
Anla'shok Invented by Doc1time 

 

“we live for the one… we die for the one…” 

 

   Long ago, before recorded time, from stories and tales long forgotten, when civilization was an infant, a then young 

god, long since forgotten and ignored, walked amongst the races. Seeing the nature of the races, of beast, and 

creatures to be sinful, cruel and unclean, he took pity on them all and decided to dedicate his efforts to help these 

races, to administer truth, justice, mercy, and help. He created and blessed a band of loyal and dedicated followers 

called the Anla’shok. These followers would move about the races and render aid, no matter how insignificant or 

overwhelming the task. For centuries, the Anla’shok roamed the land, known as great warriors, rendering assistance 

where needed, rendering aid at disasters, putting down evil and cruelty, advising rulers and leaders, and a great peace 

was brought to the lands. The god was happy at what he was able to help shape and mold, and walked amongst the 

races no longer. He went to find elsewhere to help and aid, and traveled long and far.  

  A great age of enlightenment came across the lands, civilizations prospered, the races grew in numbers, and other 

gods and deities began to be worshiped and rose in strength. After long while of prosperity, the races became self 

sufficient, and stopped worshiping the gods. The newer gods became fearful and jealous, and they waged war on all 

the races. After great battles and terrible fights, the mortals lost the war against the gods. The races were thrown back 

into a dark time of fear, lawlessness, corruption, and greed. The newer gods reigned over the races and had their own 

petty squabbles amongst themselves, quite often torturing the races, taking great pleasure and delight in the races 

sorrows. 

  Then the first god came back, and saw what had been wrought. Everywhere he looked he saw decadence and folly, 

fear and greed. Evil ran rampant, virtually unchallenged. He saw his followers, the Anla’shok, dwindled to less than 

a handful, generations later, still trying their best and believing in something better. The god went to the other gods to 

try and appeal to them. But having so few followers left here, he was weakened, and was attacked and turned away by 

the other gods. This made the first god very sad. 

  He went to his followers, the Anla’shok, to each one he apologized and begged their forgiveness for forgetting them 

and leaving them alone for so long. He then promised never to leave them again. He empowered the Anla’shok with 

new gifts. He taught them the old ways of the Anla’shok, of helping all who need assistance, rendering aid to great 

and small alike, teaching and mentoring all who needed it, temperance and patience with all. His followers slowly 

grew in ranks, the Anla’shok spread across the lands, doing what they were taught and they gaining new followers. 

Hope began to grow amongst the races again, enlightenment and prosperity was returning to the land.  

  At last, the other gods heard of what was happening and became fearful and jealous again. They came down to wage 

war on the races again. This time the first god had more followers and was ready, he lead the mortals and fought 

against the other gods. The fighting was fierce, and battles raged. Many of the other gods perished and the war was 

looking dim for them, and low the mortals were holding their own. 

  The first god, while walking among the races one day during the war, witnessed the devastation that the war had 

wrought; continents had been reshaped, mountains stood no more, lush fields and valleys were no more and gave way 

to barren and desolate lands, and amongst the races, there had been so much loss and pain. As he walked amongst 

them, the first god saw no despair or anger from the races for this war, which had been brought to their homes. In the 

mortals eyes he saw life, hope, and the spark of the eminent future of that was to come of the mortals. It was then that 

the first god knew what he had to do. He went to the other gods, and proposed a truce to end the war. The other gods, 

having been losing thus far in the war, found it a good time to negotiate. But, still being petty, jealous, and fearful, 

the other gods were still yet wise enough to know that the first god cared about these mortals, and that was where he 

was weakest, and they decided to exploit it. The other gods quickly agreed to the terms of the treaty:  first, to return 

the lands back to the way that they were, to keep their own petty bickering away from the mortals, to try and keep a 

balance of good and evil, and finally, to allow the mortals to develop and grow on their own. 

  In turn, the other gods demanded that the first god give up his high and lofty ideals and influence with the mortals, 

that he limit his powers, that he never lead or side with the mortals against the gods in war ever again, that he be 

banished from the realm of the gods, and finally, for his name to be stricken from the memories of the mortals and 

the annals of history, lest in the future his name be used as a rally cry against them or to shame or curse them. The 

other gods swore that if the first god did not agree to these demands, the other gods would continue this war until the 

last of them fell, so long as they decimated the lands and the mortals into oblivion. 

  The first god, knowing the other gods to be petty and jealous, would try something like this, was ready to make such 

sacrifices for the mortals, giving the mortals freedom over their own lives, destiny, development, and future. He knew 

his sacrifice would not make up or atone for all that had occurred because of him and his inaction. But it was a start.  

  So the first god agreed to the terms of the treaty, all the gods ceased fighting, and together they returned the lands 

back to the way that they were, and agreed to keep their own petty bickering away from the mortals, and to try and 

keep a balance of good and evil, and also agreed to allow the mortals to develop and grow on their own. In keeping 

with his word, the first god renounced his own name and removed it from the memories of the mortals and the annals 

of history, and as agreed, he gave up and limited his powers; he gave up his influence with the mortals, and pledged 

not to side with or lead the mortals against the gods. 



  No one can remember his name, or remembers that far back in history… only long forgotten rumors and tales. 

Some rumors tell of great and mighty tales of the Anla’shok and their ideals and good deeds that they have done. 

Some very old rumors say that they still walk amongst the races today, upholding the ideals of  “the one”. Some have 

even thought that the first god, being banished away from the others, the “lonesome god”, still walks amongst the 

races even now a days, still doing good deeds, and finding those few willing and able to become Anla’shok… 
 

Anla’shok, are dedicated and loyal band of followers of ‘the one’, whom some speculate is also know as the ‘lonesome 

god’. Some say that he still walks the lands among the races, doing deeds of good, recruiting new members of 

Anla’shok, and checking up on them from time to time. Some speculate that he is a wandering older gentleman, with 

graying beard and carrying nothing more than a staff.  The Anla’shok, roam the lands rendering aid and assistance to all 

in need, righting wrongs that they find, educating the weak, giving council to the strong… all in the name of ‘the one’. 

Anyone can become an Anla’shok, usually another Anla’shok will witness a good deed, no matter great or small, done 

by a person and the Anla’shok will usually follow, observe, and evaluate the person who performed the deed. If the 

Anla’shok deem the person worthy and capable of the tasks required of an Anla’shok, then the person will be approached 

and an offering of training and enlightenment is extended. If the Anla’shok’s offer is accepted, he will train the new 

disciple for several weeks, after which the new recruit is then a new Anla’shok and is bade to go out into the world and 

do good works according to the teachings of ‘the one’. 

The only thing that distinguishes an Anla’shok is their ability to look plain and ordinary. They’re not the glorious fighter 

decked out in full shiny plate-mail armor, nor the wizened vizier in flashy robes. An Anla’shok may be the young man in 

the fields tending a flock of sheep for an older man while he heals and recovers from a bear attack, or maybe the young 

woman seeing to the needs of an orphanage after discovering and routing the unscrupulous administrator, or maybe the 

wandering friend to all… 

An Anla’shok will not shirk his duties or overlook any wrong needing to be righted. This is not to say that the Anla’shok 

is paladin–like, running around sticking his nose in where it doesn’t belong. By no means are the Anla’shok gullible or 

a-goodie-too shoes. But he will topple a tyrant or unrighteous ruler, watch and expose a false religious leader, drive off a 

roaming band of dangerous wild creatures, and help a widow keep her home and farm. Anla’shok have patience and 

wisdom of the ages.  

Generally, Anla’shok work by themselves, but at times they may join up with other Anla’shok, or adventuring parties to 

get certain jobs or tasks done, or sometimes just for companionship. The life of an Anla’shok is oft a lonely one. The 

Anla’shok is to go out and teach, educate, enlighten, council, and render aid without thought of or to themselves. 

Anla’shok carry with them small stones or rocks, and when they pass by a small pile of rocks, they will usually toss one 

of their stones or rocks on top, or they will stop and build their own with about 4 stones, or they will stop and rearrange 

the pile into a tiny pyre as an alter, to honor and remember the “lonesome god”. Often times an Anla’shok will find a 

message from another Anla’shok under these stone piles, some with information, some with directions, some a call for 

assistance, some centuries old and older, some just hours fresh. 

Anla’shok live to serve, which is extolled by the phrase ‘we live for the one… we die for the one…’, which is more oft 

than naught a last dying war cry. 

 

Hit Die: d8 

 

Requirements 
To qualify as an Anla’shok, a character must fulfill all the following criteria: 

 

Alignment: Neutral Good, Chaotic Good, and Chaotic Neutral. 

Base Attack Bonus: +3 

Base Save Bonus: Will +2 

Skills:  Diplomacy 4 ranks, Gather Information 4 ranks, Heal 4 ranks, Hide 4 ranks, Listen 4 ranks, Move Silently 4, 

Wilderness Lore 4 ranks. 

Feats:  Improved Unarmed Strike, Precise Shot, and either Alertness, Blooded, or Improved Initiative. 

 

Class Skills 
Animal Empathy (Cha), Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha), Disguise (Cha), Escape 

Artist (Dex), Gather Information (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge: Any (Int), 

Listen (Wis), Move Silently (Dex), Pick Pocket (Dex), Profession (Wis), Read Lips (Int), Search (Int), Sense Motive 

(Wis), Spot (Wis), Survival (Wis), Swim (Str), Tumble (Dex), and Use Rope. 

 

Skill points at each level: 6 + Int modifier. 

 



Class Features 
All the following are class features of the Anla’shok prestige class. 

* - If an Anla’shok is granted an ability and they have it from another class already, then the ability is either granted to 

next level of the ability or the character may choose to take a Feat instead. 

 

Weapons and Armor Proficiency:  An Anla’shok’s appearance is his best weapon and defense. By wearing no armor 

and carrying ‘no real weapons’, people usually consider them less of a threat or discount them completely. Anla’shok are 

only proficient with Quarterstaff, Sling, and Stones. They lose all other proficiencies with all other weapons due to their 

extensive training with these weapons. Anla’shok also lose all proficiency with armor and shields. Their ability to move 

and think fast is their best defense. 

Feats and Feat-like abilities granted to the Anla’shok do not require the normal prerequisites. 

Quarterstaff:  Anla’shok rely solely on their Quarterstaff as their only melee weapon (besides themselves with Unarmed 

Strike). At first level they gain the ability to use a Quarterstaff as a double weapon with no penalty for ‘two weapon 

fighting” as though they had the Double Weapon Fighting Feat. Also, at first level the Anla’shok gains Weapon Focus 

(Quarterstaff), Cleave, Armed Deflect Arrows, Deflect Arrows, and Pole Fighting for use of their Quarterstaff. 

Stones:  Anla’shok treat stones between ½ and 3 pounds as a simple ranged weapon and as ammunition (whether thrown 

or used with a sling). A stone deals 1D6+ Str damage, has a threat range of 17-20/x2, and has a range increment of 20 (if 

used with a sling x2 all damage with a range increment of 30). You may find stones in almost any outdoor environments 

(DM's discretion) as a move equivalent action. You may take all the usual weapon feats using stone as a weapon of 

choice. 

 

Monk-like armor (Ex):  An Anla’shok’s ability to move and be dexterous is what keeps her alive. An Anla’shok gains a 

bonus to their AC as shown on the table. If they have this ability from another class, the bonuses stack. They also add 

their Wisdom modifier as a bonus to their total AC. Although they lose all their unarmored bonuses once they put armor 

on. An Anla’shok’s best defense is their ability to rely on their own abilities for avoiding being hit. 

 

Uncanny Dodge (Ex):  (Same as listed in the Core Rule Book I) If the Anla’shok has this ability from a previous class, 

then they are granted the next level(s) of Uncanny Dodge. 

 

Vaulting Jump (Ex): Using his quarterstaff, an Anla’shok may use it as a fulcrum point to jump greater distances. He 

gains a +5 to Jump and is not limited to the height restrictions.  

To Attack With: He may also up it to make a charging kick attack. To attack, the Anla’shok must make a charge with a 

successful Jump (DC targets AC + distance jumping) and then make a normal melee attack, a successful hit causes 3d8+ 

Str for damage. You may crit on an 18-20 for x2 damage. 

 

Healing Touch (Su):  Anla’shok have advanced healing and mystical knowledge and may heal 1D4 HP x Anla’shok 

level per day, x D4 per Anla’shok level. An Anla’shok would usually heal others before healing themselves. 

 

Advanced Herbalism (Ex):  An Anla’shok has advanced herbal knowledge for treating illnesses and diseases. They 

gain a +4 to Healing, Profession (Apothecary) and (Herbalist), when trying to devise a cure, healing salve, or antidote for 

injuries, diseases, and poisons (whether natural or magical). 

 

Knockout Shot (Ex):  Anytime the Anla’shok catches an opponent unawares of an attack (denied their DEX bonus to 

AC), Flatfooted, Surprised, or even if the Anla’shok is standing right in front to the target, but the target has no clue that 

an attack is coming, the Anla’shok may attempt this attack. If the Anla’shok makes a successful attack TO THE HEAD 

(+4 to AC for difficulty, but minus all non-natural armor except helmets from the AC) of the target, then the Anla’shok 

can still do normal damage, and upon taking damage from the attack, the target must make a Fort save vs. DC 10 + 

damage dealt + levels the character has of Anla’shok. Upon failing the save the target is knocked unconscious for the 

level of Anla’shok x d6 rounds. This ability does not work on creatures that have no head or central nervous system. 

 

Great Cleave (Ex):  As Cleave, except that the character has no limit to the number of times the character can use it per 

round. 

 

Evasion (Ex):  Same as listed in the PHB (page 39-40). If the Anla’shok has this ability from a previous class, then they 

are granted Improved Evasion. 

 

Pass Without Evidence (Ex):  The Anla’shok leaves no track or trail, and cannot be tracked. 

 

Fast Climb (Ex):  The Anla’shok can scurry up a wall at unbelievable speed. With each successful Climb check, the 

Anla’shok can move half his speed as a move equivalent action or his speed as a full-round action. Furthermore, he 

retains his Dex bonus while climbing. 



Canny Defense (Ex):  When not wearing armor, the Anla’shok add their Intelligence bonus (if any) to their Dexterity 

and Wisdom bonuses to modify Armor Class. 

 

Death From Above (Ex):  An Anla’shok may deliver a tremendous blow to an opponent that he is above. The 

Anla’shok must make a successful Jump check (DC 15). If successful, the Anla’shok catches his opponent off guard and 

deals twice the normal damage (even with critical damage added in if possible) plus their Wisdom modifier and their 

Constitution modifier, for catching them from above where they are less armored and less protected. Creatures that 

cannot take critical damage are unaffected, but still take the normal weapon damage and the Wisdom and Constitution 

modifiers. 

 

Supreme Cleave:  The Anla’shok gains the ability to take a 5’ step before or after making a Cleave or Great Cleave 

attack. 

 

Fast Sneak (Ex):  When using Move Silently and/or Hide, the Anla’shok can move at his normal speed without 

suffering a penalty to those skills.

 

 

 

Anla’shok 

Level 

Base 

Attack 

Bonus 

 

Saves 

F     R    W 

 

Weapon 

Ki 

 

AC 

Bonus 

 

Special  

Abilities 

1
st
  +1 +3   +3   +5 0 0 Vaulting Jump, Advanced Herbalism 

2
nd

  +2 +3   +3   +5 +1 0 Fast Sneak, Evasion 

3
rd

  +3 +4   +4   +6 +1 +1 Cleave 

4
th

  +4 +4   +4   +6 +2 +1 Knockout Shot, Healing Touch 

5
th

  +5 +4   +4   +6 +2 +2 Uncanny Dodge 

6
th

  +6 +5   +5   +7 +3 +2 Great Cleave, Always Sneaky 

7
th

  +7 +5   +5   +7 +3 +3 Canny Defense 

8
th

  +8 +5   +5   +7 +4 +3 Fast Climb, Pass Without Evidence 

9
th

  +9 +6   +6   +8 +4 +4 Supreme Cleave  

10
th

  +10 +6   +6   +8 +5 +4 Death From Above 

 

 

 

 

 


