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The New Argonauts is a high-

fantasy, low-magic mini-campaign setting.

Heroes are descended from the gods and
face terrible and strange monsters, but
generally do not have fantastic powers at
their disposal. This means that unlike in
the core game, magical healing is scarce,
which affects many assumed concepts in
the core game (for example, "monsters
can deal a lot of damage because the
default party has a character with healing
spells," and "PCs are expected to handle
4-5 encounters per session, often in a
short amount of time, because they can
use healing magic to recover from
combat").

Rather than forcing PCs to wait
for days or weeks to fully recover from
their battles (which is not exciting and
certainly not heroic), The New Argonauts
presents two methods for PCs to heal
more quickly. The first assumes Greek
medicine was remarkable for its time, with
simple but effective surgical methods for
treating nonfatal wounds and broken
bones. The second assumes the presence
of godly power in the world and puts
minor magical healing into the hands of
heroes despite a scarcity of spellcasters.
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Requires use of the Dungeons &
Dragons® Third Edition Core Books,
published by Wizards of the Coast, Inc.
This document utilizes updated material
from the v. 3.5 revision.

Field Surgeon [Asclepian, Fighter,
General]

Your awareness of human anatomy allows
you to perform simple surgery to treat
wounds.

MIMPrerequisites: Heal 5 ranks.
MMBenefit: You can perform simple field
surgery, allowing creatures to recover
more quickly from their wounds. Field
surgery expends one use from a healer's
kit. To perform field surgery, you must
make a Heal check and spend time
treating an injured creature; success
means that on the creature's next rest
period it heals 1d4 points of damage (this
is in addition to the normal amount healed
from resting and with being under long-
term care from a person with the Heal
skill).

Mhe amount of time you take treating
the injury determines the DC of the check
according to the following table.

Treatment Time DC

1 minute 25
5 minutes 20
10 minutes 15

Y ou decide how long you will perform
the surgery before making the check. You
cannot take 20 on this check. If you fail
the check by 4 or less, nothing happens.
If you fail this check by 5 or more, the
patient loses 1 hit point. If this puts the
patient below 0 hit points, he starts dying.
I} ou can use field surgery on a creature
multiple times, but the additional healing
from field surgery in one day cannot
exceed the patient's Constitution score
(additional surgeries have no effect).
MMFxample: A patient with Constitution
10 cannot recover more than 10 additional
hit points from field surgery per day.
MMM'ry Again: You may try again as
long as the patient is alive.

[T There is a followup feat in the book
that allows for more advanced medicinal
effects.)


http://www.seankreynolds.com/skrg

The New Argonauts: Feat Preview

Hellenic Priest [General]

The gods have given you the power to
heal with a touch.

MIMPrerequisites: Heal 2 ranks,
Knowledge (religion) 1 rank, worshiper
of an Olympian god

MiMBenefit: Three times per day, you may
call upon the power of the gods to heal a
creature 1d4 points of damage. This is a
supernatural ability, and only works on
yourself or other worshippers of the
Olympian gods.

MiHeal is always a class skill for you.
[MIMhis feat requires you to pay proper
homage to the Olympian gods and respect
their edicts. Failure to do so strips you of
the ability to use this feat until you have
atoned for your transgressions, similar to
a cleric becoming an ex-cleric.
MM®pecial: You may take this feat
multiple times. Each time you take it gives
you three additional uses of this ability
per day.

MIMNote: In a standard campaign, this feat
can be used for other (non-Greek)
pantheons. It is a spell-like ability
(equivalent level 0) and only heals 1-2
points of damage per use.
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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,
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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,
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logos, symbols, or graphic designs; and any other trademark
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“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, nonexclusive license with
the exact terms of this License to Use the Open Game
Content.

5. REPRESENTATION OF AUTHORITY TO CONTRIBUTE: If You
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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
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 1.0a
Copyright 2000, Wizards of the Coast, Inc. d20 System
Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, and Bruce R. Cordell, based on original material
by E. Gary Gygax and Dave Arneson.
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