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The Undersea Campaign setting is described in the supplement “PC3:  The Sea Peoples”.  Use the campaign setting file “Mystara Undersea” to generate and maintain characters in this setting.  Weapons are limited to the Spear and Crossbow groups.  No limits are imposed on power selection, but players should note that powers with the Fire keyword are less effective in aquatic environments.  It is assumed that standard player character races in this campaign setting can breathe water freely and swim (effectively flying and hovering) at their standard speed while underwater.  On land, these characters are slowed and (except as noted) cannot breathe without magical assistance.

Races:  Select the desired race for your character and follow the appropriate instructions as given here:

Elf, Aquatic:  Use Elves for this race.  They are usually hybrid characters and favor the arcane power source.  Suggested skills are Arcana and History.  Suggested feat is Animal Empathy.  Aquatic Elves can breathe air but treat dry land as a hostile environment.
Kna:  Use the Goliath race for this race.  Select Giant as secondary language.  Kna avoid classes that wear heavy armor.  Suggested skill is Diplomacy.  Kna suffocate quickly in air.

Lycanthrope:  Weresharks can have any aquatic humanoid race as their base race.  They should be hybrid characters, with Druid as one of their hybrid classes.

Merfolk:  Merfolk or merrows are an aquatic race native to Undersea.  Use the Razorclaw Shifter race for this race.  Merfolk avoid classes that wear heavy armor.  Select Merfolk as secondary language.  Suggested feat is Animal Empathy.  
Nixie:  Nixies are an aquatic race native to Undersea.  Use the Halfling race (with bonus to charisma rather than constitution) for this race.  Nixies avoid classes that wear heavy armor.  Select Elven as secondary language.  Suggested skill is Diplomacy.  Suggested feat is Animal Empathy.  Nixies have no need to breathe as long as they are in contact with water, but they suffocate immediately when they lose such contact.
Shark-kin:  Shark-kin are an aquatic race native to Undersea.  Use the Half-Orc race for this race.  Shark-kin avoid classes that wear heavy armor.  Suggested skill is Perception.  Suggested feats are Animal Empathy and Savage Assault.  Shark-kin can breathe air freely during the brief times that they grow legs for mating purposes.
Sidhe:  Sidhe favor classes and class combinations that use both weapons and implements.  As a fairy race, they do not have access to the divine power source.  There are two Sidhe sub-races:

Common Sidhe:  Common Sidhe are Medium in size.  Use the Changeling race for this race.

Lesser Sidhe:  Lesser Sidhe are Small in size.  Use the Gnome race for this race.

Elven is required racial language for both sub-races.  Other racial languages include Gnomish.  Sidhe can breathe air.

Triton:  Use the Deva race for this race.  They are always hybrid characters, with one of their hybrid classes always selected as an implement using class.  Select Primordial as one of secondary languages.  Suggested skills are Arcana and Religion.

Languages:  The Kna language is the Common language.  Other languages include the following:

Deep Speech:  Spoken by Devilfish and Kopru

Elven:  Spoken by Aquatic Elves, Nixies, and Sidhe
Giant:  Spoken by Kna, Shark-kin, and Sea Giants
Primordial:  Spoken by Merfolk and Tritons 
Equipment:  Aquatic characters cannot use shields effectively.  Some races refuse to wear heavy armor.  Weapons are limited to Dagger, Net, Parrying Dagger, and weapons in Crossbow and Spear groups.  

Powers:  Powers with the Fire keyword are less effective underwater and thus should not be selected in most cases.

Classes:  Classes adversely affected by the preceding equipment and power restrictions are not available.  Prohibited classes by armor restrictions are as follows:

General (No Shields):  

Ardent

Bard

Battlemind

Fighter (except as Hybrid option)
Paladin

Psion

Runepriest

Swordmage

Warden
Warlord
No Heavy Armor:  All classes listed above plus the following:
Cleric (except as Hybrid option)
Fighter

Invoker

Immortals:  Patron Immortals include the following:

Crakkak (Shark-kin)

Gorrziok (Sea Giants)

Kallala (Nixies)

Malafor (Merfolk)

Manwara (Protius to surface dwellers)

Polunius (Tritons)

Saasskas (Devilfish)

Sharpcrest (Kna)

Slizzark (Kopru)

Tallivai (Aquatic Elves)

Replace any Undersea Immortal with Melora for access to domains or deity specific abilities.

Feats:  Available custom feats are as follows:

Titled

Wealthy 1
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