best	marshal	is	the	one	who	considers	the	composition	of	his	party	in	several	respects.	Probably	an	effective	marshal	will	probably	stand	at	the	forefront	or	near	their	party	clavicines,	learning	auras	that	augment	the	front	liners,	skirmishes	and	spell	weavers	and	apply	them	as	needed.	An	effective	marshal	retains	his	effectiveness
out	of	combat;	Some	of	their	auras	work	effectively	in	a	battle	of	wits	or	a	race	against	time,	giving	them	the	advantage	in	any	competition.	The	quarterback	is	truly	out	of	his	game	in	two	respects;	Damage	to	treat	over	a	wide	area,	and	being	nothing.	The	first	is	a	challenge	of	all	martial	characters	(and	even	then,	with	some	effort,	that	can	be
changed),	and	the	second	...	well,	well,Have	you	ever	seen	an	adventurer	do	nothing?	Rest	is	only	the	period	between	one	adventure	and	the	next,	and	the	Marshal	remains	effective	even	then.	Skills:	Some	commanders	lead	by	sheer	force,	others	by	intellect,	and	others	by	force	of	personality.	Marshals,	therefore,	focus	mostly	on	Strength,
Intelligence,	or	Charisma.	Most	marshals	require	a	good	constitution	for	a	lot	of	success	points,	and	usually	have	two	or	three	good	scores.	Breeds:	Marshals	exist	everywhere,	but	usually	in	civilized	races.	Any	character,	whether	it’s	the	versatile	human,	the	sturdy	dwarf,	the	fast	elf	or	even	smaller	races	like	mestizos	and	gnomes,	can	become
marshals,	using	their	unique	talents	to	help	their	allies.	Among	the	wild	races,	most	of	the	warlords	have	skills	similar	to	those	of	the	marshals,	but	the	elves	excel	at	the	task	of	leadership,	and	therefore	the	majority	of	the	elves	are	marshals.	A	marshal	may	be	rare	in	an	uncivilized	environment,	but	a	former	war	leader	might	train	those	races	in	the
art	of	tactics.	Alignment:	Anyone.	Initial	gold:	6d4ÃÂ10	gp	(150	gp).	Age	of	onset:	Moderate.	Table:	Marshal	Hit	Die:	d10	Base	LevelAttack	Bonus	Savings	Throw	Special	Auras	Strong	Ref	Major	1a	+1	+2	+0	+2	Aura	(minor	and	major),	rally	(1d6,	moving	action)	2	1	0	2a	+2	+3	+0	+3	Fearless,	moving	action	1/day	2	1	0	3	a	+3	Bon	+3	+3	feat,
leadership	skills	(attack	roles)	2	1	0	4o	+4	+1	+4	Rally	(1d6,	+1	AC,	scary	effects)	3	1	0	5o	+5	+4	+1	+4	Aura	(major),	dodge	uncanny,	grant	move	action	2/day	3	2	1	6o	+6/+1	+5	+2	+5	Bonus	feat,	leadership	skills	(extra	score	for	Armor	Class)	3	2	1	7o	+7/+2	+5	+2	+5	Rally	(2d6,	+1	AC,	demoralize)	4	2	1	8o	+8/+3	+6	+2	+6	+2	+6	Commander
uncanny	dodge,	grant	acci	movement	3/day	4	2	1	9o	+9/+4	+6	+3	+6	feat,	command	talent	(add	to	the	damage	rolls)	4	3	1	10o	+10/+5	+7	+3	+7	Standard	action,	rally	(2d6,	+2	AC,	fast	action)	5	3	2	11o	+11/+6/+1	+7	+3	+7	Dominio	de	la	Ski	de	Comandante,	Movement	of	concession4/day	5	3	2	12a	+12/+7/+2	+8	+4	+8	Bonus	feat,	the
commanding	talent	(saving	throws)	5	3	2	13a	+13/+8/+3	+8	+4	+8	Rally	(3d6,	+2,	saving	throws)	6	4	2	14a	+14/+9	+4	+9	+4	+9	Send	to	the	commander,	take	action	5/day	6	4	2	15	+15/+10/+5	+9	+5	+9	Fetal	Bonus	6	4	3	16	+16/+11/+6/+1	+10	+5	+10	Rally	(3d6,	+3,	momentum)	7	4	3	17	+17/+12/+7/+2	+10	+5	+10	Grant	movement	action
6/day	a	7	5	3	18	+18/+13/+8/+3	+11	+6	+11	Bonus	feat,	commanding	talent	(addition)	7	5	3	19th	+19/+14/+9/+4	+11	+6	+11	Rally	(4d6,	+3,	extra	attack)	8	5	3	20a	+20/+15/+10/+5	+12	+6	+12	Concession	movement	action	7/day,	full	action	8	6	4	Skills	Class	(4	+	Entry	modifier	per	level.)	Bluff	(Cha),	Concentration	(Con),	Diplomacy	(Cha),
Disguise	(Cha),	Gather	information	(Cha),	Handle	Animal	(Cha),	Intimidate	(Cha),	Knowledge	(Architecture	&	(Int),	Knowledge	(geography)	(Int),	Knowledge	(history)	(Int),	Knowledge	(nobility	&	royalty)	(Int),	Escucha	(Wis),	Perform	(Cha),	Profession	(No).	Class	Characteristics[edit]	All	of	the	following	are	class	characteristics	of	the	Marshal.	Weapon
and	Armor	Proficiency:	Marshals	are	proficient	with	all	simple	and	martial	weapons	(plus	an	exotic	weapon	of	their	choice),	with	all	types	of	armor	(minor,	medium	and	light),	and	with	all	shields.	Auras	(Ex):	The	Marshal	exerts	an	effect	on	the	allies	around	him.	You	can	learn	to	produce	different	effects,	or	auras,	during	your	career.	The	marshal	can
project	one	minor	aura,	one	main	aura	and,	from	the	fifth	level,	one	major	aura	at	a	time.	Projecting	an	aura	is	a	quick	action.	The	aura	remains	in	effect	until	the	marshal	uses	a	free	action	to	dismiss	it	or	activates	another	aura	of	the	same	type	(major,	major,	or	minor).	A	marshal	may	have	an	aura	continuously	active;	therefore,	an	aura	may	be	in
effect	at	the	beginning	of	a	combat	encounter	even	before	the	marshal	takes	his	first	turn.	Activate	aIt	implies	herring,	ordering,	directing,	encouraging,	enganche	or	soothing	allies.	A	marshal	passing	through	the	enemy,	allies	and	the	land,	then	gives	allies	the	direction	they	can	use	to	do	the	best	they	can	make	their	best	signal.	An	ally	must	have	an
intelligence	score	of	3	or	more	and	be	able	to	understand	the	Marshal	language	to	get	the	bonus.	The	aura	of	a	marshal	is	fired	if	he	is	stunned,	unconscious,	stunned,	paralyzed,	or	otherwise	cannot	be	heard	or	understood	by	his	allas.	A	marshal	begins	to	play	to	know	a	minor	and	important	aura	of	his	choice.	As	you	increase	your	marshal	level,	you
gain	access	to	New	Auras,	as	indicated	above	the	table	above.	All	bonds	awarded	by	the	Marshal	Auras	are	moral	bonuses	or	circumstances	that	are	not	stacked	together.	Rally	(EX):	On	the	first	level,	a	marshal	pushes	his	troops	into	impressive	efforts.	Whether	it	is	deceiving	your	troops	that	victory	is	underway,	inspiring	your	troops	with	the	words
of	reinforcement,	taking	advantage	of	the	advantage	through	careful	tactics,	or	even	promising	a	fate	worse	than	death,	your	troops	hit	harder,	and	even	shook	the	harmful	effects	through	pure	Will	Force.As	A	complete	action,	a	marshal	can	hit	a	rally	that	shakes	the	heart	of	the	most	desperate	soldier.	Each	ally	within	the	range	that	can	listen	to	the
marshal	adds	an	additional	1D6	damage	points	to	any	body	of	combat	body	to	body	or	a	distance	attack	during	the	round.	This	benefit	lasts	until	the	Marshal	concentrates	(as	a	motion	action)	and	a	round	from	then	on.	At	the	seventh	level,	and	every	six	levels	later,	the	additional	damage	amount	refers	to	1d6.	Unlike	similar	abilities,	creatures
immune	to	critical	blows	or	furtive	attacks	are	not	immune	to	this	damage.	A	marshal	may	not	use	this	capacity	ifunder	any	fear	effect	(although	the	marshal	is	immune	to	the	effects	of	fear,	the	marshal	may	not	use	this	ability	if	for	some	reason	this	immunity	was	omitted)	or	And	the	allies	suffering	from	any	fear	effect	do	not	get	the	benefit	of	this
skill.	In	the	4th	level,	a	marshal	is	granted	to	itself	and	all	allies	who	listen	to	the	rally	a	competition	bonus	+1	to	the	Armor	class.	This	bonus	increases	in	1	per	six	class	levels,	and	lasts	as	much	as	the	Marshal	is	recorded.	In	addition,	any	ally	that	hears	the	Marshal	and	who	currently	suffers	a	fear	effect	can	make	a	new	shot	of	savings	to	eliminate
this	effect.	An	ally	can	try	a	new	Salvador	shot	every	round	in	which	he	suffers	a	fear	effect	and	listens	to	the	rally,	but	he	can	only	try	a	new	Salvador	shot	once	for	Ronda.	In	the	Séto	level,	a	marshal	can	demoralize	a	Enemy	with	the	rally	of	him.	He	can	use	the	ability	to	demoralize	(see	intimidating	skill)	as	a	free	action,	but	only	when	he	begins	the
rally	(as	part	of	the	full	action	to	activate	it)	or	ending	the	rally	as	an	immediate	action.	Unlike	the	normal	skill	of	demoralizing,	marshal	can	affect	all	enemies	who	can	hear	their	rally,	and	the	effects	of	demoralization	last	while	the	marshal	is	recorded	(if	it	uses	it	as	part	of	the	full	action	to	activate	the	ability)	o	During	a	number	of	rounds	equal	to
the	intelligence	or	charism	modifier	(if	used	as	an	immediate	action	to	finish	the	rally).	Level,	a	marshal	can	keep	the	rally	as	a	quick	action	instead	of	a	movement	action.	At	level	13,	any	ally	that	listens	to	the	marshal	and	suffers	any	of	the	following	effects	can	try	a	saving	shot	to	eliminate	the	condition	:	Confused,	stunned,	tangled,	exhausted,
fascinated,	fatigued,	weak,	nausea,	paralyzed,	sick,	delayed,	or	stunned.	An	ally	can	try	a	new	life-saving	shot	in	each	round	in	which	he	suffers	any	of	the	previous	effects	and	hears	the	rally	of	the	marshal,	but	only	can	attempt	a	new	lifetime	shot	once	per	round.	a	marshal	increases	the	speed	of	his	troops.	All	the	allies	that	can	hear	a	rallies	win	a
bonus	of	+10	at	all	speeds.	At	level	19,	any	ally	that	hears	the	mariscale	rally	can	make	an	extra	body	orAttack	on	its	greater	attack	bonus	as	part	of	a	full	attack.	The	extra	cattle	attack	by	means	of	this	ability	stacks	with	other	forms	of	additional	attacks	won	(such	as	the	one	of	the	precipitated	spell,	or	the	increase	of	speed	gun)	even	if	the	skill	says
otherwise.	A	rally	is	an	extraordinary,	fear	(in	the	case	of	demoralizing	capacity),	language-dependent	capacity	and	mind.	Without	fear	(ex):	At	2	o'clock,	a	marshal	is	immune	to	fear,	magic	or	otherwise.	Grant	Move	Action	(ex):	From	the	second	level,	a	marshal	can	direct	and	motivate	the	allies	of	him	to	act	immediately.	Once	at	day,	as	a	standard
action,	he	can	grant	an	additional	action	to	any	or	all	of	him	within	30	feet	(but	not	himself).	Each	of	the	affected	allies	takes	this	additional	action	immediately,	acting	in	its	current	initiative	order.	This	additional	action	does	not	affect	the	count	of	the	allies	initiative;	The	round	continues	normally	after	the	Marshal	has	finished.	(This	may	mean,	for
example,	that	an	ally	whose	initiative	immediately	counts	after	Marshal	can	obtain	an	additional	action	of	the	Marshal,	followed	directly	by	a	full	value	of	shares	in	the	ally's	turn.)	At	5	o'clock,	and	each	Three	class	levels	after	a	marshal	wins	the	ability	to	grant	an	additional	action	to	its	allies	once	more	per	day.	A	character	can	only	take	an	additional
action	for	Round.	(In	other	words,	two	Marshals	can	not	use	this	ability	in	the	same	ally	in	the	same	round).	If	an	ally	decides	not	to	take	the	additional	action	of	movement,	it	is	lost.	Bonus	Feat:	At	3	o'clock,	and	every	three	levels	after	that,	a	Marshal	wins	a	bonus	feat	of	which	he	obtains	by	improving	the	levels.	These	bonus	feathers	must	be
extracted	from	the	hazards	linked	as	a	fighter	bonus	hazards,	or	the	list	of	feat	of	feat.	Marshal	must	meet	the	requirements	for	a	bonus	hazar,	as	always.	For	the	purposes	of	the	requirements	of	the	fighter	level,	it	is	considered	that	a	Marshal	has	a	level	of	fighter	equal	to	its	Marshal	-2	level.	-two.	Alert,	Decent,	Hard,	Endurance,	Great	Fortitude,
Enhanced	Initiative,	Investigator,	Iron	Will,	Leadership,*	Negotiator,	Persuasive,	Running,	Self-sufficient,	Skill	Approach	(any,)	Toughness:*	Subject	to	DM	approval.	DM	is	not	recommended	to	provide	Leadership	to	a	PC	unless	the	group	is	made	up	of	a	few	people,	or	if	DM	is	comfortable	in	allowing	the	Marshal	player	character	to	be	a	suitable
cohort.	NPC	marshals	cannot	take	Leadership	through	this	bonus	feat,	nor	cohorts	with	marshal	levels	or	rents.	A	marshal	is	automatically	awarded	the	“great	reputation”	bonus	to	his	leadership	score.	Commanding	Talent	(Ex):	A	marshal	is	a	qualified	leader,	blessed	with	incredible	knowledge	of	the	battlefield	and	the	power	to	inspire	his	troops	to
victory.	A	marshal	may	be	one	of	many:	a	warrior	who	leads	by	force,	a	helpless	warrior	who	fights	in	the	vanguard	and	uses	his	resistance	to	pain	as	a	push,	a	warrior	who	knows	various	tactics,	or	a	warrior	who	inspires	people	to	fight	to	their	last	drop	of	blood.	This	talent	reflects	in	one	of	many	ways,	enhancing	the	marshal’s	combat	abilities
outside	the	usual	parameters	that	measure	a	warrior.	The	marshal	must	make	the	decision	at	the	time	he	gains	the	ability,	and	once	the	choice	is	made	(either	to	replace	the	skill	score	or	neglect	it),	he	cannot	be	replaced.	At	the	3rd	level,	a	marshal	can	use	the	largest	of	their	Strength,	Dexterity,	Intelligence	or	Charisma	modifier	when	making	an
attack	with	a	color	or	range	weapon.	If	an	aura	or	skill	grants	a	bonus	to	checks	based	on	the	character’s	intelligence	or	Charisma	(such	as	the	marshal’s	own,	or	items	such	as	a	persuasion	circle),	the	bonus	does	not	apply	in	this	case;	however,	direct	bonuses	to	Intelligence	or	Charisma	(like	that	of	the	spell	of	splendor	of	the	eagle	or	the	of	intellect).
At	6	o'clock,	a	marshal	can	use	the	greatest	between	its	dextheriness	and	its	constitution	or	intelligence	intelligence	to	his	kind	of	armor.	In	case	the	marshal's	constitution	or	intelligence	score	is	the	largest	(and,	therefore,	replaces	the	skill	for	purposes	of	your	armor	class	bonus),	treat	the	score	as	if	it	were	a	skill	bonus	to	the	armor	class	for	other
purposes	(such	as	if	it	is	applied	when	the	flat	position	is	given,	it	is	held,	paralyzed	or	otherwise	denied).	If	an	aura	or	skill	grants	a	bonus	to	the	constitution	of	the	characters	or	controls	based	on	the	intelligence	(such	as	the	same	of	the	marshal,	or	of	the	articles),	the	bonus	does	not	apply	in	this	case;	however,	the	direct	bonuses	to	the	constitution
(such	as	the	ose	endurance	spell	or	the	health	amulet)	apply.	On	the	9th	level,	a	marshal	can	add	the	largest	between	its	force	modifier	and	its	skill,	intelligence	or	charisma	modifiers	to	The	damage	treated	with	all	attacks.	Unlike	other	similar	skills	(up	to	the	18th	level),	the	Marshal	adds	the	damage	to	the	roll,	instead	of	replacing	the	damage.	If	an
aura	or	skill	gives	a	bond	to	the	character's	dexterity,	intelligence	or	charisma	modifiers	(such	as	marshal	himself,	or	articles),	the	bond	does	not	apply	in	this	case;	however,	the	direct	bonuses	to	the	skill,	intelligence	or	charisma	do.	At	level	number	12,	a	marshal	can	replace	the	scores	he	uses	for	his	savings	release	bonus.	A	marshal	can	add	the
largest	one	between	its	strength	and	its	constitution	scores	for	the	purposes	of	fortress	saving	shots,	the	largest	one	among	its	skill	and	intelligence	bonds	for	the	purposes	of	reflex	rescue	launches,	and	the	largest	one	between	its	wisdom	and	its	charism	scores	for	saving	purposes.	As	indicated	above,	if	an	aura	or	skill	grants	a	bonus	to	the	indicated
scoring	controls,	the	bonus	does	not	apply	to	the	purposes	of	this	ability;	however,bonuses	directly	to	the	scores	indicated	do.at	18o	level,	a	marshal	may	again	add	the	score	of	the	replaced	skill	in	any	of	the	above	mentioned	skills,	or	add	a	score	of	skill	in	those	skills	whose	scores	were	not	replaced.	So,	a	marshal	can	add	his	(or	Dexterity	if	you	use	a
weapon	or	a	knife	finesse)	and	its	Intelligence	or	Charisma	modifier	to	attack	scrolls	and	damage	scrolls,	its	Constitution	and	Dexterity	modifiers	to	the	Armor,	Strength	and	Constitution	Class	for	Strength,	Dexterity	and	Intelligence	for	Saves	Reflex,	and	Wisdom	and	Charisma	for	the	Will	saves.	In	the	case	of	adding	both	the	Constitution	(or	the
Intelligence)	and	the	Dexterity	to	the	Armor	class,	the	penalty	on	the	Dexterity	imposed	by	armor	applies	only	to	the	modifier	of	the	Dexterity	(not	to	the	modifiers	of	the	Constitution	or	the	Intelligence,	who	receive	all	the	benefit).	In	the	case	of	multiple	skill	scores,	the	marshal	must	choose	the	skill	score	chosen	at	previous	levels	(in	case	of
replacement)	or	choose	one	of	the	scores	(in	case	of	non-replacement);	once	done,	the	choice	is	permanent.	Captain	Uncanny	Dodge	(Ex):	A	marshal	senses	the	urgency	of	his	scouts,	and	gains	preternatural	awareness	of	his	surroundings.	Not	only	rarely	is	he,	if	ever,	caught	unconscious;	his	troops	are	also	not	caught,	though	only	those	closest	to
him.	At	level	5,	a	marshal	and	all	allies	within	60	feet	retain	their	Dexterity	to	AC	bonus	(if	any)	even	if	they	are	caught	on	flat	feet	or	beaten	by	an	invisible	attacker.	However,	the	Marshal	or	any	of	his	allies	still	lose	their	Dexterity	to	AC	bonus	if	it	is	immobilized.	If	the	marshal	is	immobilized	(maintained	or	paralyzed),	this	ability	temporarily	stops
working	for	all	allies.	If	a	marshal	already	has	a	countless	dodge	of	a	different	class,	he	earns	a	better	amount	of	money	for	himself.	Their	allies	are	treated	as	if	they	had	an	insensitive	dodge,	unless	the	marshal	and	the	ally	both	have	an	insensitive	dodge	(in	which	case	both	the	marshal	and	the	ally	are	treated	as	if	they	had	improved	the	insensitive
dodge).	For	the	purposes	of	qualification,	if	a	marshal	cannot	to	an	ally	with	his	aura	(even	if	he	does	not	have	any	of	his	auras	active),	the	ally	does	not	gain	the	benefit	of	the	marshal	commander’s	inaccurate	dodge.	Captain	upgrades	the	Dodge	Uncanny	Uncanny	At	8th	level,	a	marshal	leads	the	course	of	the	battle	by	means	of	acute	and	precise
leadership.	Neither	the	marshal	nor	any	of	the	allies	of	him	less	than	60	feet	can	be	flanked.	This	defense	denies	the	struggle	the	ability	to	attack	Marshal	or	any	of	its	allies	through	flanking,	unless	the	pear	has	four	more	levels	than	Marshal	(if	Marshal	has	four	less	than	the	pear,	but	any	of	Its	allies	have	more	levels	than	the	Marshal,	can	be	flanked;
see	below	for	the	exception).	If	the	Marshal	already	has	a	tireless	one-class	dodge,	automatically	wins	the	insensitive	dodge	in	its	place,	and	the	levels	of	the	classes	that	give	the	insensitive	dodge	stack	to	determine	the	minimum	level	of	Rogue	required	to	flange	the	character	.	If	the	Marshal	and	an	ally	have	improved	the	elusive	of	incontamination,
all	allies	use	the	highest	between	the	Marshal	and	the	level	of	the	ally	to	determine	if	an	enemy	can	flank.	For	the	purposes	of	qualification,	if	a	marshal	can	not	affect	an	ally	with	the	aura	of	it	(although	it	does	not	have	any	of	the	active	auras	of	it),	the	ally	does	not	win	the	benefit	of	the	miscarriage	of	the	Marshal	Commander.	GRANT	STANDARD
ACTION	(EX):	At	10th	level,	a	marshal	can	grant	an	ally	a	standard	action	instead	of	a	movement	action	by	using	its	subsidy	movement	action	capacity.	A	character	can	only	take	an	additional	movement	and	an	additional	standard	action	for	Round.	If	a	character	has	already	won	an	extra	movement	or	standard	action	(through	the	movement	action	of
another	Marshal	or	granting	standard	action,	a	wizard	of	the	spell	magician,	or	a	maneuver	of	a	Martial	White	Adept	Raven),	may	not	take	another	movement	action.	Commander's	skill	Mastership	(EX):	at	11th	level,	a	marshal	is	so	sure	of	the	leadership	skills	of	him	that	he	can	use	them	even	in	the	heated	battles.	A	marshal.	Take	10	with	any	Check
Bluff,	diplomacy,	intimidate,	gather	information	or	Sense	Motive	even	if	the	scores	and	distractions	prevent	you.	Command	Commander	(EX):	at	14A	14A	A	marshal	has	gained	great	experience	in	leadership,	and	is	learned	every	time	a	commander	of	a	companion	(or	enemy)	seeks	to	fight	control.	Therefore,	a	Marshal	gains	the	unusual	ability	to	use
control	of	any	attempt	to	override	his	leadership,	even	by	magical	means.	This	ability,	of	course,	requires	the	marshal	to	be	aware	of	the	situation;	if	it	is	surprising	without	care,	it	can	be	taken	astonishing.	If	a	marshal	or	an	ally	within	60	feet	are	affected	by	a	spell	or	effect	that	affects	the	mind	and	fails	their	shots	of	salvation,	they	can	try	again	1
round	later	in	the	DC	itself.	The	Marshal	and	each	of	his	allies	only	get	this	additional	opportunity	to	succeed	in	their	saving	launch	(unless	the	ally	has	a	slippery	mind,	in	which	case	he	can	use	the	capacity	every	time	they	apply	to	both).	If	the	Marshal	(and	only	the	Marshal)	succeeds	In	any	of	the	saving	pitches	against	a	spell	or	ability	of	affection,
the	Marshal	can	force	the	user	to	roll	a	saving	release,	with	the	same	DC	(except	the	Marshal	uses	its	own	score	of	strength,	intelligence	or	charism,	instead.	of	the	score	of	the	user's	ability).	If	the	user	fails	to	launch	savings,	the	marshal	provides	capacity	control	and	the	user	is	affected	by	the	rest	of	the	round.	If	the	spell	or	skill	cannot	affect	the
pitcher,	the	secondary	benefit	of	this	ability	has	no	effect.	A	marshal	who	gets	the	benefit	of	the	white	mind	may	not	use	this	spell,	unless	he	has	voluntarily	reduced	his	resistance,	and	a	pitcher	or	user	who	benefits	from	the	white	mind	or	similar	immunities	does	not	get	the	benefit	of	this	immunity	if	the	spell	or	skill.	It's	an	example.	For	example,	a
marshal	with	22	int	that	succeeds	in	a	saving	pitch	against	the	dominant	monster's	spell	can	force	the	pitcher	to	roll	aof	salvation	against	the	same	effect	(assuming	that	the	launcher	had	18	charism,	the	DC	of	the	effect	would	make	it	2	higher	points	because	the	intelligence	of	the	marshal	is	4	higher	points).	If	the	pitcher	fails	his	saving	launch,	he	is
dominated	as	if	the	marshal	had	thrown	the	Himself,	for	the	same	amount	of	time,	the	marshal	would	have	been	dominated.	Full	Action	Subivery	(EX):	At	one	level	20,	the	command	of	a	marshal	allows	the	allies	to	act	even	after	that	they	have	already	exhausted	the	actions	of	it.	Time	nor	stops	or	slowing	down;	More,	the	marshal	has	pushed	the
troops	of	him	in	such	a	scale	that	move	at	an	extraordinary	speed.	By	spending	two	daily	uses	of	its	scholarship,	movement	action	capacity	as	an	immediate	action,	a	marshal	can	be	provided	to	itself	and	any	of	your	troops	a	complete	action.	Each	of	the	affected	allies	requires	this	additional	action	complete	immediately,	acting	in	its	current	initiative
order.	This	additional	action	does	not	affect	the	allies	initiative	count;	The	round	continues	normally	after	the	marshal's	turn	is	over.	Regardless	of	the	amount	of	daily	uses	of	the	removal	of	the	subsidization,	the	Marshal	has,	can	use	this	ability	only	once	a	day.	The	auras	of	Marshal	[edit]	The	following	is	a	collection	of	all	auras,	a	marshal	can	learn
as	he	progresses	at	the	levels.	As	mentioned	above,	all	auras	have	a	maximum	range	of	60	feet,	and	all	auras	(unless	mentioned	below)	are	extraordinary	capabilities.	A	marshal	can	have	a	lower	aura,	an	important	aura	and	a	higher	aura	active	at	the	same	time,	as	well	as	any	other	auras	that	he	can	get	through	multiclasses,	feats	or	otherwise.	Auras,
unless	otherwise	indicated,	are	moral	bonuses	or	circumstance	bonuses.	Minor	aura:	a	lower	aura	allows	the	allies	to	add	the	strength,	intelligence	or	charger	bonus	of	marshal	(if	applicable)	to	certain	rolls,	up	to	a	class	level:	Ã	¢	â,	¢	Strike	waters	Accurate:	Bonus	of	circumstances	in	rolls	facts	to	confirm	critical	blows.	Ã	¢	Ã	¢	â,	¢	art	of	the	war:
Bonus	of	IN	DISARMAMENT,	VIAJE,	PULSO	DE	TRIGO	AND	INTENTS	SUNDE.	â€¢	Commander's	call:	Bonus	of	circumstances	in	bluff,	diplomacy	and	intimidate	checks.	â€¢	Loyalty	of	the	commander:	the	bonus	of	morals	in	the	caves	versus	spells	of	the	school	of	enchanting,	power	of	discipline	of	telepathy,	fear	and	spells	and	effects	that	affect	the
mind.	â€¢	Determined	caster:	bonus	of	moralsRolls	to	overcome	the	resistance	to	spell.	♪	Durable	March:	Moral	Bonus	on	the	constitutional	checks	made	to	continue	working,	constitutional	checks	made	to	avoid	non-lethal	damage	of	a	forced	march,	constitutional	checks	made	to	contain	breathing,	constitutional	checks	made	to	avoid	non-lethal
damage	of	hot	or	cold	environments,	Fortitude	saves	facts	to	resist	asphyxiation	damage,	Fortitude	saves	made	to	resist	fatigue	or	exhaustion,	and	Swim	checks	made	to	resist	non-letal	damage.	â	¢	Enduring	Physique:	Morale	bonus	on	saves	to	resist	stunting,	nausea,	disease	or	numbness.	â	¢	Maiming	Strike:	Morale	bonus	on	damage	roll	on	a
successful	critical	hit.	â	¢	Master	of	Opportunity:	Dodge	Bonus	to	the	Armor	Class	against	attacks	of	opportunity.	•	Master	of	Scouting:	Bonus	of	Circumstances	in	Listen,	Search,	and	Spot	checks.	•	Master	of	Tactics:	Bonus	of	Circumstances	in	the	attack	rolls	and	the	damage	rolls	when	flanking.	•	Over	the	Top:	Moral	Bonus	on	Attack	Rolls	and
Damage	Rolls	when	loaded.	Its	allies	win	a	damage	reduction	equal	to	the	amount	of	bonus	that	the	aura	provides	against	the	sprinkler	attacks.	For	example,	if	the	Marshal	has	the	10th	level	and	has	a	Charism	of	24,	all	affected	gain	DR	7/slashing	or	piercing.	•	Resist	piercing:	Marshal	allies	get	a	damage	reduction	equivalent	to	the	amount	of	bonus
that	the	aura	provides	against	cutting	attacks.	For	example,	if	the	marshal	has	the	10th	level	and	has	a	Charism	of	24,	all	affected	gain	DR	7/couple	or	cut.	•	Resist	the	cut:	Marshal	allies	get	a	damage	reduction	equal	to	the	amount	of	bonus	that	the	aura	provides	against	the	cut-off	attacks.	For	example,	if	the	marshal	is	at	level	10	and	has	a	Charism
of	24,	all	affected	gain	DR	7/golpes	orÃ	¢	toughened	soldiers:	the	marshal	and	its	allies	earn	an	increase	in	impact	points	equal	to	the	amount	of	bonus	that	the	aura	provides	while	remaining	in	the	These	coup	points	are	treated	as	they	are	obtained	from	an	increase	in	the	score	of	the	constitution,	and	are	not	lost	first,	as	the	temporary	coup	points
are.	AURA	MAYOR:	An	important	aura	allows	allies	to	add	half	of	the	class	level	of	the	marshal	to	certain	rolls:	â€¢	Divide	the	fortress:	the	bonus	of	morals	in	the	fortress	saves	the	fortress.	â€¢	Force	of	will:	the	bonus	of	morals	is	saved.	â€¢	Healer's	Resolution:	the	Marshal	and	his	allies	win	a	bonus	equal	to	the	amount	of	bonds	that	the	aura
provides	any	skill	that	heals	the	damage	to	the	point	of	blow.	This	includes	any	type	of	rest	and	any	use	of	healing,	but	not	scarring	or	rapid	regeneration.	â€¢	Motivar	a	Ardor:	bonus	of	morals	in	all	the	rolls	of	damage.	â€¢	Motivate	the	attack:	bonus	of	circumstances	in	rolls	of	attack	body	to	body.	â€¢	Motivate	care:	Dodge	Bonus	to	the	armor	class.
â€¢	Motivate	charisma:	circumstantial	bonus	in	charisma	capacity	controls	and	charisma-based	skills	controls	(except	the	use	of	the	magic	device).	Unlike	other	important	Auras,	a	marshal	can	only	apply	its	force	or	intelligence	modifier	with	this	aura.	â€¢	Motivate	the	constitution:	bonus	of	circumstance	in	the	controls	of	the	capacity	of	the
constitution	and	the	skills	controls	based	on	the	constitution.	â€¢	Motivate	skill:	circumstantial	bonus	in	skill	controls,	skill	controls	based	on	skill	and	the	checks	of	the	initiative.	â€¢	Motivate	the	intelligence:	circumstantial	bonus	in	the	controls	of	intelligence	capacity	and	intelligence-based	skills	controls.	Unlike	other	major	Auras,	a	marshal	can
only	apply	its	force	or	charisma	modifier	with	this	aura.	â€¢	Motivate	strength:	bonus	of	circumstances	in	the	controls	of	theStrength	and	â	€
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