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P\ he D&D® Cyclopedia is as accurate a name

W as you could want for this book. A “cyclo-
pedia” is an encyclopedia, and this book is an
encyclopedia of all major D&D game rules.

This book is intended to be a reference vol-
ume for those who already play the D&D game.
You'll find it much more convenient to look up a
specific rule here than in earlier versions of the
game. Just about everything appearing in the
boxed sets is here—but in a more convenient for-
mat. For example, all the game’s spells are in one
place, and all the details of creating a fighter-
class character are in one location.

However, though this book is aimed at the ex-
perienced user, it is possible to learn to play the
D&D game from these pages. The Cyclopedia
lacks many of the examples and the patient ex-
planation you'll find in the DUNGEONS &
DRAGONS® boxed sets, but you can still learn
to play from these rules.

What Is Role-Playing?

Before television, there was radio. Audiences
earlier in this century sat in front of their radios
and thrilled to the exploits of bigger-than-life ra-
dio heroes. Since it was radio, they couldn’t see
what was going on, but they didn’t need to—all
the action was described by dialogue, narration,
and sound effects, and was translated by the
imaginations of the listeners into scenes they
could see, experience, and remember.

Role-playing games are much like radio ad-
ventures, except for one important detail: they-
"re interactive. One player provides the narrative
and some of the dialogue, but the other players,
instead of just sitting and envisioning what's go-
ing on, actually participate. Each player controls
the actions of a character in the story, decides on
his actions, supplies his character's dialogue, and
makes decisions based on the character’s person-
ality and his current game options.

The DUNGEONS & DRAGONS game is a
fantasy role-playing game. This means that it's
set in a world where men and women can wield
powerful magic, where monsters like dragons
thrive, and where heroes like Sinbad, Hercules,
and Lancelot abound.

When you play the D&D game, one player
will become the Dungeon Master (also known as
the DM or referee). He or she will create the
world and setting in which the adventures will
be taking place and will create a variety of char-
acters to populate the world. The DM will also
develop situations taking place in that world and
will then run adventures—acting as the main
narrator of the stories in which the other players’
characters will participate.

The other players will create characters—the
heroes of the DM’s story. The DM will present
their characters with situations, and they'll de-
cide how to react to those situations. Several situ-
ations progressing toward a conclusion become
an adventure or story; a number of adventures
played one after another become a campaign.

Setting Up

When a group gets together to play, everyone
should bring what they need, including dice,
pencils and papers, and characters (preferably on
character sheets).

Introduction @

A 1able is normally used, the DM sitting at
one end with information about the dungeon.
The DM often uses an upright piece of stiff card-
board (called a screen) to hide the description
and maps of the dungeon so they are not acci-
dentally seen by the players.

The players sit around the table, away from
the DM, where they can all easily see any maps
made during the adventure, the order of the fig-
ures (if used), and so forth.

During the game, players should be allowed
to refer to any player's aids whenever they wish,
including the character creation section of the
Cyclopedia (Chapters 1-5). However, they
should nor be allowed to see everything in this
book. The mystery and excitement on unknown
monsters and magic can be spoiled if someone
looks up all the details during the game,

Mapping and Calling

Although each person will be playing the role
of a character, the players should also handle the
jobs of mapping and calling. Any player can be
the mapper or caller.

The mapper is the player who draws a map of
the dungeon as it is explored. One or more of
the characters should be making maps, but one
of the players must make the actual map. The
map should be kept on the table for all to see
and refer to. Pencil should be used when making
the map, in case of errors or tricky passages.

If the party's movement carries it into new and
unmapped territory, the DM will describe the ar-
ea in detail so the party’s mapper can map it. If
something such as a secret door or treasure item
is discovered, the DM describes it and announces
the results if the characters examine it.

The caller is a player selected by the other
players to describe party actions so the DM
doesn’t have to listen to several voices at once.
He or she tells the DM what the party is doing
this trn. If the DM prefers, each individual
player can describe his own actions. The caller is
Just a convenience in many campaigns; it's not a
game rule that players have to use.

Using the Dice

Often the characters want to do something
that involves an clement of chance. Say someone
wants to leap onto a galloping horse. He might
make it—or he might not! You can roll dice to
decide if the action succeeds. In the D&D game
there are many kinds of dice: four-, six-, eight-,
ten-, twelve-, and even twenty-sided dice.

A four-sided die looks like a pyramid. Drop it
on the table. Read the numbers that are face up
along the bottom of the die. This number is the
result of the roll.

When rolling any die with six sides or more,
one side always lands face up. This number is the
result. On the ten-sided die, the number 0 is
usually read as 10.

You can use a ten-sided die to find a percent-
age (a number from 1-100). Roll the die once.
Read the result as the “tens” digit, counting a 0
as “'no tens.”” Roll a second time and read the re-
sult as the “ones” digit. If both rolls are zeroes,
the result is 100.

We often use abbreviations to refer to various
kinds of dice: a “d" followed by the number of

the die's sides. For example, “d6" refers to a six-
sided die. We use “d%" or 1d100 to refer to
percentage die.

There are no two- or three-sided dice, but we
can pretend there are. We use a coin for a d2—
heads is 1, tails is 2. To make a d3, roll a d6, and
then divide the result by two and round up.

Often, a number appears before the “d" as
well as after it. This shows the number of times
you should roll the die. (For example, 2d8
means roll the eight-sided die twice.) When you
roll a die more than once, add the results of the
rolls together. So, 3d6 means roll the six-sided
die three times and add the results. For example,
add6rollof 3,5, and 1is9(3+5+1=9),

Cyclopedia Organization

This book is divided into the character creation
section, the rules section, and the appendices.

Character Creation Section

In this section of the book, we're going to de-
scribe everything needed to know in order to cre-
ate a player character—a character played by any
player except the Dungeon Master. The DM,
oo, will find this section useful when creating
human and demihuman nonplayer characters.

In this section, Chapters 1-5 give you a basic
understanding of the D&D game rules; a thor-
ough description of the way human and demi-
human characters are created; information on
the spells, skills, and equipment the characters
use to accomplish their objectives; and informa-
tion on the things players and their characters
need to do in the course of a game.

Rules Section

This section of the book, covering Chapters 6-
19, gives detailed information on handling
movement, encounters, and combat; It also cov-
ers procedures such as mass combat, granting ex-
perience, and playing nonplayer characters. Its
largest components include all information
needed for monsters, Immortals, and treasure,
In addition, this section discusses Dungeon Mas-
ter procedures, campaigning, variant rules, and
the planes of existence.

Appendices

The appendices hold valuable information re-
garding the D&D game world and also on con-
verting characters over to the ADVANCED
DUNGEONS & DRAGONS® game. You'll find
supplemental record sheets, useful forms, and
indices for spells and rules.

Pronoun Note

The male pronouns (he, him, his) are used
throughout this book. We hope this won't be in-
terpreted by anyone as an attempt to exclude fe-
males from the game or to imply their exclusion.
Centuries of use have made these pronouns neu-
tral, and we feel their use provides for clear and
concise written text.




“?Chapter 1: Steps in Character Creation

ner or later you will want to make up your
¥Viown new character. Before you start, get a
pencil and the multisided dice used with the
D&D® game. You will also need a blank charac-
ter sheet (or a piece of notebook paper) to keep
track of the details. A sample character sheet is
found in Appendix 3.

If you are using a blank piece of paper, copy
the form of the character sheet onto it—in other
words, allow a space for your name and the char-
acter’s name at the top left, a place for character
class, level, armor class, and hit points below
that, and so forth. The Dungeon Master should
be present and should watch the creation of any
player character, including all dice rolls.

Your first try at creating a new character will
probably take an hour or so. Even when you are
used to the procedure, it will sull take 10-30
minutes, If the Dungeon Master is just begin-
ning a new campaign, he should call everyone
together for a session where all players create
their characters and where he describes the cam-
paign world in which the others will be playing.
Once the campaign is underway, a player
shouldn't try to create a character at the begin-
ning of a play-session (unless the DM specifically
asks him to)—it delays the start of the game. All
the rolling, adjusting, buying, and so forth
should be done beforehand.

The following is a list of the steps to take when
making a new character; each step is then ex-
plained in detail.

Steps to creating a character:
1. Roll for ability scores
. Choose a character class
. Adjust ability scores
. Roll for hit points
. Roll for money
6. Buy equipment
7. Determine other numbers and rolls
8. Note adjustments for ability scores
9. Choose character alignment
10. Select name, personality, and back-
ground
11. Determine character height and weight

WA D

12. Earn experience

Roll for Ability Scores

Roll 3d6 for each ability:
Strength
Intelligence
Wisdom
Dexterity
Constitution
Charisma

Many of the autributes that make up a
character—for instance, his physical might and
his level of intelligence—are represented by
numbers in the game. Six of these are the charac-
ter's abilities: Strength, Intelligence, Wisdom,
Dexterity, Constitution, and Charisma.

Strengeh (Str) is the character's physical
might. It affects the amount of damage the char-
acter does with hand-to-hand weapons (such as
swords and clubs) and thrown weapons (such as
thrown spears and knives), affects his chance to

his ability 1o do such things as break down
locked doors.

Intelligence (Int) is the character’'s mental
might. It affects the number of languages the
character can learn.

Wisdom (Wis) is the character’s strength of
understanding of the world, the way things
work, the forces of nature, and so forth. It affects
the character's natural ability to resist magical
spells.

Dexterity (Dex) is the character's nimbleness
and grace. It affects the character’s ability to
wield missile and thrown weapons (such as bows
and throwing knives) and can make it harder for
enemies to hit the character.

Constitution (Con) 1s the character's physical
health and vigor. It affects the character's hit
points score (i.¢., his ability to survive being in-
jured).

Charisma (Cha) is the character’s force of per-
sonality and presence. It affects the way other
characters, especially nonplayer characters con-
trolled by the DM, react to the character.

You roll dice to find each ability score. This is
done by rolling the six-sided die three times and
adding the results. Or, if you have three six-
sided dice, roll the dice together. (This is nor-
mally referred to in the text as “rolling 3d6.")

For example, if you roll ones each ume, then
the total score is 3, the least score possible. If you
roll all sixes, then the total is 18, the highest
score you can have.

You should end up with six numbers, each be-
tween 3 and 18. These are your character’s ability
scores. Write the scores down as you roll them,

next to the names of the abilities.

High ability scores can help the character in
certain things. For example, high Strength al-
lows a character to deal out more damage in
combat; a high Constitution helps a character
survive injury; a high Charisma helps a character
attract friends. Low scores have exactly the oppo-
site effect. We'll discuss these effects in the Bo-
nuses and Penalties for Ability Scores Table.

You can adjust the ability scores in Step 3
(" Adjust Ability Scores™), but first you must de-
cide what class your character will be.

Prime Requisites

Each character class requires prowess in one of
the abilities—in other words, each class has an
ability that is of utmost importance to that class.
(For example, a fighter's most important ability
is Strength and a cleric’s is Wisdom. ) These are
known as prime requisites.

Each character class has its own prime requi-
site. This means cach class is talented at certain
things, such as fighting (fighters because of their
Strength), healing (clerics because of their Wis-
dom), sneaking about (thieves because of their
Dexterity), and so on. The higher a character's
prime requisite score, the more skill he will have
in his class (his “job""). Prime requisites for each
class are listed with the character class.

Choose a Character Class

A character class is a character’s main profes-
sion in the campaign. Think of each character
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Chapter 1: Steps in Character Creation,

class as a sort of stereotype. For instance, all war-
riors in books and movies have some features in
common and those specific features, translated
into the D&D® game terms, are what make up
the fighter character class.

The player character (PC) classes available for
you to choose include four human classes (cleric,
fighter, magic-user, thief), three demihuman
classes (dwarf, elf, halfling), and two special
character classes (druid, mystic).

You've probably noticed that the names of the
demihuman character classes sound more like
race or species names than professions, That's
because demihumans are more limited in their
options than humans are, so the entire race can
be represented by a single character class.

Types of Character Classes

Most characters will be humans. In most D&D
game campaigns, humans are the most wide-
spread of all intelligent beings. Any new charac-
ter can belong to one of the human classes
(cleric, fighter, magic-user, thief), regardless of
his ability scores.

Character Classes and Ability Requirements
Table
Character Prime Other
Class Requisite(s) Requirements
Cleric Wisdom None
Fighter Strength None
Magic-User  Intelligence  None
Thief Dexterity None
Dwarf Strength Constitution 9
Elf Strength, Intelligence 9
Intelligence
Halfling Strength, Dexerity 9,
Dexterity Constitution 9
Druid Wisdom Neutral align-
ment, obrain
9th level as a
cleric
Mystic Strength, Wisdom 13,
Dexterity Dexterity 13

Demihuman characters (dwarf, elf, and half-
ling) should be a little less common: these races
are supposed to be somewhat reclusive and mys-
terious. They are known as “demihumans” be-
cause they are so similar to humans. Each
demihuman character class has specific ability re-
quirements. If a newly created character doesn't
have high enough scores in some specific abili-
tics, he can't belong to the demihuman classes.

The special character classes (druid and mys-
tic) technically belong in the set of human char-
acter classes, but they have such stringent
requirements and unusual guidelines that
they're set aside for you to look at separately.
The DM might not want to use them in his cam-
paign; it's casier for him to make and enforce
this decision if they're set aside.

Descriptions of Character
Classes

A Cleric is a human character who has dedi-
cated his life to a great and worthy cause. Often,
this cause is the cleric's alignment. A Lawful cler-
ic, for example, would be dedicated to spreading

law and order throughout the campaign world.
The cleric wiclds magic, and he can use almost as
many weapons and armor types as a fighter. The
cleric's prime requisite is his Wisdom.

A Fighter is a character whose main skill is his
prowess at arms. A fighter can be a heavily ar-
mored knight or a lightly armored swashbuckler,
but it’s his extraordinary skill in combat that
makes him special. In the game, a fighter's
prime requisite is his Strength.

A Magic-User is a character who wiclds magic.
He has little or nothing in the way of fighting
ability, and in the early part of his career he has
little in the way of magical ability either. Bur as
he gains in experience, he becomes a powerful
character and can wield powerful magical spells.
The magic-user’s prime requisite is his Intelli-
gence.

A Thiefis a character who has spying abilities.
Whether he actually makes his living stealing
from other people, he has many skills appropri-
ate to that livelihood. He can move stealthily,
climb sheer surfaces, pick locks, and so forth. He
has combat abilities better than a magic-user's,
but he’s not a strong combatant. The thief's
prime requisite is his Dexterity.

A Dwarfis a sturdy, squat demihuman. He re-
sembles the fighter in many details, but has
many special abilities—and special restrictions—
that set him apart from human fighters. The
dwarf’s prime requisite is his Strength. Also, a
dwarf character must have a Constitution score
of 9 or more. If the character you're creating has
a Constitution of 8 or less, he cannot be a dwarf.

An Elf is a lean. nimble demihuman. He is a
very capable combination of the fighter and
magic-user classes. He's not quite as tough as a
human fighter, nor will he ever achieve the great
magical ability of a2 human magic-user, but he
does have most of the abilities of both classes.
He has other special abilities and restrictions that
set him apart from the human classes. The elf
has two prime requisites: Strength and Intelli-
gence, and the Intelligence score must be 9 or
more. If the character you're creating has an In-
telligence of 8 or less, he cannot be an elf.

A Halfling is a small demihuman. He has
many abilities similar to a fighter, but he is also
noted for his ability in woodsmanship. He's not
as tough as a fighter, and he has special abilities
and restrictions that set him apart from the
fighter class. The halfling has two prime requi-
sites: Strength and Dexterity, and the Dexterity
score must be 9 or more. Also, a halfling charac-
ter must have a score of 9 or better for his Consti-
ution.

A Druid is a special type of spellcaster who de-
votes himself to the needs and preservation of
Narture. However, you can't start a character off
as a druid. A druid character must start off as a
cleric—in fact, as a cleric of the Neutral align-
ment (alignments are discussed in Step 9,
“Choose Character Alignment”)}—and ecarn a
lot of experience (up to 9th experience level) as a
cleric. Only at that point can he become a druid.

A Mystic is a type of warrior-monk. He lives a
monastic life, devotes himself 1o philosophy and
the mastery of his physical body, and trains him-
self to become a master of unarmed fighting.
Mystics are not appropriate to all campaigns, so
the DM has the option of refusing to allow mys-
tics in his world. The mystic's prime requisites

are Strength and Dexterity. Also, a mystic char-
acter must have scores of 13 or better in both his
Wisdom and Dexterity abilities.

All these character classes will be described in
greater detail in Chaprer 2. If you don’t yet
know enough about these classes to decide what
your new character should be, you can skip
ahead to Chapter 2, then return here and make
your choice. When you've decided what charac-
ter class your character will be, continue with the
next step.

Adjust Ability Scores

You can trade two points from an ability
score you don’t want to raise your prime req-
uisite by one point. You can perform this
trade as many times as you want, so long as
you do not lower any ability below a score of
9. You cannot lower your Dexterity, Constitu-
tion, or Charisma. You can only raise your
character’s prime requisite score.

Once you've rolled your character’s abilities
and decided on his character class, it is possible
to raise his prime requisite by lowering other
ability scores. This is sort of like training hard to
improve one skill while letting others become
neglected. (For example, a magic-user might
spend all his time studying hard, neglecting his
exercise; he'd end up with a higher Intelligence
and a lower Strength.)

These are the rules for exchanging ability

points:

1. The prime requisite goes up 1 point for each
2 points that another ability score goes down.
If a character has two prime requisites, both
can be raised.

2. Constitution and Charisma points cannot be
exchanged with others.

3. Dexterity cannot be lowered (but it may be
raised for a thief or halfling character).

4. No score can be lowered below 9. If it is al-
ready 10 or less, it cannot be lowered.

Example: An elf has Intelligence and Strength
scores of 12 and a Wisdom of 13. His player
wants him to be both stronger and smarter. He
drops the Wisdom score by 2, to 11, so 1 point
can be added to Strength. Then he drops the
Wisdom again, to 9, and adds 1 to Intelligence.
This results are Intelligence and Strength scores
of 13 and an adjusted Wisdom of 9.

A cleric with Strength and Wisdom of 15
drops the Strength by 6 (1o 9) and raises the Wis-
dom by 3 (1o 18).

If you want to exchange any ability score
points, you must do that now before you go any
further in making the character. No such adjust-
ments can be made later. Remember that you do
not have 1o adjust any ability scores. This is an
option, not a fequircment.

Roll for Hit Points

Your character’s hit point score represents his
ability to survive injury. The higher his hit point
score, the more damage he can sustain before
dying. Characters who survive long enough to
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gain a good deal of experience typically gain
more and more hit points; therefore, an experi-
enced character lasts longer in a fight or other
dangerous situations than does an inexperienced
character.

A character’s profession (his character class) dra-
matically affects the number of hit points he re-
ceives. Fighters and dwarves receive a lot of hit
points. Magic-users and thieves receive only a few.
The other classes receive a medium amount.

Find your character’s class on the Character
Class and Hit Dice Table, and then roll the type
of die indicated in order to find your starting hit
points. Note that your character’s Constitution
score can affect the number of hit points he will
have. Look for the Bonuses and Penalties for
Ability Scores Table and apply the appropriate
number to the number of hit points rolled for
your character.

Character Class and Hit Dice Table
Dice for

Character Class Hit Points
Cleric 1d6
Fighter 1d8
Magic-user 1d4
Thief 1d4
Dwarf 1d8
Elf 1d6
Halfling 1d6
Druid *
Mystic 1d6

* Daoes not apply.

Roll for Money

Roll 3d6 and multiply by 10 to find your
character’s starting gold pieces.

Your character starts out with no possessions
except for normal clothes and a little money,
saved up over many years. You will need to go
shopping for equipment, but first you must find
out how much money you have.

Roll 3d6 (three six-sided dice), and multiply
the total by 10. (For example, if you roll 12, the
total is 120.) This is the number of gold pieces
(gp) that you start with. Write that on your char-
acter sheet. If you're using a hand-written sheet,
write down the word “Money” on the back and
put beside it the number you've just rolled.

Buy Equipment

Now that you have your money, you can spend
it on the equipment you need to go adventur-
ing. There is a complete list of equipment in
Chapter 4 later in this book. Be sure to ask your
Dungeon Master if everything on that list is
available in his campaign. If his campaign devi-
ates a lot from the “standard” D&D® game
campaign, he could have a very different list of
equipment, which he should provide for you.

There are restrictions on what items your char-
acter is allowed to have, especially on armor and
weapons. Before you go shopping, be sure you
have read the full description of your character
class, later in this chapter.

For example, a magic-user cannot wear any ar-

mor at all and can only use a few types of weap-
ons. It would be a waste of money for a character
of this class to buy a sword or shield; instead, his
money can be saved or spent on oil, torches, and
other items. Thieves, however, must buy
thieves’ tools to use their Open Locks ability.

On a piece of piece paper, write down all the
equipment you want to buy and add up the cost.
If it costs more gold pieces than you have, you
must erase something from the list. When you
can pay for your list of equipment, subtract the
cost from your money, and write the equipment
down on your character sheet.

Be careful when shopping! You may forget to
buy rope, for example, and suddenly find a need
for it during an adventure—and if you didn't
buy it, you don't have it. Ask the other players
and your DM for advice on what to buy—and
what not to buy. Remember that money can be
saved for buying expensive equipment later.

Don’t Forget Spells

If your character is a spellcaster, he will also
need to equip himself with the spells he knows.
Magic-users know one spell at their first level of
experience, while clerics learn their first spell at
second level. Ask your DM for the spells which
your character knows.

Magic-users also need to have spell books to
record the spells they know. A magic-user’s first
spell book is free, a gift of the wizard who taught
him. Clerics do not need spell books.

Determine Other
Numbers and Rolls

Armor class, attack rolls, and saving throws are
numbers—numbers which you'll calculate from
the character’s other attributes or find on provid-
ed tables—which are important to the way the
character performs in combat.

Armor Class

Armor class, sometimes abbreviated as AC, is
a number indicating how tough it is to hit your
character. With the armor class, unlike most
numbers in the D&D game, a low number is
good for a character, and a high number is bad.

Your armor class is a combination of the type
of armor you are wearing, plus any adjustments
due to Dexterity. First, find your armor type on
the Armor Type and Armor Class Table.

Armor Type and Armor Class Table

Armor Type
No armor
Leather armor
Scale armor
Chain mail
Banded armor
Plate mail
Suit armor
Shield

* If using a shield, subtract 1 from the AC
number. Example: chain mail alone is AC 5,
but with a shield it is AC 4.

Armor Class

(=Y e s

Subtract 1*

Once you know your armor class as provided
by your armor type, you can determine adjust-

ments to your armor class from your Dexterity.

Find your Dexterity score on the Bonuses and
Penalties For Ability Scores table. For every +1
on the table, subtract 1 from your armor class.
For every —1, add 1 to your armor class.

Example: If you are wearing chain mail and a
shield (AC 4), but have a Dexterity score of 15
(+1 bonus), your armor class number improves
and goes down, to 3. If you are wearing plate
mail and shield (AC 2) but have a Dexterity
score of 5 (— 2 penalty), your armor class worsens
and goes up to 4.

Remember: The lower the AC number, the
harder you are to hit. A penalty to armor class
actually raises the number, making you easier to
hit. If your AC is even better than zero, then
negative numbers, or “minus” numbers, are
used. For example, a character with a Dexterity
Score of 18 (a + 3 bonus, which translates to —3
to the AC) and wearing plate mail and shield
(AC 2) would have an AC of "minusone’ (—1).

Attack Rolls

An attack roll is a number representing how
easy or difficult it is for your character to hit oth-
er targets.

In combat, when your character is trying to hit
another character, you roll 1d20; this is known as
his attack roll. (In some game supplements, it’s
also called the “hit roll,” **to-hit roll.” or “roll to
hit.") Once you know the number you've rolled
on the die, you add any bonuses your character
gets from high ability scores, magical weapons,
or other factors. You'll compare that final result
to the number required to hit the armor class of
your character's opponent. If you reach or exceed
that number, your character has successfully hit
his opponent.

But how do you find out what number you
need to hit a certain armor class? That’s simple
enough: We provide it to you on handy tables.
Take a look at the Attack Rolls Table on page
106. Go ahead and flip forward to that table and
return here when you've looked at it.

To use the table, cross-reference your charac-
ter’s experience level and character class with his
opponent’s armor class. On the table, “"MU"”
stands for magic-user, “C,T,D" stands for “cler-
ics, thieves, and druids,” “'F" stands for “fight-
ers” (and also includes mystics and low-level
demihumans), and “DH" stands for “demi-
humans" (and is used for high-experience demi-
humans). The numbers “19" through * —20"
stand for the opposition’s armor class.

A 1st level fighter attacks an enemy with an
armor class (AC) of 2. On the Attack Rolls Table
in Chapter 8, go to the “F" (for fighter) column,
go down to where it says "‘1-3" (which means
“Experience Levels 1 through 3"), and then go
right to the column corresponding to AC 2. You
need to roll a 17 to hit that armor class.

Attack Rolls Tables vs. THACO

Now, record your character’s attack rolls on
the character sheet. There are two ways to do
this. One is for beginning players and for players
who sometimes have a hard time juggling num-
bers; the other is for experienced players who
don't have trouble juggling numbers.
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Attack Rolls: With the first way, you write down
your character’s rolls to hit several armor classes.
Instead of recording all the listed armor classes
(19 to =20), we usually record only ACs 9 to
=5; these are the armor classes most commonly
encountered in a game,

On your character sheet, you'd make a small,
simple table listing the attack rolls for your char-
acter’s level and character class. An example is

iven on this page of the attack rolls for a first
| fighter; for all characters, refer to the main
table in Chapter 8, then write down the perti-
nent information on your character sheet. This
way, when your first level fighter is attacking an
AC of =2, you'd be able 1o look down on his
character sheet and see immediately that he
needs to achieve a roll of 20 to hit his target.

THACO: The abbreviation THACO stands for
“To Hit Armor Class 0. There's nothing myste-
rious about it: It’s just the number your charac-
ter needs 1o hit armor class 0. On the table
immediately above, for example, you see that a
1st level fighter needs to achieve a roll of 19 1o
hit an armor class of 0; therefore, his THACO is
19.

Some experienced players will not want to
have an entire table cluttering up their character
sheets; they'll just record their characters’
THACO number. Additionally, many abbrevi-
ated descriptions of monsters used in D&D®
game adventures will use the THACO number.

To use THACO, you have to do some adding
and subtracting during combat. You subtract
your modified artack roll (the number rolled on
a 20-sided die plus any bonuses) from your
THACO, and the result is the armor class your
character hits.

For example, Ruggin is a 3rd level dwarf, and
he’s fighting a hobgoblin clad in chain mail (AC
5). Ruggin’s THACO is 19, and he rolls a 16;
Ruggin successfully hits his opponent’s armor
class (19 = 16 = 3) since he hit an AC 3 (two
better than AC 5).

Likewise, instead of figuring out which AC
your attack hits, you can use THACO to deter-
mine what number is needed to hit a specific ar-
mor class. Subtract the defender’s armor class
from the attacker's THACO. If the armor class is
a negative value, add the armor class number 1o
the attacker's THACO. The result is the number
the attacker needs to hit his opponent.

For instance, Ruggin the 3rd level dwarf needs
a 19 or better on a 20-sided die to hit a monster
with AC0. Ry fgm is facing a troll (AC 4) and he
needs a roll of 15 or greater to hit the monster
(19 = 4 = 15).

If you're a beginning player, you should stick
to the larger table; when you're comfortable
with it, you can practice using the THACO num-
ber. When you're equally comfortable with
THACO, you can stop recording the whole table
on your character sheet, and merely record
THACo.

Saving Throws

Find your character’s class and experience
level on the Saving Throws Table in Chapter
8. Move across to the column representing
the type of attack your character is sustain-
ing. The number shown in that column is
your saving throw. Roll that number or bet-
ter on 1d20 to avoid or diminish the effects of
the artack.

A saving throw represents your character's at-
tempt to avoid the effects of some sort of unusu-
al artack—poison, magical spells, the flaming
breath of a dragon, and so forth. A successful
saving throw means that the character either sus-
tains a reduced amount of damage or suffers no
harmful effect at all, depending on the type of
attack. An unsuccessful saving throw means that
the character sustains the full damage or effect of
the attack. The saving throw is rolled on 1d20
when specified by the DM.

A character doesn’t have just one saving throw
number; he has a different one for each of five
different categories of unusual attacks. Those
categories include “Poison or Death Ray,” **Mag-
ic Wand,” “Turning to Stone or Paralysis,”
“Dragon Breath,” and “Spells or Magic Staff.”

Saving throws are based on your character’s
class and experience level. You can find your
character’s saving throws on the Saving Throws
Table on page 109 of Chapter 8. Go ahead and
flip to that table, look it over, and return here.

To find the saving throws for your character,
simply look up his class and experience level. For
example, if your character is a Ist level elf, his
saving throws would be:

Death Ray or Poison: 12; Magic Wand: 13; Pa-
ralysis or Turn to Stone: 13; Dragon Breath: 15;
Spells or Staff: 15

Write the saving throws appropriate for your
character on his character sheer.

High Wisdom and Saving Throws

If a character has a Wisdom score of 13 or
more, he receives a bonus to one of his saving
throws; if his Wisdom is 8 or less, he receives a
penalty.

Take a look at the Bonuses and Penalties for
Ability Scores Table below. If your Wisdom score
is high or low enough for a bonus or penalty, re-
cord that on your character sheet beside your
Wisdom score. This bonus or penalty affects
your character’s saving throws vs. spells. When
rolling your saving throw vs. spells, you can add
the character’s Wisdom bonus to his saving
throw (or must subtract the penalty, if he has a

penalty instead).

Note Adjustments for
Ability Scores

You've already seen, on several occasions, that
high abilities give your character special bo-

AC: 9 8 7 6 5 4
Attack Roll: 10 11 12 13 14 15
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nuses, while low ones give the character special
penalties. Below are the character’s abilities and
notes on what sorts of adjustments high and low
abilities will bring him.

When you have high scores in abilities, note
the specific adjustments which result from them;
if you're not using a character sheet which al-
ready has blanks for these adjustments, place
them beside the abilities (Strength, etc.) which
grant them to the character. The Bonuses and
Penalties for Ability Scores Table shows ability
adjustments.

Bonuses and Penalties for Ability Scores
Ability Score Adjustment
23 =3 Penalty
4-5 =2 Penalty
6-8 -1 Penally
9-12 No adjustment
13-15 +1 Bonus
16-17 +2 Bonus
18 + 3 Bonus

Now, let's go through each of the abilities and
see what high scores will do for each ability.

Strength

High Strength affects how well a character hits
with melee weapons—that is, hand-held weap-
ons. It affects how much damage the character
does with melee weapons, and with thrown
weapons like hurled knives and spears. And it af-
fects how often a character can budge stuck door-
ways.

The character’'s adjustment for a high
Strength score is applied to any roll he makes to
hit someone in melee combat.

For instance, if a character has a Strength of 17
(therefore, a +2 adjustment), and rolls a 9 on
his 1d20 to hit someone, he gets to add his
Strength adjustment to that roll. He has actually
achieved aroll of 11 (9 + 2 = 11). If the charac-
ter has a Strength of 8 (therefore, a =1 penalty)
and rolls a 9, he has to subtract his penalty; he
has actually achieved aroll of 8 (9 = 1 = 8).

The character’s adjustment for Strength is also
applied to damage he does with melee and
thrown weapons.

For example, let us say a character with
Strength 18 (adjustment + 3) hits someone with
a sword and does 8 points of damage. He adds
his Strength bonus to the damage, and so has ac-
tually done 11 points of damage. Likewise, a
character with a Strength of 5 (adjustment —2)
who rolls 8 points of damage has actually only
done 6 points of damage (8 — 2 = 6).

Finally, the character gets his bonus or penalty
to his Open Doors roll. The Open Doors roll is
the character’s ability to force open stuck doors,
(The DM can optionally use it to decide whether
the character is strong enough to perform similar
feats of strength, such as moving obstructions.)
The Open Doors roll is rolled on a 1d6, with a
roll of 5 or 6 meaning success; the character with
high Strength applies his adjustment to the
number he rolls on the die. However, a natural,
unmodified “6" on an Open doors roll will al-
ways open a door, despite any penalties to the

contrary.
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Autack Rolls (Melee Weapons and Unarmed Combat), Damage Rolls

Abilities and Adjustments Table
Ability Adjustments To:
Strength
(Melee and Thrown Weapons), Opening Doors
Intelligence Languages, General Skills (Optional)
Wisdom Saving Throws vs. Spells
Dexterity Attack Rolls (Thrown and Missile Weapons), Armor Class
Constitution Hit Points per Experience Level
Charisma Reactions f}r-’om NPCs

For example, a character with Strength 13 (ad-
justment + 1) tries to budge a stuck door. On his
1d6, he rolls a 4. This isn't enough; it's nota 5 or
6. But he adds his +1 adjustment, his 4 be-
comes a 5, and suddenly it's enough: He can
budge the stuck door. Similarly, a character with
Strength 3 (adjustment =3) tries a similarly
stuck door. On his 1d6, he rolls a 5, normally a
success. But he must apply his =3 adjustment
and his 5 suddenly becomes a 2, a failure.

Intelligence

High Intelligence affects the number of lan-
guages a character knows. If the DM is using the
optional general skills rules, high Intelligence al-
so affects the number of general skills the charac-
ter knows.

A human character of “average” Intelligence
(a score of 9-12) knows two languages: the Com-
mon tongue and an alignment tongue. The
character can read and write those languages.
(The Common tongue is the “standard™ tongue
for the campaign. A campaign set in modern
America would have English as its Common
tongue, for example.) Demihuman characters
usually know additional languages, as described
for cach demihuman character class.

If the character receives an adjustment from
an Intelligence over 12 (a bonus, in other
words), this is the number of additional lan-
guages the character can read and write. Your
Dungeon Master will tell you what languages are
available, You must choose your added lan-
guages before you play the character in a game.

If the Intelligence adjustment is a penalty,
then the character has trouble writing and per-
haps speaking.

In cither case, look at the Intelligence and
Languages Table.

Intelligence and Languages Table

Intelligence Use of
Score  Languages
3 Has trouble speaking, cannot
read or write
4-5 Cannot read or write Common
6-8 Can write simple Common
words
Reads and writes native
languages (usually two)
Reads and writes native
languages, + 1 additional
language
Reads and writes native
languages, + 2 additional
languages
18 Reads and writes native
languages, +3 additional
languages

If your campaign makes use of a lot of
languages—especially common in a campaign
where the player characters travel through a lot
of foreign lands, or where there are a lot of talk-
ing monster species—a character’s ability with
languages can be very important.

Wisdom

The cffects of a high Wisdom are discussed
above, under “High Wisdom and Saving
Throws." Adjustments for high Wisdom scores
affect the character’s saving throws vs. spells.

Dexterity

The effects of a high Dexterity are discussed
above, under “Armor Class.” Adjustments for
high Dexterity scores affect the character’s AC.

They also affect the character’s ability to hit
with missile weapons—any thrown weapons or
weapons launched through the air. The charac-
ter's adjustment for a high or low Dexterity is ap-
plied to his roll to hit when he is using missile
weapons.

For example, a character with a 17 Dexterity
(adjustment +2), using a bow, is trying to shoot
a distant enemy. He needs a 13 to hit his enemy.
On his 1d20 attack roll, he rolls a 12. He has
failed. But now he adds his bonus for high Dex-
terity ( +2) and his 12 becomes a 14: He has ac-
tually hit his opponent.

Constitution

Your Constitution score can affect the number
of hit points you have. Look earlier in this chap-
ter for the Bonuses and Penalties for Ability
Scores table, and apply the bonus or penalty 1o
the number of hit points you rolled. But what-
ever the adjustments, your hit points cannot be
lowered to 0 (zero); you will have at least 1 hit
point for cach roll.

Each time a character gains a level of experi-
ence (a measure of how experienced he is), roll
for more hit points. And each time you roll, you
adjust the roll according to your Constitution
score.

Eventually, your character will stop gaining
dice of hit points every time he earns a level of
experience, and will no longer gain bonuses for a
very high or very low Constitution score. In-
stead, he'll start getting a pre-set number of hit
points every level, and his Constitution bonus
will not apply to that number. But that’s off in
the future; don't worry about it right now.

Charisma

A character’s Charisma score will affect how
others, whether characters or monsters, react to

him—when the character is talking to them (but
not unless he is talking).

If he tries o hire retainers (bodyguards, assist-
ants, and so forth), his Charisma will determine
the number he can hire, and how loyal they will
be. Your Dungeon Master will tell you if any re-
tainers are available, and will play the roles of
the retainers your character finds and (possibly)
hires,

Charisma Adjustment Table
Charisma Reaction Max. No.

Retainer

Score Adj.  Retainers Morale
3 =3 1 4
4-5 ~2 2 5
6-8 =1 3 6
912 Noadj. 4 7
13-15 2 5 8
16-17 +2 6 9
18 +3 7 10

Whenever your character is talking to any
creature (monster or character) controlled by the
DM, tell the DM what your reaction adjustment
is. If your Dungeon Master allows the use of re-
tainers and you attempt to employ some, you
will need to tell him your character’s maximum
number of retainers, as well as the Retainer Mo-
rale score (which is a measure of loyalty and cour-
age). Reaction adjustments due to high
Charisma never adjust any rolls you make; they
only affect rolls made by the Dungeon Master, so
he needs to know this information.

Choose Character
Alignment

An alignment is a code of behavior or way of
life which guides the actions and thoughts of
characters and monsters. There are three align-
ments in the D&D® game: Law, Chaos, and
Neutrality.

Players may choose the alignments they feel
will best fit their characters. A player does not
have to tell other players whart alignment he or
she has picked, but must tell the Dungeon Mas-
ter. Most Lawful characters will reveal their align-
ments if asked.

When picking alignments, the characters
should know that Chaotics cannot be trusted,
even by other Chaotics, A Chaotic character does
not work well with other PCs.

Alignments give characters guidelines to live
by. They are not absolute rules: characters will
try to follow their alignment guidelines, but may
not always be successful. To better understand
the philosophies behind them, let's define the
three alignments.

Law (or Lawful)

Law is the belief that everything should follow
an order, and that obeying rules is the natural
way of life. Lawful creatures will try to tell the
truth, obey laws that are fair, keep promises, and
care for all living things.

If a choice must be made between the benefit
of a group or an individual, a Lawful character
will usually choose the group. Sometimes indi-
vidual freedoms must be given up for the good
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of the group. Lawful characters and monsters of-
ten act in predictable ways. Lawful behavior is
usually the same as “'good™ behavior.

Chaos (or Chaotic)

Chaos is the opposite of Law. It is the belief
that life is random and that chance and luck rule
the world. Laws are made to be broken, as long
as a person can get away with it. It is not impor-
tant to keep promises, and lying and telling the
truth are both useful.

To a Chaotic creature, the individual is the
most important of all things. Selfishness is the
normal way of life, and the group is not impor-
tant. Chaotics often act on sudden desires and
whims. They have strong belief in the power of
luck. They cannot always be trusted. Chaotic be-
havior is usually the same as behavior that could
be called “evil.”" Each individual player must de-
cide if his Chaotic character is closer to a mean,
sclfish “evil” personality or merely a happy-go-
lucky, unpredictable personality.

Neutrality (or Neutral)

Neutrality is the belief that the world is a bal-
ance between Law and Chaos. It is important
that neither side get too much power and upset
this balance. The individual is important, but so
is the group; the two sides must work together.

A Neutral character is most interested in per-
sonal survival. Such characters believe in their
own wits and abilities rather than luck. They
tend to return the treatment they receive from
others. Neutral characters will join a party if they
think it is in their own best interest, but will not
be overly helpful unless there is some sort of
profit in it. Neutral behavior may be considered
“good” or “evil” (or neither).

Alignment Behavior

Take this situation as an example: A group of
player characters is attacked by a large number of
monsters. Escape is not possible unless the mon-
sters are slowed down.

A Lawful character will fight to protect the
group, regardless of the danger. The character
will not run away unless the whole group does so
or is otherwise safe.

A Neutral character will fight to protect the
group as long as it is reasonably safe to do so. If
the danger is too great, the character will try to
save himself, even at the expense of the rest of
the party.

A Chaotic character might fight the monsters
or he might run away immediately—Chaotics
are, as always, unpredictable. The character may
not even care what happened to the rest of the
party.

Playing an alignment does not mean a charac-
ter must do stupid things. A character should al-
ways act as intelligently as the Intelligence score
indicates, unless there is a reason to act otherwise
(such as a magical curse).

Alignment Languages

Each alignment has a secret language of pass-
words, hand signals, and other body motions.
Player characters and intelligent monsters always
know tﬁgir ignmen languages. They will also
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recognize when another alignment language is
being spoken, but will not understand it. Align-
ment languages have no written form. A charac-
ter may not learn a different alignment language
unless he changes alignments. In such a case, the
character forgets the old alignment language
and starts using the new one immediately.

Select Name,
Personality, and
Background

You may have been thinking abourt this all
during the character-creation process, but now
it's time to give your character his name, person-
ality, and background—the traits which make
him a real character.

You should give your character a name appro-
priate to the world in which he'll be adventur-
ing. Ask your DM if his campaign setting is
based on any real-world civilization; if so, use 2
name appropriate to that civilization. (If you're
not familiar with that civilization, ask your DM
for help.) Or if you are adventuring in an Ara-
bian setting, such legendary names as Ali Baba,
Sinbad, and Saladin are appropriate names.

Many campaigns are straightforward fantasy
with elements drawn from a number of sources,
yet these campaigns may not be strongly based
in any of those sources. In that case, you need
merely make up a fantasy-sounding name and
ask the DM if it sounds appropriate to his cam-
paign. Such names can be made up of
interesting-sounding syllables like Adragan or
Nissia. Or, and especially in the case of lyrically
named elves, they could be composed of descrip-
tive words like Silverglade or Woodshadow.

Choose a name carefully. It should represent
the character in some way, or at least be a name
you like. You might find yourself playing this
character for years, and if you give him a silly or
inappropriate name, you might regret it later.

Personality

Alignment isn't all there is 1o a character’s
personality. You should think abourt your charac-
ter, about his mannerisms, the way he speaks,
the way he dresses, how he spends money, what
sort of people he likes, how he likes 1o spend his
non-adventuring time, and so on. The more at-
tention you invest in imagining your character,
with all his traits, virtues, and vices, the more in-
teresting and “real” you will make him. Sure,
it's useful for your character to be the mightiest
warrior in the world . . . but none of the other
player characters will care whether he lives or dies
unless he has a personality.

Background

At some point, you'll need to decide on your
character’s background: where and when he was
born, how he was reared, who his family is, who
his friends were, and what he did up until the
ume he enters play.

This isn’t a solo effort—it’s a cooperative ef-
fort between you and the DM. He knows more

about his campaign-world than you do; you
know more about your character than he does.
The two of you have to work together to inte-
grate your character into his world.

This means that the DM may recommend or
even insist on some changes to your character
background in order to make him fit better into
the campaign world. You should normally accept
any recommendations that don’t seriously inter-
fere with your concept of your character, and
should negotiate on the ones which do.

For example, you may have decided that your
character’s family lived in a small fishing village
in a small, distant island far, far away. Your DM
may prefer that he lived in a small fishing village
on the coast of the main continent, not quite so
isolated. This probably won't alter your charac-
ter’s personality or personal history, and will al-
low your DM to fit your character more easily
into the campaign, so this is the sort of change
you can acquiesce to without any worries.

But let's say your DM wants to establish some-
thing clse about your character: That when he
was ten, a werewolf with a distinctive red-and-
silver coat burst in through the door of the fami-
ly hut and killed all the family except your
character, and that your character was raised by
the family of your mother’s brother.

It’s obvious here that your DM is setting you
up for some future encounter with that selfsame
werewolf—perhaps it will be far in the future, or
perhaps the hunt for that monster will be used as
the event which will bring all the player charac-
ters together in the first place. Whichever, he's
not trying to kill your character’s family for frivo-
lous reasons, but for reasons related to plot.

However, you've been imagining that your
character is emotionally strong and unscarred,
and still has a good relationship with his parents
and siblings, and the DM’s changes would seri-
ously affect your concept of your character. You
explain this to him. This is where negotiations
enter the picture.

He may counter, “All right, let's say instead
that the werewolf attacked the local pub, and
your father was among those killed. As the old-
est son, you suddenly had to become the man of
the family, and now, after you've been the main
provider for years, your brothers and sisters are
old enough to take over, and you can leave 1o
make a life for yourself at last.”

This still leaves your character with a tragedy
in his past, but he didn't lose his entire family,
and wasn't present to see his father destroyed by
the monster, which would tend to leave him
much healthier emotionally. So you could agree
to this change, and both your purposes and your
DM's are served.

Another thing you can do, and your DM may
be doing so as well, is to establish that your char-
acter already knows some of the other player
characters. Talk with the other players to find out
something about their characters. When the
players have come up with similar backgrounds,
you might suggest that those backgrounds inter-
sected with yours, and then try to work out the
details. Perhaps another player thought of his
character as growing up in a fishing village, in
which case you might suggest that it be the same
as your character's. Perhaps another character
has been in the army, and you conceived of your
character as having briefly been a soldier. See if
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you can put your character in the same unit.
This sort of thing helps establish connections
between your characters. These connections can
keep an adventuring group from falling apart
over trivial incidents of mistrust and confusion.

Determine Character
Height and Weight

The player can choose any height and weight
for his character which the DM agrees is appro-
priate. The Character Height and Weight Table
will give you an idea what height and weight
ranges are average for character races. For use
with later encumbrance rules, all character
weights are given in coin-weights: one coin
equals one-tenth of a pound, so a character
weighing 2,000 cn actually weighs 200 Ibs.

Character Height and Weight Table
Human Characters
Male Female
Height Weight (cn)
4'10" 1,100 cn 1,050 ecn
5'0" 1,200 ¢n 1,100 cn
2 1,300 cn 1,200 cn
5'4" 1,400 cn 1,250 ¢n
5'6" 1,500 en 1,300 cn
5'8" 1,550 cn 1,400 cn
5'10" 1,650 ¢n 1,500 cn
6'0" 1,750 ¢n 1,550 cn
62" 1,850 cn 1,650 cn
6'4" 2,000 cn 1,750 cn
Dwarf Characters
Male Female
Height Weight (cn)
3's" 1,300 cn 1,250 cn
310" 1,400 ¢n 1,350 cn
4'0" 1,500 ¢n 1,450 cn
42" 1,550 ¢cn 1,500 cn
4'4" 1,650 cn 1,600 cn
Elf Characters
Male Female
Height Weight (cn)
4'g" 900 cn 750 cn
5'0" 1,000 ¢cn 800 cn
5'2" 1,100 ¢n 900 cn
5'4" 1,200 cn 1,000 ¢n
5'6" 1,300 cn 1,100 cn
5'8" 1,400 cn 1,200 cn
Halfling Characters
Both Sexes
Height Weight (cn)
2'10" 580 cn
3'o” 600 cn
32" 620 cn

Earn Experience

As characters go through a lot of adventures,
they gradually get better and better at what they
do. Everyone learns to fight better (especially
fighters). Everyone learns to withstand damage
better (more hit points and better saving
throws), and so forth. This is all accomplished
through the use of experience points and experi-
ence levels,
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At the end of every game-session or complete
adventure story (the DM will decide which), the
Dungeon Master will award experience points
(abbreviated as “XP"') to the characters. Experi-
ence points are awarded for accomplishing goals
in the course of the adventure story.

Every so often, a character will have earned
enough experience points to attain a higher ex-
perience level; this is often referred to as “"going
up a level” Each time the character goes up a
level, he gains more abilities. Under no circum-
stances can a character advance more than one
level per adventure; all experience beyond one
level of advancement can be retained up to one
point short of a two level advance. Any addition-
al experience is lost.

Take a look at the Fighter Experience Table on
page 16, then return here.

As you can see on that table, a fighter with no
experience points (0 XP) is a 1st level fighter.
During his adventuring career, he'll earn experi-
ence points. Once he reaches 2,000 points, his
player should inform the DM that he's reached
his 2nd experience level; once he reaches 4,000
experience points, he can tell the DM that he's
reached 3rd level; and so on.

The number of experience points the charac-
ter must carn becomes proportionately greater
and greater. Don’t be alarmed by this. The char-
acter’s rise through experience levels will slow
down, but not as much as this table suggests. As
he becomes tougher, he can undertake tougher
and rougher quests, which will earn him propor-
ronately more experience points.

Hit Dice and Hit Points

After a character reaches 9th experience level
(often referred to as “Name" level), the player
no longer rolls dice to gain additional hit points
for the character: For each level of experience
carned, a given number of hit points (instead of
Hit Dice) will be gained. The number of hit
points gained each level (after 9th) will be shown
later in the next chapter; it differs from character
class to character class.

Each player will roll Hit Dice for his character
from 1st experience level to 9th (or 8th, in the
case of the halfling character, who can only go up
to 8th level). Starting with 10th level, the char-
acter will receive a pre-set number of hit points
appropriate for his character class.

Constitution adjustments to hit points apply
only to the Hit Dice the player rolls; they do not
apply to the hit points added at higher levels.

Maximum Levels and Experience Points

Dwarves and clves may not progress beyond
12th level. Halflings may only nse 1o 8th level.
Druids may only achieve 30th level (and only
then aftera special challenge, which is described
in the next chapter), while mystics can only reach
16th level. The other four human classes (cleric,
fighter, magic-user, thief) may continue all the
way to 36th level.

Once a character reaches his maximum experi-
ence level, he does not stop earning experience
points. Characters can always earn more experi-
ence points. Players should keep records of all
the experience points their characters earn.

Prime Requisites and
Experience Points

If your character’s prime requisite is high
enough, he will get extra experience points. The
Experience Bonuses and Penalties Table will
serve as your rule of thumb for calculating how
much extra experience clerics, fighters, magic-
users, and thieves get for high prime requisites.

Experience Bonuses and Penalties Table

Character  Prime Requisite and

Class Experience Bonus

Cleric Wis 3-5: —=20%

Wis 6-8: —10%

Wis 13-15: +5%

Wis 16-18: +10%

Str 3-5: —20%

Str 6-8: —10%

Str 13-15: +5%

Str 16-18: +10%

Magic-User Int 3-5: —20%

Int 6-8: —10%

Int 13-15: +5%

Int 16-18: +10%

Dex 3-5: —20%

Dex 6-8: —10%

Dex 13-15: +5%

Dex 16-18: +10%

Str 3-5: —20%

Str 6-8: —10%

Str 13-15: +5%

Str 16-18: +10%

Elf Str 13-18 and Int 13-15: +5%
Str 13-18 and Int 16-18: +10%
Str 13-18 or Dex 13-18: +5%
Str 13-18 and Dex 13-18: +10%
Wis 3-5: —20%

Wis 6-8: —10%

Wis 13-15: +5%

Wis 16-18: +10%

Str 3-5: —10%

Str6-8: =5%

Str 13-15: +5%

Str 16-18: +10%

Fighter

Dwarf

Halfling
Druid

Mystic

For example, a fighter's prime requisite is
Strength. If he has a Strength of 3-5, he loses
20% of all the experience points he earns. If he
has a Strength of 6-8, he loses 10%. If his
Strength is 13-15, he earns an extra 5%. And if
his Strength is 16-18, he earns an extra 10%.

If a fighter with a Strength of 16 were 1o be
given 100 points of experience, his player would
add in an extra 10% (for a total of 110 experi-
ence points) before writing the amount down on
his character sheet.

Calculating Experience Bonuses

Unless your DM tells you otherwise, you will
always calculate your character’s experience bo-
nus . . . or experience penalty. However, some
DMs prefer to keep a close eye on characters’ ex-
perience gains, and may decide 1o calculate all
such bonuses themselves. In such a case, the DM
needs to tell his players about this decision ahead
of time; otherwise they might accidentally add
in their experience bonuses again.
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in¢ character professions, or “‘character
I classes,” are described below. They include
the Your basic human classes (cleric, fighter,
magic-user, thief), the three demihuman classes
(dwarf, clf, halfling), and two special human
classes (druid, mystic).

Each character class is presented in the follow-
ing fashion.

Boxed Material: This box shows abbreviated
information about the character class for players
who are already familiar with the game and only
need to be reminded of certain details.

Description: The class is described in terms of
the traits, goals, and abilities common to all
members of the profession or race.

Experience Table: This table shows the maxi-
mum experience level a member of this character
class can attain, the number of experience points
it takes to achieve each experience level, and the
number of magical spells the character acquires
at each level (in the case of spellcasting character
classes).

Saving Throws Table: This table shows the
character's saving throws at every experience
level the character can artain.

Class Details: This text talks about many of
the class’ special characteristics: its prime requi-
site, its Hit Dice, restrictions or advantages with
armor and weapons, and any other significant
derails.

Special Abilities: This text talks about any
special abilities which the character class possess-
es. Some classes can cast magical spells; some can
sec in the dark; some have no special abilities at
all. Some special abilities will require tables and
tables of their own.

At Higher Experience Levels: Finally, this text
describes special characteristics and responsibili-
ties the character acquires when he reaches high-
er levels of experience.

Understanding the
Tables

Take a look at any of the experience tables in
the following pages. Here's an explanation of
those tables’ column headings.

Level: This column shows the experience
levels which characters of this class can attain.
Most human classes can reach 36th level: some
classes are more restricted.

XP: This column shows the number of experi-
ence points it takes for the character to attain
cach experience level. A starting character has 0
experience points and is at 1st level.

Autack Rank: Not all experience tables will
have this column; only the demihuman tables
have it. Attack ranks are measures of a demi-
human's ability to improve his fighting skills
even when he's reached his maximum experi-
ence level. Each attack rank corresponds to a
fighter's experience level when you determine
how well the demihuman hits in combat; see the
Attack Rolls Table on page 106 to see how well
demihumans attack at different attack ranks.

Spells/Level: Not all experience tables will
have this column—only the tables belonging to
spellcasting character classes. As you'll see in
Chapter 3, spells are arranged in levels—just as
there are 1st level characters, there are 1st level
spells, for instance. The table shows how many
spells of which spell level a character can know.
pu o p— - D J
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About the Classes

Here are some notes on the three categories of
character classes—humans, demihumans, and
special—before you progress on to the actual
class descriptions.

Human Classes

In the D&D® game, humans are the most pro-
lific race. They are also the race with the greatest
potential. While demihuman character classes
can only attain moderate experience levels (8th,
10th, or 12th level, depending on the class/
race), each of the four basic human character
classes can attain 36th experience level.

In many D&D game campaigns, human civili-
zation is similar to the civilizations of Western
Europe in the late Middle Ages and early Renais-
sance period. In such campaigns, you can expect
to see most humans living in kingdoms ruled by
a king and queen and organized in feudal fief-
doms, with a rising middle class of traders and
craftsmen in the cities.

However, your Dungeon Master may decide
not to follow that standard; he may prefer for his
human civilizations to resemble ancient Egypt,
feudal Japan, conquistador-era Mexico, a culture
from a specific fantasy novel, or something cre-
ated from his own imagination. Be sure to ask
your Dungeon Master about the nature of hu-
man cultures in his world; the more you know
ahead of time, the better you can fit your charac-
ter into the existing setting.

Demihuman Classes

Demihuman characters are more limited than
human characters. They can't rise to very high
levels of experience (dwarves are limited to 12th
level, elves to 10th, halflings to 8th). Elves can-
not learn very powerful magic; they can only
learn up to 5th level spells, while humans can
learn up to 9th level spells.

Clans: The demihuman race of dwarves, clves,
and halflings have a different way of life than
humans. They usually live longer, have a stricter
way of life, and find sccurity in large family
groups called Clans. A Clan may include several
hundred demihumans. The head of the Clan is
always the oldest member, male or female, as-
suming that member is fit to rule.

Day-to-day tasks are usually done by those
best suited to do them. Unlike many human
communities, few demihumans are lazy; every-
one has a job, with Clan duties and responsibili-
ties, and “goofing off'" is nearly unthinkable.
The DM may choose to develop many other as-
pects of demihuman family life (such as mar-
riage customs, industry, clan-to-clan relations,
and so forth) as needed.

Demihuman Relations: Elves and dwarves
don’t usually like each other. This dislike usually
surfaces as verbal battles, rather than physical,
Both get along fairly well with halflings.

The DM will decide why elves and dwarves
don’t get along in his own campaign. In the
D&D game's Known World setting, it's because
they are so physically and emotionally different
(elves are tall and willowy, dwarves short and
stocky; elves love freedom and the outdoors,
dwarves love organization and caverns, etc.),
and because the two races had many clashes in
the past for which they've never forgiven one an-

other. But the reason can be different in your
own campaign; a DM can decide, for instance,
that in his own world the elves and dwarves are
the best of friends!

All demihuman races trade and interact with
humans; though men can be dangerous, many
are also trustworthy and have good points.

Special Abilities and Mancuvers: All demi-
human races receive special abilities, which
make them much more effective than humans in
certain situations. The special abilities of cach
race are detailed in the description of cach char-
acter class.

Special Classes

There are two other human character classes,
the druid and the mystic, which are described
separately from the cleric, fighter, magic-user,
and thief. We present them separately because
the DM may not wish to include them in his
campaign.

The druid is a litle complicated, because
druid characters start play as clerics and then
change their character classes to become druids.

The mystic, a monastic specialist in unarmed
combat, is not appropriate for all campaigns,
Some of their special abilities mimic those of
other human classes, but many are unique to
this class, including their increasingly powerful
unarmed combat tactics.

Cleric

Prime Requisite: Wisdom.

Experience Bonus: 5% for Wisdom 13-15,
10% for Wisdom 16-18.

Hit Dice: 1d6 per level up to 9th level.
Starting with 10th level, +1 hit point per
level, and Constitution adjustments no long-
er apply.

Maximum Level: 36,

Armor: Any, plus shicld.

Weapons: No edged or pointed weapons;
all others permitted.

Special Abilities: Turning undead; clerical
spells.

A cleric is a human character who is dedicated
to serving a great and worthy cause. This cause
can be an Immortal being dedicated to a specific
goal or autribute; sometimes the cleric is serving
only his alignment, and has no interest in im-
mortal beings. The D&D game does not deal
with the ethical and theological beliefs of the
characters in the game.

All clerics belong to orders, or clerical soci-
eties, made up of clerics serving the same ends.
A brand-new cleric character is at the very bot-
tom of his clerical organization; as he gains expe-
rience levels, he will also gain new powers and
responsibilities pertaining to his clerical order.
The DM will decide, and will inform you, how
the clerical orders of his campaign are arranged.

A cleric can learn to cast spells after gaining a
level of experience. A 1st level cleric cannor cast
any spells; once he reaches 2nd level, he can be-
gin to cast spells. A cleric’s spell powers come
from the strength of the cleric's beliefs. The cler-
ic sits and medirtates, and magically learns spells,
These spells can then be used during an adven-
ture. Most clerical spells are for healing, protec-
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17 1,000,000
18 1,100,000
19 1,200,000
20 1,300,000
21 1,400,000
22 1,500,000
23 1,600,000
24 1,700,000
25 1,800,000
26 1,900,000
27 2,000,000
28 2,100,000
29 2,200,000
30 2,300,000
31 2,400,000
32 2,500,000
33 2,600,000
34 2,700,000
35 2,800,000
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Cleric Experience Table
Spells/Level
Level XP 2 3 4 5 6 7
1 0 s = = s = —
2 1,500 = - - - - =
3 3,000 — — — — -
4 6,000 - — — - —
5 12,000 - — — —
6 25,000 — — — —
7 50,000 —_ — —
8 100,000 — — —
9 200,000 = —
10 300,000 — —
11 400,000 —
12 500,000 =+
13 600,000 =
14 700,000 -
15 800,000 —
16 900,000
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36 2,900,000

Cleric Saving Throws Table

Levels 1-4 5-8 9-12 13-16 17-20 21-24 25-28 29-32 33-36
Death Ray/Poison 11 9 7 6 5 4 3 2 2
Magic Wands 12 10 8 7 6 5 4 3 2
Paralysis/ Turn to Stone 14 12 10 8 6 5 4 3 2
Dragon Breath 16 14 12 10 8 6 4 3 2
Rod/Staff/Spell 15 13 11 9 7 5 4 3 2

tion, and gathering information. Clerical spells
are different from magic-user spells. Clerics can
use only their own type of spells; they never uti-
lize magic-user spells.

Clerics have good fighting skills and can fight
monsters. A cleric can wear any type of armor,
like a fighter; he can use many types of weapons,
but cannot use edged or picrcing weapons of any
sort. Unlike magic-users, whose spells are often
used during battles, a cleric’s spells are usually
needed after battles (such as cures) or for general
exploring (such as detecting things).

If your party has enough fighters, your cleric
should not need to fight often. But he is
equipped for fighting if his combat skill is need-
ed. Watch for ways that his spells can help be-
fore, during, and after battles.

For the first three levels of experience, a cler-
ic's power is very limited. But as they advance (to
a maximum of 36th level), clerics obtain more
spells of greater power, due both to practice and
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the strengthening of their beliefs.

It is very important for clerics to be faithful to
their beliefs. If a cleric behaves in a2 manner that
is not consistent with the character’s alignment
or beliefs, the cleric may be punished by the
order—or by even greater powers. This punish-
ment could be a penalty on attack rolls, a dan-
gerous quest that must be completed, or even a
lack of spells. The DM will tell you what the
character must do to regain his good standing.

Class Details

Prime Requisite: A cleric’s prime requisite is
Wisdom. If a cleric has 2 Wisdom score of 13-15,
the character gains a 5% bonus to experience
points earned in every adventure; if his Wisdom
is 16-18, he earns a 10% bonus to XP.

Hit Dice: Roll a six-sided die (1d6) to deter-
mine a cleric’s hit points. A cleric starts with 1d6
(1-6) hit points (plus any Constitution bonus)

and gains 1d6 more hit points (plus bonus) with
each level of experience. One additional hit
point is gained for each level after 9th level.

Armor: A cleric can wear any kind of armor,
and can use a shield.

Weapons: A cleric cannot use any weapon
with a sharp edge or point; this is forbidden by
the cleric's beliefs. This includes arrows and
quarrels. But the cleric can use any non-edged
weapon.

Special Abilities

A cleric has two special abilities: turning un-
dead monsters and casting clerical spells.

Turning Undead

A cleric has the power to force certain mon-
sters called the “undead” (skeletons, zombies,
ghouls, wights, and other types) to run away, or
even to perish. This special ability is called
“turning undead.”

When a cleric encounters an undead monster,
the cleric may either attack it normally (with a
weapon or spell), or try to turn it. The cleric can-
not both attack and turn undead in one round.

When you want your cleric to try to turn un-
dead, just tell your Dungeon Master “I'll try to
turn undead this round.” The power to turn un-
dead is inherent in the cleric; he does not need
the symbol of his faith or any other device to do
it, unless the DM declares otherwise.

Undead monsters are not automatically turn-
ed by the cleric. When the encounter occurs, the
player must refer to the cleric’s Turning Undead
table to find the effect the cleric has.

When the cleric tries to turn an undead mon-
ster, find the cleric’s level of experience across
the top of the table. Read down the left column
until you find the name of the undead monster.

If you see a "—"" in the column, then you can-
not turn the monster. If you see anything else,
you have a chance to turn the monster, or per-
haps several monsters. See immediately below,
under "Explanation of Results,” to learn how to
find out if you have turned the monster.

Apply the results immediately. If the attempt
succeeds, one or more of the undead monsters
will retreat or be destroyed. But don't forger, if
the monster is turned, it hasn't been destroyed;
it may decide to return soon. . . .

If you try to turn a specific undead monster
(for instance, one specific vampire) and fail, you
cannot try again to turn it in the same fight. At
some later encounter, you can try to turn that in-
dividual again.

Explanation of Results

7,9, or 11: Whenever a number is listed, the
cleric has a chance to turn the undead monsters.
The player rolls 2d6 (two six-sided dice). If the
total is equal to or greater than the number
given, the attempt at turning undead is success-
ful.

When the attempt at turning undead is suc-
cessful, the Dungeon Master (not the player) will
roll 2d6 to determine the number of Hit Dice of
undead monsters that wurn away. Ar least one
monster will be turned, regardless of what the
DM rolls on his dice.

Example: A 1st level cleric has just encoun-
tered a group of seven zombies. Zombies (as you
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Turning Undead Table (Roll 2d6) -

Cleric’s Level
Undead 1 2 3 4 5 6 T 8 9-10 11-12 13-14
Skeleton 7 T T D D D D D D D+ D+
Zombie 9 7 T X D D D D D D D+
Ghoul 11 9 7 T ¢ D D D D D D
Wight - 11 9 7 T T D D D D D
Wraith — — 11 9 7 T 1 D D D D
Mummy —_ - — 11 9 7 T T D D D
Spectre - - - - 11 9 7 T T D D
Vampire - -— - - - 11 9 7 e 5 D
Phantom — — - —- — — 11 9 7 i 1k
Haunt — - — - - - 11 0 7 i i
Spirit — - — —~ — - - - 11 9 7
Nightshade - - — — — — - - 11 9
Lich —_ — — — — — — - —_ - 11
Special - — — — — — — — —_ —_ —
7,9, 0r 11 = number needed to turn successfully
T = automatic turn, 2d6 Hit Dice of undead
D = automatic Destroy, 2d6 Hit Dice of undead
D+ = automatic Destroy, 3d6 Hit Dice of undead
D# = automatic Destroy, 4d6 Hit Dice of undead

15-16 17-20 21-24 25-28 29-32 33-36
Do DA D D# D# D#
DDA B - D D# D#
B b M b G S 5 R 0 D#
D D+ D+ D+ D+ D+
D D D+ D+ D+ D+
D D D D+ D+ D+
D D D D D¥  D#F
D D D D D D+
D D D D D D
T D D D D D
P T D D D D
7 T T D D D
9 7 T T a T
11 9 7 ;i T T

can learn in Chapter 14) each have two Hit Dice
(2 HD). The cleric tries to turn the zombies.

On the Turning Undead Table, a 1st level cler-
ic vs. a zombie yields a result of 9: The cleric
must roll a 9 or greater on 2d6 to turn the zom-
bies. The cleric’s player rolls 2d6 and achieves a
10—he has successfully turned undead.

The DM now rolls 1o see what sort of results
the cleric achieves. He rolls 2d6 and achieves an
8; in other words, the cleric turns 8 Hit Dice of

zombies. Since each zombie is a 2-Hit Die crea-
ture, the cleric has turned four zombies. Four
zombies turn and begin shambling away from
the cleric as fast as they can move. This leaves the
clenic with only three to fight, Next round, he
can attack them with weapons or spells, or he can
try to turn them, too.

T: The attempt at wrning the undead auto-
matically succeeds; the cleric’s player does not
need to roll for success. To determine how many
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undead will be turned, the DM rolls 2d6 as de-
scribed above; regardless of his roll, at least one
undead will be turned.

D: The attempt at turning the undead auto-
matically succeeds—in fact, it succeeds so well
that the affected monsters are destroyed instead
of merely turned. To determine how many Hit
Dice of undead will be destroyed, the DM rolls
2d6 as described above; regardless of his roll, at
least one undead will be destroyed. (The DM de-
cides what happens when the monsters are de-
stroyed: They might fade away, burst into flame
and crumble away, or disintegrate like a vampire
in sunlight, for instance. )

D +: This is the same as the “D" result above,
except that the DM rolls 3d6 1o find out how
many Hit Dice of undead will be destroyed. Re-
gardless of the roll, at least one undead will be
destroyed.

D#: This is the same as the D" result above,
except that the DM rolls 4d6 o find out how
many Hit Dice of undead will be destroyed. Re-
gardless of the roll, at least one undead will be
destroyed.

Using Clerical Spells

Starting at the 2nd level of experience (having
earned 1,500 XP or more), the cleric can use
spells. The procedures by which the cleric learns
and casts his spells are described in Chaprer 3.

Higher Experience Levels

When a cleric reaches Name level (9th), he is
called a patriarch (if male) or martriarch (if fe-
male). At this point in his adventuring career, he
has several options available to him.

If the character is a Neutral cleric, he can de-
cide to become a druid instead (see the descrip-
tion of that character class below); he certainly
does not have to change his class.

If the cleric is a Neutral who does not want to
become a druid, or if he is Lawful or Chaouc
alignment, he must decide whether to build a
clerical stronghold approved by his clerical order.

Depending on how the DM has set up his
campaign, the cleric might have built himself a
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home, even a lavish castle, long before. How-
ever, that was his personal home, regardless of
how big it is or what he has done with it. Here,
we're talking abour a stronghold sanctioned by
the cleric’s order, one which will be built and
maintained to further the goals of the order.

Land-Owning Clerics

A cleric who decides to build a stronghold
with the sanction of his clerical order is called a
“land-owning cleric”” (Note: This is merely a
convenient term. A land-owning cleric can go
adventuring with his footloose friends; he is not
tied to his land.) There are advantages and dis-
advantages to setting up a clerical stronghold.

Advantages: The character can progress up
through the ranks of his clerical order. The charac-
ter may receive financial aid from his order toward
the building of the stronghold. The character may
be able to increase his lands and build strong
settlements there, which could result in him be-
coming a very wealthy character indeed.

Disadvantages: The character will be the chief
clerical authority (for his clerical order) for the
lands around his stronghold. This means that he
has clerical responsibilities to all the people liv-
ing on and around his lands—responsibilities
which may interfere with his desire to travel with
his old adventuring friends or which may con-
front him with difficult problems.

Traveling Clerics

A cleric who decides not to build a stronghold
sanctioned by his order is referred 1o as a “travel-
ing cleric.” even if he is not always on the road
traveling. There are also advantages and disad-
vantages to being a traveling cleric.

Advantages: The cleric does not have to e
himself down to any one place or group of peo-
ple; except when acting on official requests from
his order, he may go where he pleases.

Disadvantages: The cleric may not rise to or
above the rank of a land-owning cleric, and may
not achieve much political influence within his
order. (He doesn’t stop earning experience
points, experience levels, or personal power; he
just cannot climb any higher in the clerical or-
der’s hierarchy.) The cleric still has responsibili-
ties to his clerical order, nawurally; as before, he
may be required at any time to uphold the be-
liefs and accomplish the goals of his order.

Becoming a Land Owner

If the 9th level cleric decides to build a strong-
hold, he must report to a superior of some type,
cither an official of his order or a ruler of the na-
tion where he wishes to settle, to ask for land.
This ruler should willingly grant the land, unless
the cleric has had problems with him in the past;
if so, the ruler may require some service of the
cleric (such as a quest) before he grants the land.
(The DM must decide whether the cleric’s order
has the power to make such grants, according to
the civilization of his campaign world.)

If the cleric has never been punished for mis-
behavior, either by his order or by the powers
that grant him his spells, his order can (at the
DM’s discretion) help him with the cost of build-
ing the stronghold. Such help usually involves
the order paying for up to any amount the DM
feels to be reasonable (the standard is 50% of
the stronghold’s construction). The player
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should design the stronghold the way he wishes
to see it built. The DM will calculate how much
it would cost to build, determine to his own sat-
isfaction how much of the design is good and
necessary planning (and how much is extrava-
gant overexpenditure), and decide whart propor-
tion of the cost the clerical order will assume.

Regardless of how much the clerical order
pays, the stronghold is technically the cleric’s
property. The cleric can’t deny access to the
property and its faciliues to members of his
order—normally, he shouldn’t ever wish to do
so—but it's his land, and he can't just be as-
signed to some other stronghold against his will.

A number (typically 1d6) of lower level clerics
will come to the stronghold once it is built, to as-
sist and serve the cleric in operating the strong-
hold’s clerical functions. (See Chapter 11 for more
on this.) Naturally, he'll get fewer or no assistant
clerics if he has a reputation for abusing or endan-
gering his retainers. These clerics have arrived
with the intention of helping 1o operate the
stronghold, not to travel with the cleric on his ad-
ventures. The DM should create each of these
clerics as an individual, with his own name, per-
sonality, background, goals, and abilities.

If the cleric manages his land well and serves
his order equally well, he will probably rise in
power in the bureaucracy of his clerical order. In
addition, he may be awarded more land; more
normal men will settle the area around the cler-
ic's stronghold, and the cleric will receive more
tax income from the settlements.

Choosing to Travel

A cleric who decides to travel may follow one
of two routes: in civilized lands, or in wilderness.

A cleric who travels within the boundaries of
the civilized world usually looks for ways to help
those of the same alignment (whatever that may
be). The cleric may travel alone, with retainers,
or with other clerics.

A cleric who travels to the wilderness usually
searches for enemies of the clerical order, to con-
vert or destroy. This cleric normally travels with
other characters as an adventuring party (though
the others may all be NPCs).

Changing Back and Forth

Once a player decides to be a traveling or
land-owning cleric, only a major development in
the campaign or in the character should change
that status. The DM should discourage frequent
or casual changes of the cleric’s status.

Fighter

Prime Requisite: Strength.

Experience Bonus: 5% for Strength 13-15,
10% for Strength 16-18.

Hit Dice: 1d8 per level up to 9th level.
Starting with 10th level, +2 hit points per
level, and Constitution adjustments no long-
er apply.

Maximum Level: 36th.

Armor: Any; shields allowed.

Weapons: Any.

Special Abilities: Lance Awack and Set
Spear vs. Charge mancuvers, Fighter Combat
Options (see Chapter 8).

A fighter is a human whose main ability is
fighting skill. Fighters often have greater
Strength than other characters. They usually hit
opponents more often in combat, and inflict
more damage.

In the D&D® game, fighters protect their
weaker friends and allies. A party made up only
of fighters would probably survive most
dungeon and wilderness encounters, even those
where magic would be useful. Every group of ex-
plorers should have at least one or two fighters.

In group adventures, the fighters should stay
in front and act as the “front line”" in combat
situations. If there are three or more fighters in
the party, one should stay in the back, in case the
characters’ party is approached from the rear by
enemices. In battle itself, fighters have a better
chance at surviving physical damage, since they
have more hit points than most other classes,

A fighter character should be able 1o use a va-
ricty of weapons. Unless your conception of your
fighter character limits him to one class of weap-
ons, you should equip him with both hand-to-
hand and missile weapons.

Fighters may advance as high as 36th level.
Their rapid advances, both in combat ability and
in their amount of hit points, make them natural
leaders in human scttlements, especially small
ones. High level fighters spend a lot of their time
training and leading men-at-arms, clearing the
wilderness of monsters, and expanding human
settlements.

Fighter Experience Table
Level XP

1 0

2 2,000

3 4,000
i 8,000

5 16,000

6 32,000

7 64,000
8 120,000
9 240,000
10 360,000
11 480,000
12 600,000
13 720,000
14 840,000
15 960,000
16 1,080,000
17 1,200,000
18 1,320,000
19 1,440,000
20 1,560,000
21 1,680,000
22 1,800,000
23 1,920,000
24 2,040,000
25 2,160,000
26 2,280,000
27 2,400,000
28 2,520,000
29 2,640,000
30 2,760,000
31 2,880,000
32 3,000,000
33 3,120,000
34 3,240,000
35 3,360,000
36 3,480,000
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Class Details

Prime Requisite: A fighter's prime requisite is
Strength. If a fighter has a Strength score of 13-
15 or more, the character gains a 5% bonus to
experience points carned in every adventure; if
his Strength is 16-18, his bonus is 10%.

Hit Dice: Roll an 8-sided die (1d8) to deter-
mine a fighter's hit points. A fighter starts with
1d8 (1-8) hit points (plus Constitution bonus, if
any) and gains 1d8 more hit points (plus bonus)
with each level of experience. Two additional hit
points are gained for each level after 9th level.

Armor: A fighter can wear any kind of armor
and may use a shield.

Weapons: A fighter can use any kind of weapon.

Special Abilities

Beginning fighters initially receive only a cou-
ple of special abilities and need no other special
abilities to survive and prosper. Their great
strength, hit points, strong armor, and many
weapons make them a powerful character class
without additional special abilities. At higher
experience levels, though, they do receive some
additional fighting abilities.

The two special abilities they do receive imme-
diately are the Lance Attack maneuver and Set
Spear vs. Charge maneuver. These mancuvers
are described in Chapter 8.

At higher experience levels, some fighters re-
ceive specific special abilities, including Fighter
Combat Options and other abilities; these are al-
so described in Chapter 8.

Higher Experience Levels

A fighter with enough money may build him-
self a home, even a castle, before he reaches 9th
experience level. However, this home has no of-
ficial sanction; even if it is a castle, the character
is not a ruler or a nobleman.

When a fighter reaches Name level (9th
level), the character is, owing to his great abili-
ties and reputation, addressed as Lord (if male)
or Lady (if female). This is status within his com-
munity even if it is not a formal title; it is for the
DM to decide whether or not it is a formal title
bestowed upon the fighter by the nation’s rulers.

At Name level, the fighter will have to decide
whether he intends to be a “land-owning fight-
er” (i.e., a ruler in his own right, and lord of a
region of land) or a “traveling fighter” (one who
may own homes but not rule land, and has no
especially strong responsibilities to the nation's
rulers). Don't be confused by these names. A
land-owning fighter may spend a lot of time
traveling and adventuring, and a traveling fight-
er may spend a lot of his time at home.

Land-Owning Fighters

There are two ways for a fighter to become a
land-owning fighter: independently or in fealty
to a greater ruler.

The DM decides on what sort of government is
used in his campaign. Assuming that it's based
on medieval Europe, as is the case with many
D&D® game campaigns, a nation's government
consists in part of a king and queen ruling a
strong court of dukes, counts and barons, each of
whom rules a smaller territory or fiefdom.

In order to become a ruler within an existing
country, he will have to petition the country's
rulers for a grant of land. If he has already done
them great services in the past, they may give it
to him immediately and gratefully, buc if he is
not already their friend or ally, they may send
him on a difficult quest so that he can prove
himself to them. Once he has been granted the
land, he may build his castle upon it (at his own
expense). The land may be occupied or not; if it
is unoccupied, the prospective ruler had best try
to lure settlers there soon, so that his dominion
will begin receiving tax revenues.

At the very least, a land-owning fighter within
an existing country will be granted the title of
Baron (if male) or Baroness (if female), or the
equivalent. If he continues to expand his land
within the nation’s laws and to make his domin-
ion an increasingly strong and rich one, he may
receive greater titles, such as Count/Countess
and Duke/Duchess.

If the fighter wishes to make his dominion in a
wilderness which is not within an existing coun-
try, he may call himself anything he wants—
baron, duke, king, emperor. However, be aware
that a too-glorious title will make others laugh at
him. If he takes a title, it should be appropriate
to the size and strength of the dominion he is
ruling; he may wish to change his title as it in-
creases in size and prosperity.

Traveling Fighters

If, at 9th level, a fighter does not decide to
make a dominion for himself, he chooses to be-
come a traveling fighter (you can use the term
even if he really doesn’t do a lot of traveling).
Traveling fighters don't usually have the political

Fighter Saving Throws Table
Normal Levels

Saving Throw Man 1-3 4-0 79 10-12  13-15 16-18 19-21 22-24 25-27 28-30 31-33 34-36
Death Ray/Poison 14 12 10 8 6 6 5 5 il 4 3 3 2
Magic Wands 15 13 11 9 7 6 6 5 5 4 4 3 2
Paralysis/ Turn to Stone 16 14 12 10 8 i 6 6 5 5 B 3 2
Breath Attack 17 15 13 11 9 8 7 6 5 4 3 2 2
Rod/Staff/Spell 17 16 14 12 10 9 8 7 6 5 4 3 2
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power that land-owning fighters do, but they
can receive special abilities to help compensate
for that. (Note that we said can. They don't re-
ceive these abilities automatically. )

The alignment of a traveling fighter deter-
mines special abilities and other characteristics.

Paladins

A Lawful traveling fighter may be known as a
paladin if he meets the following requirements.
If he does not meet those requirements, he may
become a knight (described below).

1. The fighter must swear fealty (an oath of serv-
ice) to a Lawful clerical order to gain paladin
status. The fighter must be of Name level or
greater to be accepted by the clerical order.
Thereafter, the paladin may be summoned
by the order’s leaders at any time, and must
do as they command, as long as the service
aids the powers of Good.

2. A paladin can detect evil (as per the cleric
spell) as often as once per round, simply by
concentrating. (Range: 120'. The paladin
cannot use this ability and attack in the same
round. )

3. If the paladin’s Wisdom score is 13 or greater,
the character can cast cleric spells as if he were
a cleric of one-third his actual experience
level (round any fraction down); if a fighter
becomes a paladin right at 9th level, he'll im-
mediately gain the spells of a 3rd level cleric.
A 17th level paladin can cast spells as if he
were a Sth level cleric. If his Wisdom score is
12 or less, the fighter can still be a paladin,
but cannot cast spells.

The paladin learns how to meditate and
cast spells from the clerics of the order. The
clerics will refuse any offer of compensation
or payment for this service,

4. A paladin can rurn undead, as if he were a
cleric of one-third his actual expenence level
(round all fractions down). Therefore, a 6th
or 7th level paladin can turn undead with the
same ability of a 2nd level cleric.

5. A paladin may only travel with a number of
hirelings equal to or less than his clerical
level. In other words, if he can cast spells or
turn undead as a 5th level cleric, he can have
five hirelings accompany him.

6. A paladin must assist anyone who asks for
help—with two exceptions: He does not have
to help evil characters or achieve evil goals,
and if the paladin is on a mission for a higher
authority (such as a quest, serving a duke,
etc.), he can offer only a small amount of
help (such as sheltering or advising the per-
son in need of aid). along with an explana-
tion for his refusal. Assistance never involves
donations of moncey or items, but only service
for a short time.

Knights

A Neutral traveling fighter may become a
knight. Lawful traveling fighters who do not be-
come paladins, or Chaotic traveling fighters who
do not become an avengers (described below) are
also able to become knights.

To gain knighthood, a fighter must swear feal-
ty to a prince, king, or emperor. In return, the
ruler will declare the character a knight; that
ruler then becomes the knight's “licge.”

In most campaigns, knights are the most com-
mon sort of traveling fighters. The following
rules apply to knights.

1. If summoned by his liege the knight must re-
port to him as quickly as possible, and must
serve as the liege orders,

2. If the knight ever refuses to obey the liege, or
ever swears fealty 1o any other licge, the
knight loses three levels of experience. (The
DM may increase this penalty if the offense
warrants it.) The previous liege may even or-
der the offender slain for his treachery. In ad-
dition, rumors and tales of the “traitorous
knight"” may haunt the character forever af-
ter; the character may find it difficult to find
help in places where his reputation is known.,

If his liege dies, the knight is free to choose
another. Additional benefits (lands, money,
etc.) may be awarded to knights who swear
fealty to the successor of a liege who dies.

A knight may petition the liege for a
peaceful end to his oath; however rarely
granted. The knight would be banished, at
the least, and could be stripped of all posses-
sions as well.

3. A knight may visit any castle, of any territory,
and request sanctuary. The castle owner
must, by the customs of the land, give the
knight a place to stay for up 1o three days,
along with food and drink. He does not have
to be friendly to the knight, but, according
to this custom, may not challenge, attack, or
refuse sanctuary to the knight. (Note that the
knight cannot challenge or attack his host or
members of his host’s court or family, either.
Should he do so, his sanctuary is at an end,
and his host is now free to punish him.) In
campaigns modeled after medieval Europe,
this custom is nearly universal, but the DM is
free to indicate that the custom is not present
if his nations are not similar to Europe's,

4. 1f a call to arms sounds (a call for knights to

battle for justice), the knight must respond.
This declaration can only be issued by the
ruler of a large town (Mayor) or territory
(Archduke or greater status), and the knight
need only respond if it sounds in the area
through which he is passing or if it is called
by his liege. When the call to arms sounds,
the knight must immediately travel as fast as
possible to the ruling castle of the one who
made the call to arms, and fight as ordered
by the ruler—within the constraints of any
knightly oaths he 100k in the course of the
campaign. (If the ruler who made the call 1o
arms orders him to kill innocents or helpless
prisoners, the knight may choose to refuse,
but he will make an enemy of that ruler.) The
knight is enttled to compensation for this
service; the ruler issuing the call to arms must
grant the knight a gift appropriate to the val-
ue of the knight's services. (Many rulers will
offer the gift out of gratitude; some will not.
The knight has the right to demand the gift;
he does not have to demand it if he does not
wish to.)

There are two notable exceptions to the
custom of the call to arms. In lands where the
civilization is very different from medieval
Europe, this custom might not be used (in
wilderness areas where there are no rulers, it

would naturally be unknown). If the knight
is within a territory that has declared itself
hostile to the knight's liege, the knight need
not respond—if the call to arms is against the
land of his liege, he must not respond. In
fact, the knight would be in great danger
when the call 1o arms sounds.

Avengers

A Chaotic traveling fighter may become an
avenger if he meets the following requirements.
Otherwise, a Chaotic traveling fighter may also
become a knight.

1. The fighter must make an alliance with a
Chaotic clerical order. This is nor a swearing
an oath of fealty, bur a loose agreement of
loyalty and support; the order may decline
the offer. If the order accepts, the order’s
leaders may summon the avenger at any
time, and he must do as they command. If he
disobeys them, he loses all special abilities
and benefits of the avenger. Even then, the
fighter may regain avenger status by negoti-
ating with a different order.

2. Anavenger can detect evil (as the cleric spell)
up to once per round, simply by concentrat-
ing. (Range: 120". The avenger may not use
this ability and attack in the same round.)

3. If the avenger's Wisdom score is 13 or greater,
the avenger can learn to cast cleric spells as if
he were a cleric of one-third his actual experi-
ence level (round all fractions down). There-
fore, a 12th-14th level avenger casts spells as
a 4th level cleric. If his Wisdom score is 12 or
less, the fighter can stll be an avenger, but
cannot cast spells.

The avenger lcarns how to meditate and
cast spells from the clerics of the order—but
at a price (the price is at the DM’s discretion,
but a minimum of 10,000 gp per clerical
spell level gained is recommended).

4. An avenger may turn undead as if he were a
cleric of one-third his actual experience level,
but with an important difference. If the re-
sult is “turn” or “destroy,” the avenger may
choose to control them instead. If control is
chosen, it lasts for 1 wrn per level of the
avenger—thus, a 17th level avenger could
control them for 17 wurns. Undead thus con-
trolled behave as if charmed, obeying the
avenger as if they were friends.

However, if the undead are turned or de-
stroyed by a cleric during the duration of the
control, the control is dispelled immediately,
and cannot be renewed. If the duration of
the control ends without incident, the un-
dead will flee (as if turned).

5. An avenger may not have human or demi-
human hirelings. However, the avenger may
try to persuade monsters of Chaotic align-
ment to become his hirelings. If a Chaotic
creature is not immediately hostile, the
avenger may offer food or treasure, indica-
ting (through word or gestures) friendship. If
this fails, threats or combat resulting in sur-
render may accomplish nearly the same re-
sult. If the creature’s Reaction roll indicates
friendship, the creature is persuaded 1o fol-
low and obey the avenger. The cffect lasts for
a duration identical to a charm magic-user
spell; once it ends, it cannot be renewed. The
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avenger may have the number of Chaotic
monster hirelings that his Charisma score al-
lows for; once he loses one, he may try to per-
suade another.

6. An avenger may visit any castle, ruin, or
dungeon known to be ruled by an intelligent
Chaotic monster or character and, using his
alignment tongue, demand Sanctuary (see
knight, above). An avenger may pretend to
be a knight and request Sanctuary of other
rulers; if he deceives the ruler (and is not
tripped up by some alignment-revealing
magic), the ruler will provide him with nor-
mal Sanctuary.

Changing Back and Forth

Once a player decides to be a traveling or
land-owning fighter, only a major development
in the campaign or in the character should
change that status. The DM should discourage
frequent or casual changes of the fighter's status.

Magic-User

Prime Requisite: Intelligence.

Experience Bonus: 5% for Intelligence 13-
15, 10% for Intelligence 16-18.

Hit Dice: 1d4 per level up to 9th level.
Starting with 10th level, +1 hit point per
level, and Constitution adjustments no long-
er apply.

Maximum Level: 36.

Armor: None; no shield permitted.

Weapons: Dagger only. Optional (DM's
discretion): staff, blowgun, flaming oil, holy
water, net, thrown rock, sling, whip.

Special Abilities: Magical spells.

A magic-user is a human character who stud-
ies the powers of magic. Magic-users find spells,
put them into books, and study those books to
learn the spells. Magic-users have their own
spells, entirely different from clerical spells. A
magic-user has poor fighting skills, and should
avoid combat.

A magic-user concentrates on learning and
casting magic spells. He'll find that a high Intel-
ligence is very helpful. The magic-user’s other
ability scores are often low. However, a high
Constitution score will help your magic-user sur-
vive longer, because it gives a bonus to hit
points—one of the magic-user’s weaker traits.

Magic-users greatly fear damage. All the other
character classes can use armor of some kind, but
magic-users can only wear clothes. Thus, they
are casy to hit. They also have few hit points.

Magic-users start as the weakest characters,
but can eventually become the most powerful.
Their magical spells can be used for many
things—from simple things like opening doors
and locks, to impressive and dangerous magical
attacks such as throwing lightning. All details on
spellcasting are given in Chapter 3.

However, it is often difficult for magic-users to
survive. Their few weapons and spells (at low
levels) balance against the power they eventually
achieve. Therefore, magic-users must be cau-
tious at lower levels, as few will survive long
without protection.

Magic-User Experience Table

Spells/Level
Level XP 1 2 4 5 6 7 8 9
1 0 1 — — _ —_ —_ —_ _ —_
2 2,500 2 _ —_— s — — —_ - —_—
3 5,000 2 1 - — — — — - —
4 10,000 2 2 —_ — b — —_ —_ —_
5 20,000 2 2 1 — — - — — —_
6 40,000 2 2 2 — — — — — ——
7 80,000 3 2 2 1 — — — — —
8 150,000 3 3 2 2 — — — —_ -
9 300,000 3 3 3 2 1 — — — —
10 450,000 3 3 3 3 2 -_ — — —
11 600,000 4 3 3 3 2 1 — — -
12 750,000 4 4 4 3 2 1 — — -
13 900,000 4 + L 3 2 2 - — —
14 1,050,000 4 4 4 4 3 2 —_ —_ _—
15 1,200,000 3 4 4 4 3 2 1 - -
16 1,350,000 5 3 5 K 3 2 2 - —
17 1,500,000 6 5 5 4 4 3 2 - -
18 1,650,000 6 5 5 4 4 3 2 1 -
19 1,800,000 6 5 5 5 4 3 2 2 -
20 1,950,000 6 5 5 5 4 4 3 2 —
21 2,100,000 6 5 5 5 4 4 3 2 1
22 2,250,000 6 6 5 5 3 4 3 2 2
23 2,400,000 6 6 6 6 5 4 3 3 2
24 2,550,000 7 7 6 6 5 5 4 3 2
25 2,700,000 7 7 6 6 5 5 4 4 3
26 2,850,000 7 7 7 6 6 5 5 4 2
27 3,000,000 7 7 7 6 6 5 5 5 4
28 3,150,000 8 8 7 6 6 6 6 5 4
29 3,300,000 8 8 7 7 7 6 6 5 5
30 3,450,000 8 8 8 o 7 7 6 6 5
31 3,600,000 8 8 8 7 7 i 7 6 6
32 3,750,000 9 8 8 8 8 7 i 7 6
33 3,900,000 9 9 9 8 8 8 7 7 7
34 4,050,000 9 9 9 9 8 8 8 8 7
35 4,200,000 ) 9 9 9 9 9 8 8 8
36 4,350,000 9 9 9 9 9 9 9 9 9
Magic-User Saving Throws Table
Levels 1-5 6-10 11-15 16-20 21-24 25-28 29-32 33-36
Death Ray/Poison 13 11 9 7 5 4 3 2
Magic Wands 14 12 10 8 6 4 3 2
Paralysis/ Turn to Stone 13 11 9 7 5 4 3 2
Breath Attack 16 14 12 10 8 6 4 2
Rod/Staff/Spell 15 12 9 6 4 3 2 2

Your magic-user should not go on adventures
alone; because of his low defenses and hit
points, one surprise could kill him. In groups, he
should always stay in the middle of the party,
protected from atracks, and use his magic in
ways that will help win the fight.

Class Details

Prime Requisite: A magic-user’s prime requi-
site is Intelligence. If a magic-user has an Intelli-
gence score of 13-15, the character gains a 5%
bonus to experience points earned in every ad-
venture; if he has an Intelligence of 16-18, the
bonus is 10%.

Hit Dice: Roll a 4-sided die (1d4) to deter-
mine a magic-user's hit points. A magic-user
starts with 1d4 (1-4) hit points (plus Constitu-
tion bonus, if any) and gains 1d4 more hit points
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(plus bonus) with each level of experience. One
additional hit point is gained for each level after
9th level.

Armor: A magic-user cannot wear any kind of
armor, and cannot use a shield.

Weapons: A magic-user may only use daggers
as weapons. Optionally, at the DM’s discretion,
magic-users can use the staff, blowgun, flaming
oil, holy water, net, thrown rock, sling, and

whip.
Special Abilities

The magic-user’s sole special ability is that he
can cast magic spells. The processes of spell book
and new spell acquisitions, as well as how the
magic-user memorizes and casts spells, are de-
scribed in Chapter 3.
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Higher Experience Levels

At Name (9th) level or greater, a magic-user is
called a wizard (if male) or maga (female). Also
at Name level, a magic-user may create magical
items.

Upon reaching Name level, a magic-user may
build a tower (if he can afford to). A magic-user
who constructs a tower will usually atcract 1d6
(1-6) apprentices, all magic-users of experience
levels 1-3. The DM will decide how many ap-
prentices arrive to serve the wizard, and should
create names, backgrounds, and character sheets
for them; they should be complete characters.

If a Name level magic-user decides to build a
tower, or to take up regular residence in the
home of a ruler who wishes to employ him, he is
referred to as a land-owning magic-user; other-
wise, he is a traveling magic-user (even if he ac-
tually spends more time in his own home than
on the road).

Land-Owning Magic-Users:
Independent Wizards

Magic-users who decide to live in their own
strongholds, regardless of their political affilia-
tions or interest in the outer world, are referred
to as independent wizards. They are commonly
referred 1o and addressed as wizard or maga,
whatever their actual titles may be.

An independent magic-user may build or
seize a tower. By tradition, he need not seck per-
mission from the local ruler beforehand. If, how-
ever, the wizard does seck the ruler's permission,
the ruler will probably give the magic-user a lav-

ish gift, official title to the dominion, and possi-
bly some sort of official rank of nobility 1o keep
the favor of the character. (Only the most power-
ful of rulers would dare to offend a magic-user,
whatever their alignment differences. )

After the magic-user moves into his tower, he
may choose to build a dungeon beneath or near
it. Most wizards and magas employ specialists to
do their mining and engineering, but may de-
cide to create the dungeons themselves if they
know the proper spells.

Of course, any character building a stronghold
could also build a dungeon, a subterranean com-
plex where prisoners can be kept and the charac-
ter can perform specific researches in secret. But
a wizard can choose for his dungeon 1o be differ-
ent. If, once one or more levels of the dungeon
are completed, the wizard leaves an unguarded
opening into the dungeon, monsters will be at-
tracted and will build lairs. Some wizards en-
courage this sort of thing so that they have ready
access to a variety of different monster types
(useful for research, and for staying aware of
what'’s happening in the realms of monsters).

Such monster-infested dungeons are not
looked upon favorably by humans in the region.
Dungeons tend to make the locals nervous, and
the monsters in them often prey on nearby hu-
man communities. Wizards who create these
dungeons need to be aware that low level adven-
turers may take action against the monsters of
these dungeons, either to keep the region safe or
simply to fill their own coffers with the mon-
sters’ treasure.

Independent wizards do not usually live in com-

plete solitude. They may or may not interact with
the rulers and nobles of the nations in which they
live, as they pleasc. They may continue to go on
quests and adventures with their old friends. Other
wizards may visit and correspond with them in or-
der to facilitare magical research and understand-
ing. They might participate in the operation of
schools of magic. Only the most misanthropic of
wizards, or those with much to hide, build their
towers in the most dangerous and inaccessible areas
and live there alone.

Land-Owning Magic-Users: Magists

If a land-owning magic-user cannot or does
not want to maintain a tower, the character may
apply for a position as a magist in any existing
castle or stronghold. If the ruler does not have a
magist and can afford one, he will usually accepr
the application . . . unless the wizard has so vile
reputation that the ruler cannot trust the wizard.
The magist advises the ruler in matters involving
magic and handles the magical needs of the ruler
and the stronghold.

To become a magist, the magic-user must first
find a ruler who is willing to hire and support
him. He must negotiate payment and other ben-
efits with the ruler. (Standard payment is a mini-
mum of 3,000 gold picces per month, with
magists above 15th level commanding higher
payment.) Finally, the character musr swear an
oath of fealty to that ruler to become a magist.

When the agreements and terms are com-
plete, the ruler supplies all the magist's needs,
including a place to stay in the stronghold (usu-
ally a suite of several rooms), guards and ser-
vants, and other agreed-upon benefits (such as
magical items, either to use or as outright gifts).
The ruler usually pays for magical research costs
if the item or spell researched will benefit the
stronghold. The magist must serve the ruler as
ordered in all respects, but is never required to
fight or otherwise be placed in danger.

A magist may go on normal adventures if the
ruler gives permission. The ruler knows that
more experience means a more powerful magist,
and will usually give permission if no immediate
magical needs are pressing.

The magist is bound by oath not to work
against the interests of his ruler. If at some time
in the future he finds that he cannot serve the
ruler, he must officially renounce his oath of fe-
alty and depart the ruler’s home. He cannot op-
pose his former ruler until he has left the ruler’s
home. (If he intends to become an enemy of the
ruler, it's best for him to depart in secret and
send his official notification by proxy.)

Traveling Magic-Users: Magi
A traveling magic-user of either gender is
known as a magus.

1. A magus may visit any land-owning magic-
user to offer to help with magical research. If
the offer is accepted, items or spells re-
searched will be completed faster and more
cfficiently, as described in Chaprer 3.

2. The magus will attract powerful traveling
fighters and clerics, who offer to travel with
and help the magus in return for pay. The
magus attracts 1d6 such hirelings. These
hirelings are of levels much higher than nor-
mal (5th level minimum).




High Expenience Levels and Spell Damage

Here's one final but very important note
about high level magic-users:

Any damage-causing spell can produce a max-
imum of 20 dice of damage (of whatever type is
applicable). Therefore, a 16th level magic-user
casting a fireball spell can deal out 16d6 points
of damage. but a 27th level caster only inflicts
the maximum of 20d6 points of damage

Thief

Prime Requisite: Dexterity,

Experience Bonus: 5% for Dexterity 13-
15, 10% for Dexterity 16-18.

Hit Dice: 1d4 per level up 1o 9th level,
Starung with 10th level, +2 hit points per
level, and Constitution adjustments no long-
cr apply

Maximum Level: 36,

Armor: Leather armor only; shield not per-
mitted.

Weapons: Any mussile weapon; any one-
handed melee weapon.

Special Abilities: At 1st level—Open
Locks, Find Traps, Remove Traps, Climb
Walls, Move Silently, Hide in Shadows, Pick
Pockets, Hear Noise, and Backstab; at 4th
level—Read any normal language 80%; at
10th level—cast magic-user spells from scrolls
(10% chance of backfire). For the chances of
success for these abilities, see “Special Abili-
ties” below

A thief is a human who specializes in stealth,
lockpicking, trap removing, and other such ac-
tivities. As the name indicates, however, most
characters belonging to the thief class do steal.
(They rarely steal from their friends or members
of their own groups, however. A thief who steals
from friends is usually not permitted 1o adven-
ture with them ever again!)

Thieves belong to an organization (sometimes
called a Guild). Every town has a building,
called the Guild Hall, where thieves may live
and eat (for a price, of course). Every thief learns
“the Arts” (a thief’s unique skills; see “Special
Abilities,”" below) from teachers at the Guild.
Thieves are a normal part of life in most cam-
paign worlds because of their unique and useful
skills, but they are not usually welcome in the
better parts of towns,

The thiefs job is to use his special abilities
where needed. A thief's skills can be very useful,
and they can be used over and over. For exam-
ple, a magic-user may use a spell to open a lock,
but the spell only works once; a thief may try 1o
open locks whenever desired. Consequently,
thicves are found in most groups of adventurers.

Most thieves have high Dexterity scores. Since
this can improve their ability to use mussile
weapons, most thieves use one or more types of
missiles. The thief will also find it useful 1o have
a sword or dagger in situations where he can't
avoid close combat

Thieves may advance to 36th level.

Class Details

Prime Requisite: A thief's prime requisite is
Dexterity. If a thief has a Dexterity score of 13-

15, he gains a 5% bonus to experience points
carned in every adventure; if his Dexterity is 16-
18, the bonus is 10%.

Hit Dice: Roll a 4-sided die (1d4) to deter-
mine a thief’s hit points. A thief starts with 1d4
(1-4) hit points (plus Constitution bonus, if any)
and gains 1d4 more hit points (plus bonus) with
cach level of experience. Two additional hit
points are gained for each level after 9th level

Armor: A thief may only wear leather armor,
and may not use a shicld.

Weapons: A thief may use any missile weap-
on, and any other weapon usable with one hand
(two-handed weapons are prohibited).

Special Abilities

Thieves have numerous special abilities. They
receive some of them at Ist experience level,
when they begin play, and receive others as they
gain experience levels,

At 1st experience level, thieves know the fol-
lowing skills: Open Locks, Find and Remove
Traps, Chimb Walls, Move Silentdly, Hide in
Shadows, Pick Pockets, and Hear Noise. They al-
so learn the skill of Backstabbing. The Thief
Special Abilities Table shows the development of
many of the thief’s special abilities.

The column on the left is the thief's experi-
ence level; cross-reference his level with the skill
he is trying to use. For instance, a 6th level thief
using his Climb Walls skill has a 92% chance.

Each number on the table above is the per-
centage chance that the thief is successful in us-
ing that special ability. Tell the Dungeon Master

whenever you want your thief to use a special
ability; ar the DM’s discretion, either the player
or the DM will roll percentile dice (d%). If the
result is equal to or less than the percentage
given, the thief's attempt is successful.

Descriptions of the Special Abilities

Open Locks (OL): With successful use of this
special ability, and with professional lockpicks
(often called “thieves’ tools™), the thief may
open locks. The character may try to use this skill
only once per lock. The thief may not try again
with that particular lock untl he gains another
level of experience. Without lockpicks, he may
not use this ability.

Find Traps (FT): With successful use of this
special ability, the thief may examine a room or
an object and determine whether it is rigged
with traps. He may check only once per trap, and
failure prevents the character from finding any
trap in or on the object searched. (Since the DM
actually does the rolling, the player doesn't
know how many traps he’s rolling to find.) If the
thief finds a trap, he may use his Remove Traps
ability to remove or deactivate it.

Remove Traps (RT): With successful use of
this special ability, the thief may remove or deac-
uvate a trap. He may not roll this ability against
a trap unless the trap has been found, The thief
may try his ability only once per trap; failure 1o
remove a trap triggers the trap.

Climb Walls (CW): With successful use of this
special ability, the thief can climb steep surfaces,
such as sheer cliffs, walls, and so forth. The
chances for success are good, but if failed, the
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Thief Experience Table
Level XP
1 0
2 1,200
3 2,400
4 4,800*
5 9,600
6 20,000
7 40,000
8 80,000
9 160,000
10 280,000**
11 400,000
12 520,000
13 640,000
14 760,000
15 880,000
16 1,000,000
17 1,120,000
18 1,240,000
19 1,360,000
20 1,480,000
21 1,600,000
22 1,720,000
23 1,840,000
24 1,960,000
25 2,080,000
26 2,200,000
27 2,320,000
28 2,440,000
29 2,560,000
30 2,680,000
31 2,800,000
32 2,920,000
33 3,040,000
34 3,160,000
35 3,280,000
36 3,400,000
* Thief gains 80% chance to read any nor-
mal (nonmagical) writing, language,
code, or map
** Thief gains ability to cast magic-user
spells from spell scrolls (10% chance that
the spell will backfire)

thief slips at the halfway point and falls. The
DM rolls for success once for every 100’ climbed.
If the roll is a failure, the thief takes 1-6 (1d6)
points of damage per 10’ fallen. Falling during a
10" climb will inflict 1 point of damage.

Move Silently (MS): Successful use of this spe-
cial ability allows the thief to move silently.
When the thief tries to use this skill, he always
believes he has been successful, but a failed roll
means that someone can hear his passage. The
DM, at his discretion, may modify the thief’s roll
at any time: When he tries moving silently across
a field of dried leaves, his percentage chance
would go down, while if he does so during a loud
tournament, his chance will be greatly en-
hanced. Note that it doesn’t do the thief any
good to use this skill against someone who is al-
ready aware of him.

Hide in Shadows (HS): Successful use of this
special ability means that the thief moves into
and remains in shadows, making him very hard
to see. While the thief is in shadows, observers
only get a chance to see him if they look directly
at him, at which time he must roll again; success
means that he remains unobserved. While in

and possibly others.

Thief Saving Throws Table
Levels 1-4 5-8 9-12 13-16 17-20 21-24 25-28 29-32 33-36
Death Ray/Poison 13 11 9 7 5 4 3 2 2
Magic Wands 14 12 10 8 6 5 4 3 )
Paralysis/ Turn to Stone 13 11 9 7 5 4 3 2 2
Breath Attack 16 14 12 10 8 6 4 3 2
Rod/Staff/Spell 15 13 11 9 7 5 4 3 2
Thief Special Abilities Table (Percentages)
Open Find  Remove Climb Move  Hide in Pick Hear
Level Locks Traps Traps Walls  Silently Shadows Pockets  Noise
1 15 10 10 87 20 10 20 30
2 20 15 15 88 25 15 25 35
3 25 20 20 89 30 20 30 40
4 30 25 25 90 35 24 35 45
5 35 30 30 91 40 28 40 50
6 40 35 34 92 44 32 45 54
7 45 40 38 93 48 35 50 58
8 50 45 42 94 52 38 55 62
9 54 50 46 95 55 41 60 66
10 58 54 50 96 58 44 65 70
11 62 58 54 97 61 47 70 74
12 66 62 58 98 64 50 75 78
13 69 66 61 99 66 53 80 81
14 72 70 64 100 68 56 85 84
15 75 73 67 101 70 58 90 87
16 78 76 70 102 72 60 95 90
17 81 80 73 103 74 62 100 92
18 84 83 76 104 76 64 105 94
19 86 86 79 105 78 66 110 96
20 88 89 82 106 80 68 115 98
21 90 92 85 107 82 70 120 100
22 92 94 88 108 84 72 125 102
23 94 96 91 109 86 74 130 104
24 96 98 94 110 88 76 135 106
25 98 929 97 111 89 78 140 108
26 100 100 100 112 90 80 145 110
27 102 101 103 113 91 82 150 112
28 104 102 106 114 92 84 155 114
29 106 103 109 115 93 86 160 116
30 108 104 112 116 94 88 165 118
31 110 105 115 117 95 90 170 120
32 112 106 118 118 96 92 175 122
33 114 107 121 118 97 94 180 124
34 116 108 124 119 98 96 185 126
35 118 109 127 119 99 98 190 128
36 120 110 130 120 100 100 195 130
Lvl OL FT RT cw MS HS PP HN

shadows, the thief may use his Move Silently
ability, but attacking someone reveals the thief.
If the thief tries to hide in shadows but fails, he
will not know that his position of concealment is
a failure until someone sees him and announces
the fact. Note that if the thief is under direct ob-
servation, he can't hide in shadows against the
people watching him; they'll be able to follow
his progress with no problem.

Pick Pockets (PP): This special ability allows
the character to steal things from another charac-
ter's person without him noticing. It's a very
risky skill to use. If the attempt succeeds, the
thief is able to pick the other's pockets without
anyone noticing. If the roll is a simple failure,
the thief fails to get his hands on what he’s seck-
ing. If the roll 1s greater than twice what the
thief needs to succeed or an 00 in any case, the
thief is caught in the act by his intended victim,

When using the skill, subtract 5% per level or
HD of victim. (Normal men—men and women
who have no adventuring ability at all and do
not belong to any adventuring character class—
are treated as being 0 level.)

Example: A 1st level thief tries to pick the
pocket of a 1st level fighter walking along the
street. His chance is 20% (normal) minus 5 (5
times 1), or 15%. The DM rolls the percentile
dice and rolls a 41. This is over twice what he
needed to roll, so the thief is caught in the act.

Hear Noise (HN): This special ability gives the
thief the ability to hear faint noises—such as
breathing on the other side of the door, or the

clatter of distant footsteps approaching fast. The
DM can rule that any loud situation, such as a
battle, prevents the thief from using this skill.
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Proper Use of Thief Abilities

Watch for opportunities to use special abili-
ties, and simply tell your Dungeon Master when
you want your thief 1o use one.

A stuck or excepuonally difficule lock, care-
fully hidden trap, slippery wall, or very faint
noise may cause a penalty to be applied to the
normal chances of successful skill use. The DM
could assign the task a penalty of —5%, —10%,
—20%, or higher depending on the difficulty of
the task. If, after applying such penalties, the
chance of success remains 100% or greater, the
DM should adjust it to 99%, allowing a 1%
minimum chance of failure in all cases.

However, the DM should not modify Move Si-
lently or Hide in Shadows skill chances unless
the thief is undertaking actions that are outside
the ability’s usual functions (trying to move si-
lently while running at full speed or across a
floor covered with peanut shells, hiding when
very near to torchlight, etc.).

Other Thief Abilities

Backstabbing: If a thief can sneak up on a vic-
tim, completely unnoticed, the thief may
backstab—if he is using a one-handed melee
weapon, he may strike at particularly vulnerable
points of his target’s body. (Though the ability is
called “backstabbing,” the weapon doesn't have
to be a stabbing weapon. A thief can use this
ability with a club, for example.)

When backstabbing, the thief gains a bonus
of +4 on the attack roll; if the targer is hit, the
damage done is twice normal (roll the damage
for the weapon, multiply the result by two, and
then add any pertinent modifiers).

If the intended victim sees, hears, or is warned
of the thief’s approach, the thief’s attack is nor a
backstab; it is an ordinary atrack, doing the
damage appropriate for the weapon used.

When no battle is in progress, a backstab at-
tempt may require a Move Silently ability check.
The DM will make all the necessary decisions on
that matter.

Read Languages: When the thief reaches 4th
level, he gains an 80% chance to read any nor-
mal writing or language (including simple codes,
dead languages, treasure maps, and so on, but
not magical writings). If he tries but fails to read
a piece of writing, he must gain ar least one ex-
perience level before trying to read it again.

Cast Spells From Magic-User Scrolls: At 10th
level, a thief gains the ability to cast magic-user
spells from spell scrolls. However, there is always
a 10% chance that the spell will backfire, creat-
ing an unexpected result, because of the thief's
imperfect understanding of magical writings.
This ability only allows thieves to cast spells from
existing magic scrolls, not to write their own.

Higher Experience Levels

When a thief reaches Name (9th) level, he is
called a master thief (whether male or female).

Land-Owning Thieves

Name level thieves may construct a hideout (a
fortified house in a city, a cave network, etc.). A
thief who has constructed a hideout will attract
2d6 1st level apprentice thieves, who come to
learn from a master. These will generally
(though not always) be loyal to the thief, but

will not automatically be replaced by others if
they die or leave; the character will have to re-
cruit new thieves himself.

At this point, a player character thief may
want to consider setting up a Thieves’ Guild.

A thief who wishes to settle must contact the
Thieves' Guild of the region where he wants to
settle. If the thief has not been an enemy of this
Guild (or, even if he has, if he can persuade or
bribe the Guild to cooperate), the Guild will
help establish the thief as a guildmaster. He may
be the master of a new branch of the Guild, an
expansion branch in a new neighborhood, or of
an established Guild whose leader has stepped
down or died.

The Dungeon Master will describe how many
new thieves arrive at the new Guild, or will de-
scribe how the existing Guild is currently orga-
nized. The Guild will generate income from its
illegal activities.

The character can, at some point, ask for con-
trol of a larger branch of the Guild (this is recom-
mended when 18th level is reached), and may
eventually become a powerful official in the
Guild Headquarters.

Skilled (high level) thieves are always needed
for difficult and unique adventures, and the
Guildmaster thief is the person adventurers con-
tact when such jobs are available. You, as the
Guildmaster, may choose to take the jobs or al-
low one or more of the Guild members to have
them—but you have first choice, in any case.

Traveling Thieves
A Name level thief who chooses not 1o estab-
lish any hideout or any station in the local Guild

authority is a traveling thief, known also as a

rogue.

1. A rogue must remain a member of a Thieves'
Guild, though he need visit the Guild only
once a year.

2. Once a character becomes a rogue, the charac-
ter can never become a Guildmaster in an es-
tablished branch of the Guild. However, if he
later decides to settle down, and if the Guild-
master permits, he may set up a new branch of
the Guild where none currently exists.

3. A rogue has a chance (checked by the DM
once per game week) of discovering treasure
maps or rumors about the location of great
treasures. This chance is based on him keep-
ing his ear to the thieves' grapevine.

4. Likewise, the rogue may visit any branch of
the Thieves” Guild to see the Guildmaster
and lcarn local information, tips, and
rumors—if the local Guildmaster is willing to
suffer his presence in the territory. If the
Guildmaster is willing, it will only be under
the condition that the character hire assist-
ance from several low level thieves on a tem-
porary basis.

Dwarf

Prime Requisite: Strength. Other Require-
ments: Constitution 9 or betrer.

Experience Bonus: 5% for Strength 13-15,
10% for Strength 16-18.

Hit Dice: 1d8 per level up to 9th level.
Starting with 10th level, +3 hp per level and
Constitution adjustments no longer apply.

Maximum Level: 12.

Armor: Any; shields permitted.

Weapons: Any Small or Medium melee
weapon; short bows and crossbows permit-
ted, but longbows forbidden.

Special Abilities: Fighter Maneuvers
(Lance Attack and Set Spear vs. Charge ma-
neuvers at Ist level; at 660,000 XP, Fighter
Combat Options); half damage from spells at
1,400,000 XP; infravision; extra languages
(dwarf, gnome, goblin, kobold); 1 in 3
chance to detect traps, sliding walls, sloping
corridors, new construction.

A dwarf is short and stocky, standing about 4’
tall and weighing about 150 pounds. Male
dwarves wear long beards. Their skin is ruddy or
carth-colored and their hair is dark brown, gray,
or black. Stubborn but practical, dwarves are
fond of good food and drink. They value crafts-
manship and love gold. Dwarves are sturdy
fighters and are resistant to magic.

Although the dwarf class is different from the
fighter class in many ways, their tasks are the
same. Dwarves are only able to attain a maxi-
mum of 12 experience levels at best. However,
this is balanced by the dwarf's special abilities,
such as the ability to see in the dark, detection
abilities, and better saving throws. Dwarves are
formidable fighters, no matter what their level.

Dwarven families are organized in Clans.

Class Details

Prime Requisite: A dwarf’s prime requisite is
Strength. If a dwarf has a Strength score of 13-
15, the character gains a 5% bonus to experience
points earned in every adventure; if his Strength
is 16-18, the bonus is 10%.

Minimum Scores: A dwarf character must
have a Constitution score of 9 or greater when
first played.

Hit Dice: Roll an 8-sided die (1d8) to deter-
mine a dwarf’s hit points. A dwarf starts with
1d8 (1-8) hit points (plus Constitution bonus, if
any) and gains 1d8 more hit points (plus bonus)
with each experience level. Three hit points are
gained per level after 9th level.

Armor: A dwarf may wear any kind of armor,
and may use a shield.

Weapons: A dwarf may use any small or medi-
um melee weapon. (If you're unsure as to
whether a weapon is small or medium, see the
Weapons Table in Chapter 4.) They may not use
longbows, but can use short bows and crossbows.

Special Abilities

Special Attacks

Dwarves are good fighters. Like fighters, they
know the Lance Attack and Set Spear vs. Charge
maneuvers.

Fighter Combat Options

When the dwarfs experience points total
reaches 660,000, he gains the Fighter Combat
Options (sce “*Combat Mancuvers” in Chap-
ter 8).

With the multiple attacks combat option, the
dwarf can make two attacks at 660,000 experi-
ence points, and three at 2,200,000 experience
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Dwarf Experience Table

XP
0
2,200
4,400
8,800
17,000
35,000
70,000
140,000
270,000
10 400,000
11 530,000
12 660,000*
800,000
1,000,000
1,200,000
1.400,000**
1,600,000
1,800,000
2,000,000
2,200,000%
2,400,000
2,600,000

* Gain Fighter Combat Options. Two at-
tacks are possible at this level.

** Automatically takes half damage from
damage-causing spell or spell-like effect.

t Three attacks per round possible at this
level.

Artack Rank
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points. He can use the smash and parry combat
options, but cannot use the disarm option
against a giant-sized opponent. (A giant-sized
opponent is any monster which is described as
being a giant, a giant animal, a gargantua, or is
otherwise in the DM’s opinion enormous. )

Special Defenses

Experienced dwarves become more resistant to
magic. When the dwarf reaches the 1,400,000
experience point mark, the dwarf automatically
takes only half damage from any damage-
causing spell or spell-like effect (such as from a
magical item or strange monster powers such as
beholders’ eyes but not including dragon's
breath). Divide the rolled damage by 2 and
round down. If the effect allows a saving throw,
a successful roll indicates that he only takes /4
damage; divide the rolled damage by 4 and
round down. (If the result is '/2 point of damage
or less, the character takes 1 point of damage.)

Infravision

Infravision is the ability to see heat (and the
lack of heat). Dwarves have infravision in addi-
tion to normal sight and can see 60 in the dark.
Infravision does not work in the presence of nor-
mal and magical light. With infravision, warm
things appear red, and cold things appear blue.
A creature could be seen as a red shape, leaving
faint reddish footprints. A cold pool of water
would seem a deep blue color.

Characters with infravision can even see items
or creatures the same temperature as the sur-
rounding air (such as a table or a skeleton), since
air flow will inevitably show the viewer their bor-
ders, outlining them in a faint lighter-blue tone.
Until they move, they will be very faint to the

age if the saving throw is successful.

Dwarf Saving Throws Table

Levels 1-3 4-6 7-9 10-12
Death Ray or Poison 8 6 4 2
Magic Wands 9 7 5 3
Paralysis/ Turn to Stone 10 8 6 4
Dragon Breath 13 10 7 4
Rod/Staff/Spell* 12 9 6 3

* At 1,400,000 XP, dwarves automatically take only half damage from spells, or one-quarter dam-

eye; once they start moving, they become blurry
but very obvious light-blue figures.

Infravision isn't good enough to read by. A
character can use his infravision to recognize an
individual only if they are within 10" distance

. . unless the individual is very, very distinctive
(for example, 8' tall or walking with a crutch).

Languages

In addition to Common and alignment
tongues, a dwarf can speak the languages of the
dwarf, gnome, goblin, and kobold races.

Detection

Dwarves can sometimes detect traps (specifi-
cally, traps built into stone-work or heavy con-
struction, not other types of traps such as
rope-traps in the forest or spring-out needles
built into a jewelry box); they can also detect
sliding walls, sloping corridors, and new con-
structions.

If your dwarf character wants to search for such

things in an area, tell the DM. You have 1 chance
in 3 to find them. The DM will roll 1d6, and a 1
or 2 will indicate success if there is anything to
find; a result of 3-6 means your dwarf detects
nothing. You may check once for each trap, slid-
ing wall, sloping corridor, or new construction.
You must tell the DM if you want to look for any-
thing; the detection is never automatic.

Higher Experience Levels

When a dwarf reaches Name (9th) level, he is
usually referred to as a dwarf lord (or dwarf lady,
in the case of female dwarves).

He may build a stronghold. Unless he has for-
saken his dwarven Clan and is living among hu-
mans, it should be an underground cavern
complex located in either mountains or hills. (If
he is living among humans, he may build any
sturdy stone dwelling in the human fashion in-
stead, but will still want for there to be an
underground complex connected to i) The
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character may hire only dwarven mercenaries,
but may hire specialists and hirelings of other
races.

Elf

Prime Requisites: Strength and Intelli-
gence. Other Requirements: Intelligence
score of 9 or more.

Experience Bonus: 5% for Strength of 13
or better and Intelligence of 13-15, 10% for
Strength of 13 or better and Intelligence of
16-18.

Hit Dice: 1d6 per level up to 9th level.
10th level, +1 hit point, and Constitution
adjustment does not apply.

Maximum Level: 10.

Armor: All; shields permitted.

Weapons: Any.

Special Abilities: Fighter Maneuvers
(Lance Attack, Set Spear vs. Charge; at
850,000 XP, Combat Options for Fighters);
half damage from dragon breath at
1,600,000 XP; infravision; extra languages
(elf, gnoll, hobgoblin, orc); 1 in 3 chance to
detect secret and hidden doors; immunity to
ghoul paralysis; magic spells.

An elf is slender and graceful, with delicate
features and pointed ears. An elf is 5' 1o 5'/2'
tall, and weighs about 120 pounds.

Elves are able to use all types of armor and
weapons, and can cast magical spells.

Few elves are adventurers; most prefer to
spend their ume feasting and frolicking in wood-
land glades. Exceprt for adventurers, elves rarely
visit the cities of man.

Elves are fascinated by magic and never grow
tired of collecting spells and magical items, espe-
cially if the items are beautifully crafted.

Elves are similar to both fighters and magic-
users. Read the description of the fighter class for
some tips on playing a fighter-type character,
but remember that the elf does not have as many
hit points as a fighter. The elf can best perform
as a fighter if he is undamaged or only slightly
hurt before entering a battle; otherwise, he
should stay back and help with magic spells, as a
magic-user does.

An clf may only advance to 10th level. How-
ever, this is balanced by the elf’s special abilities,
especially the combination of fighting and
spellcasting. This combination makes an elf far
more powerful than a human of the same level.

Elves only employ other elves as mercenary
fighters, although they may hire specialists and
hirelings of any race.

Elven families live in Clans.

Class Details

Prime Requisite: Elves have two prime requi-
sites: Strength and Intelligence. If an elf has a
score of 13 or more in both ability scores, he
gains a 5% bonus to experience points carned. If
his Intelligence score is 16-18 and his Strength is
13 or more, the bonus is 10%.

Minimum Scores: An elf character must have
Intelligence 9 or greater when first played.

Hit Dice: Roll a 6-sided die (1d6) to deter-
mine an elf’s hit points. An elf starts with 1d6
(1-6) th’Poi ts (plys Constitution bonus, if any)

S oA

and gains 1d6 more hit points (plus bonus) with
cach level of experience. Two additional hit
points are gained at 10th level.

Armor: An elf may wear any kind of armor,
and may use a shield.

Weapons: An elf may use any weapon.

Special Abilities

Special Attacks

After reaching maximum level (10th), elves
may continue to improve in combat ability. This
is a slow process, however, due to the fact that
they must divide their training time berween
fighting and magic. Elves always know the fol-
lowing fighter maneuvers: Set Spear vs. Attack;
Lance Artack.

Fighter Combat Options

When the character’s experience point total
reaches 850,000, the character receives the Com-
bat Options for fighters (see their description on
page 104, under “Combat Mancuvers'). With
multiple attacks, two attacks are possible at
850,000 experience points, and three attacks at
2,600,000 experience points; the elf never gains
four attacks per round. The elf may use the
smash, parry, and disarm options as described in
the text.

Special Defenses

Experienced elves become more resistant to
dragon breath. When the elf reaches the
1,600,000 experience points mark, he automati-
cally takes only half damage from any breath

weapon (most notably dragon breath, but in-
cluding all sorts of breath weapon attacks). If the
breath allows a saving throw, a successful roll in-
dicates that the elf takes only one-quarter dam-
age. When modifying damage sustained, always
round down. If the result is /2 point of damage
or less, the character takes 1 point of damage.

Infravision

Elves have infravision identical to that of
dwarves. See the description of infravision in the
explanation of the dwarf’s special abilities.

Languages

In addition to the languages of all
characters—the Common and alignment
tongues—an elf can speak the languages of the
elf, gnoll, hobgoblin, and orc races.

Detection

All elves can find secret and hidden doors bet-
ter than other characters. You must tell the DM
if you want to look for secret and hidden doors;
the detection is never automatic.

Immunity to Ghoul Paralysis

All elves are naturally immune to the paralyz-
ing attacks of ghouls. Other types of paralysis,
such as attacks from a carrion crawler or gelati-
nous cube, do affect them normally.

Spells

Elves can use magic-user spells just as magic-
users can, though they receive fewer and lower
level spells. Spell are described in Chapter 3.
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Higher Experience Levels )

When the elf reaches Name (9th) level, he is R Experience Table
often referred to as a lord wizard (if male) or lady Sl XP m 1 2 Spclls; o 4 5
maga (if female). 1 0 1 = — — —

He may build a special kind of stronghold 2 4.000 2 T - — ==
deep in the forest. This stronghold must pleas- 3 8.000 3 1 = — —
ingly blend with its surroundings, usually a nat- 4 16‘000 3 2 = — —
ural site of great beauty. Typical locations are the 5 3 2'000 2 2 1 — —
tops of great trees, on the edges of quier vales, or 6 64.000 2 2 2 — -
behind rushing waterfalls. Because of the effort 7 120.000 3 2 2 1 -
to beautify the work, the structure costs as much 8 250.000 3 3 2 2 L
as similar work if made of stone. 9 400,000 3 3 3 2 1

When the stronghold is completed, the char- 10 600.000 C 3 3 3 3 2
acter will develop a friendship with the animals 850.000* D
of the forest (birds, rabbits, squirrels, foxes, 1 100‘000 E
bears, etc.). All normal animals within five miles 1'350'000 F
of the stronghold will be friendly toward the 1.600.000** G
clves dwelling there. Animals will be able to 3‘350.000 H
warn of approaching strangers, carry news of 2 100 000 1
events, deliver short messages to nearby places, 2’_,,50'000 ]
ctc. In return for these services, the animals will 2.600‘0001 K
expect the elves to help and protect them. 2‘850.000 L

3,100,000 M

Halfling

Prime Requisite: Strength and Dexterity.
Other Requirements: Dexterity of 9 or bet-
ter, Constitution of 9 or better.

Experience Bonus: 5% for either Strength
or Dexterity of 13 or more, 10% for both
Strength and Dexterity of 13 or more.

Hit Dice: 1d6 per level up to 8th level.

Maximum Level: 8.

Armor: Any; shield is permitted; armor
must be designed specifically for halflings.

Weapons: Any Small melee weapon; short
bow; light crossbow.

Special Abilities: Fighter Maneuver (Set
Spear vs. Charge); at 900,000 XP, Fighter
Combat Options); Combat Bonuses (=2 AC
vs. monsters larger than man-size, +1 to at-
tack roll with missile weapons, +1 to Indi-
vidual Initiative); half damage from spells at
300,000 XP, half damage from dragon breath
at 2,100,000 XP; 90% chance to hide mo-
tionless in woodlands, 33% chance to hide
motionless in dimly lit building interiors.

A halfling is a short demihuman, and looks
much like a human child with slightly pointed
cars. A halfling stands about 3’ tall and weighs
about 60 pounds. Halflings rarely have beards.

Halflings are outgoing but not unusually
brave, seeking treasure as a way to gain the com-
forts of home, which they so dearly love. Half-
lings prefer to live in pleasant areas of fair
countryside near rolling hills and gentle streams.
When not working or adventuring, halflings will
spend most of their time eating, drinking, talk-
ing with friends, and relaxing. Their communi-
ties are called shires, and their recognized
spokesman is called a Shenff. Halfling families
live in Clans.

Halflings are woodland folk, and usually ger
along well with clves and dwarves. They have
special abilities in the outdoors. Halflings
behave similarly to fighters and dwarves. A half-
ling’s saving throws are as good as those of
dwarves. Halflings may only advance to 8th
level. This limitation is balanced by their

* Gain the Fighter Combat Options. Two attacks per round possible at this level.
** Automatically takes half damage from any breath weapon.
T Three attacks per round possible at this level.

saving throw is successful.

Elf Saving Throws Table

Levels 1-3 4-6 7-9 10
Death Ray/Poison 12 8 4 2
Magic Wands 13 10 7 4
Paralysis/ Turn to Stone 13 10 7 4
Breath Attack* 15 11 7 3
Rod/Staff/Spell 15 11 7 3

* At 1,600,000 XP, elves take half damage from breath weapons, or one-quarter damage if the

woodland abilities, saving throws, and combat
bonuses.

Class Details

Prime Requisite: A halfling has two prime
requisites: Strength and Dexterity. If either of
these ability scores is 13 or greater, the character
gains a 5% bonus to experience points carned in
every adventure. If both of these scores are 13 or
greater, the experience points bonus is 10%.

Minimum Scores: A halfling character must
have a score of 9 or greater in both Dexterity and
Constitution,

Hit Dice: Roll a 6-sided die (1d6) to deter-
mine a halfling’s hit points. A halfling starts
with 1d6 (1-6) hit points (plus Constitution bo-
nus, if any) and gains 1d6 more hit points (plus
bonus) with each level of experience.

Armor: A halfling may wear any kind of ar-
mor, and may use a shield. However, their armor
and shields must be specially made for their
small size. Even dwarf-sized armor is too large
for them.

Weapons: A halfling may use any Small melee
weapon and may use short bows and light cross-
bows. (If you're unsure whether a weapon is
Small or not, see the Weapons Table found in

Chaprer 4.)

Special Abilities

Combat Bonuses
All halflings gain the following bonuses when
in combat.

Halfling Combat Bonuses Table

=2 bonus to armor class when attacked by
creatures larger than man-sized (i.ce.,
an AC of 6 becomes a 4)

+1 bonus to the attack roll when using any
missile weapon
+1 bonus to individual initiative (see

Chapter 8 for details on Initiative)

A creature is larger than man-sized when it 1s
referred to as “giant,” “gargantuan.” or “enor-
mous’ in a monster description. It is likewise
larger than man-sized if it is a real-world creature
which the DM considers bigger than a man (for
example, a horse). As a rule of thumb, any non-
human-shaped creature whose size is not other-
wise given in a description can be presumed to
be larger than man-sized if it has 4 or more HD.

Special Arttacks

In combat, a halfling may use the Set Spear
vs. Charge mancuver, as described in Chapter 8
under “Combat Mancuvers." They are too small
to urtilize the Lance Auack mancuver, however.




Halfling Experience Table
Artack
Level XP Rank
1 0
2 2,000
3 4,000
4 8,000
5 16,000
6 32,000
7 64,000
8 120,000 A
300,000* B
600,000 C
900,000** D
1,200,000 E
1,500,000 F
1,800,000 G
2,100,000% H
2,400,000 I
2,700,000 J
3,000,000%+ K
* Automatically takes half damage from
any damage-causing spell or spell-like ef-
fect.
** Gains the Fighter Combart Options. Two
attacks per round possible at this level.
t Automatically takes half damage from
any breath weapon.
t+ Three attacks per round possible at this
level.
Fighter Combat Options

When the halfling’s experience point total
reaches 900,000, he gains the Fighter Combart
Options on page 104. For the muluple attacks
option, two attacks are possible at 900,000 expe-
rience points, and three attacks at 3,000,000 ex-
perience points. The halfling can use the smash
and parry options as described, but cannot use
the disarm option effectively against a giant-
sized opponent.

Special Defenses

Experienced halflings become more resistant
to both magic and breath weapons. When the
halfling reaches the 300,000 experience point
mark, he automatically takes only half damage
from any damage-causing spell or spell-like ef-
fect (such as from a magical item). If the effect
allows a saving throw, a successful roll indicates
that he takes only '/« damage.

In addition, when the halfling reaches the
2,100,000 experience point mark, he likewise
automatically takes only half damage from
breath weapons (most notably dragon breath,
but including all sorts of breath weapon attacks),
and takes only '/4 damage if he successfully
makes a saving throw (if the attack allows one).

When modifying sustained damage, always
round fractions down. If the result is '/2 point of
damage or less, the character takes 1 point of
damage.

Woodland Abilities

Outdoors, halflings are difficult to spot, hav-
ing the ability to hide in woods or underbrush.
In such cover, they have a 90% chance to remain
unscen (the DM will roll). Halflings can even

saving throw is successful.

throw is successful.

Halfling Saving Throws Table

Levels 1-3 4-6 7-8
Death Ray/Poison 8 5 2
Magic Wands 9 6 3
Paralysis/ Turn to Stone 10 7 4
Breath Attack* 13 9 5
Rod/Staff/Spell** 12 8 4

* At 2,100,000 XP, halflings take half damage from breath weapons, or one-quarter damage if the

** At 300,000 XP, halflings take half damage from spells, or one-quarter damage if the saving

hide in building interiors such as dungeons,
though not with as much success. In such situa-
tions, if a halfling finds some decp shadows or
cover to hide in, his chance drops 1o 33% if he
cannot find shadows or cover, he has no chance
at all.

This ability is not the same as the thief’s Move
Silently or Hide in Shadows abilities. To use his
ability, the halfling must stay motionless. If he
trics to move to another site, anyone can sce
him.

When your halfling uses this ability, inform
the DM. He'll roll percenule dice (d%) for the
halfling. On a roll of 90 or less, the halfling will
remain unnoticed. On a 91 or greater, observers
with a chance to detect the halfling will do so. In
a dungeon or other building interior, the DM
will roll d% . On a roll of 33 or less, the halfling
remains undetected; on a 34 or greater, an ob-

server who has a chance to detect him will do so.

Indoors, a light bright enough to banish
shadows and illuminate everything well (such as
magical light) will ruin the hiding attempt. Nat-
urally, if the halfling character is himself carrying
a light, it will be impossible for him to hide.

Higher Experience Levels

A halfling reaching 8th experience level is
usually referred to by the title of sheriff. In your
campaign, this may be a merely honorary title,
or the DM may choose to have the halfling char-
acter be elected 1o a local sheriff's position.

Regardless of his experience level, a halfling
may build a stronghold whenever he has the
money and the interest. The stronghold will at-
tract a whole community of other halflings if
constructed in a place suited to their preferences.
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Druid (Optional)

Prime Requisite: Wisdom. Other Require-
ments: Neutral alignment.

Experience Bonus: 5% for Wisdom 13-15,
10% for Wisdom 16-18.

Hit Dice: Starting with 10th level, +1 hit
point per level, and Constitution adjust-
ments do not apply.

Maximum Level: 36; Druid must chal-
lenge and defeat another Druid of the newly-
attained experience level starting at 30th
level.

Armor: Leather armor; shield permicted if
made only of wood and leather.

Weapons: Any non-edged/non-piercing
weapon made with no metal.

Special Abilities: Spells (both druidic and
clerical).

A Neutral cleric of 9th to 29th level may
choose to study nature instead of remaining
among ‘‘civilized” areas. If he does so, he
changes character class and becomes a druid. To
become a druid, the cleric must find and live in a
woodland home, meditating for one to four
(1d4, rolled by the DM) months.

During that time, a higher level druid (usu-
ally 25th level or greater) will find the cleric,
test him for worthiness, and teach him the
principles of druidic philosophy and magic.
(The DM may prefer to handle all that in the
background, or to make a protracted role-
playing adventure out of it.) The new druid

may then join the realm of the druids.

A druid is pure Neutral, never Lawful or Cha-
otic. The druid devotes his life to the balance of
all things and to the study of nature,

Druid items and equipment are all made of
items that were once alive (leather, wood, etc.).
“Dead" things that have never been alive are re-
pulsive to the druid; the character simply won't
want to use or touch them. However, the charac-
ter should not object if others use “dead”
things. Thus, a druid can be a challenging char-
acter to play, but the role can be entertaining.

Druids, unlike clerics, have no power to turn
undead and so have reason to fear undead mon-
sters. They may contact town churches if undead
monsters threaten their realms.

Every druid lives in, protects, and tends a sec-
tion of woodlands. (Druids must live in a natural
setting; they cannot live in a city or town.)
Druids do not think of themselves as owners, but
rather as caretakers, of wilderness. Nearly every
tree in every woodland is cared for by a druid.
Although minor damage to the woods is a fact of
life, druids punish deliberate evil destruction of
trees or nature. Even Chaotic monsters know
this, and avoid harming things of the woods lest
they incur the wrath of the local druid.

The DM and players should be sure not to
abuse this protective role. For example, a party
foraging for food would not be attacked by a
druid unless they killed more animals than they
could eat, wantonly destroyed trees, etc.

The battles of Law and Chaos are not the af-
fairs of the druids, and they may simply watch
such encounters from afar, helping neither side.

When characters perform good deeds in the
woodlands, such as curing wounded animals,
this does not make the druid automatically
friendly. However, assistance in fighting a huge
disaster—such as a magical storm or major forest
fire—could earn the gratitude and possible
friendship of a druid.

Should the druid change alignment, he will
retain all the clerical abilities and clerical spells
which druids can use (but will not regain his
ability to turn undead); he will lose all druid
benefits including druidic spells unless he re-
turns to Neutral alignment.

Druids have unusual abilities that help them
in their woodland role, burt they also have many
restrictions. These are described below.

Class Details

Prime Requisite: A druid's prime requisite is
Wisdom. If a druid has a Wisdom score of 13-15
the character gains a 5% bonus to experience
points carned; if his Wisdom is 16-18, he carns a
10% bonus to experience points.

Hit Dice: A character cannot become a druid
until he has reached at least Name (9th) experi-
ence level as a cleric. Therefore, from then on,
he will receive only 1 hit point per experience
level gained after 9th level.

Armor: The druid may not wear metal armor
or use metal items. He can wear leather armor
and shields made of wood and leather.

Weapons: Druids, like clerics, may not use
piercing or cutting weapons; and even of the
weapon types they can use, they may not have
weapons with metal parts. He can commission
craftsmen to make all-wooden versions of appro-
priate weapons; they cost 50% more than their
counterparts, but otherwise behave identically.

Abilities and Restrictions
Druid Spells

Druids can cast any spells that clerics can (ex-
cept those which affect good or evil, as described
below). Druids also have access to a special list of
druid spells, which normal clerics cannot learn or
cast. The druid is not able to cast more spells per
day than a cleric, but he can use spells from both
cleric and druid spell lists. The principles of cler-
ical and druidic magic and the lists of spells are
found in Chapter 3.

A druid cannot cast any spell that affects good
or evil (protection from evil or dispel evil, for ex-
ample). He must live in a woodland home, rath-
er than in a town or city. He may visit a city
(though he won't feel comfortable there), and
he will always prefer to sleep in the wilderness—
in a cave or other natural shelter if the weather is

bad.

Higher Experience Levels

Druids at Name (9th) level or above receive
the title of druid, whether male or female. There
are only nine druids of 30th level, seven of 31st,
five of 32nd, four of 33rd, three of 34th, two of
35th, and one of 36th (the Great Druid),

When the character reaches 30th level, he
must find and challenge one of the nine 30th
level druids; they will only fight with magic and
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Druid Experience Table
Spells/Level
Level XP 1 2 3 -+ 5 6 7
9 200,000 3 3 3 2 — - -
10 300,000 4 4 3 2 1 _ —_
11 400,000 4 4 | 3 2 - _
12 500,000 i 4 4 3 2 1 —
13 600,000 5 5 4 3 2 2 —
14 700,000 5 b 5 3 3 2 —
15 800,000 6 5 5 3 3 3 -
16 900,000 6 b 5 “ 4 3 =
17 1,000,000 6 6 5 4 4 3 1
18 1,100,000 6 6 3 4 4 ¥ 2
19 1,200,000 7 6 5 4 4 4 2
20 1,300,000 7 6 3 4 4 4 3
21 1,400,000 o 6 3 b 5 4 3
22 1,500,000 7 6 3 5 3 4 4
23 1,600,000 7 7 6 6 5 4 4
24 1,700,000 8 7 6 6 5 5 4
25 1,800,000 8 7 6 6 5 5 5
26 1,900,000 8 7 7 6 6 5 3
27 2,000,000 8 8 7 6 6 6 5
28 2,100,000 8 8 7 7 7 6 5
29 2,200,000 8 8 7 7 7 6 6
30 2,300,000 8 8 8 7 7 7 6
31 2,400,000 8 8 8 8 8 7 6
32 2,500,000 9 8 8 8 8 7 7
33 2,600,000 9 9 8 8 8 8 7
34 2,700,000 9 9 9 8 8 8 8
35 2,800,000 9 9 9 ) 9 8 8
36 2,900,000 9 9 9 9 9 9 9
Druid Saving Throws Table
Levels 9-12 13-16 17-20  21-24  25-28  29-32 33-36
Death Ray/Poison 7 6 5 4 3 2 2
Magic Wands 8 7 6 5 4 3 2
Paralysis/ Turn to Stone 10 8 6 5 4 3 2
Dragon Breath 12 10 8 6 4 3 2
Rod/Staff/ Spell 11 9 7 5 4 3 2

unarmed combat, as weapons are not allowed. If
the player character loses, he stays at 29th level,
losing enough experience points that he is 1 ex-
perience point short of 30th level. Once he’s re-
gained 30th level, he may try again, but cannot
issue another challenge until three months have
passed since his first challenge.

Mystic (Optional)

Prime Requisite: Strength and Dexterity.
Other Requirements: Wisdom and Dexterity
scores of 13 or beter.

Experience Bonus: 5% for Strength 13-15,
10% for Strength 16-18.

Hit Dice: 1d6 per level up to 9th level.
Starting with 10th level, +2 hit points per
level, and Constitution adjustments no long-
er apply.

Maximum Level: 16.

Armor: None; shield not permitted.

Weapons: Any.

Special Abilities: AC bonuses, increased
movement, and martial arts (see Mystic Spe-
cial Abilities Table); (at 9th level) Set Spear
vs. Charge, Fighter Combat Options; Acro-
batics; thief abilities; mystic abilities.

Mystics are monastic humans who follow a
strict discipline of meditation, denial, seclusion,
and mastery of the human body. Mystics are
skilled in unarmed combat. They live in clois-
ters, of monastic communities,

Mystics adventure to gain spiritual growth and
learn the lessons of life outside the cloister. They
rarely adventure with other mystics; they prefer
to attach themselves to adventuring parties con-
sisting of many different types of adventurers.

Mystics receive experience from treasure only
if they donate it 1o the needy. Also, they must
donate (tithe) ten percent of their treasure to
their cloister.

A mystic’s oath is his bond. He must be true
to his oath and strive to repay all debts. Should
he forswear himself (break an oath he has made),
he is expelled from the cloister, may not gain any
new experience levels, loses one level per year
away from the cloister, and may not join any oth-
er, similar, cloister. The DM may allow him a
grand quest to regain his honor and his standing
in the cloister.

Most mystics (75% ) are Lawful, though other
alignments are represented. All are urterly de-
voted to the mystic discipline, which is neither
good nor evil, similar in that respect to druid
philosophy. However, the mystics rely on inner-
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strength, and believe in extraordinary but non-
magical powers (rather than the powers of
nature, as the druids do).

Mystics can often be recognized by their robes
or other unusual garb, but another distinctive
feature is their salute. Upon meeting another
creature presumed to be peaceful, the mystic
raises a fist, covers it with the other hand, and
bows slightly. This symbolizes greetings (the
bow), readiness to fight if necessary (the fist),
but peaceful intentions (the covered fist).

Mystic Experience Table
Level Xp
1 0
2 2,000
3 4,000
B 8,000
5 16,000
6 32,000
7 64,000
8 120,000
9 240,000
10 360,000
11 480,000
12 600,000
13 720,000
14 840,000
15 960,000
16 1,080,000

Class Details

Prime Requisite: The mystic has two prime
requisites, Strength and Dexterity. But since he
must have a score of at least 13 in Dexterity to be
a mystic in the first place, it is his Strength score
that determines his bonus to experience. If a
mystic has a Strength score of 13-15 the character
gains a 5% bonus to experience points earned in
every adventure; if his Strength is 16-18, he
earns a 10% bonus to experience points.

Minimum Scores: A mystic character must
have scores of 13 or better in both his Wisdom
and Dexterity abilities.

Hit Dice: Roll a 6-sided die (1d6) to deter-
mine a mystic’s hit points. A mystic starts with
1d6 (1-6) hit points (plus Constitution bonus, if
any) and gains 1d6 more hit points (plus bonus)
with cach level of experience. Two hit points are
gained for every level beyond 9th level.

Armor: Mystics can never wear armor of any
type, nor can they ever use protective magical
devices (such as rings, cloaks, ctc.); they rely on
their discipline for protection.

Weapons: Mystics are trained to use all weap-
ons, but not all mystics carry them; higher level
mystics especially travel unarmed, or armed only
with a walking-staff which doubles as a quarter-

staff.

Special Abilities

Mystics have a lot of special abilities, which
help compensate for their inability to wear armor
or own personal possessions; we'll describe them
below.

Level: This column shows the mystic’s experi-
ence level.

AC: This column shows the mystic's armor
class. Mystics cannot wear armor, but their ACs
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Mystic Saving Throws Table

Levels 1-3 4-6 7-9 10-12 13-15 16
Death Ray/Poison 12 10 8 6 6 5
Magic Wands 13 11 9 7 6 6
Paralysis/ Turn to Stone 14 12 10 8 7 6
Breath Attack 15 13 11 9 8 7
Rod/Staff/Spell 16 14 12 10 9 8

become lower as they gain in experience due to
their skill in maneuvering.

MV: This column shows the mystic's move-
ment rate. First level mystics move as fast as any
other unarmored characters, but higher level
mystics learn to move very, very fast indeed.

Hand Attacks—# AT: Mystics are very effective
fighters; as they go up in levels, they are able to
attack multiple times per round, and this
column shows how many times per round they
may attack. Mystics use this column when attack-
ing cither bare-handed or when using melee
weapons.

Hand Attacks—Damage: When mystics fight
bare-handed, they use this column to find the
amount of damage they do. They do add
Strength bonuses to the amount of damage
shown.

Martial Arts

Mystics are able to fight very effectively with-
out using weapons or magic. They utilize a form
of unarmed combat as part of their mystical
training. They call this training “the discipline,”
but others often call it “martial arts.” The disci-

pline involves physical training, meditation,
philosophy, and comprehension of the forces of
the universe, and mystics are taught to resolve
difficult situations peacefully whenever possible;
for these reasons, mystics do not care to have
their lifestyles referred to as “'martial arts,” as the
term suggests that all they do is fight. The mys-
tics’ discipline is presumed to integrate and vast-
ly improve upon the bare-handed combat
techniques described in Chapter 8.

As you can see in the Mystic Special Abilities
Table on the next page, mystics can strike more
often than normal humans, elude attacks better
(their enhanced AC), and deal more damage
when fighting barchanded. They can also fight
with weapons, and can use their multiple attacks
per round with melee and thrown weapons (but
not missile weapons).

In addition, when fighting unarmed, they can
often hurt monsters which can ordinarily only be
hit by magical weapons. Though a mystic's
hands are not magical, an experienced mystic
can use them effectively against creatures im-
mune to normal weapons, as shown in the Mystic
Unarmed Attack Equivalents Table.
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Mystic Unarmed Attack Equivalents Table
Weapon
Level Equivalent
2 Silver Weapon
5 + 1 weapon
8 + 2 weapon
11 + 3 weapon
14 +4 weapon
16 +5 weapon

These 