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Factotum (Chameleon)

FACTOTUM (CHAMELEON) CHARACTER CLASS CODEX PREVIEW 

Factotums are jacks-of-all-trades with a variety of aptitudes, able 
to imitate other classes and stand in for them short periods of 
time. The life of the factotum is one steeped in investigation, 
observation and inspiration.

The prime requisites of a factotum are Intelligence and Wisdom. 
A factotum with an Intelligence score of 13 or greater gains a 
+5% bonus on earned experience points. A factotum with scores 
of 13 or greater in Intelligence AND Wisdom gains a +10% bo-
nus on earned experience points. Furthermore, if a factotum has 
scores of 16 or greater in both Intelligence AND Wisdom, the 
factotum gains a +15% bonus on earned experience points.

Factotums attack and save as clerics of the same level.

RESTRICTIONS: A factotum uses eight-sided dice (d8) to de-
termine their hit points. A factotum may use any weapon, may 
wear nothing more protective than chain armor, and may use 
a shield. A factotum must have a minimum score of 9 in all six 
attributes (Strength, Intelligence, Wisdom, Dexterity, Constitu-
tion, and Charisma).

INSPIRATION POINTS (IPs): A factotum gathers their knowl-
edge by every means available, plundering every resource they 
can find. Through investigation and observation (e.g., by reading 
books on arcane lore, or by watching a trained fighter in action), 
the factotum masters no particular field, but rather becomes 
trained enough in all of them to be just useful enough in des-
perate situations. The factotum’s knowledge is represented by 
inspiration points (IPs)—a number of points, determined by 
the factotum’s level, which are used during encounter to “fuel” (by 
inspiration) the factotum’s abilities, with the factotum’s inspiration 
points being refreshed at the beginning of each encounter.

SPECIAL ABILITIES: A factotum benefits from the following:

Find Secret Doors. When actively looking, a factotum 
is able to find secret doors on a 1-2 (on 1d6).

Artful Strike. This ability allows the factotum to strike 
with a bonus when attacking from behind or when un-
seen by their opponent (similar to a thief’s backstabbing 
ability). By spending 1 IP, the factotum may add their 
Intellgience modifier to a “to hit” roll, and increases their 
damage by 1d6 plus their Intelligence modifier.

Beginning at 2nd level, a factotum gains...
Arcane Dilettante. Beginning at 2nd level, the facto-

tum gains a nebulous understanding of arcane magic, 
knowing that the right combination of cryptic words and 
well-executed grunts, combined with a wave of the hand 
and a wiggle of the fingers conjures up something that 
approximates a spell. By spending 1 IP, the factotum is 
able (as a spell-like ability) to mimic a spell.

 At the start of each day, the factotum selects a number 
of spells (based on their experience level) from the list 
of magic-user spells. They may choose any spells of any 
level up to their maxiumum spell level (per the “Level” 
indication under “Spells” on the Factotoum Class Table). 

However, the factotum is only allowed to preare 1 spell 
of the maximum allowed level. A factotum operates as a 
magic-user of a level equal to their maximum spell level 
(e.g., a 9th level factotum casts spells as a 3rd level magic- 
user). A factotum may only cast any individual spell once 
per day, and may not cast that spell again until the he or 
she has rested for 8 hours and prepared the spell again.

Beginning at 2nd level, a factotum gains...
Find/Remove Traps. A factotum is able to Find Traps 

and Remove (non-magical) Traps as a thief of a level equal 
to the number of spells they are permitted a day (e.g, a 
3rd level factotum is able to use this ability as a 2nd level 
thief, while a 4th level factotum functions with these abil-
ities as a 3rd level thief). No IPs are required to use this 
ability. However, by expending 1 IP, the factotum may 
use this ability to attempt to disarm magical traps (with 
an equal chance of success).

Beginning at 3rd level, a factotum gains...
Brains Over Brawn. This allows the factotum to substi-

tute their Intelligence modifier for any non-combat uses of 
their Strength or Dexterity modifier (e.g,. forcing doors), 
as well as temporarily adding their Intelligence modifier 
to their Strength or Dexterity scores when making checks 
involving those attributes.

Beginning at 5th level, a factotum gains...
Opportunistic Piety. By expending 1 IP, the factotum is 

able to capitalize on whatever faith they have (no matter  
how circumstantial) and channel divine energy. Each day, 
the factotum may only use this ability one time per two 
experience levels (e.g., a 5th level factotum may use this 
ability 2× per day, but a 6th level factotum may use it 
3× per day). For each use (and each IP expenditure), the  
factotum may choose one of the following options:

 Cure Light Wounds: This option heals an amount of dam-
age equal to the factotum’s Intelligence modifier plus 1d6 
(up to the target character’s maximum hp). The factotum 
may use this ability on themself. The factotum may only 
use this ability on any individual one time per day. 

 Harm Undead: This option deals an amount of damage 
to an undead creature equal to the factotum’s Intelligence 
modifier plus 1d6.

 Turn Undead: This option allows the factotum to turn 
undead as a cleric of the same level as the factotum. The 
factotum may not control undead, regardless of their 
alignment (their divine understanding is too cursory to 
permit such uses). 

Beginning at 8th level, a factotum gains...
Fervent Action. By expending 3 IPs, the factotum gains 

either double their normal movment, or 2 attacks during 
the same round. The factotum may not fuel 2 fervent 
actions during the same round.
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Beginning at 11th level, a factotum gains...
Battle Insight. By spending 2 IPs, the factotum gains 

an inspired insight to the opponent’s combat techniques. 
For the remainder of the encounter, the factotum gains 
a –2 AC bonus against that opponent, and attacks that 
opponent as if the factotum was 4 levels higher.

Beginning at 14th level, a factotum gains...
Insightful Defense. The factotum’s Intelligence modifier 

is subtracted from their Armor Class (e.g., an unarmored 
factotum with an AC of 9 and an Intelligence of 17 would 
subtract their +2 Intelligence modifer from their Armor 
Class, resulting in an AC of 7). This ability has no IP cost.

ADDITIONAL SKILLS (Optional): With the DM’s permission, 
a factotum may choose to learn an additional skill instead of an 
additional language (based on the character’s Intelligence). The 
factotum may choose from the skills listed below:

Appraise: When appraising common or well-known objects, 
failure means the factotum estimates the value at 50% 
to 150% (2d6+3 times 10%) of its actual value. When 
appraising rare or exotic items, a failure means the fac-
totum cannot estimate the item’s value. Appraising an 
item takes 3d6 rounds. A magnifying glass provides a 5% 
bonus on attempts for any item that is small or highly 
detailed (e.g., a gem). A merchant’s scale provides a +5% 
bonus on attempts involving any items valued by weight, 
including anything made of precious metals. The bonuses 

stack, but the maximum chance of success is never more 
than 99%. Additional attempts may not be made on the 
same object, regardless of success.

Decipher Script: This allows the factotum to decipher writ-
ing in an unfamiliar language or a message written in an 
incomplete or archaic form. The percent indicated is for 
the simplest messages. The chance to deciper standard 
texts is reduced by 10% and the chance for for intricate, 
exotic, or very old writing is reduced by 25% or more (at 
the DM’s discretion). If the adjusted chance of success is 
0% or less, the factotum is unable to decipher it. Rolls 
should be made secretly by the DM. If the attempt suc-
ceeds, the factotum has a general understaning of its con-
tent. If the attempt fails, there is a 25% chance the facto-
tum will draw a false conclusion about the text. (Success 
means the factotum does not draw a false conclusion; 
failure means they do.) An attempt takes 3d6 rounds, and 
the factotum may make only 1 attempt per item.

Open Locks: As the thieves’ ability of the same name.

Pick Pockets: As the thieves’ ability of the same name.

Tracking: This ability enables the facototum to track quarry 
underground and in the wilderness. The facototum must 
first observe the creature directly for 1 turn OR spend 3 
turns examining an area where the creature has been. 
The facototum may then make the tracking attempt from 
that location.

Factotum Class Table
                             Optional Skills                             

   Exp. Hit       Spells         Appraise  Decipher Open Pick
Level Title                 Points Dice IPs # Lvl. Common   Rare Scripts Locks Pockets† Tracking
 1 Novice 2,600 1d8 2 – – 40% 15% 5% 15% 15% 40%
 2 Tyro  5,300 2d8 3 1 1 50% 20% 10% 20% 20% 43%
 3 Booster  11,000 3d8 3 1 1 55% 25% 15% 25% 25% 46%
 4 Devotee 23,000 4d8 3 2 1 60% 30% 20% 30% 30% 49%
 5 Literati 37,000 5d8 4 2 2 65% 32% 25% 35% 35% 52%
 6 Aesthete 75,000 6d8 4 3 2 70% 34% 30% 40% 40% 55%
 7 Arbiter 150,000 7d8 4 3 2 75% 36% 35% 45% 45% 58%
 8 Maven 300,000 8d8 5 4 3 80% 38% 40% 50% 50% 60%
 9 Virtuoso 450,000 9d8 5 4 3 85% 40% 45% 54% 55% 62%
 10 10th Lvl. Virtuoso 600,000 9d8+2* 5 5 3 80% 41% 50% 58% 60% 64%
 11 11th Lvl. Virtuoso 750,000 9d8+4* 6 5 4 85% 42% 55% 62% 65% 66%
 12 12th Lvl. Virtuoso 900,000 9d8+6* 6 6 4 90% 43% 60% 66% 70% 68%
 13 13th Lvl. Virtuoso 1,050,000 9d8+8* 6 6 4 95% 44% 65% 70% 75% 69%
 14 14th Lvl. Virtuoso 1,200,000 9d8+10* 7 7 5 99% 44% 70% 73% 80% 70%
 15 15th Lvl. Virtuoso 1,350,000 9d8+12* 7 7 5 99% 46% 75% 76% 85% 71%
 16 16th Lvl. Virtuoso 1,500,000 9d8+14* 7 8 5 99% 47% 80% 79% 90% 72%
 17 17th Lvl. Virtuoso 1,650,000 9d8+16* 8 8 6 99% 48% 85% 82% 95% 73%
 18 18th Lvl. Virtuoso 1,800,000 9d8+18* 8 9 6 99% 49% 90% 85% 100% 74%
 19 19th Lvl. Virtuoso 1,950,000 9d8+20* 8 9 6 99% 50% 93% 88% 105% 75%
 20 20th Lvl. Virtuoso 2,100,000 9d8+22* 9 10 7 99% 51% 95% 90% 110% 76%
 21 21st Lvl. Virtuoso 2,350,000 9d8+24* 9 10 7 99% 52% 96% 92% 115% 77%
 22 22nd Lvl. Virtuoso 2,500,000 9d8+26* 9 11 7 99% 53% 97% 93% 120% 78%
 23 23rd Lvl. Virtuoso 2,650,000 9d8+28* 10 11 8 99% 54% 98% 94% 125% 79%
 24 24th Lvl. Virtuoso 2,800,000 9d8+30* 10 12 8 99% 55% 99% 95% 130% 80%

* Constitution adjustments no longer apply. † Picking pockets is automatic for targets 10 or more  
levels/HD below the factotum. For all others, the chance of success is reduced by 5% per level of victim above 8th.  

There is always a 1% chance of failure (00 on d%), even when chance of success is 100% or greater.


