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INTRODUCTION

You are one of a very special group of people: AD&D game Dungeon
Masters. Your job is not an easy one. It requires wit, imagination, and
the ability to think and act extemporaneously. A really good Dungeon
Master is essential to a good game.

The Dungeon Master's Guide is written for Dungeon Masters.
Discourage players from reading this book and certainly don't let
players consult it during the game. As long as the players don't know
exactly what's in the Dungeon Master's Guide, they'll always wonder
what you know that they don't. It doesn’t matter whether you have
secret information; even if you don't, as long as the players think you
do, their sense of mystery and uncertainty is maintained.

An exception to this caveat is made with regard to the pages in this
tome that present new character races and classes that you, as DM,
have deemed appropriate for your AD&D game. These new, optional,
races and classes are provided within this tome as expanded character
creation options.

Also, this book contains essential rules that are not discussed in the
Player's Handbook. Some of these rules the players will learn quickly
during play - special combat situations, the costs of hiring NPCs, etc.
Others, however, cover more esoteric or mysterious situations, such as
the nature of artifacts and other magical items. This information is in the
Dungeon Master's Guide so the DM can control the players’ (and
hence the characters’) access to certain bits of knowledge. In a
fantasy world, as in this world, information is power. What the
characters don't know can hurt them (or lead them on a merry chase
to nowhere). While the players aren’t your enemies, they aren't your
allies, either, and you aren't obligated to give anything away for
nothing. If characters go hunting wererats without doing any research
beforehand, feel free to throw lots of curves their way. Reward those
characters who take the time to do some checking.

Besides rules, you'll find a large portion of this book devoted to
discussions of the principles behind the rules. Along with this are
examinations of the pros and cons of changing the rules to fit your
campaign. The purpose of this book, after all, is to better prepare you
for your role as game moderator and referee. The better you
understand the game, the better equipped you'll be to handle
unforeseen developments and unusual circumstances.

One of the principles guiding this project from the very beginning, and
which is expressed throughout this book, is this: The DM has the primary
responsibility for the success of his campaign, and he must take an
active hand in guiding it. That is an important concept. If you are
skimming through this infroduction, slow down and read it again. It is
crucial you understand what you are getting into.

The DM'’s "active hand” extends even to the rules. Many decisions
about your campaign can be made by only one person: you. Tailor
your campaign to fit your own style and the style of your players.

You will find a lot of information in this book, but you won't find pat
answers to all your questions and easy solutions for all your game
problems. What you will find instead is a discussion of various problems
and numerous friggers intended to guide you through a thoughtful
analysis of situations that pertain to your campaign.

The rules of the AD&D 3rd Edition game are balanced and easy to use.
No roleplaying game we know of has been playtested more heavily
than this one. But that doesn’'t mean it's perfect. What we consider to
be right may be unbalanced or anachronistic in your campaign. The
only thing that can make the AD&D game “right” for all players is the
intelligent application of DM discretion.

In short, follow the rules as they are written if doing so improves your
game. But by the same token, break the rules only if doing so improves
your game.

Note: Everything in this book assumes that you are familiar with the
Player's Handbook. To make your job easier, the Player's Handbook and
Dungeon Master's Guide have parallel organization. That means if you
know where to find something in the Player’'s Handbook, you also know
where to find it in this book.

Being a Good Dungeon Master

Being a good Dungeon Master involves alot more than knowing the rules.
It calls for quick wit, theatrical flair, and a good sense of dramatic timing
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- among other things. Most of us can claim these atfributes to some
degree, but there's always room for improvement. Fortunately, skills like
these can be learned and improved with practice. There are hundreds
of tricks, shortcuts, and simple principles that can make you a better,
more dramatic and more creative game master.

But you won't find them in the Dungeon Master's Guide. This is a
reference book for running the AD&D game. We tried to minimize
material that doesn’t pertain to the immediate conduct of the game.
If you have never played a roleplaying game before but are eager to
learn, find a group of people who already play the game and join them
for a few sessions.

CHARACTER CREATION

Each player is responsible for creating his character. As the DM,
however, your decisions have a huge impact on the process. You have
final approval over any player character that is created. This chapter
outlines what you should consider about character creation and gives
guidelines on how to deal with some of the common problems that
arise during character creation.

Generating Ability Score

The following methods are different from one another. Some produce
more powerful characters than others (although none produces
extremely powerful characters). For this reason, every player in your
game should start out using the same method. The default method of
generating ability scores, as per page 3 of the Player's Handbook, is
Method V.

If, at some later point in your campaign, you want to change methods,
simply announce this to your players. Try to avoid making the
announcement just as a player starts rolling up a new character, lest
the other players accuse you of favoritism. You know you aren't playing
favorites, but it doesn't hurt to avoid the appearance. The advantages
and disadvantages of each dice-rolling method are described below.

Method | (3dé, in order)

This is the fastest and most straightforward. There are no decisions to
make while rolling the dice, and dice rolling is kept to a minimum. Ability
scores range from 3 to 18, but the majority fall in a range from 9 to 12.

Typically, a character will have four scores in the average range, one
below-average score, and one above-average score. A few lucky
players will get several high scores and a few unlucky ones will get just
the opposite. Characters with exceptional ability scores will tend to
stand out from their comrades.

Method | Disadvantages: First, some players may consider their
characters to be hopelessly average. Second, the players don't get
many choices. Using Method |, only luck enables a player fo get a
character of a particular type, since he has no control over the dice.
Most characters have little choice over which class they become: Only
one or two options will be open to them. You might let players discard
a character who is totally unsuitable and start over.

Method Il (3dé twice, keep desired score)

This method gives players better scores without introducing serious
ability inflation. It also gives them more control over their characters.
The average ability is sfill in the 9 to 12 range, and players can
manipulate their results to bring the characters they create closer to
the ideal characters they imagine. Exceptional player characters are
still rare, and unusual character classes are still uncommon, but few
characters will have below-average scores.

Method Il Disadvantages: Creating the character takes slightly longer
because there are more dice to roll. Despite the improved choices, a
character might still not be eligible for the class the player wants.

Method lll (3dé, arranged to taste)

This method gives the players more choice when creating their
characters yet still ensures that, overall, ability scores are not excessive.
Bad characters are still possible, especially if a player has several poor
rolls. The majority of characters have average abilities. Since players
can arrange their scores however they want, it is easier to meet the
ability requirements of a given class.
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Method Ill Disadvantages: This method is more time-consuming than |
or ll, especidlly if players try to “minimize/maximize” their choice of race
and class. (To minimize/maximize, or min/max, is to examine every
possibility for the greatest advantage.) Players may need to be
encouraged to create the character they see in theirimaginations, not
the one that gains the most pluses on dice rolls.

Method IV (3dé twice, arranged to taste)

This method has all the benefits of methods Il and Ill. Few, if any,
characters are likely to have poor scores. Most scores are above
average. The individual score ranges are still not excessively high, so
fruly exceptional characters are still very rare. However, the majority of
characters are significantly above the norm.

Method IV Disadvantages: This method tends to be quite slow. Players
spend a lot of time comparing different number combinations. New
players easily can be overwhelmed by the large number of choices
during this process.

Method V (4dé, drop lowest, arrange as desired)
Before choosing to use this method, think about how adventurers fit info
the population as a whole. There are two schools of thought.

One holds that adventurers are no different from everyone else (except
for being a litfle more foolhardy, headstrong, or restless). The man or
woman down the street could be an adventurer - all that's required is
the desire to go out and be one. Therefore, adventurers should get no
special bonuses on their ability rolls.

The other school holds that adventurers are special people, a cut
above the common crowd. If they weren't exceptional, they would be
laborers and businessmen like everyone else. Player characters are
heroes, so they should get bonuses on their ability rolls to lift them above
the rabble.

If you choose method V for creating player characters, then you agree
with this second view and believe that adventurers should be better
than everyone else. This method creates above-average characters.
They won't be perfect, but the odds are that even their worst ability
scores will be average or better. More scores push into the exceptional
range (13 and greater). It is easy for a player to create a character of
any class and race.

Method V Disadvantages: Like other methods that allow deliberate
arrangement of ability scores, this one takes some time. It also creates
a tendency foward ‘“super” characters. Unless you have a
considerable amount of experience as a DM, however, beware of
extremely powerful characters. They are much more difficult to
challenge and control than characters of moderate power. On the
plus side, their chance for survival at lower levels is better than
“ordinary” characters. See “Super Characters,” below, for more on this
subject. One last point about method V: High ability scores are less
exciting under this method, since they are much more common.

Giving Players What They Want

Players in most AD&D games use the same character over many game
sessions. Most players develop strong ties to their characters and get a
thrill from watching them advance, grow, and become more
successful and powerful. Your game's success depends on how much
your players care about their characters. For these reasons, it is
important to let the players create the type of characters they really
want to play.

At the same time, watch out for a tendency in some players to want
the most powerful character possible. Powerful characters are fine if
that's the sort of campaign you want. A problem arises, however, if
players are allowed to exploit the rules, or your good nature, to create
a character who is much more powerful than everyone else’s
characters. At best, this leads to an unbalanced game. At worst, it
leads to bored players and hurt feelings.

Super Characters

One of the great temptations for players is fo create super characters.
While this is not tfrue of every player all the time, the desire for power
above everything else afflicts most players at one time or another.

Many players see their characters as nothing more than a collection of
numbers that affects game systems. They don’t think of their characters

as persondalities to be developed. Players like this want to "win" the
game. These players are missing out on a lot of fun.

If players are creafting new characters for your campaign, you
probably won't have to deal with such super characters. Players can
start with ability scores greater than 18 only if the race grants a bonus,
but this is extremely rare. Later in the campaign, magic might raise
ability scores higher.

The greatest difficulty occurs when a player asks to bring in a character
from another campaign where characters are more powerful. Unless
you are prepared to handle them, super characters can seriously
disrupt a campaign: Players with average characters gradually
become bored and irritated as the powerful characters dominate the
action. And players with powerful characters feel held back by their
weaker companions. None of this contributes to harmony and
cooperation among the characters or the players.

Cooperation is a key element of roleplaying. In any group of player
characters, everyone has strengths to contribute and weaknesses to
overcome. This is the basis for the adventuring party - even a small
group with sufficiently diverse talents can accomplish deeds far greater
than its size would indicate.

Now, throw in a character who is an army by himself. He doesn’t need
the other characters, except perhaps as cannon fodder or bearers. He
doesn't need dallies. His presence alone destroys one of the most
fundamental aspects of the game - cooperation.

There are no absolute rules to define a super character, since the
definition will vary from campaign to campaign. Characters who are
average in your game may be weaklings in your friend's campaign. His
characters, in turn, could be frail compared to other groups. Some
experience is required to strike the right balance of power, but
characters created using the same method should, at least, be
comparable.

When someone brings a character from a different campaign and
wants to use him in your game, compare the proposed character to
those already in the game. You don't want him to be too strong or too
weak. Certainly, you should be wary of a character whose ability
scores are all 18s!

If you decide a character is too powerful, the player has two choices.
First, he can agree to weaken the character in some fashion (subject
to your approval). This may be as simple as excluding a few magical
items (“No, you can't bring that holy avenger sword +5 that shoots
fireballs info my campaign!”) or barring the player from using certain
special abilities (“I don't care if your previous DM gave your character
the Evil Eye, you can't jinx my dice rolls!”). If this sort of change seems
too drastic or requires altering ability scores or levels, a better option is
simply to have the player create a new character. The old character
can be used, without tinkering, in the campaign for which he was
created. The new character, more appropriate fo your campaign, can
develop in your game. Remember that just because another DM
allowed something is no reason you have to do the samel!

Hopeless Characters

At the other extreme from the super character is the character who
appears hopeless. The player is convinced his new character has a
fatal flaw that guarantees a quick and ugly death under the claws of
some imaginary foe. Discouraged, he asks to scrap the character and
create another.

In reality, few, if any, characters are truly hopeless. Certainly, ability
scores have an effect on the game, but they are not the overwhelming
factor in a character’s success or failure. Far more important is the
cleverness and ingenuity the player brings to the character.

When a player bemoans his bad luck and "hopeless” character, he
may just be upset because the character is not exactly what he
wanted. Some players write off any character who has only one
above-average ability score. Some complain if a new character is not
ideally suited to a particular class or race. Others complain if even one
ability score is below average. Some players become stuck in super-
character mode. Some want a character with no penalties. Some
players cite numerical formulae as proof of a character’s hopelessness.
In reality, there is no such hard and fast formula.

Before you agree that a character is hopeless, consider the player’s
motives. Try to be firm and encourage players to give “bad”



characters a try. They might actually enjoy playing something different
for a change.

A character with one or more very low score (6 or less) may seem like a
loser, like it would be no fun to play. Quite simply, this isn't frue! Just as
exceptionally high scores make a character unique, so do very low
scores. In the hands of good roleplayers, such characters are
fremendous fun. Encourage the player to be daring and creative.
Some of the most memorable characters from history and literature
rose to greatness despite their flaws.

In many ways, the completely average character is the worst of all.
Exceptionally good or exceptionally bad ability scores give a player
something to base his roleplaying on - whether nimble as a cat or dumb
as a box of rocks, at least the character provides something exciting to
roleplay.

Average characters don't have these simple focal points. The unique,
special something that makes a character stand out in a crowd must
be provided by the player, and this is not always easy. Too many
players fall into the *he's just your basic fighter” syndrome. In truth,
however, even an average character is okay. The only really hopeless
character is the rare one that cannot qualify for any character class.
The playability of all other characters is up to you.

All of the above notwithstanding, you don't want to force a player to
accept a character he doesn’treally like. All you will dois lose a player.
If someone redally is dissatisfied, either make some adjustments to the
character or let him roll up a new one.

Players with Multiple Characters

Each player usually controls one character, but sometimes players may
want or need more. Multiple player characters are fine in the right
situation.

Once your campaign is underway and players learn more about the
game world, they may want to have characters in several widely
scatftered areas throughout that world. Having multiple characters
who live and adventure in different regions allows a lot of variety in the
game. The characters usually are spread far enough apart so that
events in one region don't affect what transpires in the other.

Sometimes players want to try a different class or race of character but
do not want to abandon their older, more experienced heroes. Again,
spreading these characters out across the world is an effective means
of keeping them separate and unique.

Whenever possible, avoid letting players have more than one
character in the same area. If, for some reason, players must have
more than one characterin an area, make sure that the characters are
of significantly different experience levels. Even this difference should
keep them from crossing paths very often.

If multiple player characters are allowed, each character should be
distinct and different. It is perfectly fair to rule that multiple characters
controlled by one person must be different classes -perhaps even
different races. This helps the player keep them separate in his
imagination.

If a player has more than one character available, ask him to choose
which character he wants to use for the adventure - before he knows
what the adventure is about. If a single adventure stretches across
several playing sessions, the same character should be used
throughout. All of the player’'s other characters are considered busy
with something else during this time.

Avoid letting players take more than one character along on a single
adventure. This usually comes up when the group of characters
assembled for the planned adventure is too smalll to undertake it safely.
The best solution to this problem is to adjust the adventure, use a
different adventure entirely, or supplement the party with NPC hirelings.

Multiple Character Problems

Playing the role of a single characterin depthis more than enough work
for one person. Adding a second character usually means that both
become lists of numbers rather than personalities.

Shared ltems: One single player/multiple character problem that needs
to be nipped in the bud is that of shared equipment. Some players will
frade magical items, treasure, maps, and gear back and forth among
their characters. Do not allow this! Even though one player controls
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both characters, those characters are not clones. Their equipment and
treasure are extremely valuable. Would a character loan magic items
to a character controlled by another player?2 How about an NPC?2
Probably not, on both counts. Unless the character is (foolishly)
generous in all aspects of his personality, you have every right to
disallow this sort of behavior.

Shared Information: Information is a much more difficult problem. Your
players must understand the distinction between what they know as
players and what their characters know. Your players have read the
rules and shared stories about each other’s games. They've forn out
their hair as the entire party of adventurers was turned into lawn
ornaments by the medusa who lives beyond the black gateway. That
is all player information. No other characters know what happened to
that group, except this: they went through the black gateway and
never refurned.

The problem of player knowledge/character knowledge is always
present, but it is much worse when players control more than one
character in the same region. It takes good players to ignore
information their characters have no way of knowing, especially if it
concerns something dangerous. The best solution is to avoid the
situation. If it comes up and players seem to be taking advantage of
knowledge they shouldn’'t have, you can discourage them by
changing things a bit. Still, prevention is the best cure.

And remember, when problems arise (which they will), don't give up or
give in. Instead, look for ways to turn the problem into an adventure.

oy 7"'}*\:‘ i /a\\\y\y :
PLAYER CHARACTER RACES

Many factors affect a character’s background. Two of the most
important are his race and his character class. In a sense, a character’s
class is his profession. Some characters are fighters, some are magic-
users, some are clerics, and so on. A character’s race may affect which
character classes are available to him. Only humans, half-elves and
half-orcs have unlimited class options. All non-human races are limited
fo some extent. There are two reasons for this:

First, the restrictions are intended to channel players into careers that
make sense for the various races. Dwarves and halflings are resistant to
arcane magic and, to a certain degree, incapable of shaping arcane
energy - they can't be magic-users. Similar situations exist for the other
demihuman races.

Second, the demihuman races have advantages that are not
available to humans. Flexibility, the ability to choose from among all the
classes, is one of humanity’s advantages.

Allow non-standard race/class combinations only on a case-by-case
basis. If you institute a general rule - *Gnomes can now be barbarians”
- you will suddenly find yourself with six player character gnome
barbarians. If a player desperately wants to play a gnome barbarian,
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ask him to come up with a thoughtful rationale explaining why this
gnome is a barbarian. It must be plausible and consistent with your
campaign setting. If the rationale satisfies you, allow that player, and
only that player, to play a gnome barbarian. Explain to the other
players that this is an experiment.

Don't allow any other gnome barbarians in the game until you have
seen the first one in action long enough to decide whether the class fits
info your game. If it does, congratulations - you've broadened your
players’ horizons. If it doesn't you may have to tell the gnome
barbarian player to retire the character or convert him to a normal
fighter. Never allow someone to continue playing a character who is
upsetting your game.

By following this simple rule, you can test new race/class combinations
without threatening your campaign. Moderation is the key to this type
of experimentation.

Incorporating New Player Races

The races listed in the Player's Handbook are only a few of the possible
inteligent races populating the worlds of the AD&D game.
Adventurous DMs and players may want o experiment with characters
of other races, such as orcs, lycanthropes, ogres, lizardmen, or even
dragons.

Before you do this, however, you need to know very clearly what you
are getting into. Unrestricted or ill-considered use of non-standard
races can easily and quickly destroy a campaign. Always consider a
new race from a variety of angles: How does the new race fit with the
other player characters2 How does it fit in the campaign in general?
What could you accomplish with this race that you couldn’'t with
another?

The majority of players who want to play an unusual race desire only
the thrill and excitement of a truly challenging roleplaying situation.
There are, however, a few players who see such races as a way to take
advantage of game systems and campaign situations. You are well
advised to move slowly and carefully in this area.

Allowing player characters of unusual races infroduces a whole new
set of problems. In creating a new non-human or demihuman player
character race, the rules and guidelines below should be followed to
preserve game balance:

1. The race should be humanoid (i.e., it must have two hands, at
least two legs, and stand generally upright). The race must be
able to move about on land. It must also be intelligent. An orc or
a centaur would be acceptable.

2. The race cannot possess special abilities beyond the scope of
those already given for the other player character races.
Although a dragon can polymorph into human form, it makes an
unlikely player character because it has a breath weapon, can
change shape, can cast spells, and is not humanoid in its natural
state. A brownie probably would not be a player character
because it, too, has abilities beyond those of the standard player
character races.

3. The race cannot be exira-dimensional or draw on exira-
dimensional powers. It should not have innate spellcasting ability,
be undead, or possess magic resistance.

4. The race should be cooperative and willing to interact with the
human world. Duergar, a race of deep-dwelling dwarves, have
no desire to deal with humans and avoid contact whenever
possible. Satyrs resent intruders into their woods and glades,
which rules them out as player characters. You must judge this
criterion based on the conditions in your game world.

If these conditions are met, the race can be considered as a possible
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player character race. Some examples of races that definitely fit the
profile are half-orcs, orcs, half-ogres, lizardmen, goblins, centaurs, and
kobolds.

When experimenting with a new player character race, allow only one
at the start. Do not begin your experiment with a whole party of half-
ogres! Start slowly, involving only one player. If the new race is too
powerful, it can be easily eliminated. Once the new race is selected,
the real work begins. Examine the race and apply all of the following
guidelines to it.

Character Abilities

All races, regardless of type, use the same ability generation method
as all other player characters. Their scores will range from 3 to 18 unless
modified by pluses or minuses.

Creature sizes, defined in the Monstrous Manual, affect abilities as
follows: Creatures of Small size have at least a -1 modifier to Strength.
Creatures of Large size have a +1 or +2 modifier to Strength. Those with
less than average intelligence (as determined by the DM or as listed in
the Monstrous Manual) suffer a -1 penalty to Inteligence and those
exceptionally intelligent or greater gain a +1 bonus. All other ability
modifiers are assigned by the DM. Any race with an ability bonus,
particularly to strength, should have an equal penalty to another ability
score.

Racial Ability Limits

It is possible for a creature to have seemingly illogical ability scores.
However, you can set minimums and maximums on these. The Player's
Handbook shows these limits for the standard player character races. It
is the DM’s job to do the same for non-standard races.

As a guide, creatures of large size should have a ceiling of 17 to
Dexterity. Dull-witted creatures (those of low intelligence) should have
a limit of 15 to Intelligence.

The DM can waive any requirements if, for example, a player wants (or
rolls) a hill giant character with Strength of 11.  Some rationale should
be offered, however. In the case of the weakling hill giant, perhaps he
was the runt of the family, cast out by his fellows and forced to take up
adventuring.

Character Classes

The DM must judge what character classes the new race can be. Use
the information in the next section as your guide and start with a narrow
range of options. You can always widen it later. While almost any sort
of creature can be a fighter, very few can be monks or paladins.

Alignment

The Monstrous Manual lists alignments for most races. Player characters
of that race will tend to be of that or a similar alignment but may, given
a plausible back-story, be of any alignment.

Hit Points
All creatures roll their Hit Points using the die appropriate to their chosen
class.

Level Advancement

The character progresses like all others of the same character class.
Being a non-standard race does not give the player character any
special benefits to his character class.




Armor

Most creatures (i.e. orcs, gnolls, and goblins) have an Armor Class of
10 (and thus wear armor for protection). Some creatures, however,
have natural armor which is retained by the player character. These
characters gain the benefit of a +1 bonus to their AC only if light armor
(such as leather or padded armor) is worn.

If heavier armor is worn, natural armor is ignored and Armor Class is
determined by the armor being worn. Odd-sized and odd-shaped
creatures can't wear off-the-shelf armor; it must be made to order and
costs extra (and takes longer to make).

Movement
The creature’s Movement Rate is the same as that listed in the
Monstrous Manual.

Attacks

The player character is allowed the number of attacks given his
character class and level, not the number listed in the monster
description in the Monstrous Manual.
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Size Problems

Players who play Large-sized creatures hoping to get an advantage
over others should quickly discover many problems they didn't
anticipate. Consider the plight of the player who decides to have a
hill giant. Right away, he'll have a hard time buying basic equipment.
Who makes pants for giants in a human town?2 Everything must be
special ordered at two to four times - or more - its normal cost.

This is a minor inconvenience compared to other difficulties. Buildings
and dungeons are built for humans and other Medium-sized creatures,
denying the large fellow the opportunity for both a hearty drink and
exciting adventure. Even the toughest character will tire of drinking
from measly cups and buying five dinners at a time. Will he enjoy
spending the night in a leaky stable while his companions enjoy warm
feather beds upstairs in the inn2
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Days of fraveling will quickly show him the joys of walking while
everyone else rides (no horse can carry him), especially when his
companions gallop spryly away from oncoming danger, leaving him
inits path. The costs of replacing broken furniture will quickly become
prohibitive. Ropes will have an annoying tendency to break when the
big lunk tries to climb them. And the hill giant better have at least 20
friends handy to pull him out of that 30’ pit!

NPC Reactions

On the personal side, expect NPCs to have strong negative feelings
about unusual player character races, even to the point of bigotry
and hatred. These reactions will make life more difficult for the player
character, but they are the price the player pays for his unusual
choice.

New Races and Subraces (Optional)

The characterrace tables below show new races and subraces that you
may wish to make available to player characters. By making these
available in your game player characters are not restricted to the racial
subtypes presented in the Player’'s Handbook: dwarves need not be
limited to being hill or mountain dwarves; elves and half-elves can be
other than of high, grey, or wood elven stock; and gnomes are not
restricted to being "surface gnomes.”

The special characteristics of the additional subraces and the new
player race, the half-ogre, are given on the following pages.

For easy reference two tables are given below in order that players can
select the racial stock of their characters based on the abilities
generated and with an eye towards what classes the characters will be.

Penalties and Bonuses for Race: Certain racial stocks excel in certain
ability areas and have shorfcomings in others. These penalties and
bonuses are applied to the initial ability scores generated by a player for
his character as soon as the racial stock of the character is selected and
the modified ability scores then are considered as if they were the actual
ability scores generated for all game purposes. These penalties and
bonuses are shown below.

Ability Adjustments by Racial Type or Subtype

Race Ability Adjustments
Dwarf, Gray Constitution +1, Charisma -1

Inteligence +1, Dexterity +1, Charisma +1,

Bif. Dark {female) Strength -1, Constitution -1

Inteligence +1, Dexterity +1,

Elf, Dark (male
( ) Wisdom -1, Constitution -1

EIf, Wild Dexterity +1, Constitution -1

Gnome, Deep Constitution +1, Charisma -1

Strength +2, Constitution +2,

Half-Ogre
9 Intelligence -1, Dexterity -1, Charisma -2

Initial Ability Score Limits by Racial Type or Subtype

Race Initial Ability Score Limits
Dwarf, gray Constitution 19, Charisma 17
Elf, Dark (female) Dexterity 19, Strength 17, Constitution 17
Elf, Dark (male) Dexterity 19, Wisdom 17, Constitution 17
EIf, Wild Dexterity 19, Constitution 17
Gnome, Deep Constitution 19, Charisma 17

Strength 19, Constitution 19, Intelligence 15,

Half-Ogre Dexterity 15, Charisma 13

The maximum initial ability scores listed include ability adjustments by
race. Unless indicated otherwise on the table above, all ability scores
have a limit of 18. Magic may alter ability scores above these values.
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Character Class Preference by Race

Dwarf, Dwarf, EIf, Elf, Grey EIf,
Class Gray Hillor Min  Dark or High Wild
Assassin Yes - Yes - -
Barbarian No - No No
Bard - - - Yes -
Cleric Yes Yes Yes Yes No
Druid - - - Yes Yes
Fighter Yes Yes Yes Yes Yes
Magic-User No No Yes Yes No
Monk No No No No No
Paladin = - - - No
Psionicistt Yes - - -
Ranger - - - Yes Yes
Thief Yes Yes Yes Yes Yes

Character Race

EIf,
Wood

No
Yes
Yes
Yes
Yes

No

Yes

Yes

Gnome Half-Elf Halfling (H)‘;I:e Half-Orc Human
= Yes - - Yes Yes
No - No Yes Yes Yes
= Yes - No - Yes
Yes Yes Yes - Yes Yes
- Yes Yes - - Yes
Yes Yes Yes Yes Yes Yes
Yes Yes No No - Yes
No - No No - Yes
= - - No - Yes
- - - - - Yes
o Yes - - - Yes
Yes Yes Yes - Yes Yes

T See Appendix A of the Player's Handbook for rules on the psionicist class and the use of psionics in your game.

A "yes” indicates that a character of that race or subrace prefers a given class. A "-" indicates that a character of that race or subrace may choose that
class, though such a choice would be atypical. A “no” indicates that a character of that race or subrace cannot select that particular class without their
DM'’s approval, as characters with that race and class combination are exceedingly rare.

NEW RACE DESCRIPTIONS
Dwarves, Gray (Duergar)

Gray dwarves, also known as
duergar, are usually found only in the
subterranean depths of the earth.
While the majority of the members of
this subrace are of lawful evil
alignment (with neutral tendencies),
gray dwarven player characters may
be of any alignment. Duergar are
thinner than other dwarves, almost
emaciated in appearance, and their
skin and hair color ranges from
medium to dark gray.

Ability Adjustments

Because of their sturdy builds, duergar
add 1 to their initial Constitution
scores. Their dour and suspicious
natures cause them to subtfract 1 from
their initial Charisma scores.

Combat Bonuses

Duergar have retained the defensive expertise of dwarves against
giantkind. They gain a +2 bonus to Armor Class when attacked by
giantkind (ettins, ogres, trolls, and giants).

Darkvision 120’

Duergar can see in complete darkness to a distance of 120. Brightly
lit areas, such as areas lit by a torch or lantern, spoil their Darkvision.

Immunities and Resistances

Duergar are highly resistant to magic, gaining a +4 bonus to all Saving
Throws versus magic. Duergar are immune to illusion/phantasm spells,
poisons, and paralyzation spells and effects.

Level Equivalency

All duergar characters, due to their racial abilities, add 2 to their
character level when determining the experience needed to progress
inlevel. Assuch, a 1stlevel duergar cleric would effectively be 3 level
for the purposes of determining the experience points needed to
reach next level. Thisincrease in effective level only serves to slow level
advancement and grants no benefits to the character’s level-based
abilities, Attack Bonus, or Proficiency Bonus.

Light Sensitivity

Gray dwarves live most of their lives deep beneath the surface of the
earth. They will not venture forth into the surface world except at night
or on the gloomiest of overcast days. Duergar suffer a -2 penalty to
attack rolls, Armor Class, and Dexterity checks when in daylight.
Spellcasters and psionicists must make a DC 10 Concentration Check
in order to successfully cast spells or activate psionic abilities while in
daylight. The relatively dim light given off by such sources as torches,
lanterns, magic weapons, Light spells, and Faerie Fire spells does not
adversely affect a gray dwarf.

Permitted Classes

Duergar may advance in all character classes except for the
barbarian, monk, and magic-user. Their preferred classes are the
assassin, cleric, fighter, psionicist, and thief.

Proficiencies
Duergar begins play proficient in the following skills:
(Undercommon and Dwarven) and Profession (Miner).

Languages

Size and Movement Rate

Even though duergar typically stand little over 4’ tall they are
considered Medium-sized due to their broad shoulders and sturdy
build. Duergar move at a rate of 45’ per round due to their short
stature.

Skill Bonuses

Duergars' expertise at mining and working stone allows them to spot
unusual or unique stonework construction. Duergar gain a +2 bonus to
all Craft, Perception, and Profession checks when dealing with
stonework construction, including finding secret doors and stonework
fraps. When passing within 10" of a secret door, duergar automatically
make a Perception skill check to notice it.

As natural miners, duergar can automatically determine how far
below ground they are and can automatically determine which
direction they are traveling in when under ground.

Duergar have the ability o move about noiselessly and conceal
themselves. They gain a +2 bonus to all Stealth checks.

Spell-like Abilities

All duergar may use the following spell-like abilities once per day:
Enlarge Person, Invisibility, and Reduce person. These abilities function
as the spells of the same name but may only be cast by duergar upon
themselves. The caster level is equal to the duergar character’s level.



Elves, Dark (Drow)
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Dark elves, also known as drow, are the most divergent of the elven
subraces. Their form similar to that of other elves, but their skin color is
the inky black of a moonless night and their hair is normally pure white
or silver.

A dark elf player character is considered an outcast from his
homeland deep within the earth, whether by matter of choice,
alignment, or merely being on the losing side of some family-wide
power struggle.

As such, drow characters do not have immediafe access to the
weaponry, armor, cloaks, and poisons that are normally found in the
possession of non-player characters of this subrace. Likewise, the
default magic resistance rating possessed by NPC dark elves must be
slowly gained by dark elf player characters. It is likely that, for NPC
drow, this ability comes as a result of their extended dabbling in the
dark arts as well as the blessings of demoness Lolth. Once having
made the decision to leave their homeland, a drow player character
can only gain magic resistance through level advancement.

Player character drow can still rise in power and dominate fellow dark
elves, should they attempt areturn to their people. In drow society only
females may be clerics, priestesses to the demon queen Lolth, though
player characters are not bound by this restriction (unless they choose
Lolth as their patron deityl).

All dark elves can use a Knowledge: Language skill proficiency to learn
Drow Sign, a language of complex hand signals and gestures,
combined with facial expressions and body language. The range of
communication in this silent fongue is only 60’, but it is as informative
as any other language within that range. Only the drow may fully
master this tongue, though other races may be taught its basic signs
and symbols.

Ability Adjustments

Drow males and females gain different ability score adjustments due
the vastly different roles of the two genders in drow society and due
to Lolth’s blessings upon female drow.

Drow females gain a +1 bonus to their initial Intelligence, Dexterity, and
Charisma scores, but suffer a -1 penalty to their Initial Strength and
Constitution scores.

Drow males, on the other hand, gain a +1 bonus fo their initial
Intelligence and Dexterity score, but suffer a -1 penalty fo their initial
Wisdom and Constitution scores.

Combat Bonuses
Dark elves are trained in the use of two-weapon combat and offset
two-weapon fighting penalties by 2.

Darkvision 120’
Dark elves can see in complete darkness to a distance of 120'. Brightly
lit areas, such as areas lit by a torch or lantern, spoil their Darkvision.

Immunities and Resistances
Dark elves are immune to ghoul’s paralysis, just as their surface cousins
are. Drow are also immune to all magical sleep and charm effects.
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Drow are highly resistant to magic, gaining a +4 bonus to all Saving
Throws versus magic.

Player character dark elves have an MR rating equal to their
Proficiency Bonus (to a maximum Magic Resistance rating of 10 at 20t
level). The Magic Resistance rating of 10 possessed by NPC dark elves
is not shared with player character drow, who are considered to have
abandoned their homeland.

Level Equivalency

Female drow characters, due to their racial abilities, add 2 to their
character level when determining the experience needed to progress
in level. Male drow characters add 1 to their character level when
determining the experience needed to progress in level due to their
limited abilities.

As such, a 1st level female drow magic-user would effectively be 3@
level for the purposes of determining the experience points needed to
reach nextlevel. Thisincrease in effective level only serves to slow level
advancement and grants no benefits to the character’s level-based
abilities, Attack Bonus, or Proficiency Bonus.

Light Sensitivity

Drow live most of their lives deep beneath the surface of the earth.
They will not venture forth into the surface world except at night or on
the gloomiest of overcast days. Drow suffer a -2 penalty to attack rolls,
Armor Class, and Dexterity checks when in daylight. Spellcasters and
psionicists must make a DC 10 Concentration Check in order to
successfully cast spells or activate psionic abilities while in daylight. The
relatively dim light given off by such sources as torches, lanterns,
magic weapons, Light spells, and Faerie Fire spells does not adversely
affect a dark elf.

Permitted Classes

Dark elves may advance in all
character classes except for the
barbarian  and  monk. Their
preferred classes are the assassin,
cleric (for females), magic-user (for
males), fighter, and thief.

Proficiencies

Drow begin play proficient in the
following  skills: Languages
(Undercommon and Elven) and
Profession (Miner). They also have
proficiency with the following
weapons: hand crossbows,
longbows, shortbows, longswords,
and short swords.

Size and Movement Rate
Dark elves are Medium-sized
creatures. The base Movement
Rate of male drow is 60" per round.
The base Movement Rate for
female drow is 75’ per round.

Skill Bonuses
The long years that the drow have spent expanding their web of
subterranean cities have given them expertise at working stone. Drow
gain a +2 bonus to all Craft, Perception, and Profession skill checks
when dealing with stonework construction, including finding secret
doors and stonework fraps. When passing within 10’ of a secret door,
dark elves automatically make a Perception check to notice it.

As natural miners, dark elves can automatically determine how far
below ground they are. Drow can also automatically determine
which direction they are traveling in when under ground.

The natural grace of the drow gives them the ability o move about
noiselessly and conceal themselves. Dark elves gain a +2 bonus to all
Stealth checks. In addition, their keen senses grant them a +2 bonus to
all Perception skill checks.
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Spell-Like Abilities

All dark elves have the innate ability to use the following magic spells
once per day: Dancing Lights, Faerie Fire, and Darkness, 15’ Radius.
Upon attaining 4t level in any class, dark elves gain the ability to cast
Detect Magic, Know Alignment, and Levitate, also once per day.
Females of 4th level or higher also can use Clairvoyance, Detect Lie,
Undetectable Lie, Suggestion, and Dispel Magic, each once per day.
The caster level is equal to the drow’s level.

Elves, Wild (Grugach)

Wild elves, or grugach, shun outsiders even more fervently than other
elves, and are xenophobic even with regard to other elven races.
They are similar in appearance to wood elves, but are smaller, thinner,
and very fair.

Ability Adjustments

Grugach are nimble and naturally graceful, adding +1 to their initial
Dexterity score. At the same time, they are slight of build and suffer a
-1 penalty to their initial Constitution score.

Combat Bonuses
Grugach begin play with a +1 bonus to attack rolls made with the
following weapons: longbows, shortbows, shortswords, and spears.

Immunities
Wild elves are immune to ghoul’s paralysis, and o all magical sleep
and charm effects.

Proficiencies

Grugach begin play proficient in the following skills: Language (Elven)
and Survival or Profession (Trapper). They also have proficiency with
the following weapons: longbows, shortbows, spears, and short
swords.

Permitted Classes

Grugach are more limited than other elves in the classes they can
practice; they can only be assassins, barbarians, bards, druids, fighters,
rangers or thieves. Their preferred classes are the druid, fighter, and
ranger.

Size and Movement Rate
Grugach, like other elves, are Medium-sized creatures. Grugach move
at 75’ per round.

Skill Bonuses

The natural grace of their race gives grugach the ability to move
about noiselessly and conceal themselves. Wild elves gain a +2 bonus
to all Stealth checks. Likewise, the keen senses of elves grant them a
+2 bonus to Perception checks and allows them to spot secret and
concealed doors more easily than others. When passing within 10" of
a secret door, elves may automatically make a Perception check to
noftice it.

Twilight Vision
Elves can see normally by moonlight and can see up to 60’ away by
torchlight.

Gnomes, Deep (Svirfneblin)

Deep gnomes, also known as
svirfneblin, are members of a breed
of gnome that lives deep beneath
the surface of the earth. They can
be of any class or combination of
classes that is permitted to surface
dwelling gnomes. Deep gnomes are
more muscular than their above-
ground cousins, their gnarled skin
ranging from medium brown to
grayish brown in color. They have
gray eyes and tend fo be bald.

Player character deep gnomes
must be male, since no females of
this subrace have ever been known
to take up adventuring careers.
Player character deep gnomes do
not possess the innate magic
resistance of non-player character
svirfneblin.

Unlike non-player characters of this
subrace, player character svirfneblin do not automatically improve in
natural Armor Class as they progress in levels. The reasons why player
character deep gnomes lose certain abilities may be similar fo why
this happens to dark elves (see above).

Ability Adjustments

Deep gnomes, like dwarves, are exceptionally robust and add +1 to
their initial Constitution score. They are more muscular than is typical
for gnomes and, as such, do not adjust their initial Strength score,
though their somber nature imposes a -1 penalty to their initial
Charisma score.

Combat Bonuses

The age-old hatred that exists between deep gnomes and both kuo-
toa and drow affords them a +1 bonus to attack rolls against these
racial enemies.

Years of battling giantkind has trained deep gnomes how fo use their
height to their advantage against such foes. They gain a +2 bonus to
Armor Class when attacked by giantkind (ettins, ogres, trolls and
giants).

Darkvision 120’

Deep gnomes can see in complete darkness to a distance of 120'.
Brightly lit areas, such as areas lit by a torch or lantern, spoil their
Darkvision.



Immunities and Resistances

Deep gnomes are immune to all illusion/phantasm spells. Deep
gnomes are highly resistant to all baleful effects and gain a +4 bonus
to all Saving Throws.

Level Equivalency

All svirfneblin characters, due to their racial abilities, add 2 to their
character level when determining the experience needed to progress
inlevel. Assuch, a 1stlevel deep gnome illusionist would effectively be
3rdlevel for the purposes of determining the experience points needed
to reach next level. This increase in effective level only serves to slow
level advancement and grants no benefits to the character’s level-
based abilities, Attack Bonus, or Proficiency Bonus.

Light Sensitivity

Deep gnomes live most of their lives deep beneath the surface of the
earth. They will not venture forth into the surface world except at night
or on the gloomiest of overcast days. Deep gnomes suffer a -2 penalty
to attack rolls, Armor Class, and Dexterity checks when in daylight.

Spellcasters and psionicists must make a DC 10 Concentration Check
in order to successfully cast spells or activate psionic abilities while in
daylight. The relatively dim light given off by such sources as torches,
lanterns, magic weapons, Light spells, and Faerie Fire spells does not
adversely affect a deep gnome.

Permitted Classes

Deep gnomes may advance in all character classes except for the
barbarian and monk. Their preferred classes are the cleric, fighter,
magic-user (illusionists in particular), and thief.

Proficiencies
Deep gnomes begin play proficient in the following skills: Languages:
Undercommon and Gnomish, as well as Profession: Miner.

Size and Movement Rate
Deep gnomes are Smalll creatures. Deep gnomes move 45’ perround.

Skills Bonuses

Gnomish, like dwarven, expertise at mining and working stone allows
them to spot unusual or unique stonework construction. Deep gnomes
gain a +2 bonus to all Craft, Perception, and Profession checks when
dealing with stonework construction. When passing within 10" of a
secret door, deep gnomes automatically make a Perception check
fo noftice it.

As natural miners, deep gnomes can automatically determine how far
below ground they are and can automatically determine which
direction they are traveling in when under ground.

Deep gnomes are adept at moving about noiselessly and are able to
conceal themselves with relative ease. They gain a +2 bonus to all
Stealth checks. When hiding in an area of unworked stone, svirfneblin
are virtually invisible and gain a +5 to all Stealth checks made to hide.
The keen senses of deep gnomes grant them a +2 bonus to all
Perception checks.

Spell-Like Abilities

Player character deep gnomes may use the following spell-like abilities
once per day: Blindness, Blur, and Change Self, as if cast by a magic-
user of the character's level. A deep gnome also radiates
Nondetection as the spell, though this applies only to the individual
alone and does not affect an area.

When a deep gnome becomes a player character, he forfeits some
of the benefits that derive from close association with the Elemental
Plane of Earth. However, deep gnomes do retain the innate ability of
svirfneblin to summon an earth elemental once per day.

When a deep gnome reaches 6 level, he can perform this feat in a
fashion similar to the magic-user spell Conjure Elemental. The type of
creature summoned, if any, is determined by rolling d20 and referring
to the following table:
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D20 Roll Result
1-2 Summoning fails, no further attempts that day
3-5 Xorn
6-14 8 Hit Die earth elemental
15-17 12 Hit Die earth elemental
18-19 16 Hit Die earth elemental
20 24 Hit Die earth elemental
Half-Elves

Half-elves of high elven ancestry are fully described on page 9 of the
Player's Handbook. Because wild elves do not trust humans any farther
than they can toss them, no instances are known of half-elves
descended from grugach stock. Half-elves of drow descent retain
their elf parent’s Light Sensitivity and have Darkvision 120’ in place of
Twilight Vision. They are looked upon as outcasts by the dark elf
population and are greeted with suspicion or outright hostility by
humans and other elven folk.

Half-Ogres

Half-ogres are rare crossbreeds of human and ogre. Half-ogres range
from 7' to 8’ in height and weigh between 300 and 400 pounds. Skin
color and hair color is variable but tends to be brown, grayish, black,
dull yellow (skin only) or one of the above with a slight grey-green hue.
Overall, half-ogres have swarthy, dull complexions with dark, lank hair.
Most half-ogres have human-like eyes, though about 20% have the
white pupils common to ogrekind.

Half-ogres, though generally outcasts among humans and feared for
their ugliness and size, can find some acceptance among ogres and
ogrillons.  Half-ogres in an ogre band need to prove themselves
constantly to their larger kin, however. For this reason, half-ogres found
among an ogre band are cruel, violent, and strong; weaker half-ogres
usually wind up in the stew pot. Most half-ogres found among full-
blooded ogres are leaders of the ogre band or are at least well on
their way to becoming leaders. Long years suffering the harsh
freatment of their kin help half-ogres develop a sense of cunning and
a strong will to survive. Therefore, ogres under the leadership of a half-
ogre fight more effectively, even engaging in planned ambushes and
complicated tactics that are beyond most ogres.
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There are a number of advantages and disadvantages to being a
half-ogre. On the positive side, their greater size and mass allows half-
ogres to use large melee weapons one-handed to their full effect.
Their greater size and strength would also allow the use of items such
as a rod of lordly might or hammer of thunderbolts to better
advantage. At the same time, most half-ogres aren’t sfrong enough
to fully employ either the mattock or maul of the titans. Luckily,
protective rings, bracers, and amulets may be used by the race,
despite their size.

On the negative side, half-ogres are cursed with evil dispositions, prone
to sullenness and bouts of rage. Even when this is not the case half-
ogre characters are viewed with fear and suspicion by most humans
and demihumans they come upon.

Furthermore, the cost of specially-sized armor and clothing required
by half-ogres is high, at least two fimes the norm for Medium-sized
creature, and weight is 50% more than usual. Large shields, while easier
to manipulate for a half-ogre, only provide a +1 bonus to Armor Class
because of the limited area protected by the shield. They are also too
big to ride anything but an elephant, which is not readily available or
of low cost.

When struck by any weapon designed to slay humans or ogres, half-
ogres are considered to be of either race. Rangers attacking half-
ogres gain the benefits of the Favored Enemies class feature. Finally,
half-ogres, whether PCs or NPCs, fight at a disadvantage against
dwarves and gnomes, who gain a +2 Armor Class bonus against giant-
kind, including half-ogres.

Ability Adjustments

Ogres are brutish creatures who gain a +2 bonus to their initial Strength
and Constitution scores but suffer a -2 penalty to their initial Charisma
score and a -1 penalty to their initial Intelligence and Dexterity scores.

Racial Preference, Expanded

Ability Check Bonuses

Half-ogres, due to their human ancestry, are allowed to choose three
ability scores with which they gain a +1 bonus to all ability checks
(Saving Throws and skill checks). Strength, Wisdom, and Constitution
are common choices for half-ogre characters, though any ability
scores may be chosen.

Darkvision 60’

Half-ogres can see in complete darkness to a distance of 60'. Brightly
lit areas, such as areas lit by a forch or lantern spoil their Darkvision.

Permitted Classes

Half-ogres, unlike other half-human characters, are limited in their
choice of character class. They may only advance in the following
classes: assassin, barbarian, cleric, druid, fighter, psionicist, ranger,
and thief. Their preferred classes are the fighter and barbarian.

Proficiencies
Half-ogres begin play proficient in the following skills:
(Common and Giant).

Languages

Size and Movement Rate
Half-ogres are Large-sized creatures. They move 60’ per round.

Skill Penalties
Half-ogres suffer a -2 penalty to all Stealth and Sleight of Hand checks
due to their bulk and ungainliness.

A

The following table serves as a guide in determining which races your character will like, be rather indifferent to, or dislike. As Dungeon Master you
should take racial preferences into account during interactions between player characters and the various races that they will encounter (see

Encounter Reactions on page 43).
Basic Acceptability of Race

Race D DG ED E EW
Dwarf (D) B A H A A
Gray (DG) A P G H H
EIf (E) A A H P N
Dark (ED) A G P H H
Wild (EW) A A H N P
Gnome (G) G A A N N
Deep (GD) N A H N N
Half-Elf (1/2E) N N A* G* A*
Halfling
Hairfoot (HH) N N N N N
Stout (HS) G A N N N
Tallfellow (HT) N N A G N
Half-Ogre (12 OG) H N N A A
Half-Orc (172 O) H N N A A
Human (H) N N N N N

ZTO>IZ>28

Z>ITZOZ

G »E HH HS HT » OG X6 H
G H N G N H H N
A N N A N N N N
N G* N N G A A N
A A* N N A N N N
A A* A A N A A A
P N G G G H A N
G N N G N H A N
N P N N G A A G
G N B B P A N G
G N B B P A A N
G G P P P A A N
H A N N N P N N
A A N A A N B N
N G G N N A N P

* With regard to the reactions of races other than elves, half-elves are considered as a specific racial type. However, elves will react to half-elves as if
the half-elf were either a half-elf or a full-blooded elf of the same racial type as the half-elf’'s non-human ancestor, whichever is the more negative

reaction.

The columns and rows for Dwarf (D) characters includes both hill and mountain dwarves, with those for Elf (E) characters includes high, gray, and

sylvan elves.



CHARACTER CLASSES

The Player’'s Handbook covers the nuts and bolts of character classes,
explaining the mechanics of how they work and what they can do,
but there is more to being a DM than just knowing the hard and fast
rules. Character classes form the heart of the AD&D game, so it is useful
to understand some of the concepts and relationships that define
classes and how they function.

Class, Level, and the Common Man

Character class and level are useful game measures of a character’s
talents and abilities. Every class outlines a basic role for the character,
a position and career in life. Each level defines additional power and
provides a system whereby you can quantify and balance
encounters. With only a little practice you learn that characters of X
classes and levels can easily defeat monster Y, but that monster Z will
give them serious problems. This helps you create exciting, balanced
adventures for your players.

Yet, at the same time, you know that the classes available to players
do not represent the common man. The teamster driving the wagon
that passes the characters probably isn’t a fighter, magic-user, or thief.
He is a man whose job it is fo drive wagons and haul goods. The
chambermaid is not a bard, but a commoner. The teamster or
chambermaid may be exceptionally skiled and competent, but they
lack the exceptional abilities of character classes. For such characters,
O-level NPCs are used.

Few people actually attain any class levels in character classes, and
fewer still have advanced beyond 15t level in any class. Not every
soldier who fights in a war becomes a fighter. Not every urchin who
steals an apple from the marketplace becomes a thief. The
characters that advance in level do so because they are in some way
special.

This specialness has nothing to do with ability scores, class abilities, or
levels. Such characters are special by definition. The fact that player
characters are controlled by players renders them special. Perhaps
these special characters are more driven or have some unknown inner
spark or just the right combination of talents and desires. That's up to
the players. Similarly, non-player characters with character classes are
special because the DM says so. Plain and simple. There is no secret
reason for this - it just is.

Adventurers and Society

If most people do not fall info a particular character class, how
common are those with character classes and how do they fitinto the
society around them?

This is an important question, one you will answer as you create your
campaign. You don't have to sit down and think out an exact answer
("2% of the population are adventurers”), although you can get that
precise if you want. More likely, the answer will form over time as you
populate villages, create encounters, and DM game sessions - you will
unconsciously make your choices about frequency and character
role. There are, however, differences in how frequently the different
classes will logically show up.

Character Classes in Your Campaign

While the character discussion above provides a structure for
adventurers in the game, your own campaign might be quite
different. For example, there is no rule that says magic-users can't
form strong guilds as thieves and assassin do. Such a group would
have a profound impact on the campaign world, however. With their
magical might, they could control virtually any facet of life they chose
- politics, tfrade, class structure, even private behavior. Such a group
would alter the amount of magic in your campaign and who
possessed it. Organized magic-users might even attempt to limit the
activities of those who present a threat to their power, such as
adventurers. Whenever you alter the balance of the character
classes, be sure you consider what the changes could do to your
campaign.

Beginning Character Levels

If at all possible, start characters at 15t level. The lowest character levels
are like the early years of childhood. What happens to a character
during these first adventures will do much to determine how that
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character will be roleplayed. Did Isolde Heimgard the Dwarf save the
day by fool-hardily charging into battle when she was a mere 1¢ level
fightere If she did, the odds are good the player will try it again and
will begin to play Isolde Heimgard as bold and reckless.

On the other hand, if Isolde Heimgard was clobbered the first few
fimes she rushed in, the player would begin to play Isolde Heimgard as
cautious and prudent. Even the smallest events can have a great
effect on low-level characters, so these events sharply etch the
behavior of the character. Deny the player these beginning levels and
you are stripping him of the opportunity to develop his character's
persondality.

Mixing New and Old Characters

Letting players start at the beginning is fine when you first open a
campaign, and all player characters can begin at the same level. As
sessions are played, however, a disparity in character levels will
develop as new players enter the game or old players bring new
characters info the campaign (often to replace refired or slain
characters). Eventually you'll reach a point where some characters
are many levels higher than their new adventuring companions. How,
then, do you intfroduce new players and new player characters into
your game?

There are times when you should allow a character to start above 1st
level. A newly-created character should begin a campaign no higher
than 4t level unless the group is very powerful. If this is the case, he
should begin no higher than the lowest level character in the party
(and it may be better to start a level or two lower).

The new character should have equipment similar to that of his
adventuring companions: If they have horses, he should have a horse,
too. But do not give him free magical items. These he must earn. He
should start with a small amount of cash.

Sometimes a player can replace a fallen character by promoting an
NPC henchman to player character status. This is a good method
because the player is already familiar with the NPC and may have
created a personality for him. When this happens, the player is given
the NPC character sheet and allowed to take full control of it.

Pre-Rolled Characters

It is useful fo have a few pre-rolled characters on hand. These should
be of several different levels and classes, with equipment and
personality quirks noted. These “instant” player characters can be
used by guest players (those only able to play in a few sessions) and
by regular players whose characters have died during the course of a
session.

When the latter occurs, introduce the new character at an
appropriate point and then allow the player to control it for the rest of
the evening. This keeps that player from being bored. If the player
enjoys the character (and you are pleased with the arrangement),
you can allow him to continue playing that character in future
sessions.

High-Level Characters

Along with character classes and levels comes the natural tendency
to classify campaigns according to the level of the characters.
Experienced players speak of “low-level” or “high-level” games in
different terms and, indeed, such games are different from one
another. Also differing from game to game, however, is the definition
of high level.

What constitutes a low- or high-level game is a matter of taste.
Generally, DMs and players find a range of character levels that is
comfortable for their style of play. Campaigns that commonly have
4th to 8 level characters consider those with 12t level or more to be
high level, while those with 12t level characters set the limit closer to
18t or 20t level. While there is no set break-point for high level,
character duties and responsibilities begin to change around
between 9th and 12th level.

Generdally, players find battling monsters and discovering treasure to
be less and less satisfying as time goes on. Their characters’ abilities
are such that monsters need to be almost ridiculously powerful to
threaten them. Treasures must be vast to make an impression. While
incredible foes and huge treasures are good once in a while, the thrill
quickly wears thin.
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When players begin to get jaded, consider changing the style of the
campaign. Higher level characters have great power - they should
have adventures where that power influences and involves them in
the campaign world. As leaders, rulers, and wise men, their actions
affect more than just themselves, spreading outward in ripples over
those they rule and those they seek to conquer. Political
machinations, spying, backroom deals, treachery, and fraud become
more pronounced. While these elements can play a part in a low-
level campaign, at higher levels, the stakes are much greater. Added
infrigue can be infroduced into a campaign gradually.

For example, Varrack, a mid-level fighter, is appointed sheriff of a
local village as a reward for his sterling deeds. He can still
adventure as he has been accustomed to, but now he must also
watch over the villagers. The DM has the local bandits raid the
frade road. As sheriff, Varrack must stop them. He goes with a
small group, only to discover a camp of 500 outlaws. Realizing
he's badly outnumbered, he beats a hasty retreat, raises a small
militia, and clears the countryside of the enemy. With this he rises
in level. In addition, his lord is pleased and grants Varrack
stewardship of several villages, with sheriffs under his command.
The neighboring baron (who organized and sent the bandits)
notes Varrack’s success with mild displeasure, planting the seed
of a festering hate. More immediately, the craven and vengeful
sheriff of the next village on the road (whose incompetence
allowed the bandits to flourish) suddenly finds himself out of favor.
He blames Varrack and searches for a way to bring the new
steward down.

As the campaign progresses, the DM can slowly spin a web of infrigue
around Varrack as enemies, open and hidden, seek to block his
progress or use him to topple his own lord. Against the odds, Varrack
may find himself destined to become the king’s champion, gaining
new ftitles, responsibilities, friends, and enemies along the way.

Theoretically, there is no upper limit to
character class levels. The material
presented here takes characters only to 20t
level - experience has shown that player
characters are most enjoyable when
played within the 1-20 range. Above 20"
level, characters gain few additional
powers and face even fewer truly daunting
adventures.

Consummate skil and creativity are
required to construct adventures for
extremely powerful characters (at least
adventures that consist of more than just
throwing bigger and bigger monsters at the
nearly unbeatable party). Very high level
player characters have so few limitations
that every threat must be directed against
the same weaknesses. And there are only so
many times a DM can kidnap friends and
family, steal spell books, or exile powerful
lords before it becomes old hat.

Retirement

When characters reach the level where
adventures are no longer a challenge,
players should be encouraged to retire
them. Retired characters enter a “semi-
NPC" state. The character sheets and all
information are entrusted to the DM's care.

A retired character still lives in  the
campaign world, usually settled in one spot,
and normally has duties that prevent him
from adventuring. While in the DM's care,
he does not gain experience, use his magic
items, or spend his treasure. It is assumed
that he has income to meet his normal
expenses.

The retired character can be used to provide players with information,
advice, and some material assistance (if this is not abused). However,
his or her overall actions are controlled by the DM, not the player who

originally created the character.

If at all possible, player characters should be encouraged to refire as
a group. This way all players can create and play new characters of
approximately the same level. If only one player retires his character
to start a new 15t level character while all the others continue with 20th
level characters, the poor newcomer can't really adventure with
them. (If he does, the player won't get to do much or the character
will have a very short life expectancy!)

Some players may be reluctant to retire a favorite character. Explain
to these players that retirement doesn't mean the character can
never be used again. Be sure to create special adventures that require
those high-level heroes to come out and do battle.

Every once in a while, the old adventuring group may have to
reassemble to deal with some threat to the kingdom or the world. It's
the chance to show those upstart new characters just what a really
powerful group can do! It also gives the players the opportunity to
roleplay some of their old favorites.

If the players see the opportunity to use their powerful characters,
even infrequently, they will be less reluctant to spend most of their
playing time with new, lower-level characters.




ALIGNMENT

Alignment is a shorthand description of a complex moral code. It
sketches out the basic attitudes of a person, place, or thing. It is a tool
for the DM. In sudden or surprising situations, it guides the DM's
evaluation of NPC or creature reactions. By implication, it predicts the
types of laws and enforcement found in a given area. It affects the use
of certain highly specialized magical items.

For all the things alignment is, there are some very important things that
it is not. It is not a hammer to pound over the heads of player
characters who misbehave. It is not a code of behavior carved in
stone. It is not absolute, but it can vary from place to place. Neither
should alignment be confused with personality. It shapes personality,
but there is more to a person than just alignment.

Player Character Alignment

It is essential that each character's alignment be noted in the DM's
records for that character. Are the alignments too differente Are they
different enough to break the party apart? Wil this interfere with the
planned adventure or campaign?

Sometimes characters of different alignments possess such radically
varied world views to make cooperation impossible. For example, a
strict lawful good and a chaotic neutral would find their adventuring
marked by animosity and mistrust. A true chaotic neutral would make
just about anyone trying to work with him crazy.

There are two approaches to an alignment problem in the group. The
first is fo explain the problem to the players involved. Explain why their
alignments could cause problems and see if they agree or disagree. If
necessary, suggest some alignment changes - but never force a player
to choose a new alignment. It is his character, after all. Wildly different
characters might find ways to work together, making adventures
amusing (at least) and maybe even successful in spite of the group's
problems.

The second approach requires that players keep their alignments
secret. Don't tell anyone that there might be a problem. Let players
roleplay their characters and discover the problems on their own.
When problems arise, let the characters work them out themselves. This
approach is best suited to experienced roleplayers and, even then, it
can play havoc with a campaign. Since secrecy implies mistrust, this
method should be used with extreme caution.

Roleplaying Alignment

During play, pay attention to the actions of the player characters.
Occasionally compare these against the characters' alignments. Note
instances in which the character acted against the principles of his
alignment. Watch for tendencies to drift toward another, specific
alignment.

If a character's class requires that he adhere to a specific alignment,
caution him when a proposed action seems confrary to that alignment.
Allow the player to reconsider. Never tell a player that his character
cannot do something because of his alignment. Player characters are
conftrolled by the players. The DM intervenes only in rare cases (when
the character is controlled by a spell or magical item, for example).
Finally, as in all points of disagreement with your players, listen to their
arguments when your understanding of an alignment differs from theirs.
Even though you go to great effort in preparing your game, the
campaign world is not yours alone - it also belongs to your players.

Keeping Players in the Dark

Characters should never be sure of other characters' alignments. This
is one of the DM's most powerful tools - keep the players guessing. They
will pay more attention to what is going on if they must deduce the true
motivations and attitudes of those they employ and encounter.

Changing Alignment

Sooner or later, a player character will change alignment. A character
might change alignment for many reasons; most of them have nothing
to do with the player “failing” to play his character's role or the DM
“failing” to create the right environment.

Player characters are imaginary people. But, like real people, they grow
and change as their personalities develop. Sometimes circumstances
conspire against the player character. Sometimes the player has a
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change of affitude. Sometimes the personality created for the player
character just seems to pullin an unexpected direction. These are natural
changes. There might be more cause for concern if no player character
ever changes alignment in a campaign.

There is no rule or yardstick to determine when a character changes
alignment.  Alignment can change deliberately, involuntarily or
unconsciously. This is one of those things that makes the game fun.
Players are free to act, and the DM decides if (and when) a change goes
into effect. This calls for some real adjudication. There are several factors
fo consider:

e Deliberate Change: Deliberate change is engineered by the
player. He decides he doesnt want to play the alignment he
originally chose. Perhaps he doesn't understand it, orit's not as much
fun as he imagined, or it's clear that the player character will have
a more interesting personality with a different alignment. All the
player has to do is have his character start acting according to the
new alignment. Depending on the severity of the actions and the
determination of the player, the change can be quick or slow.

¢ Involuntary Change: Involuntary alignment change is forced on the
character. Most often this is the result of a spell or magical item.
Involuntary changes are immediate, and the character's previous
actions have little bearing on the change.

¢ Unconscious Change: Unconscious change happens when the
character's actions are suited to a different alignment without the
player realizing it. Asin the case of a deliberate alignment change,
the DM should keep track of the character's actions. If the DM
suspects that the player believes his character is acting within his
alignment, the DM should advise the player that his character's
alignment is coming into question. An unconscious alignment
change should noft surprise the player - not completely, anyway.

Charting the Changes: During the course of play, keep notes on the
actions of the player characters. At the end of each session, read
through those notes, paying attention to any unusual behavior. Note
which alignment seems most appropriate to each character's actions.

If, over the course of several playing sessions, a character's actions
consistently fit an alignment different from the character's chosen
alignment, an alignment change is probably in order. If small actions are
taking a character outside his alignment, the change should be gradual
- maybe even temporary. Severe actions could require an immediate
and permanent alignment change.

Example: A paladin burns the village to prevent the disease from
spreading, committing a seriously evil act. In this case, the DM is
justified in instituting an immediate alignment change to lawful evil
or even chaotic evil. The character eventually might be able to
change back to lawful good alignment, but he will never again be
a paladin.

Effects of Changing Alignment: Unless the character plays a class with
alignment restrictions, alignment change carries no penalty, other than
roleplaying repercussions. The character may develop a reputation for
fickleness or inconstancy, while those who know the character well may
come to question his motives and dedication.

Characters with class-based alignment restrictions may not advance in
that class should their alignment no longer suit that class. They may only
advance once they have atoned and returned to a suitable alignment.
Classes with divine spells or spell-like class abilities (i.e. cure disease, divine
sense, divine aura, efc.) will lose those abilities until they have atoned and
returned to a suitable alignment.

NPC Alignment

Just as a well-played character acts within the limits of his alignment,
NPCs should act consistently with their alignments. Judicious and
imaginative use of NPCs is what creates a believable fantasy world.

Alignment is a quick guide to NPC and monster reactions. It's most
useful when you don't want to take the time to consult a page of tables
and you haven't devised a complete personality for every casually
encounfered NPC. NPCs tend fo act in accordance with their
alignment (though they are no more perfect in this regard than player
characters).

Thus, a chaotic evil gnoll tends to react with threats and a show of
might. It considers someone who appeals to its compassion as a
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weakling, and it automatically suspects the motives of anyone who tries
to be friendly. According to the gnoll's view of society, fear and bullying
are the keys to success, mercy and kindness are for the weak, and
friends are good only for the things they can provide - money,
protection, or shelter. A lawful good merchant, meanwhile, would tend
to hold the opposite view of things.

Roleplaying NPC Alignment

Remember that alignment is not personality. If every lawful good
merchant is played as an upright, honest, and friendly fellow, NPCs will
become boring in a hurry. Just because a merchant is lawful good
doesn't mean he won't haggle for the best price, or even take
advantage of some gullible adventurer who is just passing through.
Merchants live by making money, and there is nothing evil about
charging as much as a character is wiling to pay. A chaotic good
innkeeper might, quite reasonably, be suspicious of or hostile to a
bunch of ragged, heavily armed strangers who stomp into his inn late
at night. A chaotic evil wizard might be bored and happy for a little
companionship as he sits by the inn's fire.

To create memorable NPCs, don't rely solely on their alignment. Add
characteristics that make them interesting, adapting these to fit the
character's alignment. The merchant, perhaps feeling a little guilty
about over-charging the adventurer, might give the next customer a
break on the price. The innkeeper might be rude to the adventurers
while clearly being friendly to other patrons. The chaotic evil wizard
might discover that, while he wanted some companionship, he doesn't
like the company he got. He might even leave behind a token of his
irritation, such as bestowing the head of a donkey on the most
annoying character.

Alignment of Magical Items

Certain powerful magical items, particularly inteligent ones, have
alignments. Alignment in these cases is not an indication of the moral
properties of the item. Rather, it is a means of limiting the number and
types of characters capable of using the item - the user's alignment
must match the item's alignment for the magic to work properly.
Aligned magical items, usually weapons, were created with a specific
ethos in mind. The item was attuned to this ethos by its creator.

Aligned items reveal their tfrue powers only fo owners who share the
same beliefs. In the hands of anyone else, the item's powers remain
dormant. An extremely powerful item may even harm a character of
another alignment who handles the item, especially if the character's
alignment is opposed to the item's. Aligned magical items should be
rare. When an item has an alignment, it is a sign of great power and
purpose. This creates opportunities for highly dramatic adventures as
the player characters learn about the item, research its history, track it
across the country, discover its ancient resting place and overcome
the guards and traps set to protect it.

Alignment Changes Due to Magical ltems

A particularly insidious type of magical item is the one that changes a
character's alignment. Unlike the usual, gradual methods by which a
character changes alignment, magical alignment changes are
instantaneous. The character's personality undergoes an immediate
fransformation, something like magical brainwashing. Depending on
the new alignment, the change may or may not be immediately
noticeable. However, you should insist that the player roleplay his new
situation. Do not allow him to ignore the effects the alignment change
will have on his character's personality. Indeed, good roleplayers will
take this as an opportunity to stretch their skills.

Faith and Alignment

General alignments also can be applied to religions. The beliefs and
practices of the religion determine its alignment. A religion that
espouses understanding, working in harmony with others, and good
deeds is more than likely lawful good. Those that stress the importance
of individual perfection and purification are probably chaotic good.

It is expected that the priests of a religion will adhere to its alignment,
since they are supposed to be living examples of these beliefs. Other
followers of the religion need not adhere exactly to its alignment. If a
person's alignment is very different from his religion's, however, a priest
is certainly justified in wondering why that person adheres to a religion
which is opposed to his beliefs and philosophy.
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Societal Alignment

Player characters, NPCs, and monsters are not alone in having alignment.
Since a kingdom is nothing but a collection of people, united in some
fashion (by language, common interest, or fear, for example), it can have
an overall alignment. The alignment of a barony, principality, or other
small body is based on the attitude of the ruler and the alignment of the
majority of the population.

The alignment of the ruler determines the nature of many of the laws of
the land. Lawful good rulers usually try to protect their territory and do
what's best for their subjects. Chaotic good rulers try to help people, but
iregularly, being unwiling to enact sweeping legislation to correct a
socialill.

At the same time, the enforcement of the laws and the attitudes found
in the country come not from the ruler but the subjects. While a lawful
good king issues decrees for the good of all, his lawful evil subjects could
consider them inconveniences to work around. Bribery might become a
standard method for doing business.

If the situation is reversed (a lawful evil king with mostly lawful good
subjects), the kingdom becomes an unhappy place, filled with grumbling
about the evil reign that plagues it. The king, in turn, resorts to severe
measures to silence his critics, creating even more grumbling. The
situation is similar to romantic portrayals of Norman England, with the
good and frue peasants struggling under the evil yoke of Prince John (as
in Robin Hood and Ivanhoe).

The general alignment of an area is determined by the interaction
between ruler and ruled. Where the ruler and the population are in
harmony, the alignment tendency of the region is strong. When the two
conflict, the attitudes of the people have the strongest effect, since the
player characters most often deal with people at this level. However, the
conflict between the two groups - subjects and lord - over alignment
differences can create adventure.

Using Area Alignments

Using a general alignment for an area allows a quick assessment of the
kind of treatment player characters can expect there. The following
gives ideas for each alignment.

o Lawful Good: The people are generally honest, law-abiding, and
helpful. They mean well (at least most of them do). They respect
the law. As a rule, people don't walk around wearing armor and
carrying weapons. Those who do are viewed with suspicion or as
frouble-makers. Some societies tend to dislike adventurers, since
they often bring frouble.



o Lawful Neutral: The people are not only law-abiding; they are
passionate creators of arcane bureaucracies. The tendency to
organize and regulate everything easily gets out of control. In
large empires there are ministries, councils, commissions,
departments, offices, and cabinets for everything. If the region
attracts a lot of adventurers, there are special ministries, with their
own special taxes and licenses, to deal with the problem. The
people are not fremendously concerned with the effectiveness of
the government, so long as it functions.

o Lawful Evil: The government is marked by its severe laws, involving
harsh punishments regardless of guilt or innocence. Laws are not
infended to preserve justice so much as to maintain the status quo.
Social class is crucial. Bribery and corruption are often ways of life.
Adventurers, since they are outsiders who may be foreign agents,
are viewed with great suspicion. Lawful evil kingdoms often find
themselves quashing rebellions of oppressed peasants clamoring
for humane treatment.

¢ Neutral Evil, Neutral Good, and True Neutral: Areas dominated by
these three alignments tend to adopt whatever government
seems most expedient at the moment. A particular form of
government lasts as long as the ruler or dynasty in power can
maintain it. The people cooperate when it suits them - or, in the
case of tfrue neutrals, when a sense of balance is preserved.

Such neutral territories often act as buffer states between lands of
extreme alignment difference (for example, between a lawful
good barony and a vile chaotic evil principality). They shift
allegiance artfully to preserve their borders against the advances
of both sides in a conflict.

Neutral evil countries tend to be benign (but not pleasant)
dictatorships  while neutral good countfries are generally
"enlightened” dictatorships. Transfers of power are usually marked
by shifts in government, though these are often bloodless coups.
There is a certain apathy about politics and government.
Adventurers are tfreated the same as everyone else.

e Chaotic Good: The people mean well and try to do right, but are
hampered by a natural dislike of big government. Although there
may be a single ruler, most communities are allowed to manage
themselves, so long as their taxes are paid and they obey a few
broad edicts. Such areas tend to have weak law enforcement
organizations. A local sheriff, baron, or council may hire
adventurers to fill the gap. Communities often take the law into
their own hands when it seems necessary. Lands on the fringes of
vast empires far from the capital tend to have this type of
alignment.

e Chaotic Neutral: There is no government. Anarchy is the rule. A
stranger to such a town may feel as if he has ridden into a town of
madmen.

e Chaotic Evil: The people are ruled by, and live in fear of, those
more powerful than themselves. Local government usually
amounts to a series of strong-arm bosses who obey the central
government out of fear. People look for ways to gain power or
keep the power they've got. Assassination is an accepted
method of advancement, along with coups, conspiracies, and
purges. Adventurers are often used as pawns in political power
games, only to be eliminated when the adventurers themselves
become a threat.

Varying Social Alignment

Within these alignments, of course, many other government types are
possible. Furthermore, even within the same kingdom or empire, there
may be areas of different alignment. The capital city, for example,
where merchants and politicians congregate, may be much more
lawful (or evil, etc.) than a remote farming community.

Alignment is only one pattern of social organization. Not every nation
or barony is defined by its alignment. Other methods of describing a
group of people can also be used - peaceful, warlike, barbaric,
decadent, dictatorial, and civilized are all possible descriptions. You
need only look at the world today to see the variety of societies and
cultures that abound in the realms of man. A good DM will sprinkle his
campaign world with exotic cultures created from his own imagination
or researched at the local library.
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Alignment as a Worldview
In addition fo allits other uses, alignment can become the central focus
of a campaign. Is the world caught in an unending struggle between
the forces of good and evil, law and chaos? The answer affects how
the campaign world is created, how the campaign is run, and how
adventures are constructed. It also affects players' perspectives on
and reactions to various situations and events.

In a typical campaign, the primary conflict in the world is not a struggle
between alignments. The campaign world is one in which passion,
desire, coincidence, intrigue, and even virtue create events and
sifuations. Things happen for many of the same reasons as in the real
world. For this reason, it may be easier to create adventures for this
type of campaign. Adventure variety and excitement depend on the
DM's sense of drama and his ability as a storyteller. Occasionally player
characters discover a grand and hideous plot, but such things are
isolated affairs, not part of an overall scheme.

However, for conspiracy-conscious DMs, a different world view might
be more suitable, one where the powers of alignment (gods, cults,
kingdoms, elemental forces) are actively struggling against each other.
The player characters and NPCs may be agents of this struggle.
Sometimes, they are aware of their role. At other times, they have no
idea of their purpose in the grand scheme of things.

Even rarer are those campaigns where the player characters represent
a third force in the battle, ignored or forgotten by the others. In such a
world, the actions of adventurers can have surprising effects.

Alignments in Conflict

There are advantages and disadvantages fo building a campaign
around alignment struggles. On the plus side, players always have a
goal, even if they're not always aware of it. This goal is useful when
constructing adventures. It moftivates player characters and provides
a continuing storyline; it ensures that characters always have
something to do (“Restore the balance of Law, loyal followers!”). Also,
a sense of heroism permeates the game. Players know that their
characters are doing something important, something that has an
effect on the history of the campaign world.

There are disadvantages to this approach, too, but none that can't be
avoided by a clever DM. First is the question of boredom. If every
adventure revolves around maintaining balance or crusading for the
cause, players might get tired of the whole thing.

The solution is simply to make sure adventures are varied in goal and
theme. Sometimes characters strive in the name of the great cause.
Other times they adventure for their own benefit. Not every battle
needs to be a titanic struggle of good vs. evil or light vs. darkness.

Another concern is that everything the characters do may affect their
quest. An aligned game universe is one of massive and intricate cause-
and-effect chains. If X happens over here, then Y must happen over
there. Most adventures must be woven into the thread of the storyline,
even those that don't seem to be a part of it. This is in direct conflict
with the need for variety, and the DM must do some careful juggling.
A big quest is easy to work into the story, but what happens when the
player characters take some time off to go on their own adventure?
Are they needed just then? What happens in their absence? How do
they get back on frack? What happens when someone discovers
something no one was meant to know?2 For these problems there are
no easy answers. A creative DM will never be idle with this sort of
campaign.

Finally, there is the problem of success and failure. An aligned universe
tends to create an epic adventure. Player characters become
involved in earthshaking events and deal with cosmic beings. Being at
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the center of the game, player characters assume great importance
(if they don't, they will quickly get bored). This is standard stuff in sword-
and-sorcery fiction, so it is natural that it also appears in a sword-and-
sorcery roleplaying adventure.

Fiction writers have an advantage DMs do not, however - they can end
the story and never return to it. At the end of the book, the good guys
win, the world is set right, and the covers are closed. The writer never
has to worry about it again, unless he wants to. What happens when
characters win the final conflict, the battle that puts all to righte What
can be done after peace and harmony come to the universe?2 Further,
the author knows who is going to win. He starts by knowing the good
guys will tiumph. There may be many twists, but eventually the heroes
come out on top. Many DMs make the same assumption. They are
wrong.

Never simply assume that the characters will win. What if they don'te
What if the forces of darkness and evil win the final battle2 No matter
how high the odds are stacked in their favor, there is always a chance
that the characters will do something so stupid or unlucky that they lose.
Victory cannot be guaranteed. Ifitis, players will quickly sense this and
take advantage of it.

Never-Ending Conflict

The best way to avoid the problems described above is to design the
characters' struggle so it is never-ending. At the very least, the conflict
is one that lasts for millennia - well beyond the lifetimes of the player
characters.

However, to keep the players from feeling frustrated, certain they can
never accomplish anything, their characters must be able to undertake
sizable tasks and win significant victories. Player characters fighting for
the cause of good may eventually drive back the growing influence of
the chief villain, but they defeat only a symptom, not the disease itself.

There always can be a new threat. Perhaps the evil villain himself

3

returns in a new and more hideous manifestation. The DM must be
prepared with a series of fantastic yet redlistic threats. These gradually
increase in scope as the characters become more powerful. Thus, it is
possible to build a campaign where the forces of alignment play an
active role in things. It is difficult, and there are many hazards, but
imagination and planning can overcome the obstacles.

Alignment as a Tool

Even though it has been said several times already, this point is important
enough to repeat - alignment is a tool fo aid roleplaying, not a hammer
to force characters to do things they don't want to do. The DM should
never tell a player, “Your character can't do that because it's against his
alignment,” unless that character is under some type of special magical
control. Let players make their own decisions and their own mistakes. The
DM has enough to do without taking over the players' jobs, too.

Despite this prohibition, the DM can suggest to a player that an action
involves considerable risk, especially where alignment is concerned. If the
player still decides to go ahead, the consequences are his responsibility.
Don't get upset about what happens to the character. If the paladin is
no longer a paladin, well, that's just the way things are.

Such suggestions need not be brazen. True, the DM can ask, "Are you
sure that's a good idea, given your alignment2” He can also use more
subtle forms of suggestion woven into the plot of the adventure.
Tomorrow the cleric intends to go on a mission that would compromise
his alignment. That night, he has a nightmare which prevents any restful
sleep. In the morning he runs intfo an old soothsayer who sees ill omens
and predicts dire results. His holy symbol appears mysteriously tarnished
and dull. The candles on the alter flicker and dim as he enters the temple.
Attentive players will note these warnings and may reconsider their plans.
If they do not, it is their choice to make, not the DM's abilities until they
have atoned and returned to a suitable alignment.
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PHYSICAL TRAITS

After a player has selected his character’'s race and class, he may
want to fill in the details of his character. While not required to do so,
there are many situations in which this information is vital or useful to
roleplaying.

The vital statistics tables below include entries for every subrace
presented in this tome, as well as for the half-ogre race presented
herein. These tables expand upon those presented on page 36 of the
Player's Handbook. For clarification on how to read or use these
tables, see the notes for the corresponding tables in the Player's
Handbook.

Age, Expanded

At the onset of each and every character's creation you should
establish his age. For player characters and henchmen, you may use
the following table or may assign age as you see fit.

Once character age is established, you should keep track of it from
game year to game year. To normal game years must be added any
of the various unnatural causes of aging. These effectively add years
to the character's age. The effects of aging are given in the next
section. The maximum age of any character is likewise explained.

Class (or Subclass Thereof)

Thief or
Race Cleric Fighter Magic-User Monk Psionicist
Dwarf 75+4d10  20+504 - - 35+5d6
Elf 100+1d%  25+5d10  75+1d% - 50+5d10
Gnome 75+5d10  20+5d4 75+5d6 - 35+5d6
Half-Elf 18+2d4 15+2d6é 20+4dé 20+2d4  18+2d4
Halfling 24+3d6 16+4d6é - - 16+4dé
Half-Ogre 20+1d4 15+1d4 - - 20+1d4
Half-Orc 16+2d4 13+1dé 20+2d6 20+1d4  20+2d4
Human 18+1d4 15+1dé 20+2d6 20+1d4  18+1d4

* For multiclassed characters use the column that generates the
highest starting age.

Aging

In order to establish the overall effects of age, it is necessary to
establish a number of standard age brackets for each race of
characters (see the Age Categories table below for details). When
age category is established, modify ability scores accordingly, making
each change progressively from young adulthood, all additions and
subtractions being cumulative.

Age Categories

Middle-
Race Young Mature Aged Old Venerable
Dwarf, Gray 25-50 51-150 151-250  251-350  351-500
Dwarf, Hill 25-50 51-150 151-250 251-350 351 -500
D, 2560 61175 176275 276400  401-550
Mountain
Elf, Dark 25-100 101-400 401-500 551-750  751-1000
Elf, Gray 25-250 251-650 651-1000  1001-1500 1501-2000
Elf, High 25-175 176-550 551-800  801-1200  1201-1600
Elf, Wild 25-150 151-500 501-700 701-1050  1051-1400
EIf, Wood 25-150 151-500 501-700 701-1050  1051-1350
s, 25:90 91-200 301-450  451-600  601-900
Deep
Cieime, 25-90 91-300 301-400  401-600  401-800
Surface
Half-Elf 15-40 41-100 101-175 176250  251-350
Halfling 18-32 33-68 69-110 111-150  151-220
Half-Ogre 12-18 19-40 41-60 61-90 91-120
Half-Orc 12-15 16-30 31-45 46-64 65-90
Human 15-20 21-40 41-60 61-90 91-120

e Middle-aged: Subtract 1 point of Strength, Dexterity, or
Constitution.

e Old: Subtract 1 points of Strength, Dexterity, and Constitution.

e Venerable: Subtract 1 point of Strength, Dextferity, and
Constitution.

Determination of Maximum Age

Unless the character dies of some other cause, he will live to old age.
The character’'s maximum age is equal fo the maximum age listed for
"middle aged” plus 1-100% (d%) of that listed age.
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Death Due to Age
This is a serious matter, for unless the lifespan can otherwise be
prolonged, the character brought back from such death faces the
prospect of soon dying again. Beyond the maximum age determined
for the character in question, no form of magic which does not
prolong lifespan will work.

Of course, multiple potions of longevity, Wish spells, and possibly
magical devices will allow a greatly extended lifespan, but once a
character dies due to old (venerable) age, then it is all over. If you
make this clear, many participants will see the continuity of the family
line as the way to achieve a sort of immortality.

Height and Weight, Expanded

Heights and weights for races or subraces not listed on the table must
be decided by you as DM. Females tend to be lighter and shorter than
males. Thus, the base numbers for height and weight are divided into
male/female values.

Base
Base Weight Modifier

Race Height Modifier (lbs.) (Ibs.)
Dwarf, Gray 3'9" or3'6" +2d4" 75 or 50 +4d6
Dwarf, Hill 3'9"or3'6" +2d4" 1300r 100  +8dé6
Dwarf, Mountain 39" or 3'4" +3d4" 130 0r 100 +10dé
Elf, Dark 4'6" or 4'3" +3d4"” 750r70 +4dé
Elf, Gray 4'6" or 4'3" +3d4" 85 or 80 +4dé
Elf, High 4'6" or 4'3" +3d4” 85 or 80 +6dé
EIf, Wild 4'3" or 4’ +1d4"” 65 or 50 +4d4
EIf, Wood 4'6" or 4'3" +3d4" 85 or 80 +6dé
Gnome, Deep 3'or2'10” +2d4" 45 or 40 +4d6
Gnome, Surface 3 or2'10” +2d4” 50 or 45 +5dé
Half-Elf 4'9" or 4'6" +4d4" 100 or 80 +8d8
Halfling, Hairfoot 2'9"or2'¢” +3d4” 45 or 40 +5d6
Halfling, Stout 2'9" or2'6" +2d4" 50 or 45 +5d6
Halfling, Tallfellow 3'3"or3’ +3d4” 50 or 45 +5d6
Half-Ogre 6'4" or 6’2" +2d10” 275 or 245 +10d12
Half-Orc 4'9" or 4'6" +2d12" 150 0r 110 +12d8
Human 4'9" or 4'6" +2d10" 120 or 90 +10d8

Background Details

When you look at a completed character, you will notice there are still
many unanswered questions: Who were the character's parents2 Are
they still alive?2 Does the character have brothers and sisters2 Where
was he borng Does he have any notable friends or enemies? Does he
have a family home? Is he an outcast? Is he civilized and cultured, or
barbaric and primitive? In short, just how does this character fit info the
campaign world?

There are no rules to answer these questions. The Player's Handbook
and Dungeon Master’'s Guide are designed to help you unlock your
imagination. The AD&D rules do not presume to tell you exactly what
your campaign world will be like. These decisions are left to you.

Consider what would happen if the rules dictated answers to the
questions above. For example, suppose the rules said that 50% of all
characters come from primitive, barbaric backgrounds... and you're
running a campaign set in a huge, sophisticated city (the New Rome of
your world). Even more ridiculous would be the reverse, where the rules
say 50% of the characters are city dwellers and your campaign is set in
a barbaric wilderness. Or how would you explain things if 20% of all
characters were seafarers and you had set your adventures in the heart
of a desert larger than the Sahara?

These pages contain guidelines and advice about how to create a
campaign, but there is nothing that says exactly where this campaign
must be set or what it must be like. This does not mean that a character’s
background shouldn't be developed - such background adds a lot to
the depth and roleplaying of your players and their characters.
However, it is up fo you to tailor character backgrounds to the needs of
your campaign.

Letting Players Do the Work

Of course, you don’t have to do all the work. Your players can provide
most of the energy, enthusiasm, and ideas needed. Your task is to
provide direction and control. Allow your players to decide what kind
of people their characters are. One could be a rough homad, another
an over-civilized fop, others, homespun farm boys or salty seadogs. Let
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the players decide, and then tell them if, and how, their characters fit
into your campaign world.

When a player says, “My dwarf's a rude and tough little guy who doesn’t
like humans or elves,” you can respond with "“Fine, he's probably one of
the Thangor Clan from the deep mountain regions.” This type of
cooperation spurs your creativity and involves the players in your world
right from the start. You must come up with answers to their questions
and ways to make their desires work in the campaign. They will be
rewarded with the feeling of getting the characters they want.

A carefully well-crafted character background can do more than just
provide emotional satisfaction. It can also provide motivation for the
player characters to undertake specific adventures: Just what is a dwarf
of the Thangor Clan doing outside his clan's mountainous homeland? s
he an outcast looking for some way to redeem himselfé Maybe he'’s a
restless soul eager to see the bright lights of the big city and the world.
A character can have parents to avenge, long-lost siblings to track
down, a name to clear, or even a lost love to recapture.

Background can be used to build subplots within the overall framework
of the campaign, enriching character descriptions, and interactions.
Background should not be forced: Do not insist that a player take upon
his character a crippled grandmother, three sisters stolen by gypsies, a
black-hearted rival, and a stain on the family name. Instead, see if the
player has any ideas about his character. Not every player will, but the
AD&D game depends as much on the players’ fantasies as it does on
yours. Characters who players are happy with and feel comfortable
about will create their own special excitement and interest. Players who
are interested in their characters’ backgrounds can be a source of
creative energy, as they offer you a constant stream of new ideas.

Problem Backgrounds

Certain points of background can and do create problems in
campaigns, however. First and foremost, of these is nobility, followed
closely by great wealth.

Nobility: Some players like the idea of their character being Prince So-
and-So or the son of Duke Dunderhead. All too often this leads fo an
abuse of power. The player assumes, somewhat rightfully and
somewhat not, that the title endows his character with special privileges
- the right to instant income, the right to flaunt the law, the right to
endless NPCs, information, and resources - or, worst of all, the right to use
clout to push the other members of the party around. This kind of
character quickly becomes tiresome to the other players and will
constantly find ways to upset carefully planned adventures.

While titles can be allowed, the DM will have fo put some controls on
noble characters. The easiest and most effective method is to strip the
fitle of all benefits that, by rights, should go with it. The noble character
could be the son of a penurious duke: The son may be next in line to
inherit the title when his father dies, but he's also in line to inherit his
father's debts! Instead of seeking to impress others in public, the poor
son might be quite happy to keep a low profile so as not to attract his
father's creditors. After all, it's hard to amass a fortune through
adventuring when the bill collectors are always on hand to take it away.
Likewise, a princely character could be the son of an unpopular and
despotic orincompetent king - perhaps even one who was overthrown
for his abuses. Such a son might not want his lineage well-known, since
most of the peasants would have less than happy recollections of his
father's rule.

Of course, these kinds of manipulations on your part soon become
firesome, both to yourself and the players. Not every duke can be
impoverished, nor every throne usurped. Going too far with this strategy
will only destroy the validity of nobility and titles in your game. In the long
run, it is better for your player characters to begin untitled, with one of
their goals being the possibility of earning the right to place a “Sir'’ or
"Lady"’ before their names. Imagine their pride as you confer this title
on their character (and imagine the trials they must have gone through
to earn this right).

Wealth: Another problem you might have to deal with is characters from
wealthy, upper-class families. (This is often associated with the problem
of titles since the nobility normally is the upper class.) Such characters,
being wealthy, lack one of the basic reasons to adventure - the desire
to make a fortune. Indeed, they see their own money as a way to buy
solutions to their problems. Often, they will propose eminently
reasonably (and, to the DM's carefully planned adventures, quite
disastrous) schemes to make their adventuring life easier. It is, of course,

possible to hire a wizard to construct magical items. And a wealthy 1st
level character could buy a vast army. But these sorts of things will have
undesirable effects on your campaign.

There are ways to control these problems while still allowing players the
character backgrounds they desire. Think of the real world and how
difficult it is to convince family and friends to give you money, especially
sizeable amounts of cash. You may have a loving family and generous
friends, but there is a limit.

In your campaign, parents may grow tfired of supporting their children.
Brothers could become upset at how player character relatives are
cheating them out of their share of an inheritance. Sisters may take
exception to the squandering of their dowries.

Standard medieval custom called for inheritances - land and chattels -
to be divided equally among all of a man’s sons. (This is one reason
Charlemagne’s empire crumbled after his death.) You can use this
custom to whittle a wealthy character’s purse down to size. Further,
families are not immune to the effects of greed and covetousness -
many a tale revolves around the freachery one brother has wrought
upon another. Arich character could awaken to discover that his family
has been swindled of all it owns.

Background as Background

A character's background is a roleplaying tool. It provides the player
with more information about his character, more beginning personality
on which to build. It should complement your campaign and spur it
forward. Background details should stay there - in the background. What
your characters are doing now and will do in the future is more important
than what they were and what they did.
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EQUIPMENT, WEALTH AND EXPENSES

The items listed in the Player's Handbook are by no means the only
things ever made in the world - or even in a medieval fantasy setting.
They are listed because they are the most likely things the characters
will need. However, you can certainly add missing or player-requested
items to this list.

When you add an item to the lists, first consider the reasonableness of
its presence. Given the sefting of the AD&D game, adding an M4
Sherman tank as a regular item of equipment is just not a logical,
sensible, or wise thing fo do.

Once you decide that a new item is reasonable, you must assign it a
cost. Use your judgment. Consider the intricacy of the item, the
craftsmanship required to make it, and the cost of similar items already
on the lists. From these, you should be able to assign an appropriate
price. If, later on, you discover you made the item too cheap and alll
the characters are buying one, raise the price and say suppliers can't
keep up with the demand. If an item is too expensive, you can lower
the price and no one will complain.

Equipment List Considerations

Altering Prices

Remember that the prices listed in the Player's Handbook are not
absolute. There is no reason you can't raise or lower the price of any
item on the equipment lists. Demand can increase or decrease a price.
Different lands in your campaign may be known for specific goods,
allowing them to charge more.

Even in the Middle Ages, Spain and the Middle East were known for
steel, Germany for beer, France for wine, England for wool, and Italy for
armor. These reputations allowed higher prices to be charged for these
goods, especially finished items.

Greed can also raise prices. Merchants live fo make money, so they
will normally charge what they can get away with. There were very
few price controls or regulating agencies during these times.

Finally, adventurers tend to disrupt local economies, suddenly bringing
in large amounts of cash. Merchants raise prices to match. Situations
not unlike the Klondike gold rush develop, in which even the simplest
items cost outrageous amounts. In short, don't be afraid to charge
characters as much as you think you can get away with. Characters
will find some way voice their dissatisfaction to the merchant.

Equipment by Time Period

The equipment lists given in the Player's Handbook assume your
campaign is set in a generic medieval fantasy world. In practical terms,
this means you haven't tied your campaign to any particular date in
history. All this is perfectly in keeping with fantasy stories and campaigns
- you are dealing with fantasy, after all.

However, it is also possible to create exciting and interesting campaigns
that are tied to specific time periods, but this will work only if you know
something about the time period. This is important! A lot of people
assume things about the past without knowing the facts. The truth of the
matter may be far different. Do your homework before you begin
designing a fime-specific campaign. Even if you don't do such a
campaign, it's useful to learn a little more about medieval history. It will
only improve your own fantasy world.

It is not necessary to pick a precise date to model, such as 1237 A.D.,
although again there is nothing wrong with this. History and historians
tend to divide the past into different ages, and you can do the same.
Four different ages are covered here - the Ancient World, the Dark Ages,
the Middle Ages, and the Renaissance. Each has its peculiarities and
differences, some of which are described below.

o The Ancient World: This covers a period of great empires spreading
from the Mediterranean. Some weapons and armor were made of
bronze, others of iron, and a few were made of steel. Most
household items were pottery, wood, stone, and wicker. Bronze
weapons were easily dulled and, in game terms, break or bend
when a “1" isrolled on the attack roll. Stirups hadn't been invented,
so characters can't use heavy lances, and charge attacks can't be
made with normal lances.

o The Dark Ages: This was the period after the collapse of the Roman
Empire, from 450 A.D. to about 1100 A.D. While much of the learning
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and culture of the ancient world was lost, it was not as bleak and
ignorant a period as some believe. Still, in many ways, it was a step
backward from the previous age. During this time the stirup was
infroduced, allowing riders to gain full use of the lance.

o The Middle Ages: The Middle Ages (roughly from 1100 to 1450) is the
period in which most fantasy campaigns are set. It was the period
most people associate with knighthood and chivalry. The knights
went off on the Crusades. Great stone castles were built. The role of
traders and merchants began to grow. Virtually all the items on the
equipment list were available in this time period.

e The Renaissance: The latest time period that should be considered
as a setting for a normal AD&D campaign, the Renaissance was a
time of great change. The collapse of the feudal system had begun
throughout much of Europe. There was great growth in literature, art,
and science. The power of the old nobility began to decline while
the influence and wealth of merchants and businessmen continued
to grow. Gunpowder and simple guns revolutionized the face of
warfare. Foot soldiers became more important than cavalry, and
armor was not nearly as useful as it once had been.

Adjusting Equipment Lists

When you set your campaign in a specific time period, you might want
to adjust the equipment lists to reflect changes in availability and price.
Some suggested changes are listed below. Like the capsule descriptions,
the table is not 100% accurate. Instead, it reflects whether items were
commonly used in the fime period. For example, flails (as an agricultural
instrument) have existed for time immemorial. However, they were not
commonly used as weapons in most time periods, except in cases of
emergency. By doing further research, you can refine and expand this
list.

ltem Ancient Dark Ages Middle Ages Renaissance
Arquebus NA NA NA AV
Bastard sword NA AV AV AV
Block and tackle NA NA AV AV
Bolt case NA NA AV AV
Carriage, any NA NA NA AV
Chainmail NA AV AV AV
Comp. longbow NA NA AV AV
Crossbow, any NA NA AV AV
Flail, any NA AV AV AV
Ful plate NA NA NA AV
Glaive NA NA NA AV
Glass NA AV AV AV
Glass bottle NA NA AV AV
Guisarme NA AV AV AV
Heavy warhorse NA AV AV AV
Horse yoke NA NA AV AV
Hose NA NA AV AV
Jousting lance NA NA AV AV
Lance NA AV AV AV
Lantemn, any NA NA AV AV
Lock, any NA Poor Average  Good
Longbow NA AV AV AV
Magnifying glass NA NA NA AV
Morning star NA AV AV AV
Naphtha NA AV AV AV
Paper NA AV AV AV
Papyrus AV NA NA NA
Platemail NA NA AV AV
Pole arms NA AV AV AV
Pony cart NA NA AV AV
Studded leather NA AV AV NA
Sailing ship NA NA AV AV
Scimitar NA AV AV AV
Silk clothes orrope  NA Very Rare  Rare Rare
Spyglass NA NA NA AV
Two-handed sword NA AV AV AV

NA-Not Available, AV-Available
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Exceptional Equipment

Most of the equipment a character buys is assumed to be of average
quadlity - neither too cheaply made nor too elaborate. Thus, weapons are
serviceable with stout hafts and sturdy blades. The metal is not so poorly
tempered as to make the blade hopelessly brittle. The blade is not
elaborately etched and the hilt is not encrusted with gold. Other items
are of everyday make and usefulness, with function superseding arfistic
needs.

Exceptional items are made by master craftsmen using the highest
quality materials. Consequently, the finished, exceptional item costs at
least 10 times its usual price, with a minimal cost of 50gp plus the item’s
base cost. Exceptional items are not magical in any way. However, only
exceptional items may be permanently enhanced to become magic
armor and weapons.

Exceptional Armor

Exceptional armor weighs less than usudal, its weight better distributed to
facilitate movement in armor. Light armors weigh 2 pounds less than
usual while medium or heavy armors weigh 5 pounds less. Exceptional
small shields weigh 1 pound less than usual, while large shields (and tower
shields), weigh 2 pounds less. Exceptional armor made from special
materials (see below), such as mithral, use the weight modifier listed for
that material rather than given above. If no weight modifier is given for
that material, use the weight modifier given above.

Elfin Chain: Elfin chain is an example of exceptional armor at its finest.
Although prices are listed for elfin chainmail and chain shirts, they are not
sold by the elves. Instead, suits of elfin chain are granted to the heroes of
their people and are seldom awarded fo non-elves.

Light Armor Cost AC Bonus Weight (Ibs.)
Elfin chain shirt 2,500 gp +4 10
Elfin chainmail 4,500 gp +5 15

Elfin chain is chainmail made of very fine mithral links (see below). It is
considered to be light armor, imposes no maximum Dexterity bonus to
Armor Class, and weighs even less than typical, mithral armor due to
elven expertise in working with this rare metal. This armor is so fine and
non-encumbering that arcane spellcasters proficient in the use of armor
(such as fighter/magic-users) may cast spells in elfin chain without
impairment.

Exceptional Tools

An exceptional tool grants its user a +1 bonus to tasks related o that tool.
Exceptional thieves' picks, for example, grant a +1 bonus to all Disable
Device skill checks, while exceptional sewing needles grant a +1 bonus
to Craft (Tailor) skill checks. This +1 bonus can be replaced with a +10%
to Movement Rate or carrying capacity when dealing with beasts of
burden, sailing vessels and so forth, or can be replaced with a 10% weight
reduction for the item.

Exceptional Weapons

Exceptional weapons grant their user a +1 bonus on their attack rolls with
that weapon. This bonus is due to the weapon’s balance and fine
craftsmanship and does not allow its wielder to hit creatures only hit by
magical weapons.

Exceptional blades may be forged from the finest steel for flexibility and
sharpness. The swordsmith may have carefully folded, hammered, and
tempered the steel to a superb edge. The whole sword may be perfectly
balanced, light in the hand, but heavy in the blow. There are many
reasons why a sword or other weapon could be above average.
Bludgeoning weapons that get a bonus to hit do so because they have
carefully shaped and balanced heads.

Exceptional weapons are not immediately apparent to the average
person. While anyone using the weapon gets the quality bonus (even if
they don't redlize it), only those proficient in that weapon-type or
proficient in weaponsmithing can immediately recognize the true
craftsmanship that went into the making of the weapon. Even then, the
character must handle the weapon to appreciate its frue value.

In your campaign, you might want to create NPCs or regions known for
their fine quality weapons. Just as Damascus steel was valued in the real
world for its fine strength and flexibility, a given kingdom, city, or village
may be noted for the production of swords or other weapons. The mark
of a specific swordsmith and his apprentices can be a sure sign of quality.

Again, by infroducing one or two of these (remote and difficult fo reach)
areas into your campaign, you increase the depth and detail of your
world.

Special Materials

In addition to magic items created with spells, some substances have
innate special properties. If you make a suit of armor or weapon out of
more than one special material, you get the benefit of only the most
prevalent material.

Each of the special materials described below has a definite game
effect. Some creatures are resistant to all but a special type of damage,
such as that dealt by silver weapon. Others are especially vulnerable to
weapons of a particular material, taking extra damage from such
weapons. Characters may choose to carry several different types of
weapons, depending upon the campaign and types of creatures they
most commonly encounter.

Adamantite

This ultrahard metal adds to the quality of a weapon or suit of armor.
Adamantite is so costly that weapons and armor made from it are always
of exceptional quality; costing 25 times their usual cost.

Only weapons, armor, and shields normally made of metal can be
fashioned from adamantite. Weapons, armor, and shields normally
made of steel that are made of adamantite gain a +5 bonus on all ltem
Saving Throws due to their incredible durability.

Bronzewood

Bronzewood trees are slender until after many decades of growth. The
average size is 40 feet, with branches growing at a 45-degree angle from
the trunk. Bark is reddish brown and hard. Leaves are narow and
toothed, from eight to ten inches long. The wood of this tree is heavy and
hard, so that only experts can work it properly. If it is carefully seasoned
and especially dried the outer part will become almost as hard as hard
metal, while the overall weight of the wood is unchanged.

Weapons and armor crafted from bronzewood are unaffected by spells
and abilities that effect metal and are impervious to rust. Armor made of
bronzewood may be worn by druids. An item made from bronzewood
weighs 75% as much as the same item made from steel and is always of
exceptional qudlity. Items crafted from bronzewood cost 25 times their
usual cost.

Cold-lron

This iron, mined deep under ground, known for its effectiveness against
fey and demonic creatures, is forged at a lower temperature to preserve
its delicate properties. Cold-iron items cost 20 times their usual cost. ltems
without metal parts cannot be made from cold iron. An arrow could be
made of cold iron, but a quarterstaff could not.

Dragonhide

Armorsmiths can work with the hides of dragons to produce armor or
shields of exceptional quality. One adult dragon produces enough hide
for a single suit of “leather” armor for 2 Medium or 4 Small creatures. By
selecting only choice scales and bits of hide, an armorsmith can produce
one suit of exceptional heavy armor for 1 Medium-sized or 2 Small-sized
creatures. In all cases, enough hide is available to produce 1 shield in
addition to the armor, provided that the dragon is an adult.

Because dragonhide armor isn't made of metal, druids can wear it
without penalty and it is unaffected by spells and abilities that effect
metal. Dragonhide armor costs 10 times more than usual (provided that
the dragonhide is provided by the person commissioning the armor’s
creation) and confers a +2 bonus to Dexterity Saving Throws versus
attacks that match the dragon’s breath weapon type (note that this
confers no benefit against poisonous gas breathe weapons). As with alll
exceptional armor, dragonhide armor weighs less than usual.

Mithral

Mithral or “truesilver” is a very rare silvery, glistening metal that is lighter
than iron but just as hard. When worked like steel, it becomes a wonderful
material from which to create armor and is occasionally used for other
items as well. Anitem made from mithral weighs half as much as the same
itfem made from other metals and is always of exceptional quality. Items
not primarily of metal are not meaningfully affected by being partially



made of mithral. (A longsword can be a mithral weapon, while a scythe
cannot be.)

Weapons or armors fashioned from mithral are always exceptional items
as well; costing 25 times their usual cost. Mithral weapons damage
lycanthropes and other creatures that are immune to non-silver
weapons.

Silver

A complex process involving metallurgy and alchemy can bond silver to
a weapon made of steel so that it damages creatures such as
lycanthropes. The cost of silvering a weapon depends upon its size.

Size Purchase Cost
Tiny 10 gp

Small 25 gp
Medium 50 gp

Large 100 gp
Ammunition +1 gp each

Lifestyle Expenses

Controlling the flow of money is an important way of balancing your
campaign. Too much - or too little - money can ruin the fun of your game.
Give your characters mountains of gold and the game is spoiled.
Suddenly wealthy, they no longer have the urgent need to adventure
that impending poverty can provide. Too often they can buy their way
out of difficult situations through bribery or “throwing money at the
problem.”

Worse still, they attempt to apply modern, capitalist ideas to a quasi-
medieval world. They may try to hire an enormous staff of wizards to mass
produce potions and scrolls. They may set up shops to make assembly-
line armor. Advances in organization and production like these come
slowly over time, not all at once. You may have to remind your players to
limit themselves to the knowledge and attitudes of the times.

It is equally bad to keep your characters too poor. You are creating a
game world for a fantasy roleplaying game. If the characters are so poor
that they must count every penny they spend, they are leading squalid
and unhappy lives. Reward them when they accomplish things. You
shouldn't alwayys frustrate their desire to getrich. It's just that wealth should
come slowly, matched to the level of the character.

Lifestyle expenses provide you with a simple way to account for the
cost of living in a fantasy world. They cover your accommodations,
food, and drink, and all your other necessities. Furthermore, expenses
cover the cost of maintaining your equipment so you can be ready
when adventure next calls.

At the start of each week or month (your choice), choose a lifestyle pay
the listed price to sustain that lifestyle. The prices listed are per day, so
if you wish to calculate the cost of your chosen lifestyle over a thirty-
day period, multiply the listed price by 30. Your lifestyle might change
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from one period to the next, based on the funds you have at your
disposal, or you might maintain the same lifestyle throughout your
character’s career.

Your lifestyle choice can have consequences. Maintaining a wealthy
lifestyle might help you make contacts with the rich and powerful,
though you run the risk of attracting thieves. Likewise, living frugally
might help you avoid criminals, but you are unlikely to make powerful
connections.

Upon building or claiming his own stronghold, a player character
suddenly acquires a whole new set of expenses. The character no longer
pays living expenses but must pay for the maintenance of his property.

Wretched (Cost: 0/day)

You live ininhumane conditions. With no place to callhome, you shelter
wherever you can, sneaking into barns, huddling in old crates, and
relying on the good graces of people better off than you. A wretched
lifestyle presents abundant dangers. Violence, disease, and hunger
follow you wherever you go. Other wretched people covet your armor,
weapons, and adventfuring gear, which represent a fortune by their
standards. You are beneath the notice of most people.

SQUO“d (Cost 1 sp/day)

You live in a leaky stable, a mud-floored hut just outside town, or a
vermin-infested boarding house in the worst part of town. You have
shelter from the elements, but you live in a desperate and often violent
environment, in places rife with disease, hunger, and misfortune. You
are beneath the nofice of most people, and you have few legal
protections. Most people at this lifestyle level have suffered some
terrible setback. They might be disturbed, marked as exiles, or suffer
from disease.

Poor (Cost 2 sp/day)

A poor lifestyle means going without the comforts available in a stable
community. Simple food and lodgings, threadbare clothing, and
unpredictable conditions result in a sufficient, though probably
unpleasant, experience. Your accommodations might be a room in a
flophouse or in the common room above a tavern. You benefit from
some legal protections, but you still must contend with violence, crime,
and disease. People at this lifestyle level tend to be unskilled laborers,
costermongers, peddlers, thieves, mercenaries, and other disreputable
types.

Modest (Cost 1 gp/day)

A modest lifestyle keeps you out of the slums and ensures that you can
maintain your equipment. You live in an older part of town, renting a
room in a boarding house, inn, or tfemple. You don't go hungry or thirsty,
and your living conditions are clean, if simple. Ordinary people living
modest lifestyles include soldiers with families, laborers, students, priests,
hedge wizards, and the like.

Comfortable (Cost 2 gp/day)

Choosing a comfortable lifestyle means that you can afford nicer
clothing and can easily maintain your equipment. You live in a small
cottage in a middle-class neighborhood or in a private room at a fine
inn. You associate with merchants, skilled tradespeople, and military
officers.

Wealthy (Cost 4 gp/day)

Choosing a wealthy lifestyle means living a life of luxury, though you
might not have achieved the social status associated with the old
money of nobility or royalty. You live a lifestyle comparable to that of a
highly successful merchant, a favored servant of the royalty, or the
owner of a few small businesses. You have respectable lodgings, usually
a spacious home in a good part of town or a comfortable suite at a
fine inn. You likely have a small staff of servants.

Avristocratic (Cost 10 gp/day)

You live a life of plenty and comfort. You move in circles populated by
the most powerful people in the community. You have excellent
lodgings, perhaps a townhouse in the nicest part of town or rooms in
the finest inn. You dine at the best restaurants, retain the most skilled
and fashionable tailor, and have servants attending to your every
need. You receive invitations to the social gatherings of the rich and
powerful, and spend evenings in the company of politicians, guild
leaders, high priests, and nobility. You must also contend with the
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highest levels of deceit and treachery. The wealthier you are, the
greater the chance you will be drawn into political intrigue as a pawn
or participant.

Self-Sufficient

The expenses and lifestyles described in this chapter assume that you
are spending your time between adventures in town, availing yourself
of whatever services you can afford - paying for food and shelter,
paying townspeople to sharpen your sword and repair your armor, and
so on.

If you spend your time between adventures practicing a Craft,
Performance, or Profession skill, you can eke out the equivalent of a
modest lifestyle. Maintaining this kind of lifestyle doesn’'t require you to
spend any coin, but it is fime-consuming.

Some characters, though, might prefer to spend their time away from
civilization, sustaining themselves in the wild by hunting, foraging, and
repairing their own gear. Proficiency in the Survival skill also lets you live
at the equivalent of a modest lifestyle when living off of the land.

New Armor

Tower Shield

This massive wooden shield is nearly as tall as you are. In most situations,
it provides heavy cover to its bearer. However, you can instead use it
as total cover, though you must give up your attacks to do so.

Shield Cost AC Bonus Weight Notes
Tower Shield 30gp Seetext 45 lbs. includes pavises

The shield does not provide cover against targeted spells; a spellcaster
can cast a spell on you by targeting the shield you are holding. You
cannot bash others with a tower shield, nor can you use your shield
hand for anything else. When employing a tower shield in combat, you
take a -2 penalty to attack rolls because of the shield’s encumbrance.

New Equipment

Poison
The table below rates poisons for four different factors - method, onset,
damage, and cost/dose.

Those poisons which commonly appear in the game, such as that
delivered by the sting of a giant centipede, are given a specific rating
for convenience. Poisons are not listed by name here, since this is
neither a scientific text nor a primer on the deadly nature of many
plants and animals.

Class Method Onset Damage Cost/Dose
A Injected 10-30 minutes  4dé6/0 25 gp

B Injected  2-12 minutes  6dé6/1d6 50 gp

C Injected  2-5 minutes 8d6/2dé 250 gp
D Injected  1-2 minutes 10d6/2d6 500 gp
E Injected  Immediate Death/6dé 1000 gp
F Injected  Immediate Death/0 500 gp
G Ingested  2-12 hours 6d6/3d6 150 gp
H Ingested  1-4 hours 6dé6/3d6 150 gp

| Ingested  2-12 minutes  10dé/4dé 600 gp
J Ingested  1-4 minutes Death/6dé 800 gp
K Contact  2-8 minutes 2d6/0 5gp

L Contact  2-8 minutes 3dé6/0 10 gp
M Contact  1-4 minutes 6dé/2d6 40 gp

N Contact 1 minute Death/8d6é 1500 gp
O Injected  2-24 minutes  Paralysis/- 500 gp
P Injected  1-3 hours 2d6 STR/- 250 gp

Method: The method is the new way in which the poison must normally
be used to have full effect. Injected and ingested have no effect on
contact. Contact poisons have full effect even if swallowed orinjected,
since both are forms of contact. Injected or ingested poisons have a
reduced effect if administered in the opposite manner, with the victim
of the poison getting a +4 bonus to their Saving Throw.

Onset: Most poisons require time to work their way through the system
to reach the areas they affect. Onset is the time that elapses before
the poison's effect is felt. The effect of immediate poisons is felt at the
instant the poison is applied.

Strength: The number before the slash lists the Hit Points of poison
damage suffered if the Saving Throw is failed. The number after the
slash lists the poison damage taken (if any) if the Saving Throw is
successful. Where "Death” is listed, all Hit Points are immediately lost,
killing the victim. Note that in some cases a character may roll a
successful Saving Throw and still die from the Hit Point loss.

Paralytic poisons leave the character unable to move for 2dé hours. His
body is limp, making it difficult for others to move him. The character
suffers no other ill effects from the poison, but his condition can lead to
quite a few problems for his companions.

Debilitating poisons weaken the character, dealing 2dé points of
Strength ability damage.

The DC of purchased poisons is 15, while the natural venom or toxins is
equal to 10 + the creature’s Proficiency Bonus (Y2 of its Hit Dice).
Increasing the DC of a purchased poison also increases its cost. For
every +2 to the DC, double the listed cost.

Treating Poison Victims: Forfunately, there are many ways a character
can be treated for poison. Several spells exist that either slow the onset
fime, enabling the character the chance to get further freatment, or
negate the poison entirely. However, Cure Wounds spells do not
negate the progress of a poison, and the Neutralize Poison spell doesn't
recover Hit Points or ability damage already suffered due to the effects
of poison.

In addition, characters with proficiency in the Herbalism or Medicine
skill can take steps to reduce the danger poison presents to player
characters. On a successful skill check before the poison’s onset, the
victim gains a second Saving Throw at +2.

Creating New Poisons: Using the three basic characteristics - method,
onset, and strength - and bearing in mind the debilitating and
paralyzing effects of some poisons, it is possible to create new varieties.

However, always infroduce poisons and poisonous creatures with great
care, especially when dealing with low-level characters. Unlike most
other ways a character can be hurt, the life or death of a poisoned
character often depends on a single die roll. It is essential that
characters be treated fairly, or their players will quickly lose interest in
the game.

Siege Devices
The following devices are used when laying siege to, or defending, a
fortification.

Siege Devices Cost Damage Crew
Cauldron, suspended 200 gp Varies 2
Gallery, covered 1,500 gp None 8
Hoist 600 gp None 4
Mantlet, movable 90 gp None 6
Ram 1,000 gp 2d6+6* 10
Ram catcher 120 gp None 2
Siege tower 2,000 gp None 20
Sow 1,000 gp 2d6+6* 10

* Damage possible only if victim is directly in front of device.

Cauvldron, Suspended: A huge iron pot for boiling or flaming liquid. It is
suspended in such a manner so as to allow it to be tipped easily in order
to spill its contents on attackers. Those climbing up a wall section
beneath a tipped cauldron must make a DC 16 Dexterity Saving Throw
to avoid the contents.

Gallery, Covered: A sometimes movable construction also known as a
tortoise, typically a heavy timber frame, with green hides protecting the
wood. It has a double roof, one peaked to shed missiles and liquids. It
is used fo provide cover for attackers operating against a wall; width
12', height 12', length 20'.

Hoist: A frame with fulcrum and lever, the lever equipped at one end
with a basket which can hoist up to 4 attackers to a height of 30" fo
assault a construction.



Mantlet, Movable: A wooden wall, with wheels for fransport, and a slit
for archery. It is typically é' wide, 8' long, and several inches thick. The
mantlet is slanted backward at a slight angle.

Ram: A movable gallery equipped with a heavy log suspended from
two roof beams by chains. The log is shod in iron and used to batter
through defenses.

Ram Catcher: A fork or hook of iron on a long pole. It is lowered by
defenders to catch and hold a ram (or sow) at work on a wall. The
defenders then raise the catcher to disable or break the ram.

Siege Tower: A mobile wooden tower, typically a beam frame with slats
and green hides to protect it from fire. It is 15' square at the base, 40'
high, with a 10" square parapet at the top. At 30" height there is a
drawbridge 10' square. The lower portion is for locomotion. A ladder
leads up the back or interior to drawbridge deck and the upper
parapet, with two intermediate floors. The wooden walls are usually 1
foot thick.

Sow: A pick/screw device, otherwise conforming to the ram, for use
against stonework. Only screw-equipped sows are able to cause
damage to earth-built fortifications.

Siege Weapons
The following section gives details on the cost, crew requirements, and
use of ranged siege weapons.

Ranged Siege Weapons Type Cost
Ballista Direct-fire weapon 300 gp
Catapult, heavy Indirect-fire weapon 800 gp
Catapult, light Indirect-fire weapon 600 gp
Trebuchet Indirect-fire weapon 1,000 gp

Ballista: A war engine also known as a mangonel or scorpion, which
fires a heavy, spear-ike missile. The cost of missiles for a ballista is
comparable to javelins. Ballistae deal piercing damage.

Catapult, Heavy (Onager): A heavy catapult is a massive engine
capable of throwing rocks or heavy objects with great force. Because
the catapult throws its payload in a high arc, it can hit areas out of its
line of sight but cannot hit targets closer than 100" away.

If the aftack roll succeeds, the catapult stone hits the 5’ square the
catapult was aimed at, dealing the indicated damage to any object
or character in the square. Characters who succeed on a Dexterity
save take half damage. Catapults deal bludgeoning damage.

Once a catapult stone hits a square, subsequent shots hit the same
square unless the catapult is re-aimed or the wind changes direction or
speed.

If a catapult stone misses, roll 1d8 to determine where it lands. This
determines the misdirection of the throw, with 1 being back toward the
catapult and 2 through 8 counting clockwise around the target square.
Then, count 3 squares away from the target square for every range
increment of the attack.

Loading a catapult takes 4 rounds, while re-aiming the weapon takes
3rounds. A heavy catapult takes up a space 15 feet across.

Catapult, Light: A light catapult is a smaller, lighter version of the heavy
catapult. It functions as the heavy catapult, except that it only takes 2
rounds fo re-aim the catapult. A light catapult takes up a space 10
feet across.

Trebuchet: A large siege engine which fires very heavy missile loads a
great distance by means of lever and counterpoise. It functions as a
heavy catapult.

Rate of
Engine or Device Range Damage Fire Crew
Ballista 120 3dé 173 2
Catapult, Heavy 200’ 4d6 1/4 6
Catapult, Light 150’ 3dé 1/4 4
Trebuchet 250’ 5dé 176 8

Attacking with Ranged Siege Weapons: When firing any ranged siege
engine, the crew chief makes an attack against an AC of 15. This
attack roll is not modified by any crew member's Dexterity bonuses but
is modified for range and as noted on Ranged Siege Weapon Attack
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Modifiers table below. Crew chiefs with the Profession: Siege Engineer
skill may add their Proficiency Bonus to their attack roll.

Field of Fire: The arc of fire of missile engines is as follows:
o Ballista 45° left or right
e Catapult, Heavy 15° left or right
e Catapult, Light 30° left or right
e Trebuchet 10° left or right

Cover: Intervening objects will not be likely to interfere with the flight of
arched missiles from catapults or frebuchets, unless they impose
themselves near the engine or the target. Thus, a trebuchet could arch
its missile over a 40" high wall which was more than 100’ distant from it.
As ballista missiles are on a flat trajectory (they are direct-fire weapons)
objects between the engine and the target will interrupt the flight path
of these missiles.

Normal cover and concealment rules apply for ballistae and similar
direct-fire siege weapons.

Ranged Siege Weapon Attack Modifiers

Target Adjustment
Target stationary 3

Target moving at 45’ per round or less +0

Target moving at 60’ per round or more =2

Target is Medium-sized or smaller -2

Target is Large-sized +0

Target is Huge (includes small structures) +2

Target is Gargantuan (includes medium structures) +4

Target is a large building, castle wall, et cetera +6

Winds are calm +1

Winds are light-fo-moderate +0

Winds are strong-to-severe =2

Winds are stronger than severe -4
Weapon Type Adjustment
Direct-fire weapon +4

No line of sight to targeted square -6*

« This penalty can be offset by 2 per previous miss if the crew

can see where the most recent miss landed.
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ABILITY CHECKS
Saving Throws

The Saving Throw is a die roll that gives a chance, however slim, that
the character or creature finds some way to save himself from certain
destruction, or at least lessen the damage of a successful attack.

More often than not, the Saving Throw represents an instinctive act on
the part of the character - diving to the ground just as a fireball
scorches the group; blanking the mind just as a mental battle begins;
blocking the worst of an acid spray with a shield. The exact action is
not important. DMs and players can think of lively and colorful
explanations of why a Saving Throw succeeded or failed. Explanations
tailored fo the events of the moment enhance the excitement of the
game.

Rolling Saving Throws

As stated in the Player’'s Handbook a Saving Throw is simply a check for
a character to avoid damage or other unwanted alteration or harm
caused by a creature's abilities and/or specific situations or effects.
Saving Throws are unique only in that the character is being acted on
and the attacks or events causing it need clarification.

A Saving Throw is an ability check. A player rolls a d20, adds his
character's Proficiency or Common Ability bonus (depending on
whether or not the character has proficiency in a given ability score’s
saves or not) and the appropriate ability modifier.

The DC for Saving Throws is usually equal to:

o 10 plus the monster’s Proficiency Bonus (equal to half of its Hit Dice)
for their special attacks (with a maximum DC of 20 for monsters
with 20 Hit Dice or more)

e 10 plus the spell level + the applicable ability modifier of the caster
to resist a spell's effects

e 10 plus the Proficiency Bonus (equal to 2 of the level of the
character) plus the relevant ability modifier when saving against
class features, fraps set by that character, poisons brewed by that
character, efc.

The Dungeon Master may also give bonuses or impose penalties due to
circumstance and situation. The results of failed Saving Throws for a
particular type are explained below.

Monsters, creatures and non-player characters are also often required
to make Saving Throws when reacting to attacks by a character,
especially spells. Monster Saving Throws function in the same manner,
substituting Hit Dice in place of the level when determining their
Proficiency Bonus, which is applied to all Saving Throws.

Monsters with less than 1 Hit Die have no Proficiency Bonus to their
Saving Throws while monsters with 20 or more Hit Dice add a maximum
of Proficiency Bonus of 10 to their Saving Throws. Unlike player and non-
player characters, they do not add specific ability modifiers to their
Saving Throws (unless otherwise stated in their description).

Note that roling a "natural 20" (a “20" is rolled on your d20) always
indicates success on a Saving Throw roll while roling a “natural 1"
always indicates failure.

Modifying Saving Throws

Saving Throws can also be modified by magical items and special
sifuations, as determined by the DM. These modifiers can increase or
decrease the chance of a successful Saving Throw.

Modifiers that increase the chance are given as a number preceded
by a plus sign. Modifiers that make success more difficult are given as
a number preceded by a minus sign (-1, -2, etc.). Saving Throw
modifiers affect a character's die roll, not the DC of the Saving Throw.

Magical items like cloaks and rings of protection give bonuses to a
character's Saving Throw (these are listed in the item descriptions in the
appendices).

Specific spells and magical items have effects, both good and ill, on a
character's Saving Throws. Sometimes, spells force the victim to save
with a penalty, which makes even the most innocuous spell quite
dangerous. Specific information can be found in the spell descriptions,
for spells, or in the Magical Items section, for magical items.

Unpredictable situations are sure fo crop up. When this happens, the

DM must determine whether Saving Throw modifiers are appropriate.
As a guideline, modifiers for situations should range from -4 to +4. An
evil cleric attacked in his shrine could very well have a +2 bonus to all
his Saving Throws and a -2 penalty applied to those of his enemies. The
powerful evil of the place could warrant the modifier.

DM modifiers should be used sparingly, and only when appropriate. If
constantly assigned, they will no longer feel special to the player whose
character's fate hangs on the toss of a single die.

Saving Throw Priority

Sometimes the type of Saving Throw required by a situation or item isn't
clear, or more than one category of Saving Throw may seem
appropriate. In such cases, use the more specific Saving Throw, where
applicable.

Example: Imagine that an ogre is struck by the ray from a wand
of polymorphing. Both a Saving Throw vs. Magic/lllusion and a
Saving Throw vs. Petrification/Polymorph would be appropriate.
But the ogre must roll a Saving Throw vs. Polymorph because that
classification is more specific than Magic/lllusion.

More information on Saving Throws, including details regarding Item
Saving Throws is provided below.

e Breath Weapon (Dexterity or Constitution): Any character caught
in the area of effect of a breath weapon must make the
appropriate Saving Throw or suffer the breath weapon's full
effects. The type of Saving Throw necessary is described with the
monster or spell that causes the Saving Throw. Generally, the
character must dodge the effects of a breath weapon, so a
Dexterity save is appropriate, though gaseous cloud breathe
weapon attacks require a Constitution Saving Throw.

e Charm (Charisma): Charm spells or spell-like abilities allow a
Charisma Saving Throw to avoid being overcome by the charm.
A failed save means the character suffers the effect of the Charm
spell or effect.

e Confusion (Wisdom): Confusion spells or spell-ike powers allow a
Wisdom Saving Throw to avoid being overcome by confusion. A
failed save means the character becomes confused, as per the
Confusion spell, for an amount of fime specified by the spell or
ability.

e Death Attacks (Charisma): Death Attacks are rare and only a few
monsters and the rare artifact have them. In most cases, Death
Attacks allow the victim to make a Charisma save to avoid the
affect, but if the save fails the character will die instantly.

¢ Disease (Constitution): When a character is injured by a disease
attack such as from a mummy, touching an item smeared with
diseased matter, or consumes disease-tainted food or drink, the
character must make an immediate Constitution Saving Throw. If
the character succeeds, the disease has no effect, for the immune
system has fought off the infection. If failed, damage occurs after



an incubation period. The description for each disease will give
the details on the effects following the incubation period.

Energy Drain (Constitution): An Energy Drain attack takes away
levels or ability score points from the victim unless a successful
Saving Throw is made. Most Energy Drain attacks require a
successful melee attack. Mere physical contact is not enough. The
full effect of an Energy Drain, such as the number of levels taken
away, is specified in the monster, magic item, or spell description
causing the drain. If it is not specified, 1 level is removed.

A character who loses a level this way suffers the effects of the
drain immediately. The character loses one Hit Die of Hit Points of
the appropriate class, and all other class features are reduced to
the new level. The victims experience point total is immediately set
to the midpoint point of the previous level.

A character drained below 1st level is instantly slain. Depending on
the creature that killed the character, the character may rise the
next night as a monster of that kind. If not, the characterrises as a
wight.

Lost levels or ability score points remain until removed by spells,
such as Restoration, or other means. Sometimes level or ability
score loss is temporary and will return to normal in a day's time. A
creature gains temporary Hit Points each time it successfully uses
its innate Energy Drain ability. Unless specified otherwise, the
creature gains the amount of Hit Points that the victim loses.
Energy Drain through spell or magic item does not grant
temporary Hit Points unless their description indicates otherwise.

Fear (Charisma): Spells, magic items, and certain monsters can
affect characters with fear. The character facing a monster that
emanates fear or who has a spell cast upon him makes a
Charisma Saving Throw to resist the effect. A failed roll means that
the character is affected by the fear, as detailed in the spell or
monster description.

Gaze Attack (Wisdom): Each character within range of a Gaze
Attack must attempt a Saving Throw each round at the beginning
of his turn. Generally, the character can avoid the gaze with a
successful Wisdom save. In many instances, the situation is more
appropriately handled without a Saving Throw through narrative
and roleplaying. If necessary, the Dungeon Master may require a
Saving Throw. Failure indicates the character was unable to avoid
the gaze and suffers its effect.

Magic/lllusion (Intelligence or Wisdom): This category is for spells
cast by creatures or from scrolls. It is a catch-all for magic not
covered by one of the other Saving Throw categories. Arcane or
divine spells cast by a magic item or other object, or spell-like
abilities possessed by creatures or items usually allow a Saving
Throw to negate, lessen, avoid, or resist their effects. If the type of
magic is arcane, then an Intelligence Saving Throw is made. If
divine, then a Wisdom Saving Throw is made.

In some cases, the specific effect of the spell calls for another type
of Saving Throw. All Charm spells, whether cast by creature, item,
or spell-like ability require a Charisma Saving Throw. Other Saving
Throw categories not covered by this catch-all would include
paralysis, Polymorph, Energy Drain, Death Attack, and fear.

Paralysis/Constriction (Strength): Some monsters and spells have
the supernatural or spell-like ability to paralyze or hold victims,
immobilizing them through magical means. Paralysis works on a
character's body, but a character can usually resist it with a
Strength Saving Throw. The effects of spell, monster constriction,
and/or paralysis are discussed above in the spell descriptions or in
the Monstrous Manual.

Petrification/Polymorph (Wisdom): Arcane and divine magics can
cause creatures and characters to change their shapes,
sometimes against their will. The victim may make a Wisdom
Saving Throw to resist the Polymorph. Polymorphed creatures
retain their own minds but have new physical forms.

A petrified character is not dead if a majority of the body is intact.
No movement or actions of any kind can be made, not even
mental ones while petrified. Strength and Dexterity scores are
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effectively (but not actually) reduced to 0. There is no awareness
of what is occurring since all of the senses have ceased operating.
If a petrified character cracks or breaks but the broken pieces are
joined with him as he returns to flesh, he is unharmed. If the
character's petrified body is incomplete when returned to flesh, so
is their restored body.

Poison (Constitution): When a character takes damage from a
poisoned weapon, an item smeared with contact poison,
consumes poisoned food or drink or is otherwise poisoned, he must
make a Constitution Saving Throw. If he fails, he suffers the poison's
initial damage. Even if he succeeds, he typically faces more
damage a short time later. Sometimes, the additional damage
allows for another Saving Throw.

Spells (Variable): Arcane and divine spells sometimes allow a
Saving Throw to negate, lessen, avoid, or resist the effect. Each
spell description indicates the type of Saving Throw including those
spells cast from scrolls, wands, rings or other magical devices.

Traps (Dexterity): When a character sets off a trap, a Dexterity
Saving Throw is allowed to avoid all or some of the effects of the
frap. Each trap is unique and the effects of a successful or failed
Saving Throw should be designated beforehand.

Voluntarily Failing Saving Throws: No Saving Throw is made if the target
voluntarily chooses not to resist the effect of a spell or special attack.
This is the case even if the character was duped as to the exact nature
of the spell. When a character announces that he is not resisting the

spell’

s power, that spell (or whatever) has its full effect.

The infention not to resist must be clearly stated or set up through

trickery, however.

If a character is attacked by surprise or caught

unawares, he is normally allowed a Saving Throw. Only in extreme
cases of frickery and deception should an unwitting character be
denied a Saving Throw.

Item Saving Throws

Held or Worn ltems: Unless the descriptive text for a spell (or attack)
specifies otherwise, all items carried or worn by a creature are
assumed to survive a magical attack. If a creature rolls a “natural
1" on its Saving Throw against the effect, however, 1d4 exposed
items are harmed (if the attack can harm objects). Refer to the
table below to defermine the order in which items are affected.
Determine which objects carried or worn by the creature are most
likely to be affected and rollrandomly among them. The randomly
determined items must make a Saving Throw against the attack
form or take whatever damage the attack dealt.

Magic Items: Magic items always get Saving Throws. A magic
item’s Saving Throw bonus equals its creator’s Proficiency Bonus (if
known) or (if not known) +5 for single-use items, +6 for charged
items, and +8 for permanent magical items. A held or worn magic
item either makes Savi