Heroes of High Favor:

HALFLINGS

A d20 Supplement
by Jeremy Baldridge and Benjamin Durbin

Sample Pages
Open Gaming Content
This product is produced under the terms
of the Open Gaming License v1.0a and the
d20 System License v5.0. A copy of the Open
Gaming License may be found at the end of
this book. Open Content consists of rulesrelated text only, and will be clearly marked
“Open Content” at the bottom of the page.
Use of this product requires the use of the
Dungeons & 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. ‘d20 System’ and the ‘d20
System’ logo are Trademarks owned by
Wizards of the Coast and are used according
to the terms of the d20 System License
version 3.0. A copy of this License can be
found at www.wizards.com.

The following items are hereby designated as
Product Identity:
1. The name “Bad Axe Games” as well as all
identifying marks of Bad Axe Games, LLC.,
including but not limited to the Bad Axe
Games logo and the phrase “Games With
Grit;”
2. The product name “Heroes of High
Favor” except for its use within Section 15 of
the Open Game License;
3. All artwork, illustration or graphic design
including any text contained within such
artwork, illustration or graphic design.
All artwork contained in this product is
Copyright 2003, Andrew Hale. All Rights
Reserved. No copyrighted artwork may
be reused or reprinted without the express
permission of the artist. Used by Bad Axe
Games with permission.

Credits
Cover Design

Editing

Interior Illustrations

Playtesting and Additional Design

Andrew Hale and Brad Kelley
Andrew Hale

Layout & Interior Design
Brad Kelley

Benjamin Durbin
Josh Bennett, Matt Bogen, Greg Dinkelman,
Kevin Kulp, and Brian Lasater; with Keith
Pogue, Christine Pogue and Hank Woolsey for

Jellija for Sale
BA03104: Heroes of High Favor: Halflings
ISBN: 0-9720416-4-8
Copyright 2003, Bad Axe Games, LLC
www.badaxegames.com

Dirty Fighting

Dirty Fighting
The rogue’s sneak attack is one of the core
abilities of the class, yet the rogue concept
promises so much more than the ability to
simply butcher opponents.
The following rules allow your rogue to
perform non-lethal combat techniques using
your sneak attack dice.
To perform one of these techniques, all of
the normal conditions for sneak attacks
apply: The rogue must either be flanking
his opponent or the opponent must be
denied his Dex bonus to AC. If the
conditions for a sneak attack are right,
the rogue can opt to set aside one or
more of his sneak attack dice. These
dice are rolled separately and are not
added to the damage total; instead
these dice are totalled separately
and compared to the listed DC
for each technique. If
the total of this sneak
attack check result
equals or exceeds
the minimum listed
DC, the technique is a
success. If the total is less
than the required DC, the
technique automatically fails.
Note that the rogue is not required to set
aside all of his sneak attack dice on any
particular attack. All of these techniques
require a successful attack, and though
many of them entail seemingly non-lethal
strikes, they still serve to wear an opponent
down as surely as any other attack— they are
simply and deliberately less lethal.
These rules are intended to give the rogue
a selection of more interesting options in
combat— the philosophy being, if the rogue
can kill his opponent, you might as well
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allow him to do something else interesting
instead. However, if the GM feels they are
too powerful, he can require the rogue
to purchase each technique with a feat.
Otherwise, all of the rules listed here apply.

Blinding/Deafening Strike (DC15)
Using this technique, the rogue strikes at
the opponent’s head, sending blood dripping
into the eyes or causing a ringing in the
ears. Obviously, the rogue must be able to
physically reach the opponent’s head in order
to make use of this technique. If the attack
is successful, the opponent must succeed at
a Fortitude save (DC equal to the result of
your sneak attack check result) or suffer
a -2 penalty to Spot or Listen checks (as
applicable). This attack may be used
repeatedly and is cumulative, though
the application of any healing spell
negates all penalties.

Crippling Strike
(DC10)

Many opponents a
rogue faces have the
advantage of being able
to run faster to escape or,
worse yet, to pursue. This
technique allows the rogue to cripple his
opponent’s movement with a precise strike
to the foot or leg. The target makes a
Fortitude save against the total of your sneak
attack check result; if he fails this check, his
movement is halved (as if he had stepped on
a caltrop). This effect is not cumulative.

Fleche (DC15)

This technique allows the rogue to make
use of his mobility to strike an opponent as
he rushes past. Use this technique to attack
your opponent before moving. Treat the
total of your sneak attack check result as the
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Chapter 3: A Vagabond’s Bag of Tricks

result of a Tumble check for the purposes of
moving around or through your opponent’s
square. If you combine your attack with
an actual Tumble check, you may add your
sneak attack check result to your Tumble
check.

renders the shield useless until the opponent
is able to pull the weapon from his shield
(Strength check DC20). Regardless of
whether this technique succeeds or fails, the
rogue is disarmed (though presumably he
has a backup weapon handy).

Nauseating Strike (DC15)

Staggering Blow (DC5)

With a boot to the jewels, a fist to the gut,
or a pommel to the temple, the rogue
attempts to leave his opponent
weak and nauseated. The
opponent must succeed at
a Fort save (DC equal to
the result of your sneak
attack check result) or be
nauseated for 1 round and
sickened for 1d4 rounds afterwards.

Using this technique, the rogue strikes a
staggering blow that temporarily knocks the
opponent off balance. If you follow
this attack with a trip or bull
rush attack before the end
of your next action, add
the result of your sneak
attack check result to the
total of your trip or bull
rush attempt.

Numbing Strike (DC10)

Threatening
Strike (DC5)

Using this technique, the rogue
strikes the hand, wrist, or elbow
of the opponent a stinging
blow. If the result of your
sneak attack check result
is equal to or greater than
your opponent’s BAB,
your opponent suffers a -1
penalty to his BAB until he
receives some kind of healing. This
effect is not cumulative.

With a cry of “Your money
or your life!” the rogue brings
his weapon so threateningly
near the opponent’s vitals as
to ensure a quick surrender.
Add the total of your sneak
attack check result to any Bluff
or Intimidate check you make
against this opponent this round.

Weapon Beat (DC 5)

Shield Schtick (DC 5)
The intent of this technique is to foul up
an opponent’s shield by impaling the rogue’s
weapon in it. The opponent must be using a
shield and the rogue must be using a weapon
no less than one size category smaller than
the shield. If the sneak attack check exceeds
the hardness of the opponent’s shield, the
rogue succeeds in impaling his weapon in
the shield. The added cumbersome weight

The rogue deliberately strikes the
opponent’s weapon to knock it aside,
allowing a follow-up attack. If the total of
your sneak attack check result is equal to
or greater than the opponent’s BAB, your
next attack receives a +2 bonus to hit. You
must make the follow up attack before your
opponent’s next action.
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Open Gaming 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.
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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 1.0a Copyright 2000, Wizards of the
Coast, Inc. licensed for public use under the terms of the Open
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System Reference Document Copyright 2000, Wizards of
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Dave Arneson;

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, Bruce R. Cordell, based on original material
by E. Gary Gygax and Dave Arneson.
Heroes of High Favor: Dwarves Copyright 2002, Benjamin R.
Durbin; published by Bad Axe Games, LLC.
Heroes of High Favor: Halflings Copyright 2003, Jeremy
Baldridge and Benjamin Durbin; published by Bad Axe Games,
LLC.

