Dunn’eed
Plaf' e

Tl

lndlspensable ;encycl_opedla of fantasy roleplaylng Every-.

WEEL ARy

p.!,.ayer

tesupern

y'lr“n L (gm g Pl

155 = : =£

b”ook is your letewa illustrated gu1de to the worlds

=W
}
it

i

suoSeiq @ suoasung

pasueApy

Advanced




ADVANCED
DUNGEONS & DRAGONS"

iy,

it m‘\m
AR
SUBDAATY I

PLAYER’S HANDBOOK

A compiled volume of information for players of Advanced Dungeons & Dragons, including
character races, classes, equipment costs and descriptions, skill lists and descriptions,
information on adventuring and combat, and spell lists and descriptions.

Credits: E. Gary Gygax, Dave "Zeb" Cook, Monte Cook, Jeremy Crawford, Mike Mearls, Tom Moldvay, and Chris Perkins

Artists: Darlene Pekul, Jeff Dee, David S. LaForce, Jeff Easley, Larry Eimore, Jim Holloway, Erol Otus, Keith Parkinson, Roger Raupp, Jim Roslof, David C.
Sutherland Ill, David A. Trampier, Timothy Truman, and Bill Wilingham

Cover lllustrator: David A. Trampier

Based on the original game created by E. Gary Gygax and Dave Arneson, with Brian Blume, Rob Kuntz, James Ward, and Don Kaye.

Second Printing: October 2018

Advanced Dungeons & Dragons, AD&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player’'s Handbook, Dungeon Master's
Guide, Monstrous Manual, all of the Wizards of the Coast product names, and their respective logo are frademarks of Wizards of the Coast in the USA
and other countries. All characters and their distinctive likenesses are property of Wizards of the Coast. This material is protected under the copyright
law of the United States of America. Any reproduction or unauthorized use of the material or artwork contained herein is prohibited without the express

written permission of Wizards of the Coast.

© 2016 Wizards of the Coast LLC, PO Box 707, Renton, WA 980507-0707, USA.



INTRODUCTION

THE GAME
How to Use Dice

CHARACTER CREATION
Imagine a Character

Roll Ability Scores

Choose a Race

Choose a Class

Fleshing Out the Character

ABILITY SCORES
Generating Ability Scores
Point-Buy Method

ABILITY SCORE DESCRIPTIONS
Strength

Intelligence

Wisdom

Dexterity

Constitution

Charisma

ABILITY MODIFIERS

ABILITY CHECKS

RACES
Ability Adjustments & Limits, by Race
Character Class Preference by Race

RACIAL DESCRIPTIONS
Dwarves
Elves
Gray Elves
Wood Elves
Gnhomes
Half-Elves
Halflings
Stout Halflings
Tallfellow Halflings
Half-Orcs
Humans
Racial Preferences

CHARACTER CLASSES
Character Class Table

LEVEL ADVANCEMENT
High Level Character Options
Hirelings, Henchman, & Followers
Magic Item Creation and
Spell Research

CLASS DECRIPTIONS
Assassin (Thief)

w N NN N NN N

w

A A N O W W W

o~ O O~

O 00 00 00 NN N

9

10
10
10
10
11

12
12

12

12

12

12

13
13

TABLE OF CONTENTS

Barbarian (Fighter)
Bard (Cleric)
Cleric
Druid
Fighter
Magic-User
Specialist Magic-Users
Monk
Paladin (Fighter)
Ranger (Fighter)
Thief
Multiclassed Characters
Split-classed Characters

ALIGNMENT

Non-Aligned Creature
Alignment in the Multiverse
Changing Alignment

RELIGION

PHYSICAL TRAITS
Age
Aging
Height and Weight
Other Physical Characteristics

SOCIAL CLASS
Social Class and Character Class

PERSONALITY TRAITS
Bonds

Flaws

Ideals

Traits

STARTING SKILLS
Starting Skills by Race
Starting Skills by Class
Background Skill

SKILLS
Acrobatics
Animal Handling
Arcana
Ciphers

Craft
Deception
Disable Device
Disguise

History
Infimidation
Language
Medicine
Nature
Perception
Performance

14
16
18
20
22
23
24
25
27
29
31
33
34

35
35
35
35

36

36
36
36
37
37

37
37

37
37
37
38
38

38
38
38
38

39
39
39
39
39
39
39
40
40
40
40
40
40
40
40
40

Persuasion

Poison

Profession
Religion

Sleight of Hand
Stealth

Survival

Gaining New Skills

EQUIPMENT
The Monetary System
Initial Character Funds
Equipping the Character
Equipment Lists
Equipment for Small Characters
Armor & Weapon Profiencies by Class
Armor

Light Armor

Medium Armor

Heavy Armor
Weapons

Weapon Sizes

Ranged Weapons
Melee Weapon Table
Ranged Weapon Table
Miscellaneous Equipment Table
Clothing Table
Accommodations Table
Animals Table
Provisions Table
Transports Table
Hirelings Table
Tack & Harness Table
Lifestyle Expenses Table

EQUIPMENT DESCRIPTIONS
Armor
Armor Sizes
Donning and Doffing Armor
Weapons
Weapon Qualities

Disarm

Finesse

Loading

Range

Reach

Set

Trip

Thrown

Two-Handed
Weapon Sizes
Miscellaneous Equipment
Hirelings
Transport
Tack and Harness
Lifestyle Expenses

Self-Sufficient

40
40
40
41
41
41
41
41

42
42
42
42
42
42
43
43
43
43
43
44
44
44
44
45

46
46
46
46
46
46
46
46

47
47
47
47
48
49
49
49
49
49
49
49
49
49
49
49
50
50
50
51
51
52



ABILITY CHECKS
Skill Checks
Proficiency Bonus
Common Ability Bonus
Difficulty Class of Ability Checks
Variant: Skills w/Different Abilities
Passive Skill Checks
Working Together
Group Skill Checks

SAVING THROWS
Types of Saving Throws
ltem Saving Throws

ADVENTURING
Encumbrance
Carrying Capacity
Push, Drag, or Lift
Strength and Size
Time
Movement
Light
Environmental Hazards
Avalanches and Landslides
Cave-Ins
Desecrated Ground
Extreme Cold and Heat
Falling
Fire
Frigid Water
Heavy Precipitation
High Altitude
Ice
Quicksand
Suffocating
Strong Winds
Webs
Food and Water

SOCIAL INTERACTION
Deception

Infimidation

Persuasion

Repeated Charisma Checks

COMBAT

The Combat Round
Combat Step-by-Step
Surprise
Initiative

Combat Turns

Combat Movement
Breaking Up Your Movement
Moving on a Grid
Moving Around Other Creatures
Moving Through Difficult Terrain
Movement and Falling Prone
Squeezing Through Tight Spaces
Using Different Movement Rates

53
53
53
53
53
54
54
54
54

55
55
56

57
57
57
57
57
57
57
58
59
59
59
59
59
59
59
59
59
59
59
60
60
60
60
60

61
61
61
61
61

62
62
62
62
62
62
62
62
62
63
63
63
63
63

Using Hex Grids
Size of Creatures
Combat Actions

Attack

Cast a Spell

Disengage

Dodge

Free Actions

Help

Hide

Improvising an Action

Ready

Run

Search

Use an Object

MAKING AN ATTACK

Melee Attacks
Opponents and Facing
Opportunity Attacks
Two-Weapon Fighting

Ranged Attacks
Firing into Melee
Grenade-Like Missiles
Ranged Attacks in Close Combat

ATTACK ROLLS
Attack Roll Modifiers
Ability Modifiers
Attack Bonus
Rolling a "Naturall" or "Natural 20"
Critical Hits
Critical Fumbles
Conditional Attack Roll Modifiers
Blinded Combatants
Cover and Concealment
Flank Attacks
Incapacitated Combatants
Prone Combatants
Rear Combatants
Stunned Combatants
Surprised Combatants
Unseen Combatants

COMBAT CONTESTS
Disarm
Grapple
Climbing onto a Bigger Creature
Excaping a Grappe
Moving a Grappled Creature
Overrun
Push
Trip
Tumble

MOUNTED AND UNDERWATER COMBAT
Mounted Combat

Controlling a Mount

Initiative

63
63
64
64
64
64
64
64
64
64
64
64
65
65
65

65
65
65
66
66
66
66
66
67

67
67
67
67
67
67
67
67
67
67
68
68
68
68
68
68
68

68
68
68
69
69
69
69
69
69
69

69
69
69
70

Mounting, Dismounting, & Falling 70

Underwater Combat 70
DAMAGE AND HEALING 70
Ability Damage and Drain 70
Ability Damage 70
Ability Drain 70
Raised or Resurrected Characters 70
Hit Points 71
Describing the Effects of Damage 71
Temporary Hit Points 71
Damage Rolls 71
Critical Hits and Damage 71
Minmum Damage 71
Damage Types 71
Acid 71
Bludgeoning 71
Cold 71
Fire 71
Force 71
Lightning 71
Necrotic 71
Piercing 71
Poison 71
Psychic 71
Radiant 71
Slashing 71
Thunder 71
Damage Resistance and Vulnerability 72
Zero Hit Points 72
Dying 72
Knocking a Creature Out 72
Stabilizing a Dying Creature 72
Monsters and Death 72
Healing 72
Rest and Hit Point Recovery 72
Rest & Recovery of Ability Damage 72
Magical Healing 72
MAGIC 73
Spells 73
Arcane Spells 73
Divine spells 73
Spell Level 73
Preparing Spells 73
Arcane Casters 73
Divine Casters 73
Spell Slots 73
Acquiring New Spells 73
Arcane Spells 73
Divine Spells 74
Spelll Description Format 74
Schools of Magic 74
Casting Spells 75
Casting Time 75
Concentration Checks 75
Using Scrolls 75
Range 75
Targets 75



Area of Effects 75 Standard versus Standard Iltems 189 The Prime Material Plane 218

Duration 76 Specialist Magic-Users 190 The Planes of Energy 218
Saving Throw 76 Special Ingredients 190 The Elemental Planes 218
Magic Resistance 77 Materials 190 The Para-Elemental Planes 218
Components 77 Processes 190 The Quasi-Elemental Planes 218
Reversible Spells 77 Required Materials and The Ethereal Plane 219
Procecces Guidelines 190 The Demiplane of Shadow 219
SPELL TABLES 79 Potion Creation 193 The Astral Plane 219
Bards 79 Level Requirements 193 The Outer Planes 220
Clerics 80 Facilities 193
Druids 81 Research 193 APPENDIX C: GODS OF THE MULTIVERSE 221
Magic-Users 82 Processes and Materials 193 Dragonlance 221
Cost and Time 193 The Forgotten Realms 221
SPELL DESCRIPTIONS 85 Success or Failure 193 Greyhawk 222
Scroll Creation 193 Nonhuman Deities 223
REWARDS 179 Scroll Use 193 Fantasy-Historical Pantheons 224
Experience Points 179 Level Requirements 194 The Celtic Pantheon 224
Magic Items 179 Facilities 194 The Egyptian Pantheon 225
Monsters 179 Research 194 The Greek Pantheon 225
Money 179 Processes and Materials 194 The Norse Pantheon 226
Roleplaying 179 Cost and Time 194
Gaining Levels of Experience 179 Success or Failure 194 APPENDIX D: INPIRATIONAL READING 227
Treasure 179 Creating Other Items 194
Level Requirements 195 APPENDIX E: MAGIC-USER SPELLS
HIRELINGS, HENCHMEN, & FOLLOWERS 180 Facilities 195 BY SCHOOL 228
Hirelings 180 Research 195
Max Number of Henchmen 180 Processes and Materials 195 GLOSSARY OF TERMS 230
Experience Points & Treasure 180 Cost and Time 196
Hireling Loyalty & Personality 180 Success or Failure 196 PLAYER CHARACTER RECORD 234
Henchmen 180 Iltems That No Player Character
Gaining Henchman 180 Should Create 197
Race, Class, and Level 180 Recharging Magical ltems 197
Henchmen Equipment 181 Spell Research 198
Maximum Number of Hanchmen 181 Proposing a Spell 198
Experience Points and Treaure 181 Describing a Spell 198
Henchmen Loyalty & Personality 181 Approval and Modification 199
Followers 182 Conduting Research 199
Experience Point, Treasure, and Success or Failure 199
Obligations 182 New Spells in the Campaign 199
Roleplaying Followers 183
Assassin Followers 183 APPENDIX A: PSIONICS (OPTIONAL) 201
Barbarian Followers 183 Psionicist 201
Bard Followers 184 Activating Psionic Modes & Powers 203
Cleric Followers 184 Psionics in a Round 203
Druid Followers 184 Activation Time 203
Fighter Followers 184 Range 203
Magic-User Followers 185 Targets 204
Monk Followers 185 Area of Effects 204
Paladin Followers 186 Duration 204
Ranger Followers 186 PSP Cost 205
Thief Followers 186 Prerequisites 205
Saving Throw 205
NPC MORALE 187 Psionic Resistance 205
Morale Rating and Morale Score 187 Psionics and Magic 205
Morale Checks 188 Psionicist Power Descriptions 206
MAGIC ITEM CREATION APPENDIX B: THE PLANES OF EXISTENCE 217 .
AND SPELL RESEARCH 189 Overview of the Planes 217

Magic Item Creation Overview 189 The Inner Planes 218



INTRODUCTION

Advanced Dungeons & Dragons is a world. Of course, this world is not
complete. It needs organizers and adventurers to order and explore it.
It needs you! A fantasy roleplaying game is an exercise in imagination
and personal creativity. The organizer of the campaign, the Dungeon
Master, must use the system to devise an individual and unique world.
Into this world of weird monsters, strange peoples, multitudinous states,
and fabulous treasures of precious items and powerful magic stride
fearless adventurers - you and your fellow players. Inexperienced and
of but small power at first, by dint of hard fighting and clever deeds,
these adventurers advance in ability to become forces to be reckoned
with - high priests or priestesses, lords, magic-users and arch-magi,
master thieves.

The abilities of each adventurer are fixed, but even such characteristics
as strength, inteligence, and wisdom are mutable in a fantasy world.
By means of group co-operation and individual achievement, an
adventurer can become ever more powerful. Even death loses much
of its sting, for often the character can be resurrected or reincarnated.
And should that fail there is always the option to begin again with a
new character. Thus, Advanced Dungeons & Dragons is, as are most
roleplaying games, open-ended. There is no “winner”, no final
objective, and the campaign grows and changes as it matures.

THE GAME

Swords & sorcery best describes what this game is all about, for those
are the two key fantasy ingredients. Advanced Dungeons & Dragons is
a fantasy game of roleplaying which relies upon the imagination of
participants, for it is certainly make-believe, yet it is so interesting, so
challenging, and so mind-unleashing that it comes near reality. As a
roleplayer, you become Falstaff the fighter. You know how strong,
intelligent, wise, healthy, dexterous, and, relatively speaking, how
commanding a personality you have. Details as to your appearance,
your body proportions, and your history can be produced by you or the
Dungeon Master. You act out the game as this character, staying
within your "god-given abilities”, and as molded by your philosophical
and moral ethics (called alignment).

You interact with your fellow roleplayers, not as Jim and Bob and Mary
who work at the office together, but as Falstaff the fighter, Angore the
cleric, and Filmar, the mistress of magic! The Dungeon Master will act
the parts of "everyone else” and will present to you a variety of new
characters to talk with, drink with, gamble with, adventure with, and
often fight with! Each of you will become an artful thespian as time goes
by - and you will acquire gold, magic items, and great renown as you
become Falstaff the Invincible!

This game lets all of your fantasies come true. This is a world where
monsters, dragons, good and evil high priests, fierce demons, and even
the gods themselves may enter your character's life. Enjoy, for this
game is what dreams are made ofl!

The game is ideally for three or more adult players: one player must
serve as the Dungeon Master, the shaper of the fantasy milieu, the
"world" in which all action will take place. The other participants
become adventurers by creating characters to explore the fantastic
world and face all of its challenges - monsters, magic, and unnamed
menaces. As is typical for most of us in real life, each character begins
at the bottom of his chosen class (or profession). By successfully
meeting the challenges posed, they gain experience and move
upwards in power, just as actual playing experience really increases
playing skill. Imagination, intelligence, problem solving ability, and
memory are all continually exercised by participants in the game.

As with most other roleplaying games, this one is not just a single
experience contest. It is an ongoing campaign, with each playing
session related to the next by results and participant characters who go
from episode to episode. As players build the experience level of their
characters and go forth seeking ever-greater challenges, they must
face stronger monsters and more difficult problems of other sorts (and
here the Dungeon Master must likewise increase his ability and
inventiveness). While initial adventuring often takes place in an
underworld dungeon setting, play gradually expands to encompass
other such dungeons, town and city activities, wilderness explorations,
and journeys into other dimensions, planes, times, worlds, and so forth.

Players will add characters to their initial adventurer as the milieu
expands so that each might actually have several characters, each
involved in some separate and distinct adventure form, busily engaged
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in the game at the same moment of "Game Time”. This allows
participation by many players in games that are substantially different
from game to game as dungeon, metropolitan, and outdoor settings
are rotated from playing to playing. And perhaps a war between
players will be going on one night, while on the next, characters of
these two contending players are helping each other to survive
somewhere in a wilderness.

Each individual campaign has its own distinct properties and “flavor”.
A good Dungeon Master will most certainly make each game a
surpassing challenge for his players. Treasure and experience gained
should be taken at great risk or by means of utmost cleverness. If the
game is not challenging, if advancement is too speedy, then it
becomes staid and boring. Conversely, a game can be too deadly
and become just as boring, for who enjoys endlessly developing new
characters to march off into oblivion in a single night of dungeon
adventuring?!

Sometimes because of close interaction (or whatever other reason)
two or more Dungeon Masters will find that their games are compatible
to the extent that participants in these individual campaigns can use
the characters created in one to adventure in the others. In such cases
the Dungeon Masters have created a very interesting “world” indeed,
for their milieu will offer interesting differences and subtle shifts which will
pose highly challenging problems to these players. Ultimately, despite
the fact that this is a game system created by someone else, the
game's viability rests principally with the referee. The Dungeon Master
designs and maps out the dungeon, town, city, and world maps.

He must populate the whole world, create its past history, and even
devise some rationale for what transpired (and will probably happen).
As players, you help immeasurably by participating, by letting the
referee know that you appreciate his efforts, and by playing well and
in a sportsmanly fashion. Good play inspires better creations to
challenge that play.

Skilled players always make a point of knowing what they are doing,
i.e. they have an objective. They cooperate - particularly at lower levels
or at higher ones when they must face some particularly stiff challenge
—in order to gain their ends. Superior players will not fight everything
they meet, for they realize that wit is as good a weapon as the sword
or the spell. When weakened by wounds, or nearly out of spells and
vital equipment, a clever party will seek to leave the dungeons in order
to rearm themselves (He who runs away lives to fight another day).
When faced with a difficult situation, skilled players will not attempt
endless variations on the same theme; when they find the method of
problem solving fails to work, they begin to devise other possible
solutions. Finally, good players will refrain from pointless argument and
needless harassment of the Dungeon Master when such bog the play
of the game down with constant debates. Mistakes are possible, but
they are better righted through reason and logic, usually at the finish of
play for the day.

This game is unlike chess in that the rules are not cut and dried. In many
places they are guidelines and suggested methods only. This is part of
the attraction of Advanced Dungeons & Dragons, and it is integral to
the game. Each campaign is a specially tailored affair. While it is drawn
by the referee upon the outlines of the three books that comprise
Advanced Dungeons & Dragons, the players add the color and details,
so the campaign must ultimately please all participants. It is their unique
world. You, the reader, as a member of the campaign community, do
not belong if the game seems wrong in any major aspect. Withdraw
and begin your own campaign by creating a milieu that suits you and
the group that you must form to enjoy the creation.

One of the most important items you must have to play the game is a
character record. As information is developed for your character - his
abilities, race, class, alignment - it must be accurately recorded. All
details of the capabilities and possessions of the character must be
noted. Where equipment and weapons are carried must be listed.
Spells known and spells memorized for an adventure have to be kept
frack of. A running total of experience points must be maintained. All
of these subjects are discussed herein. Ask your DM how records of your
character should be kept, read the rules and commentary, and record
the data you develop according to the rules (and your campaign
referee's instructions) in a form suitable to your DM.

All in all, this is a game for enjoyment. We hope that it will provide
endless hours of entertainment and excitement, for that is the sole
purpose for its creation. So enjoy and may the dice be good to you!
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How to Use the Dice

In the Advanced Dungeons & Dragons rules, many different kinds of
dice are used to give a variety of results. Though these dice appear
strange at first, they will quickly become a familiar part of the game.
Dice used include 4-sided, 6-sided, 8-sided, 10-sided, 12-sided die and
20-sided dice.

When referring to dice, an abbreviation is often used. The first number
in the abbreviation is the number of dice to be rolled, followed by the
letter “d" (short for die or dice), and then a number, for the type of
dice used. For example, 5d8 means an 8-sided die is rolled 5 times,
generating a total from 5 to 40.

The d4 looks like a pyramid. The best way to “throw” or roll a 4-sided
die is to spin it and toss it straight up. It will land on one face (side) with
three faces showing. The bottom number on each of the three faces
is the same; this number is the result of the throw.

The other dice are rolled normally and the top face gives the result.
The O on the d10isread as “10". The d10 can also be used to generate
a percentage (a number from 1 to 100). To do so roll the d10 twice:
the first roll gives the “tens” number and the second roll gives the
“ones” number. For example, a roll of 5 followed by a roll of 3 would
be read as 53. A roll of 0 followed by another roll of 0 equals 100.
Generating a number from 1 to 100 will be referred to as rolling
percentage dice (or d%).

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

CHARACTER CREATION

With the exception of the Dungeon Master, each person playing
Advanced Dungeons & Dragons creates a character to use during
the game. To create this character the player begins by simply
imagining the type of character he desires to play, be it a wandering
barbarian, reclusive magic-user, traveling dwarf, noble elf, a dastardly
villain or virtuous knight. The player begins by generating ability scores
with dice rolls. Ability scores define the character’s physical and
mental traits. Next the player chooses a class, or profession, for the
character that best fits how the character is imagined. In the same
manner the player chooses a race which best fits both the persona
and class desired. Lastly the player fills in the details: examples include
technical game-related aspects of the character, such as combat
bonuses, as well as the character’s persona and history. These steps
are outlined below and detailed in their appropriate sections.

Imagine a Character

Decide, in a general manner, the type of character desired. Is the
character a noble dwarf fighter, a haggard half-orc barbarian, or a
disdainful elf ranger?

Literature, film, theater and comic books are rife with examples of
heroes and villains that players can draw upon for inspiration for their
characters. Yet, as the creator of your own character, you can build
upon these examples to create complex villainous montages or even
more profoundly heroic and noble characters. Stretch your
imagination! Create the character as you imagine him to be. In the
end, imagination is the only limit when creating a persona.

Roll Ability Scores

Each character has six ability scores, generated by rolling dice. The
ability scores are: strength, intelligence, wisdom, dexterity, constitution
and charisma. Each ability score has an impact on the game and
can significantly influence class selection. After roling the dice to
generate these scores, you can choose how those scores are placed.
Naturally, it is important to place the scores in a manner that reflects
your character concept, desired class, and desired race.

Choose a Race

Select a race that best fits your imagined character concept. In
Advanced Dungeons & Dragons, one can choose the versatile
human, a long-lived elf, a willful dwarf, a curious gnome, a quick-
footed halfling, a forlorn half-elf or a pernicious half-orc. Each race is
unique and has its own special abilities, capacities, culture, and
personality. Closely examine each race prior to making a selection. In
particular, ensure that the race selected does not have cultural or
personality characteristics that conflict harshly with the persona of the
character you wish to create. Players also need keep in mind that
their choice of race may influence their character class options.

Choose a Class

A class is a basic concept upon which the character is modeled. This
is one of the more difficult aspects of character creation because
each class represents an archetype found in literature, film or within
roleplaying games themselves. Each class should be very broadly
interpreted. It is possible to have wildly diverse characters that are
members of the same class. Classes should be considered examples
or technical extrapolations of archetypes that provide a broad
representation for the type of character desired. This is necessary in
order to accommodate the needs of the player and the setting where
the character’s adventures occur.

Each of the 11 classes has unique abilities and areas of expertise:
e Assassins are experts at quickly dispatching targeted enemies
and accomplished spies.

e Barbarians are mighty berserkers and braves from savage lands
who distrust magic and rely on their instincts to avoid danger.

e Bards are lore masters and warrior-poets who influence others
with their words.

e Clerics are avowed to a deity and act as defenders of their faith.
¢ Druids owe allegiance to the elemental powers of the world.

e Fighters are versatile and highly-trained warriors with great
prowess at arms.

¢ Magic-Users are practitioners of powerful arcane magics.

e Monks are ascetfic masters of unarmed combat, dedicated to
the perfection of mind and body.

e Paladins are paragons of good charged with combating evil.

e Rangers are woodsmen and hunters of their peoples’ foes.

e Thieves are stealthy opportunists, who rely upon skill and guile.

Fleshing Out the Character

The most important step in character generation comes last: detailing
the character's persona. The player fleshes out the details of the
character's personality, physical description, world view, religious
belief, background, goals and motivations — including the moral
“alignment” best suited to the character’s personality.

After this the character determines their starting skills, which reflects his
interests and upbringing, and determines their starting funds. Using
these funds, the player equips his character with clothing, armor,
weapons, and other adventuring gear.



ABILITY SCORES

Each and every character has six principal characteristics, the
character's abilities. These abilities are Strength, Intelligence, Wisdom,
Dexterity, Constitution, and Charisma. The range of these abilities is
between 3 and 18. Each ability score is determined by random
number generation, as detailed below.

Generating Ability Scores
Rolling for Ability Scores

Roll four six-sided dice (4dé). Discard the lowest die and total the
remaining three. Repeat this five more times, and then assign the six
numbers to the character's abilities however you want.

Point-Buy Method (optional)

Some players do not like the randomness that comes with generating
ability scores by roling dice. In place of rolling, each character
receives a number of points to spend on increasing his ability scores.

In this method, all ability scores start at a base of 9. A character can
increase an individual score by spending some of his points. Likewise,
he can gain more points to spend on other scores by decreasing one
or more of his ability scores. No score can be reduced below 6 or
raised above 18 using this method. See the following table for the costs
of each score. After all the points are spent, apply any racial modifiers
the character might have.

Ability Score Cost

Score Points Score Points
6 -3 13 5

7 -2 14 7

8 -1 15 9

9 0 16 11

10 1 17 13

11 2 18 15

12 8

The number of points you have to spend using the point-buy method
depends on the type of campaign you are playing. The standard
value for a character is 30 points. Average nonplayer characters
(NPCs) are typically built using as few as é points. See the table below
for a number of possible point values depending on the style of your
campaign. The point-buy method emphasizes player choice and
creates equally balanced characters.

Ability Score Points

Campaign Type  Points Campaign Type  Points
Low Fantasy 24 High Fantasy 36
Standard Fantasy 30 Epic Fantasy 42

ABILITY SCORES DESCRIPTIONS
Strength

A character’s Strength (STR) score is the measure of his physical power
and musculature. It affects the following:

Strength Checks

A Strength check can model any attempt to lift, push, pull, or break
something, or to otherwise apply brute force to a situation. The
Athletics skill (see the Skills section on page 39) reflects aptitude in
certain kinds of Strength checks. The DM might also call for a Strength
(Athletics) check when your character tries to accomplish tasks like
the following:

e Force open a stuck, locked, or barred door

* Break free of bonds

¢ Push through a tunnel that is too smalll

¢ Hang on to a wagon while being dragged behind it
 Tip over a statue

* Keep a boulder from rolling

Attack Rolls and Damage
You add your character’s Strength modifier to attack rolls and your
damage rolls when attacking with a melee weapon such as a mace,
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a battle axe, or a spear. You use melee weapons to make melee
attacks in hand-to-hand combat, and some of them can be thrown
to make a ranged attack. Characters with a negative Strength
modifier (or penalty) to damage apply that penalty to all bow
damage and those with a positive Strength modifier (or bonus) may
apply it to bow damage when using specially made bows (see the
description for bows on page 48 for more details). See pages 44 and
45 for more information on weapons and weapon types.

Encumbrance

Your character’s Strength score determines how much weight may be
carried by your character. The Encumbrance section on page 57
details the effects of weight carried upon a character’s movement
and actions.

Saving Throws

Saving Throws against paralysis, constriction, and other effects that
hinder character's freedom of movement are based upon a
character’s Strength score. See the Saving Throws section of pages
55-56 for more details.

Intelligence

Intelligence (INT) measures mental acuity, accuracy of recall, and the
ability to reason.

Intelligence Checks

An Intelligence check comes into play when you need to draw on
logic, education, memory, or deductive reasoning. The Arcana,
Ciphers, Craft, History, Language, Nature, Poison, and Religion skills,
detailed in the Skills section on pages 39-41, reflect aptitude in certain
kinds of Intelligence checks.

The DM might call for an Inteligence check when you try to
accomplish tasks like the following:

« Communicate with a creature without using words
 Estimate the value of a precious item

¢ Pull together a disguise to pass as a city guard

¢ Forge a document

* Recall lore about a craft or trade

* Win a game of skill

Literacy

All characters of average or better Inteligence can read and write
each language that they speak. Characters with a 6-8 Intelligence
score may be literate in one language at most, while characters with
lower Intelligence scores are wholly illiterate.

Saving Throws

lllusion Saving Throws and Saving Throws against effects that confound
the senses or wits of the target are based upon a character’s
Intelligence score. See the Saving Throws section of pages 55-56 for
more details.

Spellcasting Ability
Magic-users use Intelligence as their spellcasting ability, which helps
determine the Saving Throw DCs of spells they cast.

Maximum Spell Level

Magic-users need to have adequate Inteligence scores in order to
cast their arcane spells. They must have a minimum Intelligence of 9
in order to cast spells.

Their maximum spell level is equal to one half of the spellcasting
character’s Intelligence, rounding fractions up. As such, a magic-user
with a 9-10 Intelligence may cast up to 5th level spells while a magic-
user with a 15-16 Intelligence may cast up to 8t level spells. A magic-
user may cast lower level spells in place of higher level spells that they
are unable to cast.

Wisdom
Wisdom (WIS) describes a composite of the character's
enlightenment, judgment, willpower, common sense, and intuition. Ifs
effects are:
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Wisdom Checks

A Wisdom check might reflect an effort to read body language,
understand someone's feelings, notice things about the environment,
or care for an injured person. The Animal Handling, Insight, Medicine,
Perception, Profession, and Survival skills, detailed in the Skills section
on pages 39-41, reflect aptitude in certain kinds of Wisdom checks.

The DM might call for a Wisdom check when your character fries to
accomplish tasks like the following:

* Get a gut feeling about what course of action to follow
» Discern whether a seemingly dead or living creature is undead

Saving Throws

Confusion, gaze attacks, petrification, and polymorph Saving Throws
are all based upon the character's Wisdom score. See the Saving
Throws section of pages 55-56 for more details.

Spellcasting Ability

Clerics, druids, paladin, and rangers use Wisdom as their spellcasting
ability, which helps determine the Saving Throw DCs of spells they cast.

Maximum Spell Level

Clerics, bards, druids, paladins, and rangers need to have an
adequate Wisdom score in order to cast their divine spells. They must
have a minimum Wisdom of 9 in order to cast spells. Their maximum
spell level is equal to one half of the spellcasting character’s Wisdom,
rounding fractions up. As such, a cleric with a 9-10 Wisdom may cast
up to 5thlevel spells while a cleric with a 15-16 Wisdom may cast up to
8th level spells. Clerics, bards, druids, paladins, and rangers may cast
lower level spells in place of higher level spells that they are unable to
cast.

Dexterity

Dexterity (DEX) encompasses several physical attributes including
hand-eye coordination, agility, reaction speed, reflexes, and balance.
It affects the following:

Dexterity Checks

A Dexterity check can model any attempt to move nimbly, quickly, or
quietly, or to keep from falling on fricky footing. The Acrobatics,
Disable Device, Sleight of Hand, and Stealth skills, detailed in the Skills
section on pages 39-41, reflect aptitude in certain kinds of Dexterity
checks.

The DM might call for a Dexterity check when your character tries to
accomplish tasks like the following:

e Control a heavily laden cart on a steep descent

¢ Steer a chariot around a tight turn

* Securely tie up a prisoner

* Wriggle free of bonds

¢ Craft a small or detailed object

Attack Rolls

You add your character’'s Dexterity modifier to attack rolls when
attacking with a ranged weapon, such as a javelin, sling, or a
longbow. Your character can also add their Dexterity modifier to
attack rolls when attacking with a melee weapon that has the finesse
property, such as a dagger or a short sword. See pages 44 and 45 for
more information on weapons and weapon types.

Armor Class

Depending on the armor your character wears, you might add some
or all of your Dexterity modifier to your Armor Class, as described in the
Equipment section on page 43. Encumbrance (see page 57) may also
affect your Dexterity bonus to Armor Class.

Initiative

At the beginning of every combat, your character rolls initiative by
making a Dexterity check. Initiative determines the order of creatures’
furns in combat.

Saving Throws

Breath weapon and trap Saving Throws are based upon a character's
Dexterity score. See the Saving Throws section of pages 55-56 for more
details.

Constitution

A character's Constitution (CON) score encompasses his physique,
fitness, endurance, health, and physical resistance to hardship, injury,
and disease. It affects the following:

Constitution Checks

Constitution checks are uncommon, and no skills apply to Constitution
checks, because the endurance this ability represents is largely
passive rather than involving a specific effort on the part of a
character or monster. A Constitution check can model your attempt
to push beyond normal limits, however.

The DM might call for a Constitution check when your character tries
to accomplish tasks like the following:

* Hold your breath

* March or labor for hours without rest
¢ Go without sleep

* Survive without food or water

* Quaff an entire stein of ale in one go

Hit Points

Your Constitution modifier contributes to your Hit Points. Typically, you
add your Constitution modifier to each Hit Die you roll for your Hit
Points. If your Constitution modifier changes, your Hit Point maximum
changes as well, as though you had the new modifier from 1t level.

Example: If your Constitution score increases (typically through
magical items or a Wish spell) when your character is 5t level
and your Constitution modifier increases from +1 to +2, you
adjust your Hit Point maximum as though the modifier had
always been +2. So, you add 5 Hit Points for your first 5 levels,
and then continue using your new modifier as you advance in
level. Or if you're 7 level and some effect lowers your
Constitution score so as to reduce your Constitution modifier by
1, your Hit Point maximum is reduced by 7.

After 9t level all classes receive a set number of Hit Points per level
and no longer roll for Hit Points. The character’s Constitution modifier is
no longer applied to their Hit Points after 9th level.

Saving Throws

Disease, Killing Strike, Life Drain, and poison Saving Throws are based
upon a character’s Constitution score. See the Saving Throws section
of pages 55-56 for more details.

Charisma

The charisma (CHA) score measures a character's persuasiveness,
personal magnetism, confidence, and ability to lead. It is not a
reflection of physical attractiveness, although attractiveness certainly
plays a role. It is important to all characters, but especially to those
who must deal with non-player characters (NPCs), mercenary
hirelings, retainers, and intelligent monsters.

Charisma Checks

A Charisma check might arise when your character tries to influence
or entertain others, when your character tries o make an impression
or tell a convincing lie, or when your character is navigating a tricky
social situation. The Deception, Disguise, Intimidation, Performance,
and Persuasion skills, detailed in the Skills section on pages 39-41,
reflect aptitude in certain kinds of Charisma checks.

The DM might call for a Charisma check when your character tries to
accomplish tasks like the following:

¢ Find the best person to talk to for news, rumors, and gossip

* Blend into a crowd to get the sense of key topics of conversation

Saving Throws

Death Attack, Charm, and Fear Saving Throws are based upon a
character’s Charisma score. See the Saving Throws section of pages
55-56 for more details.



ABILITY MODIFIERS

Ability scores, after changes made because of race, typically range
from 1 to 19. The table below shows the ability modifiers for all ability
scores, ranging from -5 to +10. The modifier is the number you apply to
the die roll when your character tries to do something related to that
ability. You also use the modifier with some numbers that aren’t die
rolls. A positive modifier is called a bonus, and a negative modifier is
called a penalty.

Ability Score Modifier Ability Score Modifier
1 -5 18 +3

2 -4 19 +4

3 -3 20 +5

4-5 -2 21 +6

6-8 -1 22 +7

9-12 *0 23 +8

13-15 +1 24 +9

16-17 +2 25 +10

ABILITY CHECKS

Almost all non-combat actions which require a die roll to determine
success or failure are resolved by an ability check. Every ability check
has an associated ability score. Whenever one of these checks is
made a d20 is rolled by the player. The character's ability modifier is
always added to this roll.

e When using skills and making Saving Throws in which your
character is proficient (see the character race and class
descriptions, and the Starting Skills section on page 38 for more
details on proficiencies) your character adds of his Proficiency
Bonus to the roll. This bonus is equal to half of your character's
level (rounded down, to a minimum of 1 at 1stlevel) and is shown
on the Proficiency Bonus Table that follows. See page 53 for more
information on Ability checks.

e When using skills and making Saving Throws in which your
character is not proficient, your character adds half of his
Proficiency Bonus (rounding fractions down) unless the skill can't
be used without proficiency (see the Skills section on pages 39-41
for more details on which skills require proficiency for their use).

Proficiency Bonus Table

Level Proficiency Bonus Common Ability Bonus
1 +1 +0
2 +1 +0
S +1 +0
4 +2 +1
5 +2 Sl
6 +3 +1
7 §iiS) +1
8 +4 +2
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Proficiency Bonus Table (Continued)

Level Proficiency Bonus Common Ability Bonus
9 +4 +2
10 +5 +2
11 +5 +2
12 +6 +3
13 +6 1)
14 +7 +3
15 +7 S
16 +8 +4
17 +8 +4
18 +9 +4
19 +9 +4
20 +10 +5

The Dungeon Master assigns a difficulty rating, known as the Difficulty
Class or DC, for the ability check. If the creature’s d20 roll, plus ability
and Proficiency (or Common Ability) bonus, is equal to or greater than
the Difficulty Class (DC) then the ability check is successful. Otherwise,
the check is a failed. Note that rolling a “natural 20" (a 20 is rolled on
your d20) always indicates success on ability checks and attack rolls
while rolling a “natural 1" (a 1 is rolled on your d20) always indicates
failure.

A more thorough discussion of ability checks is located in the Ability
Checks and Saving Throws sections of the rules on pages 53 and 55,
respectively. Rules for when a Proficiency or Common Ability Bonuses
may or may not be applied to an ability check are also provided in
that section.

It isimportant to note that ability checks need not be made for routine
or easy tasks in most instances. The DCs for such checks, however, are
listed as a point of reference. The following is a guideline for assigning
or gauging the modifiers to ability checks:

Ability Check Guidelines
Challenge DC Example

Routine 0 Notice something in plain sight
(Perception).

Easy 5 Repair a broken door-latch
(Craft)

Average 10 Haggle with a down-on-his-luck
merchant (Persuasion)

Tough 15 Guide your ship safely through a raging

storm (Profession: Sailor)

Leap onto the back of a giant eagle as
it swoops past you (Athletics)

Open an ancient lock made by a
legendary dwarven craftsman

(Disable Device)

Move a goddess of the arts to tears with
your song (Performance)

Challenging 20

Formidable 25

Heroic 30
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RACES

Human

After a player has determined the abilities of his character, it is then
fime to decide of what racial stock the characteris to be. For purposes
of the game the racial stocks are limited to the following: dwarf, elf,
gnome, half-elf, halfling, half-orc and human.

The Dungeon Master may have restrictions as to which races are
adllowed in the campaign due to the circumstances of the milieu. Two
tables for easy reference are given below in order that you can select
the racial stock of your character based on abilities generated and
with an eye tfowards what character class the character will be.

There are certain other disadvantages and advantages to characters
of various races; these are described in the Race Descriptions section,
on pages 7-11.

Ability Adjustments and Limits, by Race
Certain racial stocks excel in certain ability areas and have
shortcomings in others. These penalfies 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 adjusted 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:

Race Ability Adjustments

Dwarf Constitution +1; Charisma -1

Elf Dexterity +1; Constitution -1

Gnome Strength -1; Constitution +1

Halfling Strength -1; Dexterity +1

Half-Orc Strength +1; Constitution +1; Charisma -2
Race Initial Ability Score Limits

Dwarf Constitution 19; Charisma 17

EIf Dexterity 19; Constitution 17

Gnome Strength 17; Constitution 19

Halfling Strength 17; Dexterity 19

Half-Orc Strength 19; Constitution 19; Charisma 15

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.

Character Class Preference by Race

Character Race

Half- Half-
Class Dwarf  Eif Gnome  EIf Halfing  Orc Human
Assassin - - - - - Yes  Yes
Barbarian - No No - No Yes Yes
Bard - Yes - Yes - - Yes
Cleric Yes Yes  Yes Yes Yes Yes  Yes
Druid - Yes - Yes - - Yes
Fighter Yes Yes  Yes Yes Yes Yes  Yes
Magic-User No Yes Yes Yes No - Yes
Monk No No No - No - Yes
Paladin - - - - - - Yes
Ranger - Yes - Yes - - Yes
Thief Yes Yes Yes Yes Yes Yes  Yes

Character Race shows the seven races of player characters. Reading
down each heading gives quick reference as to what classes are
typical for characters of each race.

o A "Yes” indicates that a character of that race prefers a given
class.

e A "-"indicates that a character of that race may choose that
class, though such a choice would be atypical for a member of
that race.

e A “No"indicates that a character of that race cannoft select that
particular class without their DM's approval, as a character with
that race and class combination is exceedingly rare.




RACE DESCRIPTIONS
Dwarves

Dwarves are short and stocky, easily identified by their size and shape.
Hill dwarves average 4 to 4% feet tall but are so broad and compact
that they are, on average, almost as heavy as humans. They have
ruddy cheeks, dark eyes and dark hair that greys at an early age.
Dwarves generally live for 350 years. Mountain dwarves are similar to
hill dwarves but tend to be taller (4)%2' to 5’ tall) and lighter in coloration
(typically of lighter of skin with brown hair).

Dwarves tend to be dour and taciturn. They are given to hard work and
care little for most humor. They are strong and brave. They enjoy beer,
ale, mead, and even stronger drink. Their chief love, however, is
precious metal, particularly gold. They prize gems, of course, especially
diamonds and opagque gems (except pearls, which they do not like).
Dwarves like the earth and dislike the sea. Not overly fond of elves, they
have a fierce hatred of orcs and goblins. Their short, stocky builds make
them ill-suited for riding horses or other large mounts (although ponies
present no difficulty), so they tend to be a trifle dubious and wary of
these creatures. They are ill-disposed toward magic and have little
talent for it, but revel in fighting, war-craft, and scientific arts such as
engineering.

Though dwarves are suspicious and avaricious, their courage and
tenacity more than compensate for these shortcomings.

Dwarves typically dwell in hilly or mountainous regions. They prefer life
in the comforting gloom and solidness that is found under ground. They
have several special abilities that relate to their subterranean life, and
they are noted for being particularly resistant to magic and poisons.
Although there are various subraces of dwarves, dwarven player
characters are always assumed to be hill or mountain dwarves.

Ability Adjustments

Because of their sturdy builds, dwarves add 1 to their initial Constitution
score. Their dour and suspicious natures cause them to subtract 1 from
their initial Charisma score.

Combat Bonuses

The age-old hatred that exists between dwarves and both orcs and
goblinoids affords them a +1 bonus to attack rolls against orcs, half-
orcs, goblins, hobgoblins, and bugbears.

Years of battling giantkind has trained dwarves how to 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 60’

Dwarves can see in complete darkness to a distance of 60’. Darkvision
is black and white only but otherwise like normail sight. Brightly lit areas,
such as areas lit by a torch or lantern, spoil their Darkvision.

Permitted Classes
Dwarves may advance in all character classes except for the magic-
user and monk. Their preferred classes are the cleric, fighter, and thief.

Proficiencies
All dwarves begin play proficient in the following skills: Languages
(Common and Dwarven) and Profession (Miner).
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Resistances

Dwarves are highly resistant to magic, gaining a +4 bonus to all Saving
Throws versus magic. The dwarven race is extremely hardy and gains
a +4 bonus to all Saving Throws versus poison.

Size and Movement Rate

Even though dwarves typically stand little over 4' tall they are
considered Medium-sized creatures due to their broad shoulders and
sturdy builds. Dwarves move at arate of 45’ per round due to their short
stature.

Skill Bonuses

Dwarves' expertise at mining and working stone allows them to spot
unusual or unique stonework construction. Dwarves gain a +2 bonus to
all Craft, Perception, and Profession checks when dealing with
stonework construction, including finding secret doors and stonework
fraps. As natural miners, dwarves can automatically determine how far
below ground they are and can automatically determine which
direction they are traveling in when beneath the surface.

Elves

Elves tend to be somewhat shorter
and slimmer than normal humans,
averaging just over 5’ in height and
weighing between 90 and 100
pounds. Their features are finely
chiseled and delicate, and they
speak in melodic tones.

Although they appear fragile and
weak, as a race they are quick and
strong. They tend to be pale-skinned
and dark-haired with green eyes.

Elves often live to be over 1,200 years
old, although long before this time
they feel compelled to depart the
realms of men and mortals. Where
they go is uncertain, but it is an
undeniable urge of their race.

Elves are often considered frivolous and aloof. In fact, they are not,
although humans often find their personalities impossible to fathom.
They concern themselves with natural beauty, dancing and frolicking,
playing and singing, unless necessity dictates otherwise. They are not
fond of ships or mines but enjoy growing things and gazing at the open
sky. Even though elves tend toward haughtiness and arrogance at
times, they regard their friends and associates as equals. They do not
make friends easily, but a friend (or enemy) is never forgotten. They
prefer to distance themselves from humans, have little love for dwarves,
and hate the evil denizens of the woods.

Their humor is clever, as are their songs and poetry. Elves are brave but
never foolhardy. They eat sparingly; they drink mead and wine, but
seldom to excess. While they find well-wrought jewelry a pleasure to
behold, they are not overly interested in money or gain. They find
magic and swordplay (or any refined combat art) fascinating. If they
have a weakness it lies in these interests.

Although there are various branches of the elven race, elven player
characters are assumed to be of the most common type, high elves,
unless the Dungeon Master permits the elven subraces listed below.

Ability Adjustments

Elves are nimble and naturally graceful, adding +1 to their initial
Dexterity score. At the same time elves are slight of build and subtract
1 from their initial Constitution score.

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

Immunities
Elves are immune to ghoul's paralysis, and to all magical sleep and
charm effects.

Permitted Classes
Elves may advance in all character classes except for the barbarian
and monk.
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Their preferred classes are the cleric, bard, druid, fighter, magic-user,
ranger, and thief.

Proficiencies

All elves begin play proficient in the following skills: Languages
(Common and Elven). They also have proficiency with the following
weapons: longbows, shortbows, longswords, and short swords.

Size and Movement Rate
Elves are Medium-sized creatures. Elves move 60’ per round.

Skill Bonuses

The natural grace of their race gives elves the ability to move about
noiselessly and conceal themselves. 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 notice it.

Twilight Vision

Elves can see normally by moonlight and in dim light.

GI'GY Elves (Faeries)

These noble elves are the rarest and most powerful of their kind. They
are very reclusive, live in isolated meadowlands, and never associate
with any other humanoids, other than elves, for long - or with frequency.
They are thinner than high elves, with hair color of silver or gold and
eyes of amber and violet. They are the longest lived of the elven
people, with life spans of up to 1,500 years. They favor white, yellow,
silver, or gold garments. Their cloaks are often deep blue or purple.
Gray elven characters use the rules for high elven characters, with the
following exception:

Ability Adjustments

Gray elves receive a +1 bonus to their initial Inteligence and Dexterity,
scores, giving them a maximum score of 19 in these abilities, but suffer
a -1 penalty to their initial Constitution and Strength scores.

W T

- A
Wood Elves (Sylvan Elves)
Wood elves live in primeval forests and distant woodlands. Wood elves
are more reserved than gray elves, and do not mix with other races on
aregular or recurring basis. Their complexions are fair, their hair is yellow
to coppery red and their eyes are light brown, light green, or hazel. They
wear russets, reds, brown, and tans. Their cloaks are usually green or
greenish brown. Wood elves have a life span of up to 1,000 years.
Wood elven characters use the rules for high elven characters, with the
following exceptions:

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

Proficiencies

Wood elves begin play proficient in the following skills: Languages
(Common and Elven). They also have proficiency with the following
weapons: longbows, shortbows, spears, and shortswords.

Gnomes

Kin to dwarves, gnomes
are noticeably smaller
than their distant cousins,
averaging just over 3' in
height. Gnomes, as they
proudly maintain, are also
less rotund than dwarves,
weighing between 55 and
70 pounds. Their noses,
however, are significantly
larger. Most gnomes have
dark tan or wood brown
skin and white hair. Their
eyes are grey-blue to
bright blue. A typical
gnome lives for over 600
years.

Gnomes have lively and sly senses of humor, especially for practical
jokes. They have a great love of living things and finely wrought items,
particularly gems and jewelry. Gnomes love all sorts of precious stones
and are masters of gem polishing and cutting.

Gnomes prefer to live in areas of rolling, rocky hills, well wooded and
uninhabited by humans. Their diminutive stature has made them
suspicious of the larger races - humans and elves - although they are
not hostile. They are sly and furtive with those they do not know or frust,
and somewhat reserved even under the best of circumstances.
Dwelling in mines and burrows, they are sympathetic to dwarves, but
find their cousins’ aversion to surface dwellers foolish.

Gnomish player characters are assumed to be members of the most
common subrace of gnomes, surface gnomes.

Ability Adjustments

Gnomes, like dwarves, are exceptionally robust and add +1 to their
initial Constitution scores. Their small size limits their strength and, as
such, all gnomish characters subtract 1 from their initial Strength scores.

Animal Empathy
Gnomes may communicate with burrowing mammals at a rudimentary
level.

Combat Bonuses

The age-old hatred that exists
between gnomes and both
kobolds and goblinoids
affords them a +1 bonus to
attack rolls against kobolds,
goblins, hobgoblins, and
bugbears.

Years of battling giantkind has
frained gnomes how tfo 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 60’

Gnomes can see in complete
darkness to a distance of 60'.
Darkvision is black and white
only but otherwise like normal
sight. Brightly lit areas, such as
areas lit by a torch or lantern,
spoil their Darkvision.

Permitted Classes

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
All gnomes begin play proficient in the following skills: Languages
(Common and Gnomish) and Profession (Miner).

Resistances
Gnomes are highly resistant fo magic, gaining a +4 bonus fo all Saving
Throws versus magic.

Size and Movement Rate
Gnomes are Small-sized creatures. Due to their small size gnomes move
45’ perround.

Skill Bonuses

Gnomish expertise at mining and burrowing allows them to spot unusual
or unigue stonework constfruction. Ghnomes gain a +2 bonus to all Craft,
Perception, and Profession checks when dealing with stonework
construction, including finding secret doors and stonework fraps, and
when working with gemstones. As natural miners, gnomes can
automatically determine how far below ground they are and can
automatically determine which direction they are tfraveling in when
beneath the surface.

Half-Elves

Half-elves are usually much like their elven parent in appearance. They
are handsome folk, with the good features of each of their races. They
mingle freely with either race, being only slightly taller than the average
elf (5%2' on average) and weighing about 150 pounds. They typically
live about 250 years. They do not have all the abilities of the elf and do
not have the natural aptitude of humankind.

In general, a half-elf has the curiosity, inventiveness, and ambition of his
human ancestors, and the refined senses, love of nature and artistic
tastes of his elven ancestors. Half-elves do not form communities
among themselves; rather, they can be found living in both elven and
human communities. The reactions of humans and elves to half-elves
range from intrigued fascination to outright bigotry.

Ability Adjustments

Half-elves have no bonuses or penalties to their initial abilities.

Ability Check Bonuses

Half-elves, 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). Dexterity, Inteligence, Wisdom,
and/or Charisma are common choices for half-elven characters,
though any ability scores may be chosen.

Permitted Classes

Half-elves may advance in all character classes but prefer the following
classes: assassin, bard, cleric, druid, fighter, magic-user, ranger, and
thief.

Proficiencies
All half-elves begin play proficient in the following skills: Languages
(Common and Elven).

Resistances

Half-elves have inherited some of their elven parent’s resistances and
have a +4 bonus to all savings throws against magical sleep and charm
effects.

Size and Movement Rate
Half-elves are Medium-sized creatures. The base Movement Rate of
half-elves is 60’ per round.

Skill Bonuses

The keen senses of half-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, half-elves
may automatically make a Perception check to notice it.

Twilight Vision

Half-elves can see normally by moonlight and in dim light.
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Halflings

Halflings are a short, averaging 3' to 3'2' in height, generally plump
people, weighing between 45 and 70 pounds. Their faces are round,
broad, and often quite florid. Their brown to sandy hair is typically curly
and the tops of their feet are covered with coarse hair. Their eyes are
usually brown or hazel. They prefer not to wear shoes whenever
possible. Their typical life expectancy is approximately 150 years.

Halflings are sturdy and industrious, generally quiet and peaceful.
Overall, they prefer the comforts of home to dangerous adventuring.
They enjoy good living, rough humor, and homespun stories. In fact,
they can be a trifle boring at times. Halflings are not forward, but they
are observant and conversational if in friendly company.

Halflings see wealth only as a means of gaining creature comforts,
which they love. Though they are not overly brave or ambitious, they
are generally honest and hard-working when there is need.

Halfling homes are well-furnished burrows, although most of their work
is done on the surface. Elves generally like them in a patronizing sort of
way. Dwarves cheerfully tolerate them, thinking halflings somewhat soft
and harmless. Gnomes, although they drink more and eat less, like
halflings best, feeling them kindred spirits. Because halflings are more
open and outgoing than any of these other three, they get along with
other races far better.

There are three types of halflings: hairfoofts, tallfellows, and stouts.
Hairfoots are the most common type but, for player characters, any of
the three is acceptable.

Ability Adjustments

Halflings are light-footed and nimble, adding +1 to their initial Dexterity
scores. Their small size limits their strength and, as such, all halfling
characters subtract 1 from their initial Strength scores.

Combat Bonuses

Halflings have a natural talent with slings and thrown weapons. Rock
pitching is a favorite sport of many a halfling child. All halflings gain a
+1 bonus to their attack rolls when using thrown weapons and slings.

Permitted Classes

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

Proficiencies

All halfings begin play proficient in the following skills: Languages
(Common and Halfling). They also have proficiency with the following
weapons: darts and slings.

Resistances

Halflings are highly resistant to magic, gaining a +4 bonus to all Saving
Throws versus magic. They are also extremely hardy and gain a +4
bonus to all Saving Throws versus poison.

Size and Movement Rate
Halflings are Small-sized creatures. The base Movement Rate for
halflings is 45" per round.
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Skill Bonuses

Halflings receive a +2 bonus to Perception checks. Halflings, due to their
small size, unobftrusive manner, and padded feet, are naturally inclined
to moving silently and hiding. They gain a +2 bonus to all Stealth
checks.

Twilight Vision

Halflings can see normally by moonlight and in dim light.

Stout Halflings

This kind of halfling is a bit smaller and stockier than the typical (hairfoot)
halfling. It is commonly believed that stout halflings have traces of
dwarven blood within their veins. When forced into battle, they tend
to wear more armor than their hairfoot brethren and employ
morningstars in addition to the usual halflingish arms.

Stout halfling characters use the rules for hairfoot halflings, with the
following exception:

Darkvision 60’

Stouts can see in complete darkness to a distance of 60'. Darkvision is
black and white only but otherwise like normal sight. Brightly lit areas,
such as areas lit by a torch or lantern, spoil their Darkvision.

Tallfellow Halflings

A taller (4 +'), simmer halfling, with fairer skin and hair. Tallfellows are
very rare. Like stouts they tend to use heavier armor than hairfoots.
Tallfellows are able to ride ponies and tend to use spears in addition to
the to the usual halflingish arms. Tallfellows share the racial abilities of
hairfoots, though they often speak Elven, in addition to Common and
Halfling, and are friendly with elvenkind. It is rumored that tallfellows
have a bit of elven blood in them.

Half-Orcs

Half-orcs are boors. They are rude, crude, crass, and generally
obnoxious. Because most are cowardly they tend to be bullies and
cruel to the weak, but they will quickly knuckle under to the stronger.
This does not mean that all half-orcs are horrid, only most of them. It
neither means that they are necessarily stupid nor incapable. They wiill
always seek to gain the upper hand and dominate those around them
so as to be able to exercise their natural tendencies; half-orcs are
greedy too. They can, of course, favor their human parent more than
their orcish one.

Orcs are fecund and create many crossbreeds, most of the offspring of
such being typically orcish. However, some one-tenth of orc-human
mongrels are sufficiently non-orcish to pass for human. It is assumed that
player characters that are of the half-orc race are within the superior

10%, though there is something disquieting about their appearance
that reveals the cruel nature of their orcish heritage.

Half-orcs tend to be slightly taller than humans, longer of limb and with
broader shoulders. Their facial features have an orcish caste to them,
with thin-slit eyes and nostrils, broad, jutting jaw lines and slightly pointed
ears being common. Their canine teeth are somewhat larger than
those of humans and their coloration tends fo be ruddier than usual for
men of their lands.

Half-orcs are relatively short-lived, with a life expectancy of
approximately 65 years.

Ability Adjustments

Half-orcs are powerfully built, with broad shoulders and mighty thews.
They add 1 to their initial Strength and Constitution scores but subtract
2 from their initial Charisma scores due to their brutish, brusque nature.

Ability Check Bonuses

Half-orcs, 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-orc characters, though any ability scores
may be chosen.

Darkvision 60

Half-orcs can see in complete darkness to a distance of 60'. Darkvision
is black and white only but otherwise like normal sight. Brightly lit areas,
such as areas lit by a torch or lantern, spoil their Darkvision.

Permitted Classes
Half-orcs may advance in all character classes but prefer the following
classes: assassin, barbarian, cleric, fighter, and thief.

Proficiencies
All half-orcs begin play proficient in the following skills: Languages
(Common and Orcish).

Size and Movement Rate
Half-orcs are Medium-sized creatures. The base Movement Rate of half-
orcs is 60" per round.

Humans

Human characters are neither given penalties nor bonuses, as they are
established as the norm upon which these subtractions or additions for
racial stock are based. Human characters are not limited as fo what
class of character they can become and are renowned for their
adaptability and natural aptitude. As they are the rule rather than the
exception, the basic information given always applies to humans, and
racial changes are noted for differences as applicable for demihuman
characters.

Humans are the most diverse of all the races, with skin and hair varying
in color from black to the lightest shades. Their men may or may not
wear beards and their eyes can be of various hues, tending towards
shades of blue or brown.

Ability Adjustments

None

Ability Check Bonuses

Humans, as the most adaptable of the player races, gain a +1 bonus to
all ability checks (Saving Throws and skill checks).

Permitted Classes
Humans may advance in all character classes and prefer no class over
any other.

Proficiencies
All humans begin play proficient in the following skills: Languages
(Common) plus 2 other skills of their choosing.

Size and Movement Rate
Humans are Medium-sized creatures. The base Movement Rate of
humans is 60" per round.



Racial Preferences

In addition to the various attributes of the races of characters already
mentioned, there are also certain likes and dislikes which should be
considered in selecting a race for your character. The dealings that a
character has with various races will be affected by racial preferences
to some extent. Similarly, the acquisition of hirelings of other races might
prove difficult for some characters if they go outside a narrow field. Your
Dungeon Master will certainly take racial preferences info account
during interaction between your character and the various races that
he will encounter (see Social Interaction on page 61). The following
table will serve as a guide in determining which races your character
will like, be rather indifferent to, or dislike.
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Basic Acceptability of Race

Vo Vo

Race Dwarf Ef Gnome EIf Halfing Orc Human
Dwarf P A G N NI H N

EIf A P N G N A N
Gnome G N B N G A N
Half-Elf N G N P N A G
Halfling NE N2 G N P N N
Half-Orc  H A A A N P N
Human N N N G N N P

1Stout halflings and dwarves regard each other with goodwill (G).
2Tallfellow halflings regard elves with goodwill (G).

Notes on the Racial Preferences Table:
P: Indicates that the race is generally preferred, and dealings with
the members of the race will be reflected accordingly.

G: Means that considerable goodwill exists towards the race.

N: Shows that the race is thought of neutrally, although some
suspicion will be evidenced.

Means that the race is greeted with antipathy.
H: Indicates a strong hatred for the race in question.
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CHARACTER CLASSES

In the Advanced Dungeons & Dragons game, there are 11 character
classes from which to choose.

Four of these classes are core classes (clerics, fighters, magic-users,
and thieves), which represent the basic archetypes for fantasy
characters — the priests, warriors, wizards, and rogues of various milieus.
Monks are an optional, fifth, core class that may be allowed in your
game, at the DM’s discretion.

Six subclasses (assassins, barbarians, bards, druids, paladins, and
rangers) are derived from the 4 core classes and represent specialized
variants of those archetypes. Each of these lacks the versatility of the
core class upon which it is based but, in its respective element, can
excel in ways that the core class cannot.

The following table will enable you to determine the major differences
between character classes at a glance. More detailed information is
given in the sections that discuss the individual classes in question.

Class Hit Die  Ability Requirements Alignment

Assassin dé (4) Intelligence 13, Non-good
Dexterity 13

Barbarian di12 (7) Strength 13, Dexterity 13, Non-lawful
Constitution 13

Bard ds (5) Intelligence 13, Wisdom Any neutral
13, Charisma 13

Cleric ds (5) Wisdom 9 Any

Druid ds (5) Wisdom 13, Any neutral
Charisma 13

Fighter di10 (6) Strength 9 Any

Magic-User d4 (3) Intelligence 9 Any

Monk ds (5) Strength 13, Wisdom 13, Any lawful

Dexterity 13

Class Features

Backstab, Burglar, Find Traps, Kiling Strike, Additional Languages, Footpad,
Read Languages, Spy

Bafttle Frenzy, Danger Sense, Primal Will, Uncanny Dodge, Force of Nature,
Extra Attack, Improved Danger Sense

Additional Languages, Bard Spells, Bardic Music, Lore, Use Written Magic Item

Cleric Spells, Domain, Turn Undead

Druid Spells, Resistance to Elements, Woodland Stride, Wild Shape, Immunity to
Nature's Charms, Immunity to Nature's Venom, A Thousand Faces, Timeless
Body, Hibernate

Weapon Specialization, Cleave, Combat Dominance, Extra Attack

Spellbook, Magic-user Spells, Spellcasting Focus

Deflect Missiles, Fast Movement, Improved Unarmed Strike, Slow Fall, Uncanny
Dodge, Stunning Attack, Speak with Animals, Extra Attack, Meditative Trance,
Purity of Body, Mind over Body, Still Mind, Tongues, Immunity to Nature's

Venom, Quivering Palm, Speak with Plants

Paladin d10 (6) Strength 13, Wisdom 13,

Charisma 13

Ranger d10 (6)  Strength, Wisdom 13, Non-evil
Constitution 13
Thief dé (4) Dexterity 9 Any

Lawful good Detect Evil, Lay on Hands, Immunity to Disease, Divine Grace, Turn Undead,
Paladin’s Mount, Extra Attack, Paladin Spells

Favored Enemies, Foe Hunter, Animal Empathy, Strider, Extra Aftack, Ranger
Spells, Use Scrying Device

Backstab, Burglar, Find Traps, Sneak Attack, Footpad, Read Languages,

Acrobat, Read Magic

Each class is briefly described in the pages that follow. In choosing a
class, keep the following in mind:

¢ Hit Die: The relative hardiness of your character is determined by Hit
Die type. A fighter, who rolls a d10 for Hit Points when advancing in
level, will typically be more resilient than a magic-user who only rolls
a d4. Rather than rolling for Hit Points, players may opt to choose a
set level of Hit Points when advancing in level. That number is shown
in parentheses beside the Hit Die Type.

At 1t level, your character has 1 Hit Die, and the die type is
determined by your class. You add your Constitution modifier to this
die roll to determine your Hit Point maximum. After 9t level all
classes receive a set number of Hit Points per level and no longer
roll for Hit Points. The character’s Constitution modifier is no longer
applied to their Hit Points after 9t level.

e Ability Requirements: A character must meet or exceed these
requirements in order to qualify for that class.

e Alignment: In choosing a character class, its alignment restrictions
should be carefully considered. If the character is restricted in their
choice of alignment, their outlook and the actions they are
permitted to engage in are more narrowly defined. A character
whose alignment changes to one incompatible with their character
class may not advance further in that class without atoning for their
actions and returning to a suitable alignment.

e Aftack Bonus: Each class has an Attack Bonus that improves as your
character advances in level. You add your Attack Bonus to your
attack roll when attacking with a weapon or unarmed strike.

e Class Features: These are the special abilities of the character’s
chosen class. Each is described in detail in the class’s description.

Adventurers sometimes advance in more than one class. Pages 33-34
provide rules for advancing in two classes simultaneously, called
multiclassing, and for dabbling in different classes, called split-classing.

A thief might switch direction in life and swear the oath of a paladin.
A barbarian might discover latent magical ability and dabble in the
magic-user class while contfinuing to advance as a barbarian. Elves
are known to combine martial mastery with magical training and
advance as fighters and magic-users simultaneously.

LEVEL ADVANCEMENT

As your character goes on adventures and overcomes challenges, he
gains experience, represented by experience points (XP). A character
who reaches a specified experience point total advances in
capability. This advancement is called gaining a level.

When your character gains a level, his class often grants additional
features, as detailed in the class description.

Level Experience Points Level Experience Points
1 0 11 750,000
2 2,500 12 1,000,000
8 5,000 13 1,250,000
4 10,000 14 1,500,000
5 20,000 15 1,750,000
6 37,500 16 2,000,000
7 75,000 17 2,250,000
8 150,000 18 2,500,000
9 250,000 19 2,750,000
10 500,000 20 3,000,000

High Level Character Options
All character classes have access to special class features upon
reaching 9t level.

Hirelings, Henchmen, and Followers

Most character classes, upon reaching 9 level, can establish a
stronghold or base of operations and attract followers. See pages 182-
186 for more rules on attracting followers and building strongholds.

Magic Item Creation and Spell Research

Magic-users, clerics, and druids are all able to create, repair, and/or
recharge magical items upon reaching 9t level. They are also able to
research and create new spells upon reaching 9 level. See pages
189-199 for more rules on Magic ltem Creation and Spell Research.



Assassin (Thief)

Assassins are the ultimate killers. Through cunning and guile, they slay
their victims by any means necessary. They can be either heroes or
villains. It is all a matter of perspective as they stalk unwary and
undeserving victims through grim city streets or gilt palaces, striking
them down from behind or poisoning corrupt and evil nobles whose
fat fingers dip too far into the public’s coffers.

Although they are not necessarily evil, they are typically indifferent to
the world around them. They view life and death as the natural course
of things, and think little on the matter, if at all. Though not all assassins
kill without regret, they do kill for a reason. Whether for pay or personal
morality, assassins carry out missions that others find impossible and
immoral.

Quick reflexes and swift movements are essential to an assassin’s
frade. They must be able to move with speed and grace when going
for the kill to avoid detection or a victim's reaction to their attack. The
best of assassins are highly intelligent and focused individuals, capable
of undergoing extreme duress and great stress to perform their duties.
Whether working in disguise or slinking down back alleys, patience,
intelligence, and speed are an assassin’s stock and trade.

The assassin’s weapons of choice are many and varied. Their most
important and valuable weapons are guile and deceit, patience and
willpower, swift action and cunning movements. With these, assassins
become lethal and silent killers and the most unparalleled spies.

.~
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Level HitDice Attack Bonus Class Features
Backstab, Burglar (+2), Find

1 1 +0 o ;
Traps, Kiling Strike
2 2 +1
3 3 +2 Additional Language (1),
Footpad
4 4 +2 Read Languages
5 5 §iS Spy
6 6 +4 Burglar (+3)
7 7 +4
8 8 +5 Additional Language (2nd)
9 9 +6
10 +2 +6
11 +2 +7 Burglar (+4)
12 +2 +8
13 +2 +8 Additional Language (3r9)
14 +2 +9
15 +2 +10
16 +2 +10 Burglar (+5)
17 +2 +11
18 +2 +12 Additional Language (4™h)
19 +2 +12
20 +2 +13
Ability Requirements: Intelligence 13 and Dexterity 13
Hit Die: dé
Alignment: Any non-good (lawful neutral, lawful
evil, neutfral, neutral evil, chaotic
neutral, or chaotic evil)
Weapons: All

Armor: Light armor and small shields*

Player's Handbook 13
Saving Throw Proficiencies: Inteligence and Dexterity

Skill Proficiencies: Athletics, Disable Device, Disguise,
Poison, and Stealth, plus any 2 of the
following: Acrobatics, Arcana, Ciphers,
Deception, History, Insight, Intimidation,
Language (any), Perception,
Performance (any), Persuasion,
Profession (any), and Sleight of Hand

Backstab

Assassins are opportunistic attackers, striking vulnerable foes more
effectively than others. When attacking an opponent from the rear,
and when making attacks against surprised opponents, assassins gain
a +2 bonus to their attack roll.

Burglar

Assassins gain a +2 bonus to all Athletics skills checks made to climb,
all Disable Device checks made to open locks and disarm traps, and
all Stealth checks. This bonus improves by 1 at assassin levels 6, 11, and
16. Assassins also halve any penalties to Perception checks and
attack rolls in dark and dimly lit areas (round fractions down).

Find Traps

Assassins may make Perception checks to search for traps, including
magical traps, with their full Proficiency Bonus. Other characters may
attempt to find traps with a Perception check, but do not apply their
Proficiency Bonus to such checks, even if they are proficient in the
Perception skill.

To find a trap, the assassin spends time intently studying and searching
an area to deduce possible trap locations. It takes one round to locate
a trap in a specific area such as alock or a doorknob, and one minute
to locate trapsin a 5' by 5' foot area. The DC of this check is usually
10 + the Proficiency Bonus + the Dexterity modifier of the NPC who set
the trap with a Disable Device check. For spell fraps, such as Glyph of
Warding, the DC is equal to the spell’s Saving Throw DC.

A successful Perception check indicates that the assassin finds a frap,
if one is present. If multiple fraps are in an area, the result of this
Perception check is applied against all traps in the area.

Kiling Strike

When attacking a surprised target, an assassin may attempt to deliver a
Kiling Strike. If the assassin successfully attacks a surprised opponent
the target must make a Constitution Saving Throw. The DC of this
Saving Throw is equal to 10 plus the 2 of the assassin level (minimum
of 1) + the assassin’s Intelligence modifier.

If the victim fails the save, they are automatically reduced to 0 Hit Points
and dying. If the victim makes their Saving Throw the attack deals
normal damage. After 1st level, an assassin’s Killing Strike reduces to a
number of negative Hit Points equal to half of their assassin level
(rounded down). Assuch, alevel 2 assassin reduces their victim to -1 Hit
Points with a successful Killing Strike while a level 20 assassin reduces their
victim to -10 Hit Points (instantly killing them).

An assassin can only use Killing Strikes on living creatures that have a
discernible anatomy. The assassin must be able to see the target well
enough to pick out a vital spot. They may only make Killing Strikes in
melee or when making a ranged weapon attack at close range
(without a range penalty).

Additional Language

Assassins gain an additional Language skill at levels 3, 8, 13, and 18.
Assassin may learn any language, including the secret tongues of
druids and thieves.

Footpad
3rd level assassins may move at their full Movement Rate when making
Stealth checks to move silently.

Read Languages
At 4th level assassins gain proficiency in the Ciphers skill. If an assassin
already has proficiency in Ciphers, another Language skill may be
chosen by the assassin.

Spy
At 5 level assassins apply their Burglar bonus to all Disguise and
Deception checks that they make.
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Barbarian (Fighter)

Beyond the walls of cities and tfowns, and well beyond the bounds of
civilization, dwell the barbarians. From windy steppes to mountaintops,
from deep jungles to arid plains, barbarians live in freedom, a part of
their environment rather than a slave to it.

Barbarians are born and raised in wild lands, outside the influences of
civilization. They are found in every climate and every terrain, and
have an acute knowledge of the environment in which they are
raised, possessing a general knowledge of its plants and animals in
order to survive the rigors of life in the wilderness.

Banded together in family clans or tribal nations, they are a free
people ruled by strength and custom alone, subject to no state or
empire. They are the fearsome wairriors of their tribe, who spend their
fime hunting and raiding to provide for their people and, when their
lands are threatened, waging guerilla warfare against would-be
conquerors.

They judge others by action and deed, not the more corrupt values of
civilization, like race, occupation, education, or wealth. Neither
ignorant nor savage, barbarians are masters of their own destiny.

Barbarians are generally free of the bonds and fetters that tie down
most peoples, even the brethren in their tribal nations. Above all else,
barbarians value their independence and often maintain their own
codes or beliefs. Many have died from voicing opposition to tribal
leaders, but are respected all the more, for they spoke or acted upon
their beliefs. This makes most barbarians willful in nature, with a
temperament that many view as chaotic and ill-disciplined.

Barbarians rely upon their individual skills and instincts to carry them
through difficult tasks or demanding ventures while drawing upon
primeval instincts and powers to overcome foes. As their cultures are
usually uneasy with the supernatural, barbarians generally distrust
magic and those who employ it, although some barbarians will use
magic in dire circumstances.

A barbarian’s self-reliance and solitary nature does not, however, lead
them fo abhor the company of others. Oft times, their strengths are
given to the preservation of their clans or tribes, for only in them are
like-minded people found. And when a barbarian comes to trust
others and call them friends, no stronger ally can be found in the entire
world.

Living in the wilds and at the whims of uncaring nature takes great
fortitude and barbarians become inured to the physical demands of
this life and suffer its inflictions and its pains with steely determination.
Possessed of staggering constitution, barbarians are capable of
absorbing damage that would quickly fell others of a more civilized
bent.

Level Hit Dice  Attack Bonus Class Features
Battle Frenzy (+2), Danger

1 1 +1 Sense (+2), Primal Will (+1),
Uncanny Dodge (+1)
2 2 +2
3 S +3
4 4 +4 Force of Nature (+1)
Extra Attack (1), Primal Will
5 5 +5 (+2)
Battle Frenzy (+3), Danger
6 6 *o Sense (+3)
7 7 +7 Improved Danger Sense
8 8 +8 Force of Nature (+2)
9 9 +9 Uncanny Dodge (+2)
10 4 +10 Extra Attack (2), Primal Will
(+3)
Battle Frenzy (+4), Danger
1 4 i Sense (+4)
12 +4 +12 Force of Nature (+3)
13 +4 SllS)
14 +4 +14
15 +4 +15 Primal Will (+4)
Battle Frenzy (+5), Danger
16 +4 +16 Sense (+5), Force of Nature
(+4)
17 +4 +17 Uncanny Dodge (+3)
18 +4 +18
19 +4 +19
20 +4 +20 Force of Nature (+5), Primal

Wil (+5)

Ability Requirements: Strength 13 and Constitution 13

Hit Die Type: di12 (7)

Alignment: Any non-lawful: neutral good, chaotic
good, neutral, chaotic neutral, neutral
evil, or chaotic evil

Weapon Proficiencies: All

Armor Proficiencies: Light and medium armors, and shields

Saving Throw Proficiencies:  Strength and Constitution

Skill Proficiencies: Athletics, Stealth, Survival, and any 2 of
the following skills: Animal Handling,
Craft (any), Insight, Intimidation,
Medicine, Nature, Perception,

Performance (any), or Profession (any)



Battle Frenzy

Barbarians have the ability to call upon areserve of strength and rage
while in battle. Barbarians can direct this rage to devastating effect.
This ability manifests itself differently across barbarian cultures and
societies, and each calls it by a different name. It is commonly known
as the fury, red mist, warp spasm, or berserker rage.

Entering battle frenzy uses a free action on the barbarian’s tfurn. While
frenzied, the barbarian gains a +2 bonus to damage rolls with melee
and thrown weapons. This damage bonus increases by 1 at barbarian
levels 6, 11, and 16.

While under the effects of Battle Frenzy, the barbarian may neither
cast nor concentrate on spells but makes all Strength checks,
including Saving Throws, and all Saving Throws versus fear and charm
effects with a +2 bonus. This bonus increases by 1 at barbarian levels
6,11, and 16.

In addition, the barbarian has resistance to nonmagical bludgeoning,
piercing, and slashing damage while raging (see page 72 for more
details on Damage Resistance).

Rage has a duration of é rounds (1 minute) and may be used twice
per day. The barbarian may voluntarily end the rage, as a free action,
before the duration has elapsed, though unused rounds are lost. At
levels 5, 10, 15 and 20 the barbarian gains another use of this ability
each day.

Uncanny Dodge

The fine-honed instincts and martial training of barbarians allow them
to increase their Armor Class by 1 when no more than lightly
encumbered. This bonus to Armor Class improves by 1 point at
barbarian levels  and 17. To gain this benefit, the barbarian can't be
blinded, deafened, surprised, or unconscious.

Danger Sense

Barbarians have an uncanny sense of when things nearby aren’t as
they should be, giving them an edge when dodginhg away from
danger. At 1+ level, the barbarian’s foes do not gain an attack roll
bonus when attacking them from the flank or rear.
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In addition, barbarians gain a +2 bonus to all Saving Throws versus
fraps. This bonus increases by 1 at barbarian levels 6, 11, and 16. To
gain this benefit, the barbarian can't be blinded, deafened, or
UNCONSCIous.

Primal Will

Barbarians are, by nature, willful, and distrustful of magic. Af 15t level,
barbarians gain a +1 to all Saving Throws versus magic. This bonus
improves by 1 point at levels 5, 10, 15, and 20.

Barbarians are also able to push themselves to incredible feats of
stamina. This allows barbarians to add their Primal Will bonus to all
Constitution checks made to resist fatigue (see page 231).

Force of Nature
Barbarians' natural attack abilities allow them to strike creatures that
would normally be immune to non-magical attacks as they rise in level.

At 4th level a barbarian can affect creatures which require a +1 or
better weapon to hit, while an 8th level barbarian can strike creatures
which require a +2 weapon to hit. Similarly, at 12th level, a barbarian
can hit creatures requiring a +3 weapon to hit, and at 16t level can
damage creatures requiring a +4 weapon to hit. At 20th level, a
barbarian can affect creatures harmed normally only by weapons of
+5 or better.

Extra Attack

Barbarians gain the ability to make more than one attack each round.
At level 5 barbarians may make 1 extra attack per round. Aflevels 10
and beyond barbarians may make 2 extra attacks per round.

Level Total Attacks per Round
5-9 2 per round
10-20 3 perround

Improved Danger Sense

At 7thlevel, barbarians gain improved Danger Sense and are no longer
subject to Sneak Attacks by thieves or Kiling Strikes by assassins when
surprised. They also retain their Dexterity, Uncanny Dodge, and shield
bonus to Armor Class when surprised.
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Bard (cleric)

Every age and people has a voice. That voice finds its measure in story,
expressed inlegend, tale, song, poem, battle cry, or speech. From wild
barren steppes to the frozen lands at the tips of the world, from taverns
to town squares, and from city streets to imperial residences, there are
those blessed with the ability to artfully weave story and legend and
move the heart to great feats. In recounting epic deeds of ages past,
bards inspire listeners to greater deeds as if by magical incantation.
They captivate hearts, cause tears to flow, and invigorate individuals
and crowds.

These storytellers are historians and lore masters with oratorical skills
guided by the muses. Some are powers behind thrones, weaving a
future through tales of the past. Others are the backbone to a troop
of soldiers, inspiring courage in times of distress. But the most renowned
are the warrior-poets, whose adventures and escapades are legend.
These ply their skills across the wide world and are known as bards.

Bards can lead by example or deed, but they primarily influence
others with story, art, or argument. Their skill of recitation borders on the
magical, so much so that they are often able to charm listeners with
their tales. They are also learned in druidic lore, having received
tutelage in those arts, and have access to spells that reflect this
fraining and the esoteric knowledge they have gained through their
deep understanding of myth and legend. Bards possess artistic skills
that are needed to convince an audience that what they see is more
than what is shown.

They gain access to the various strata of society, both low and high.
They walk among them, acquiring knowledge and power. Whether
from noble or villain, the bard pays heed to the moods and tales of all,
realizing the import of even the meanest of peoples.

They are skalds, minstrels, froubadours, lore masters, poets, chroniclers,
schemers, sages, musicians, and orators blending fact and fiction to
great effect. Whether weaving tales or delivering odes, bards can
affect changes in individuals and small groups, inspiring them to great
deeds in combat or fascinating them with their performance. They
give voice to history, and weave tales establishing ethics and morals,
reinforcing the frameworks of societies. They possess a tfremendous
knowledge of events great and smalll, of legends and the nature of
magics. Most bards teach much of what they know, but all bards keep
some knowledge to themselves, considering it a source of power and
prestige only to be dispensed with or used in the most extraordinary of
circumstances.

The bard’s nature as that of a historian and storyteller requires a
bending and twisting of fact and a weaving of fiction to tell their tales
well. They must be free of mind and spirit, with agile and active
imaginations. Bards are not bound by the more moribund and strict
interpretations of academics and others who depend on the
separation of fact and fiction.

Though bards are known to inspire others to greater deeds, their
lifestyle often leads them into conflict and combat where many times
they perform deeds of valor. In life they prefer not to be encumbered
by worldly goods. They rarely take up permanent residence, always
ready to move. Usually, their most prized possessions are the
instfruments they carry, scrolls with great tales writ upon them, or items
with which they have traveled many long years, like boots or a hat to
which they have attached great value and through which they recall
tales or bygone days.

Level Hit Dice  Attack Bonus  Class Features
Additional Language (1), Bard

1 1 +0 Spells, Bardic Music (4/day),
Lore

2 2 +1

3 8 +2 Bardic Music (5/day)

4 4 +2

5 5 1) Additional Language (2nd)

6 6 +4 Bardic Music (6/ day)

7 7 +4

8 8 +5

9 9 +6 Bardic Music (7/day)
Additional Language (319),

10 *2 *6 Use Written Magic Item

11 +2 +7

12 +2 +8 Bardic Music (8/day)

13 +2 +8

14 +2 +9
Additional Language (4'™),

g i 10 Bardic Music (9/ day)

16 +2 +10

17 +2 +11

18 +2 +12 Bardic Music (10/day)

19 +2 +12

20 +2 +13 Additional Language (5™)

Ability Requirements: Intelligence 13, Wisdom 13, and

Charisma 13

Hit Die Type: ds (5)

Alignment: Any neutral: neutral good, neutral evil,
neutral, chaotic neutral, or lawful
neutral

Weapon Proficiencies: All

Armor Proficiencies: Light armor and shields

Saving Throw Proficiencies: Wisdom and Charisma

Skill Proficiencies: History, Performance (any 2),
Persuasion, and any 3 of the following:
Animal Handling, Arcana, Ciphers, Craft
(any), Deception, Insight, Medicine,
Nature, Performance (any), Profession
(any), Religion, Sleight of Hand, or
Stealth

Additional Languages

Bards gain an additional Language skill at levels 1, 5, 10, 15, and 20.
Bards may learn any language through their studies of history,
mythology, and folklore, including the secret tongues of druids and
thieves.

Bard Spells

Bards cast divine spells much as a cleric or druid does. The spells
available are listed on the bard spell list (page 79). A bard is limited to
a certain number of spells of each spell level per day. The table below
shows the number of spells per day a character of the class may
prepare.

O



Bards prepare spells each day through prayer, song and recitation
dedicated to their deity or deities. This process is covered in greater
detail in the Magic section, on page 73.

Spell Slots
Spell Level
Level 0 1st 2nd 3rd 4th 5th 6th
1 4 2
2 4 2
3 4 3
4 4 3 1
5 4 S 1
6 4 3 2
7 5 3 2 1
8 5 4 2 1
9 5 4 8 2
10 5 4 3 2 1
11 5 4 3 S 1
12 5 4 3 3 2
13 5 4 4 S 2 1
14 5 5 4 3 2 1
15 5 5 4 3 3 2
16 5 5 4 4 3 2 1
17 5 5 4 4 S 8 1
18 5 5 5 4 4 3 2
19 5 5 5 4 4 8 2
20 5 5 5 4 4 3 2

Wisdom is a bard’s spellcasting ability for casting spells. The power of
a bard’s spells comes from a bard’s devotion to their people’s gods,
myths, and legends. Bards use their Charisma modifier when setting
the Saving Throw DC for a bard spell they cast.

Spell save DC = 10 + the spell level + the bard’s Charisma modifier

Cantrips: Bards know all of the O-level spells, also known as cantrips,
listed for their class but can only prepare a limited number of them
each day, as noted on the table above.

Bardic Music

Bards can use their songs or poetics to produce magical effects. Each
of the three Bardic Music abilities detailed below requires
concentration upon the musical performance or recitation as if the
bard were concentrating upon a spell (see page 76) and requires that
the bard’s words or music be heard (the area of a Silence 15' Radius
spell negates all Bardic Music effects). Maintaining Bardic Music uses
the bard’s action during each round that it is used. Each use of the
Bardic Music feature lasts for up to 10 rounds, provided that the bard
maintains concentration upon, and continues to perform, their song.

Bardic Music may be used 4 times per day. At bard levels 3, 6, 9, 12,
15, and 18 bards gain an additional use of this ability per day. The
Bardic Music options are:

e Countersong: The bard’s singing and playing can negate the
song effects of harpies and sirines, and counter attacks which
rely upon song or sounds. Bardic countersong has no effect
against spells that simply have verbal components.

Each round of the countersong the bard and all allies within 30’
gain a +2 bonus on Saving Throws made against all sound or
language-dependent magical attacks. This bonus improves by 1
point at bard levels 6, 11, and 16.

If a creature within range of the countersong is already under the
effect of such a magical effect, it gains a new Saving Throw (with
the bonus) each round it hears the countersong. Countersongs
only affect spells and effects that allow Saving Throws.

e Fascinate: Bards have the ability to fascinate one or more
creatures within 30" through their musical or oratory performance.
To be fascinated the targets must be able to see and hear the
bard, and the bard must also see the targets. The number of
creatures that the bard may attempt to fascinate is equal to 2
plus an additional target when the bard reaches levels 3, 6, 9, 12.
15, and 18.

The targets must succeed on a Charisma Saving Throw or be
fascinated. The DC of this Saving Throw is equal to 10 plus the V2
the bard’s level (minimum of 1) + the bard’s Charisma modifier.
Fascinated creatures suffer a -4 penalty to their Armor Class and
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to Dexterity Saving Throws, and are treated as surprised if
attacked. A fascinated creature’'s Movement Rate drops to 0O,
and the creature is visibly dazed.

Any threat that is obvious to a fascinated creature, such as the
casting of a spell or the drawing or aiming of a weapon,
automatically breaks the effect on that creature.

The effect ends if the bard moves more than 30 feet away from
the creature, if the creature can no longer see or hear the bard,
or if any target of the fascinate effect takes damage.

Once the effect ends, or if the creature succeeds on its initial
Saving Throw against this effect, the bard can't use this feature
on that creature again until the next day.

e Inspire: This ability allows the bard to inspire all allies within 30'.
Inspired allies gain a +2 bonus on all attack rolls or Saving Throws
(the bard chooses which bonus his song grants). This bonus
improves by 1 point at bard levels 6, 11, and 16.

Lore

Bards are lore masters of myth and memory. With a successful History
skill check, a bard recalls some information about a notable person,
group, legendary item, noteworthy place, or some other bit of
information relevant to the bard’'s current exploits. Gaining the
information may entail speaking to local inhabitants or doing research
within the library of sage or wizard. The information might prove useful
in persuading, entertaining, deceiving, or otherwise influencing others.

The ability also might impart insight into (and limited understanding of)
local or secret languages, including Thieves' Cant, druidic, or ranger
signs.

Bards have a chance to identify the general purpose and function of
any magical item by making a Lore check. The bard need not handle
the item but must examine it closely. Even if successful, the exact
function of the item is not revealed, only its general nature.

Use Written Magic Item

Upon reaching 10" level, a bard can attempt to use magical devices
of written nature (scrolls, books, etc.) that are not normally useable by
bards.

To use such an item the bard must make a Concentration Check with
a DC of 10 + the creator’s level (DC 20 for single-use or charged items
and DC 25 for permanent magic items if the creator's level is not
known). For spell scrolls, the DC is 10 + the spell level of the scribed
spell. The bard gets a +4 bonus to this check if he has successfully
identified the item’s general purpose and function through use of the
Lore class feature (see above).

This understanding of magic is imperfect, so that a failed check
indicates that the written item is read incorrectly and fails to work. For
spell scrolls, failure indicates that the spell fails and that the scribed spell
disappears. If the Concentration Check roll was a “natural 1", the item’s
effect is reversed or target's the caster (as determined by the DM).

The DM will tell you what happens to your character, based on the
situation and particular magical item. The result may be unpleasant,
deadly, or embarrassing.
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Cleric

Upon the fields of battle, where good and evil struggle, stride holy
warriors dedicated to the service of a deity, their martial ability
enhanced by divine dispensation. They obey the will of the gods,
and influence others through faith in their deity's tenets, action on
the field of battle, and by bringing justice or retribution to their foes.

Clerics are warrior-priests. They are religious in nature and are
eternally bound to the service of one deity. From this deity they
receive divine powers and act as conduits of the power of their
deity.

A cleric’s divine connection to their deity is of supreme importance.
This spiritual connection allows them fo better understand the
motives and will of their deity and to more capably and earnestly
enact the deity’'s desire.

Deities can be of any ethos or morality, from good to evil and lawful
to chaootic. All of the deities have clerics and other priests who serve
and worship them. The cleric is always of like mind and nature as the
deity they worship and never falters in carrying out their duties lest
they face the most horrible of retribution and suffer the interminable
revenge of an angered power.

Clerics prefer to use those weapons that allow them a better
chance to subdue and convert enemies instead of kiling them
outright. In this they gain converts and servants to serve them and
their deity. On the field of battle, where clerics spend much of their
lives, they wear any armor necessary and utilize whatever is
necessary to see them through the day and on to victory.

Clerics who generally actin ways opposed to their deity’s alignment
and purposes, and who grossly violate the code of conduct
expected by their deity, lose the use of all divine abilities and
capacities for advancement, wandering alone and cursed until
they atone for their wrongs.

Level Hit Dice  Attack Bonus Class Features
Cleric Spells, Domain,

1 1 +0
Turn Undead (4/day)
2 2 +1
3 8 +2
4 4 +2
5 5 +3 Turn Undead (5/day)
6 6 +4
7 7 +4
8 8 +5
9 9 +6
10 +2 +6 Turn Undead (6/day)
11 +2 +7
12 +2 +8
13 +2 +8
14 +2 +9
15 +2 +10 Turn Undead (7/ day)
16 +2 +10
17 +2 +11
18 +2 +12
19 +2 +12
20 +2 +13 Turn Undead (8/ day)
Ability Requirements: Wisdom 9
Hit Die Type: ds (5)
Alignment: Any

Weapon Proficiencies: Club, dagger, flail, great club, heavy
flail, heavy mace, hammer, mace,
morningstar, quarterstaff, sling, and
warhammer. They are also proficient
with the preferred weapon of their
deity.

Armor Proficiencies: All armor types and shields

Saving Throw Proficiencies: Wisdom and Charisma

Skill Proficiencies: Religion and any 1 of the following:
Arcana, Craft (any), History, Insight,
Infimidation, Medicine, Nature,
Performance (any), Persuasion,
Profession (any), or Survival

Cleric Spells

A cleric casts divine spells. The spells available are listed on the cleric
spelllist (page 80). A cleric is limited to a certain number of spells of each
spell level per day. The table below shows the number of spells per day
a character of the class may prepare. Clerics prepare spells each day
through prayer to their deity or deities. This process is covered in greater
detail in the Magic section, on page 73.

Spell Slots

Spell Level
4th Bth gth 7th  gth 9th
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Wisdom is a cleric’s spellcasting ability for casting spells. The power of a
cleric’s spells comes from a cleric's devotion to their patron deity. Clerics
use their Wisdom modifier when setting the Saving Throw DC for a cleric
spell they cast.

Spell save DC = 10 + the spell level + the cleric's Wisdom modifier

Cantrips: Clerics know all of the 0-level spells, also known as cantrips,
listed for their class but can only prepare a limited number of them each
day, as noted on the table above.

Domain

Choose one of the following domains that is associated with the cleric’s
deity. If the cleric has a domain spell that doesn’'t appear on the cleric
spell list, the spell is a cleric spell for that cleric and may be prepared
normally. If the spell is reversible, the cleric has access to both versions
of the spell unless otherwise noted. Each domain is detailed below:

e Agriculture: The cleric gains Profession (Farmer) as a bonus skill. At
5th the cleric may cast Plant Growth once per day in addition to his
prepared spells.

e Air: The cleric may either turn earth creatures as a good cleric furns
undead or command air creatures as an evil cleric controls
undead. Use of this ability counts against the cleric's daily
allotment of Turn Undead uses. Air clerics may only summon air
elementals.



Animals: The cleric gains Animal Handling as a bonus skill and
may cast Speak with Animals once per day in addition to his
prepared spells.

The Arts: The cleric gains a single type of Performance as a
bonus skill and may cast Charm Person once per day in
addition to his prepared spells.

Chaos: The cleric gains Ciphers as a bonus skill. At 5th the cleric
may cast Confusion once per day in addition to his prepared
spells.

Cold: The cleric gains Survival as a bonus skill and may cast
Endure Elements once per day in addition to his prepared
spells.

Crafting: The cleric gains a Craft skill of his choice as a bonus
skill and may cast Unseen Servant once per day in addition to
his prepared spells.

Darkness: The cleric gains Stealth as a bonus skill. At 5 level
the cleric gains the Darkvision 60’ ability. If the cleric already
has Darkvision 60" he gains Darkvision 120’.

Death: The cleric may control undead rather than turn or
destroy them, regardless of alignment. The cleric may cast
Specak with Dead once per day in addition to his prepared
spells.

Deceit: The cleric gains Deception as a bonus skill. At 5 the
cleric may cast Undetectable Lie (the reverse of Detect Lie)
upon per day, in addition to his prepared spells.

Destruction: The cleric gains Athletics as a bonus skill and may
cast Shatter once per day in addition to his prepared spells.

Dreams: The cleric gains Insight as a bonus skill and may cast
Sleep once per day in addition to his prepared spells.

Earth: The cleric may either turn air creatures as a good cleric
turns undead or command earth creatures as an evil cleric
controls undead. Use of this ability counts against the cleric’s
daily allotment of Turn Undead uses. The cleric may only
summon earth elementals.

Fire: The cleric may either turn water creatures as a good cleric
furns undead or command fire creatures as an evil cleric
controls undead. Use of this ability counts against the cleric’s
daily allotment of Turn Undead uses. The cleric may only
summon fire elementals.

Home: The cleric starts play with a bonus Craft or Profession skill
related to domestic life and may cast Sanctuary once per day
in addition to his prepared spells.

Knowledge: The cleric has the bardic Lore class feature and
gains History as a bonus skill.

Law: The cleric gains History as a bonus skill and may cast
Command once per day in addition to his prepared spells.

Life: The cleric gains Medicine as a bonus skill and may expend
any prepared spell in order to cure 2d4+2 Hit Points of damage
per spell level of the expended spell.

Light: Undead make Wisdom Saving Throws against the cleric’s
Turn Undead checks with a -4 penalty. The cleric may dispel
any Darkness spell by expending a prepared spell of an equal
or greater spell level.

Love: The cleric gains Persuasion as a bonus skill. Once per day
the cleric may cast Friends in addition to his prepared spells.

Luck: The cleric gains Profession (gambler or fortune teller) as a
bonus skill. Once per day the cleric may reroll a d20 when
making an attack roll, skill check, or a Saving Throw. The cleric
chooses which of the two d20 die rolls is used for the attack roll,
ability check, or Saving Throw.

Magic: The cleric gains Arcana as a bonus skill. The cleric may
cast Identify once per pay in addition to his prepared spells.

Mischief: The cleric gains Sleight of Hand as a bonus skill. The
cleric may cast Ventriloquism in addition to his prepared spells
once per day.

Moon: The cleric gains Nature as a bonus skill and may cast
Faerie Fire once per day in addition to his prepared spells.
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e Peace: The cleric gains Persuasion as a bonus skill and may cast
Sanctuary once per day in addition to his prepared spells.

e Plague: The cleric gains Nature as a bonus skill and has immunity
to the ill-effects of diseases, regardless of origin.

e Plants: The cleric gains Nature as a bonus skil and may cast
Entangle once per day in addition to his prepared spells.

e Protfection: The cleric gains Perception as a bonus skill and may
cast Shield of Faith once per day in addition to his prepared spells.

e Revelry: The cleric gains a Performance skill of his choice as a bonus
skill. The cleric may cast Friends once per day in addition to his
prepared spells.

e Strength: The cleric gains Athletics as a bonus skill and may cast
Strength once per day in addition to his prepared spells.

e Time: The cleric may use Wisdom, rather than Dexterity, to
determine his Initiative modifier. At 5t the cleric may cast Haste
once per day, in addition to his prepared spells.

e Travel: The cleric gains a Profession of the cleric's choice as a
bonus skill. At 5th the cleric may cast Freedom of Movement once
per day, in addition to his prepared spells.

o War: The cleric is proficient with all weapons and may cast Spiritual
Weapon once per day in addition to his prepared spells.

o Water: The cleric may either turn fire creatures as a good cleric turns
undead or command water creatures as an evil cleric controls
undead. Use of this ability counts against the cleric's daily
allotment of Turn Undead uses. The cleric may only summon water
elementals.

o Weather: The cleric gains Nature as a bonus skill and may cast
Obscurement once per day in addition to his prepared spells.

o Wilderness: The cleric gains Survival as a bonus skill and may cast
Pass without Trace once per day in addition to his prepared spells.

Turn Undead

As an action, the cleric presents their holy symbol and recites a prayer
censuring the undead. Each undead within 30’ that can see or hear the
cleric must make a Wisdom Saving Throw. The DC of this Saving Throw is
equal to 10 + ' the cleric’s level (minimum of 1) + the cleric’s Wisdom
modifier. Those that fail their Saving Throw are turned for 10 rounds.

Turned undead flee from the cleric by the best and fastest means
available to them. If they cannot flee, they cower, unable to attack but
able to defend themselves. The turning cleric cannot attack turned
creatures without breaking the turning effect. Other characters can
attack them without breaking the turning effect.

Undead with Hit Dice equal to or less than % of the cleric’s level may be
destroyed rather than turned (rounding all fractions down).

Evil clerics may, instead of destroying undead, control them. Evil clerics
may control undead with Hit Dice equal to 2 of their cleric level. They
may control a number of undead creatures equal to 1 plus their highest
available cleric spelllevel (2 at cleric level 1, 3 at cleric level 3, 4 at cleric
level 5, and so on). Evil clerics can also fturn, but not destroy or control,
paladins.

This ability may be used 4 fimes per day. At levels 5, 10, 15, and 20 the
cleric gains an additional use of this ability.
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Druid (Cleric)

Beyond the confines of walls and city battlements, within the vast
expanse of the wilderness areas of the world are many folk who live
with contentment outside of civilization. Those who push aside material
culture to live in harmony with nature often draw upon its forces for
spiritual guidance and commune with its spirits. These are the druids,
and they offer guidance and wisdom about the order of life and the
world, the cycle of life and death and acceptance thereof.

Many fear druids; for they call upon powerful elemental and nature
spirits and they can gather great hosts of nature to fight for their causes.

Druids seek to protect the wilderness and its beasts from the
encroachments of civilization lest the order of the natural world be
upset. They find the myriad artificial creations of civilized peoples
abhorrent, for they believe that reliance upon the unnatural creates
peoples that are weak and dependent upon a material culture.

They are fiercely individualistic and are often found among barbarian
fribes. Druids live in harmony with nature, venerating its power and
beauty. Although sometimes termed priests of nature, druids are much
more. They allow nature to determine the fate of its creatures, for good
or ill. Some druids revere nature and its elements alone, while some
promote belief in one or more nature deities and others bind their
animistic faith to a strict code of personal conduct. All are devoted to
their life's calling and possess specialized wilderness lore, including
knowledge of the animal and plant kingdom:s.

Their divine dispensations are gifts from the spirits of the wood, rock,
water and windstorms that rage across the plains, seas that thunder
against coasts, or the waving grass of the wild steppe: none knows a
motive. Druids must be able to relate to this balance and neutrality in
nature. From this closeness to their surroundings a druid possesses
specialized knowledge of wilderness environments, particularly those in
which the druid lives or was frained.

Druids must use armor crafted from items found in nature, such as
leather and wood. They view armors forged by advanced
metalsmithing techniques as tainted and impure. These impure items
make one dependent upon them and, in consequence, weak.

Level Hit Dice  Attack Bonus  Class Features
1 1 +0 Druid Spells
2 2 +1 Resistance to Elements
8 8 +2 Woodland Stride
4 4 +2
5 5 §iiS)
6 6 +4 Wild Shape (1/day)
7 7 +4 Immunity to Nature's Charms
8 8 +5
9 9 +6
10 +2 +6
11 +2 7 Immunity to Nature's Venom
12 +2 +8 Wild Shape (2/day)
13 +2 +8
14 +2 +9
15 +2 +10 A Thousand Faces
16 +2 +10
17 +2 ail Timeless Body
18 +2 +12 Wild Shape (3/day)
19 +2 +12 Hibernate
20 +2 +13
Ability Requirements: Wisdom 13 and Charisma 13
Hit Die Type: ds (5)
Alignment: Any neutral: neutral good, neutral evil,
neutral, chaotic neutral, or lawful neutral
Weapon Proficiencies: Club, dagger, dart, great club,
quarterstaff, scimitar, sling, sickle, and
spear (any)

Armor Proficiencies: Light armor, and shields*

Saving Throw Proficiencies: Wisdom and Charisma

Skill Proficiencies: Language (Druidic), Nature, and any 2 of
the following: Animal Handling, Arcana,
Athletics, Insight, Intimidation, Medicine,
Persuasion, Poison, Profession  (any),

Religion, or Survival

* Druids may not cast spells or use their Wild Shape ability when using
metal armor or shields.

Druid Spells

A druid casts divine spells. The spells available are listed on the druid
spell list located in the Magic section (page 81). Each druid may
prepare a limited number of spells from each spell level per day. The
table below shows the number of spells per day a druid may prepare
from each spell level. Druids prepare and cast spells by praying for
them. This process is covered in greater detail in the Magic section, on
page 73.

Spell Slots
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Wisdom is a druid’s spellcasting ability for casting spells, since their
magic draws upon your devotion and attunement to nature. Druids use
their Wisdom modifier when setting the Saving Throw DC for a druid spell
they cast.

Spell save DC = 10 + the spell level + the druid’s Wisdom modifier

Cantrips: Druids know all of the O-level spells, also known as cantrips,
listed for their class but can only prepare a limited number of them
each day, as noted on the table above.

Resistance to Elements

At 2nd level druids gain a +2 bonus to all Saving Throws against all cold,
lightning, and fire attacks. This bonusimproves by 1 point at bard levels
6,11, and 16.



Woodland Stride

At 3@ level druids gain the ability fo move through natural thorns, briars,
overgrown areas, and similarly difficult terrain at their normal
Movement Rate and without suffering damage or other impairment.
When doing so, the druid leaves no trail in the natural surroundings and
cannot be tracked (as the Pass without Trace spell). Thorns, briars, and
overgrown areas that are enchanted or magically manipulated to
impede motion still affect the druid.

Wild Shape

At 6t level druids gain the ability to change into a Small or Medium
animal once per day as a free action. The druid must have seen a
creature in order to take its form. This form may be kept for 1 hour per
druid level attained, or until the druid changes back. This ability
operates like the Polymorph spell except that each time the druid
assumes an animal’s form the druid regains 2d8+2 Hit Points. Upon
reaching 12 and 18t level in this class druids gain an additional use of
this ability each day.

Druids can revert to their normal form earlier by using an action on their
turn. Druids automatically revert if they fall unconscious or die.

At 9th level, druids gain the ability to take the shape of a Large animal
when using the Wild Shape ability.

Immunity to Natfure's Charms
At 7th level druids become immune to all Charm spells and effects cast
by fey woodland creatures such as dryads and nymphs.
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Immunity to Nature's Venom
At 11t level druids gain immunity to all poisons.

A Thousand Faces

At 15! level the druid is able to alter his appearance at will as per the
Change Self spell, except that the druid may only change his
appearance and not that of his possessions.

Furthermore, the use of this ability is not a magical effect, so it can only
be detected through the use of True Seeing or the like, and actually
changes the facial features and body of the druid.

Timeless Body

At 17t level the druid is no longer affected by the ravages of age and
ignores all ability penalties that have been accrued through aging (see
page 36). The druid's lifespan is increased considerably (the
character's maximum age is doubled).

Hibernate

By 19t level a druid has learned secrets that allow him to slow body
functions to the point where the character appears dead to casual
observers. The character is unconscious during hibernation and his
aging is effectively halted while in this stasis. The druid awakens at either
a preordained time (i.e. "I will hibernate for a year”) or when there is a
specific change in his environment (i.e. "I will awaken when the first
snow falls” or "I will awaken when someone enters my resting
chamber.”)
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Fighter

From the maelstrom of war and conflict, great warriors arise, tested on
and mastering the brutal fields of battle. These combatants nobly war
against cruel overlords and barbarous hordes or are driven to conquest
and brutish slaughter by depraved spirits and malignant desires. Found
in all societies and amongst all peoples for whom war is a constant,
these are those who turn to the sword and might of arms to defeat their
foes and fulfill their desires. Kings and tyrants, warriors and brigands, foot
soldiers and raiders, adventurers and tfreasure hunters; these are all
fighters.

The fighter is the archetypical warrior, superior to all other classes in
armed combat. Fighters come from every geographic region and
occupy all social strata. They are born with a strength of will and spirit
that leads them to seek the field of battle. They find the clash of metal
and ring of steel invigorating at times, and necessary at others. Fighters
do not live in fear of melee; they face their foes with gritted teeth and
steely determination, longingly anficipating the next test of their
strength and skill. All fighters, regardless of background, are
characterized by the will and ability to use brute strength and swift
sword to solve problems or overcome foes. Fighters are a unique breed
and make their own way in the world, forill or good.

Fighters depend on heavy armor and weaponry that require great
strength and skill to wield properly. Whether sallying forth with a massive
double-bladed battle axe or delicately balanced sword of the finest
steel, sheathed in plates of shiny metal or hefting a lone shield, on the
blood-washed fields of combat, the mighty arm rises and the weak falll
beneath it. It is their strength that carries fighters through the laborious
contests of steel that mark their daily lives.

Many cultures have unique weapons, and warriors in those culfures are
often trained in their use, wielding them as if extensions of their body.
However, all weapons, regardless of make, function fo the same end,
and the well-trained and highly skilled fighter intuitively knows the best
manner in which fo use them. The fighter is an opponent that only the
foolish underestimate and the weak regret offending.

As with weapons, the use of heavy armor is demanding on the body
and, when worn by those unfamiliar with its structures, hinders
movement. It requires great strength and knowledge to properly wear
any armor and maintain one’s skill of hand. Fighters are well trained
and accustomed to armor’s bulk and weight, knowing how to manage
and adjust their thrusts and parries when wearing any armor. Once
frained, a fighter knows how to adjust his fighting style, weight, and load
in order to use any armor effectively.

Level Hit Dice  Aftack Bonus  Class Features
1 1 +1 Weapon Specialization (+2)
2 2 +2 Cleave
3 3 +3
4 4 +4 Combat Dominance (+1)
5 5 +5 Extra Attack (1)
6 6 +6 Weapon Specialization (+3)
7 7 +7 2nd Weapon of Specialization
8 8 +8 Combat Dominance (+2),
9 9 +9
10 +3 +10 Extra Attack (2)
11 +3 +11 Weapon Specialization (+4)
12 +3 +12 Combat Dominance (+3)
13 +3 +13 3rd Weapon of Specialization
14 +3 +14
15 +3 +15
Combat Dominance (+4),
16 +3 16 Weapon Specialization (+5)
17 +3 +17
18 +3 +18
19 S +19
20 +3 +20 Combat Dominance (+5)
Ability Requirements: Strength 9
Hit Die Type: d1o0 (6)
Alignment: Any
Weapon Proficiencies: All

Armor Proficiencies: All armor types and shields

Saving Throw Proficiencies:  Strength and Constitution

Skill Proficiencies:

Any 4 of the following: Acrobatics,
Animal Handling, Athletics, Craft (any),
History, Insight, Intimidation, Medicine,
Nature, Perception, Profession (any),
Religion, Stealth, or Survival

Weapon Specialization

At 1¢t level fighters choose a weapon of specialization. This weapon,
once chosen, cannot be changed. Fighters gain a +2 bonus to attack
and damage rolls when using a weapon of specialization. This bonus
to attack and damage increases by 1 at fighter levels 6, 11, and 16.

At 7th and 13" levels fighters choose another weapon of specialization.
The damage bonus with these weapons is equal to that gained with
their other weapons of specialization.

Cleave

Starting at 2nd level, fighters gain the ability to hack through foes that
they have struck down in order to strike another foe within reach. If you
deal enough damage to drop your foe (by reducing it to 0 hit points or
less), you get an immediate, extra melee attack against another
enemy within reach. You cannot move before making this extra attack.
The extra attack is with the same weapon and Attack Bonus as the
attack that dropped the previous opponent. This ability may be used
once per round and may only be used in melee.

Combat Dominance

Starting at 4t level, fighters gain a +1 bonus fo make and resist Disarm,
Push, and Trip contests (see page 68), and to counter opponents’
Acrobatics attempts to Tumble past them. This bonus improves by 1 at
fighter levels 8, 12, 16, and 20.

In addition, fighters double their usual number of attacks per round
against opponents with Hit Dice equal to or less than their Combat
Dominance bonus (1 HD at level 4, 2 HD at level 8, and so on).

In order to use this ability, the fighter must direct all melee weapon
attacks against opponents that meet this criterion. The fighter can split
the available attacks among qualified opponents as desired. This
ability may not be used with ranged weapons.

Example: An 8th level fighter, facing a dozen 27 level guards,
could make four melee attacks per round. If that same fighter
were 10t level, he could make é attacks per round.

Extra Attack

Fighters gain the ability to make more than one attack each round. At
level 5 fighters may make 1 extra attack per round. At levels 10 and
beyond fighters may make 2 extra attacks per round.

Level Total Attacks per Round
5-9 2 per round
10-20 3 perround



Magic-User

Among all peoples are those who strive to understand the oft
forbidden and feared arcane magics of the multiverse. These few
must have no fear in their quest for knowledge, as delving into the
arcane involves powers and energies that are poorly understood by
those bound to mortal planes. If not harnessed with care, unleashing
these magics can cause catastrophes of great proportion and slay
those who dabble in this art. The reward, however, for the diligence
and willingness to plumb the depths of these magical energies is
potentially great indeed. Magic-users bind themselves to this task,
seeking to master eldrifch sorceries and unravel the riddles and
meanings of the world. They use their powers to reshape the world
around them and often, to bring prince and king to their knees.

Magic-users are the archetypical wizards, and they are vastly superior
to all others in understanding and harnessing the magic that ebbs and
flows through the multiverse. They come from all social strata and can
be found in all positions in society. They are often employed by kings,
nobles, religious houses, or other powerful individuals, where they act
as guides and advisors and attempt to dominate courtly politics. More
often though, magic-users work in solitude, far away from the prying
eyes and keen ears of enemies, spies, and other magic-users who find
them untrustworthy, dangerous competitors. In windswept towers or
dank dungeons deep beneath the earth, far from the din of
civilization, magic-users find the solitude and quiet necessary to pursue
their research and carry out their oft fimes dangerous experiments.

Though from many walks of life, all magic-users have a few
characteristics in common. They are intelligent and observant, diligent
and have an exacting eye for detail. Their unyielding search and thirst
for knowledge of the eldritch powers often generates a self-serving
egomania in the most successful and powerful of magic-users. And,
as they become ever more competent in harnessing eldritch sorceries
and confrol of the world about them, they attempt to bend it to their
will. In this, they suffer little distraction and afford interlopers litfle
forgiveness.

Woe to the foe of these powerful magic-users. Garnering their ire
means the unleashing of horrid and terrible magics few can
understand and fewer still combat. A magic-user’s enemies are laid to
waste from balls of blue flame and bolts of lightning called from
elemental planes or from fiends of the nether worlds conjured forth to
act in their name. They can make objects disappear, transport
themselves many miles away, see into the darkness, and build walls of
force no man can pass. Magic-users are powerful beyond measure.

Their pursuits and studies, and the focus upon the arcane mean a life
of laboring over ancient fomes of knowledge. This leaves magic-users
little time to learn and become proficient in all but the most common
of weapons and not at all capable of using armor that hinders the
intricate somatic movements needed to cast many of their spells. Yet
this matters little to them as magic-users realize their wits and arcane
powers are far more powerful than any sword will ever be and that
magics and servants conjured from the elemental planes offer far
more protection than any armor could possibly manage.
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Level Hit Dice  Attack Bonus  Class Features
Magic-User Spells, Spellbook,

1 1 +0 .
Spellcasting Focus
2 2 0
8 8 il
4 4 +1
5 5 +1
) ) +2
7 7 +2
8 8 +2
9 9 §iS)
10 +1 +3
11 +1 +3
12 +1 +4
13 +1 +4
14 +1 +4
15 +1 §iS)
16 +1 +5
17 +1 3D
18 +1 +6
19 +1 +6
20 +1 +6
Ability Requirements: Intelligence 9
Hit Die Type: d4 (3)
Alignment: Any
Weapon Proficiencies: Club, dagger, dart, light crossbow, and
quarterstaff
Armor Proficiencies: None. You may not cast arcane spells
in armor.

Saving Throw Proficiencies: Inteligence and Wisdom

Skill Proficiencies: Arcana and 3 of the following: Ciphers,
Craft (any), Deception, Disguise,
History, Insight, Language (any),
Nature, Perception, Performance (any),
Profession (any), Religion, or Sleight of
Hand

Magic-User Spells

A magic-user casts arcane spells from the magic-user spell list (pages
82-84). Each magic-user may prepare a limited number of spells from
each spell level per day. The table below lists the number of spells per
day a magic-user may prepare from each spell level.

A magic-user must prepare spells before casting them by studying
from a spellbook. While studying, the magic-user decides which spells
to prepare. Spell memorization and descriptions are covered in
greater detail in the Magic section beginning on page 73.

Spell Slots

Spell Level
ond 3 4th 5th 4th 7th gth 9th

a

Level

o
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OO OO ORARBMRMAMNOWWNN —
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ABRADNWWNN—

1
1
2 1
2 1
2 1
3 2

N

Intelligence is the spellcasting ability for casting magic-user spells,
since magic-users learn their spells through dedicated study and
memorization. Magic-users use Intelligence whenever a spell refers to
their spellcasting ability.
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In addition, magic-users use their Inteligence modifier when setting
the Saving Throw DC for a magic-user spell they cast.

Spell save DC = 10 + the spell level + the magic-user’s Intelligence
modifier

Cantrips: Magic-users know all of the O-level spells, also known as
cantrips, listed for their class but can only prepare a limited number of
them each day, as noted on the table above. As masters of magic,
magic-user treat cantrips like any other prepared spell, except that
they are not expended when cast and may be used at will.

The Schools of Magic: Spells are divided into nine different categories,
or schools, according to the types of magical energy they utilize. Each
school has its own special methods and practices.

Although they are called schools, schools of magic are not organized
places where a person goes to study. The word “school” identifies a
magical discipline. A school is an approach to magic and spellcasting
that emphasizes a particular sort of spell. Practitioners of a school of
magic may set up a magical university to teach their methods to
beginners, but this is not necessary. Many powerful magic-users
learned their craft studying under reclusive masters in distant lands.

The nine schools of magic are:
Abjuration
Alteration
Conjuration/Summoning
Divination

llusion/Phantasm
Invocation/Evocation

1

2

3

4

5. Enchantment/Charm
6

7

8 Necromancy

9

Universal

Spellbook
At 1stlevel, your spellbook contains all of the magic-user cantrips and
four 1¢t level spells of your choice.

Spellcasting Focus

You can use a spellcasting focus for your magic-user spells. A
spellcasting focus is a special item - an orb, a crystal, arod, a specially
constructed staff, a wand-like length of wood, or some similar item -
designed to channel the power of arcane spells.

Casting some spells requires a material component, as specified in
each spell's description. A character can use a spellcasting focus in
place of the components specified for a spell. If a cost is indicated for
a material component, a character must have that specific
component before he can cast the spell.

If this item is lost or destroyed, the magic-user may create another one
with suitable raw materials, a day's work, and an applicable Craft skill
check. Otherwise the magic-user may purchase a spellcasting focus
for twice the listed raw material cost given below.

e Crystal: A crystal may be cut and polished with a Craft (Jeweler)
skill check. Raw materials cost 5 gold pieces.

e Orb: An orb of glass may be created with a Craft (Glassblower)
skill check. Raw materials cost 5 gold pieces.

e Rod: Arod ofiron or other hard metal may be forged or otherwise
constructed with a Craft (Smith) skill check. Raw materials cost 5
gold pieces.

o Staff: A suitable staff may be created with a Craft (Carpenter)
skill check. Raw materials are readily available for no cost,
though a purchased staff would cost 5 gold pieces.

¢ Wand: Wands made be made from wood, glass, or metal, and
be created through an applicable Craft skil check. Raw
materials cost 5 gold pieces.

Specialist Magic-Users

Most magic-users choose not to specialize in any single school of
magic. These magic-users are called generalists. Being a generalist
magic-user has both advantages and disadvantages.

On the positive side, generalist magic-users face no spell restrictions
and, as such, are quite versatile. The other side of the coin is that
specialist magic-users cast spells from their school of specialty with
greater efficacy than their generalist counterparts.

Specialist Requirements

Ability Score
Title School Minimum Opposition Schools
Abjurer Abjuration 13 WIS Alteration, lllusion
Conjurer Conj./Sum. 13 CON  Divination, Invoc/Evoc.
Diviner Divination 13 WIS Conj./Summoning
Enchanter Ench./Charm 13 CHA Invoc./Evoc., Necro.
Invoker Invoc./Evoc. 13 CON  Ench./Charm, Conj./Summ.
lllusionist llusion/Phantasm 13 DEX Invoc./Evoc., Necro.
Necromancer Necromancy 13 WIS Ench./Charm/lilusion
Transmuter Alteration 13 DEX Abjuration, Necromancy

A magic-user who concentrates his effort in a single school of magic
is called a specialist. There are specialists in each type of magic,
although some are extremely rare. Not all specialists are well-suited to
adventuring - the diviner's spells are limited and not generally useful in
dangerous situations. On the other hand, player characters might
want to consult an NPC diviner before starting an adventure.

Specialist magic-users have advantages and disadvantages when
compared to generalist magic-users. The number of spells they can
cast increases, but they lose the ability to cast spells of the schools in
opposition to their specialty (as shown on the table above). Note that
magic-users cannot specialize in the Universal school of magic.

Not all magic-users can become specidlists. The player character must
meet certain requirements to become a specialist.

. The Minimum Ability Score column of the preceding table lists the
ability score minimums needed to study intensively in that school.
All schools require at least the minimum Inteligence (9)
demanded of a magic-user.

. The Opposition Schools column shows the schools of magic that
a specialist magic-user is barred from learning. Spells from the
Universal school, which includes all magic-user cantrips, are
never barred, as these spells are the basic spells that magic-users
require in order fo conduct their studies in other schools of magic.

Being a specialist does have significant advantages to balance the
trade-offs the character must make. These are listed here:

. A specidalist gains one additional spell slot for 15t level and higher
spells. These additional spell slots must be filled with a spell from
the specidalist's school.

Example: A 1¢ level illusionist has a total of four O-level and three 1st
level spells. The additional, 1¢t level, spell slot must be from the school
of lllusion/Phantasm.

. Because specialists have an enhanced understanding of spells
within their school, they gain a +2 bonus to all Saving Throws they
make against spells from that school. Likewise, other creatures
suffer a -1 penalty to all Saving Throws made against a specialist’s
spells from his chosen school.



Monk

Adventure is fraught with danger, and most heroes gird themselves
with weapons and armor. There are those, however, who reject steel
and iron. They instead rely primarily upon their body and mind for
survival in combat and hone them into unbreakable weapons of
war.

The monk is devoted to the perfection of the body, and the mastery
of mind over body. The monk is an expert in unarmed combat, be it
wrestling, boxing, kung fu, or any of the other of the myriad martial
arts styles. Some monks’ dedication to the martial arts flows from a
strong spirituality, and they often live by stringent personal or
organizational codes of conduct. Others show only disdain for
religion but look to training and personal perfection to bring their
lives meaning. While there is no standard that a monk must follow,
they are all devoted to the use of the body as the best of weapons
on the field, and the mind’s control of the body as the best weapon
of all.

, and only those with great stamina and forfitude achieve it.

To achieve a harmonious balance in mind and spirit, the monk must
not be susceptible to wild urges, emotions, or other distracting
mental and physical conditions. A physical and mental harmony
and balance must be maintained for them to function at their peak.
As such, they are strict adherents to their codes, masters of the
routines necessary to train the body and follow strict regimens to
undertake the mental and physical purification to achieve perfect
control of the body.

The monk generally prefers to engage only in unarmed combat.
However, many simple weapons that are innocuous in appearance,
are used as extensions of the body. These weapons are mirrors of the
personal ethos of the monk and their desire to make what appears
weak and harmless into something strong and lethal.

Monks eschew the use of bulky and weighty armors, relying instead
upon their speed and skill at predicting a foe's movements and
attacks to protect them from harm.

Level Hit Dice  Attack Bonus Class Features
Deflect Missiles, Fast
Movement, Improved

U U g Unarmed Strike (+2), Slow Fall,
Uncanny Dodge (+1)
2 2 +2
S S A=) Stunning Attack
4 4 +4 Speak with Animals
5 5 +5 Extra Attack (1)
Improved Unarmed Strike
6 6 +6 (+3), Meditative Trance, Purity
of Body
7 7 +7 Mind over Body
8 8 +8
Still Mind (+2), Uncanny
v v i Dodge (+2)
10 +2 +10 Extra Attack (2), Tongues
Immunity to Nature's Venom,
11 +2 +11 Improved Unarmed Strike
(+4),
12 +2 +12 Still Mind (+3)
13 +2 +13 Quivering Palm
14 +2 +14
15 +2 =15 Still Mind (+4)
16 +2 +16 Improved Unarmed Strike (+5)
17 +2 +17 Uncanny Dodge (+3)
18 +2 +18 Speak with Plants, Still Mind
(+3)
19 +2 +19
20 +2 +20
Ability Requirements: Strength 13, Wisdom 13, and Dexterity
13
Hit Die Type: ds (5)
Alignment: Any lawful: lawful good, lawful

neutral, or lawful evil
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Weapon Proficiencies:

Club, dagger, dart, great club, hand axe,
heavy mace, javelin, flail, light crossbow,
long bow, mace, polearm (any),
quarterstaff, sickle, scythe, short bow,
short sword, sling, and spear (any)

Armor Proficiencies: None
Saving Throw Proficiencies: Wisdom and Dexterity

Acrobatics, Athletics, and 2 of the
following: Animal Handling, Arcana, Craft
(any), History, Insight, Language (any),
Medicine, Nature, Perception,
Performance (any), Profession (any),
Religion, Stealth, or Survival

Skill Proficiencies:

Deflect Missiles

Monks are able to deflect ranged weapons (excluding siege weapon
ammunition and giant-hurled boulders) such as arrows, axes, bolas,
bolts, bullets, clubs, daggers, darts, throwing hammers, harpoons,
javelins, nefts, rocks, and spears. The monk must be unarmored and have
at least one hand empty to use this ability.

When monks would normally be hit with a ranged weapon, he may
make an unarmed strike attack roll. If the result of this check equals or
exceeds his opponent’s attack roll, the monk deflects the weapon and
suffers no damage.

This can be done once around at levels 1-6, twice per round at levels 7-
12, three times perround at levels 13-18, and four times per round at level
19 and beyond. The use of this ability does not prevent a monk from
making their allotted attacks per round. The monk must be aware of the
attack to use this ability.

Fast Movement

At 1st level, monks may add 5' to their Movement Rate so long as they
are not armored and no more than lightly encumbered. At every monk
level beyond 1sf, the monk adds an additional 5’ to their Movement
Rate.

Improved Unarmed Strike

Monks specialize in unarmed, hand-to-hand combat. Monks deal 1dé
points of bludgeoning damage with all unarmed strikes and gain a +2
bonus to all daomage dealt with unarmed strikes. This damage bonus
increases by 1 when the monk reaches levels 6, 11, and 16.

Monks may also attempt to disarm foes whether armed or not.

At 4t level the monk’s unarmed strikes can affect creatures which
require a +1 or better weapon to hit, while an 8th level monk can strike
creatures which require a +2 weapon to hit. Similarly, at 12 level, the
monk’s unarmed strikes can hit creatures requiring a +3 weapon to hit,
and at 16t level can strike creatures requiring a + 4 weapon to hit. At
20t level, monks can affect creatures harmed normally only by
weapons of +5 or better with their unarmed strikes.
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Slow Fall

Monks reduce falling damage by a number of dé equal to their
monk level divided by two (minimum of 1), so long as they are
unarmored and no more than lightly encumbered.

Uncanny Dodge

The fraining, lightning reflexes, and fine-honed instincts of monks
allow them to increase their Armor Class by 1 when no more than
lightly encumbered. This bonus to Armor Class improves by 1 point
at monk levels 9 and 17. To gain this benefit, the monk can't be
blinded, deafened, surprised, or unconscious.

Stunning Attack

Starting at 3@ level, monks may designate one attack per round as
being a Stunning Attack. If the monk hits with this attack, their foe
must make a Constitution Saving Throw or be stunned for 1d4
combat rounds. The DC of this Saving Throw is equal to 10 + 'z the
monk’'s level + the monk's Wisdom modifier. A missed attempt foils
that use of the ability and counts against the monk’s daily limit for
such aftacks.

Monks may attempt one Stunning Attack per day at levels 3-8, 2 at
levels 9-13, and 3 at levels 14-20.

Speak with Animals
At 4th level and higher monks may converse with animails, as per the
Speak with Animals spell.

Extra Attack

Monks gain the ability to make more than one attack each round.
At level 5 monks may make 1 extra attack per round. Af levels 10
and beyond monks may make two extra attacks per round.

Level Total Attacks per Round
5-9 2 per round
10-20 3 per round

Meditative Trance

Beginning at 6t level, monks have mastery over their vital functions,
and can slow them until they appear to be dead. The tfrance mimics
the effects of a Feign Death Spell, except that monks make all
Perception checks normally while meditating.

Purity of Body

At 6t level onward monks are not subject to diseases of any sort.

Human monk, lizard man barbarian, and human assassin

Mind over Body

Beginning at 7thlevel, a monk’s mental mastery over his body allows him
to heal 1d8 plus his monk level in damage once per day. Use of this
ability uses his action for the round.

Still Mind

Starting at 9th level monks gain a +2 bonus to all Wisdom and Charisma
Saving Throws. This bonus increases by 1 at monk levels 12, 15, and 18.

Tongues
At 10t level and higher monks may converse with all living creatures that
are capable of speech, as per the Tongues spell.

Immunity fo Nature's Venom
At 11t level and higher monks are immune to all poisons.

Quivering Paim
At 13t level, monks gain a fearsome and fabled attack, the Quivering
Palm. Monks can use the Quivering Palm attack once per day.

The attack must be announced before an attack roll is made. If the
monk successfully strikes, and the target takes damage from the
unarmed attack, the Quivering Palm succeeds. Thereafter, you can
choose to try to slay the victim at any later time, within 1 day per monk
level that you have attained.

The monk merely wills the target to die, and the victim makes a
Constitution Saving Throw. The DC of this Saving Throw is equal to 10 + 2
the monk’s level + the monk’s Wisdom modifier. If the victim fails its
Saving Throw, it is reduced to 0 Hit Points. If the monk’s target succeeds
on its Saving Throw it suffers no other ill effect. This attack has no effect
on nonliving creatures.

Speak with Plants
By 18" level monks are so attuned to their surroundings that they may
Speak with Plants at will.
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In the constant battle between good and evil, a select few, through
their selfless devotion, courage, nobility of spirit, and unyielding faith
rise to the forefront of the struggle. These holy warriors strike terror in
the hearts of evil creatures and inspire others to greater good. Their
constancy and strength know only the limits of their deity and code.

The paladin is a holy warrior chosen for adherent and absolute
devotion to a deity or similar holy cause. They are trained in all the arts
of combat, serving in the vanguard of many wars and movements.
Their belief in the tenets of their deity gives them strength and divine
powers beyond those of other warriors. A paladin’s code requires
them to respect legitimate authority, act with honor, help those in
need, and punish those that harm or threaten innocents. They can
serve priests, temples, religious houses, or other religious authorities but
obey only one calling.

These paladins serve their code alone. They are defined by their
actions, and their actions are dictated by their code. These holy
warriors are driven by virtue, courage, and nobility on their quest to
combat evilin all forms. They ride for no master but their deity or cause.
The greater good guides their actions and victory over evil brings with
it honor.

They fight on lonely battlefields and protect the weak. These warriors
fight and die for the greater good, often unsung, alone and beyond
the reach of succor.

Though often maligned for their zealous actions, or feared for their
powers, all regard paladins with respect, for they wage an unflagging
war against evil. A paladin’s power flows from a strength of will and
the ability to project divine power upon the enemy.

Every deity or pantheon has a moral code that often dictates what is
acceptable on the battlefield. A paladin’s weapons of choice are
generally those of the paladin’s deity or of a knightly sort, for paladins
eschew cowardly combat and believe that facing one's enemy in
melee is the highest honor. They never use weapons associated with
thieves and the cowardly and generally refuse to use ranged
weapons, though some of them are not averse to their use if absolutely
necessary.

Paladins never knowingly associate with evil characters under any
circumstances. A paladin ends all associations with those who
consistently offend their moral code or refuse to help in the cause the
paladin considers worthy.
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A paladin who ceases to perform his duties or strays from the path of
righteousness, who willfully commits an evil act, or who grossly violates
the code of conduct loses all class features, except for proficiencies
and the Extra Attack ability. The character is outcast and cursed and
no longer advances in strength or power. Only by atoning for the
violations of the code may a paladin regain the status and powers
once theirs.

Level Hit Dice  Attack Bonus Class Features
1 1 +1 Detect Evil, Lay on Hands
2 2 +2 Immunity to Disease
Divine Grace (+2), Turn
2 5 = Undead (3/day)
4 4 +4 Paladin’s Mount
5 5 +5 Extra Attack (1)
6 6 +6
7 7 +7
8 8 +8 Divine Grace (+3), Paladin
Spells
9 9 +9 Turn Undead (4/day)
10 +3 +10 Extra Attack (2)
11 +3 +11
12 +3 +12
13 S HalS Divine Grace (+4)
14 +3 +14
15 +3 +15 Turn Undead (5/day)
16 +3 +16
17 +3 +17
18 +3 +18 Divine Grace (+5)
19 +3 +19
20 +3 +20
Ability Requirements: Strength 13, Wisdom 13, and Charisma
13
Hit Die Type: dio0 (6)
Alignment: Lawful good
Weapons Proficiencies: All

Armor Proficiencies: All armor types and shields

Saving Throw Proficiencies: Wisdom and Charisma

Skill Proficiencies: Religion plus any 2 of the following:
Animal Handling, Athletics, Craft (any),
History, Insight, Intimidation, Medicine,
Nature, Persuasion, Profession (any), or
Survival

Detect Evil

Paladins may cast the Detect Evil spell at will but must use an action
to do so and must concentrate (see page 76) in order to maintain the
spell.

Lay on Hands

A paladin’s blessed touch can heal wounds. Paladins have a pool of
healing power that replenishes each day. With that pool, paladins can
restore a total number of Hit Points equal to their paladin level fimes 3.

As an action, a paladin can touch a creature and draw power from
the pool to restore a number of Hit Points to that creature, up to the
maximum amount remaining in your pool.

Starting at 2nd level, a paladin can expend 5 Hit Points from their pool
of healing to cure the target of a disease that is affecting it. A paladin
can cure mulliple diseases with a single use of Lay on Hands,
expending Hit Points separately for each one.

This feature has no effect on undead and constructs.

Immunity to Disease
Starting at 2nd level, paladins are immune to all diseases, whatever
their origin.

Divine Grace

Starting at 3 level, the favor of the paladin’s god grants them a +2
bonus to all Saving Throws. This bonus increases by 1 at paladin levels
8,13, and 18.
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Paladins grant all allies within 30’ their Divine Grace bonus fo all Saving
Throws versus charm and fear spells and effects. If the paladin is
knocked unconscious or killed their allies lose this bonus.

Turn Undead

At 3d level, the paladin gains the ability to drive back or destroy
undead creatures. As an action, the paladin presents his holy symbol
and recites a prayer censuring the undead. Each undead within 30’
that can see or hear the paladin must make a Wisdom Saving Throw.
The DC of this Saving Throw is equal to 10 + 2 the paladin’s level
(minimum of 1) + the paladin’'s Wisdom modifier. Those that fail their
save are turned for 10 rounds. Turned undead flee from the paladin
by the best and fastest means available to them. If they cannot flee,
they cower, unable to attack but able to defend themselves. The
turning paladin cannot attack turned creatures without breaking the
turning effect. Other characters can attack them without breaking
the turning effect.

Undead with Hit Dice equal to or less than half the paladin’s level may
be destroyed rather than turned (rounding all fractions down).

This ability may be used 3 times per day. Atlevels 9 and 15 the paladin
gains an additional use of this ability.

Paladin’s Mount

Upon reaching 4t level, the paladin gains the service of an unusually
intelligent, tough, and loyal steed to serve him in his crusade against
evil. This mount is usually a heavy warhorse (for a Medium-sized
paladin) or a war pony (for a Small-sized paladin). This mount has an
Intelligence score of 6, 5+5 Hit Dice, and a Movement Rate of ?0'. War
ponies are similar fo heavy warhorses, but are of Medium size, have a
Movement Rate of 75’, and deal 1dé points of bludgeoning damage
with their hoof attacks.

If this mount dies, the paladin may not summon another mount for a
year and a day.

T spellthey cast.

L/

Extra Attack

Paladins gain the ability to make more than one attack each round.
At level 5 paladins may make 1 extra attack per round. At levels 10
and beyond paladins may make two extra attacks per round.

Level Total Attacks per Round
5-9 2 per round
10-20 3 per round

Paladin Spells

A paladin casts divine spells much as a cleric does. The spells available
are listed on the cleric spell list (page 80). A paladin is limited to a
certain number of spells of each spell level per day. The table below
shows the number of spells per day a character of the class may
prepare. Paladins prepare spells each day through prayer to their
deity or deities. This process is covered in greater detail in the Magic
section, on page 73.

Spell Slots

Spell Level
2nd 3rd 4th

Level
8

9

10
11
12
13
14
15
16
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Through 7th level, a paladin has no caster
level. At 8t level and beyond, a paladin’s
caster level equals 'z of the paladin’s level.

Wisdom is a paladin’s spellcasting ability for
casting spells. The power of a paladin’s spells
comes from their devotion to their patron
deity. Paladins use their Wisdom modifier
when setting the Saving Throw DC for a cleric

Spell save DC = 10 + the spell level + the
paladin’s Wisdom modifier

Cantrips: Paladins know all of the O-level
spells, also known as cantrips, listed for the
cleric class but can only prepare a limited
number of them each day, as noted on the
table above.
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Every king, prince, general, or mercenary captain has need of
specialized warriors whose skills go beyond sword and shield.
Knowledge of the enemy, including their strengths and weaknesses,
movements and encampments, and intentions, is often vital to
defeating that enemy. For these princes of the world, the ranger
fulfills this need. Rangers are also inspired by causes or creeds to
battle enemies along the frontiers of their civilization, keeping in
abeyance the vile depredations of evil marauders or mean beasts.

The ranger spends his life in the frackless wastes and wildernesses of
the world. There they travel barren escarpments and dense forests
in search of their foe, studying, tracking, and gaining an intimate
knowledge of their manners and ways. Waylaying and combating
these enemies alone or in small groups, rangers are often driven by
a cause greater than themselves. These brave and stalwart souls
often live lonely and brutal lives far from the places they deem
worthy of their protection, and are as often viewed with skepticism
and distrust as they are with hope and admiration.

The ranger occasionally finds employment with a lord, baron, or
other leader, and is usually commissioned to guard large fracts of
land against interlopers or as a scout for large armies. As often,
rangers have committed themselves to a forsaken, bloody, yet
noble cause - defending civilization, at all costs, against those evil
creatures that would overrun it. The wilingness of most rangers to
take extreme measures in this defense ostracizes them from their
more urbane brethren.

The ranger is a warrior skilled at combating humanoid creatures and
giantkind. They have honed their skills at combating these foes
through vyears of constant surveillance and combat. Their
knowledge extends well beyond fighting their enemies. They can
frack them, speak their fongues when possible, and learn their ways.
The ranger's ability in combat is renowned and they can take up
armor and shield to stride stone battlements and fight alongside the
best of warriors. However, a ranger’s true expertise lies elsewhere
and requires skills of a nature wholly unknown to others; hunting,
interdiction, escape, and evasion are often the ranger’s most
powerful weapons. These talents, compounded with their eventual
use of druidic magic, make rangers formidable foes in battle.

Level Hit Dice
1 1 +1
2 2 +2
8 8 i)
4 4 +4
5 5 §iS)
6 6 +6
7 7 +7
8 8 +8
9 9 +9
10 +3 +10
11 3 +11
12 +3 +12
13 +3 +13
14 +3 +14
15 i) 15
16 +3 +16
17 i) +17
18 +3 +18
19 §iS) +19
20 +3 +20

Ability Requirements:

Hit Die Type:

Alignment:

Weapon Proficiencies:
Armor Proficiencies:
Saving Throw Proficiencies:
Skill Proficiencies:

Attack Bonus

Class Features

Favored Enemies (+2), Foe

Hunter (+2)

Animal Empathy (+2)

Strider

Extra Attack (1)

Favored Enemies (+3), Foe

Hunter (+3)

Animal Empathy (+2),

Woodland Stride
Ranger Spells, Use Scrying

Devices

Extra Attack (2)

Favored Enemies (+4), Foe

Hunter (+4)

Animal Empathy (+4)

Favored Enemy (+5), Foe

Hunter (+5)

Animal Empathy (+5)

Strength 13, Wisdom 13, and Constitution 13

d10 (8)

Any neutral or good: lawful good, neutral

good, chaotic good,

lawful

neutral,

neutral, chaotic neutral, or neutral evil

Any

Light and medium armors, and shields

Wisdom and Constitution

Animal Handling, Nature, Stealth, and

Survival

plus any 2 of the following:

Athletics, Craft (any), Insight, Intimidation,
Medicine, Perception, Profession (any), or

Religion
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Favored Enemies

Rangers possess an extraordinary ability to combat their most
common foes: bugbears, cyclopskin, cyclopses, dune stalkers,
ettins, flinds, giants, gibberling, gnolls, goblins, grimlock, hobgobilins,
kobolds, meazels, norker, ogres, ogre magi, ogrillons, orcs,
quaggoth, tasloi, frolls, and xvarts.

When fighting these foes, rangers deal an additional 2 points of
damage with both melee and ranged weapons. At ranger levels 6,
11, and 16 this bonus increases by 1.

Rangers may choose any two languages spoken by their Favored
Enemies to gain as bonus Language skills. Rangers make all Survival
checks to track Favored Enemies with their Favored Enemies bonus
(+2 at level 1, +3 at level 6, and so on).

Foe Hunter

A ranger’s training grants them a +2 bonus to all Perception and
Stealth checks at 1t level. This bonus increases by 1 point at levels
ranger levels 6, 11, and 16. Rangers also halve foes’ Armor Class
bonuses for cover and concealment (round all fractions down).

Animal Empathy

Rangers may attempt to alter the reaction of wild and
domesticated beasts, in the same manner that others may influence
the initial reactions of more intelligent creatures through parleying.
Starting at 2nd level, rangers gain a +2 bonus to all Animal Handling
skill checks. This bonus increases by 1 at ranger levels 7, 12, and 17.

In addition, you are able to attract animal companions through use
of the Animal Friendship spell (page 86) with Hit Dice equal to your
ranger level, rather than your caster level.

Strider
Starting at 3 level, rangers may move at their normal Movement
Rate when making Stealth checks to move silently or Survival checks
to track.

Extra Attack

Rangers gain the ability to make more than one attack each round.
At level 5 rangers may make 1 extra attack per round. At levels 10
and beyond rangers may make two extra attacks per round.

Level Total Attacks per Round A
59 2 per round j
10-20 3 per round

Ranger Spells

A ranger casts divine spells much as a druid does. The spells available
are listed on the druid spell list (page 81). A ranger is limited to a certain
number of spells of each spell level per day. The table below shows the
number of spells per day a character of the class may prepare. Rangers
prepare spells each day through prayer to their deity or deities. This
process is covered in greater detail in the Magic section, on page 73.

Spell Slots

Spell Level
2nd 3rd 4th
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Level
8

9

10
11
12
13
14
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Through 7th level, a ranger has no caster level. At 8th level and beyond,
aranger's caster level equals 2 of the ranger’s level.

Wisdom is a ranger’s spellcasting ability for casting spells. The power of
aranger’s spells comes from their devotion to their patron deity. Rangers
use their Wisdom modifier when setting the Saving Throw DC for a druid
spell they cast.

Spell save DC = 10 + the spell level + the ranger’s Wisdom modifier
Cantrips: Rangers know all of the O-level spells, also known as cantrips,

listed for the druid class but can only prepare a limited number of them
each day, as noted on the table above.

Use Scrying Devices
At 8thlevel, rangers are able to employ all non-written magic items which
pertain to clairaudience, clairvoyance, ESP, scrying, and telepathy.




Ancient cities with high towers and crumbling walls, sprawling towns
along coastal highways, villages, castles, and hamlets — all have one
thing in common. All have thieves in their environs. Their names vary:
thieves, rapscallions, cutpurses, confidence men, burglars,
pickpockets, or highwaymen. Their methods vary as widely as their
names, but their goals and the theme of their lives are constant.
Thieves steal from others. They gather ill-gotten goods for their own
pleasure or needs and care not a whit for payment or compensation
of those they take from. Thieves make their living in the shadows,
through stealth, deceit, and thievery, or at times, in service to some
greater purpose known only to them.

The archetypical ne’er-do-well, thieves can be scions of the wealthiest
families or simple street urchins. Some make their living by burglary,
robbing wealthy merchants and pilfering the goods of many a palace.
Others pick the pockets of the unwary, from the simple traveler to the
noble lord. Still others find their skills best suited to plundering
dungeons, unraveling riddles in dark caves, and stealing treasure from
the forgotten places of the world, avoiding the laws and the lawmen
of the more civilized areas of the world.
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To perform the many acts of daring a thief manages on a routine basis,
they must be exceedingly dexterous. A thief must be nimble of hand
and foot. They should be quick of wit and mind. When perfectly
combined into a seamless coordination of mental acumen and hand-
eye coordination the thief becomes a foe to be feared and friend
never to be trusted.

Thieves try to avoid combat as much as possible. Though not
cowardly, they simply find the phrase "better to live and fight another
day” more meaningful and applicable than anything to do with
honor, pride, or recognition of their martial prowess. Further, one might
actually die in combat, and that has little value to anyone, especially
to the thief in question. As such, their weapons are generally of the
smaller variety and not very impressive, being daggers, saps, and
other easily concealed weapons, or those that can be used from a
great distance such as bows, slings, and darts. Neither do thieves
have much regard for shields and armor as they hinder movement
and make even simple tasks difficult. And, since thieves avoid combat
as much as possible, the armor becomes a useless accoutrement in
most cases and, in a city, attracts more attention than most thieves
desire.

Level Hit Dice  Attack Bonus  Class Features
Backstab, Burglar (+2), Find

1 1 +0
Traps, Sheak Attack (+1dé)
2 2 +1
3 8 +1 Footpad
4 4 +2 Read Languages
Acrobat, Sneak Attack
5 5 +2 (+2d6)
6 6 +3 Burglar (+3)
7 7 5
8 8 +4 Read Magic
9 9 +4 Sneak Attack (+3dé)
10 +2 +5
11 +2 +5 Burglar (+4)
12 +2 +6
13 +2 +6 Sneak Attack (+4dé)
14 +2 +7
15 +2 +7
16 +2 +8 Burglar (+5)
17 +2 +8 Sneak Attack (+5dé)
18 +2 +9
19 +2 +9
20 +2 +10
Ability Requirements: Dexterity 9
Hit Die Type: dé (4)
Alignment: Any

Weapon Proficiencies: Club, dagger, dart, hammer, hand axe,
hand  crossbow, light  crossbow,
longsword, mace, quarterstaff, scimitar,

sickle, shortbow, short sword, and sling

Armor Proficiencies: Light armor

Saving Throw Proficiencies: Inteligence and Dexterity

Skill Proficiencies: Athletics, Disable Device, Language
(Thieves' Cant), Perception, Sleight of
Hand, and Stealth, plus any 2 of the
following: Acrobatics, Arcana, Ciphers,
Deception, Disguise, History, Insight,
Intimidation, Performance (any),
Persuasion, Poison, and Profession (any)

Backstab

Thieves are opportunistic attackers, striking vulnerable foes more
effectively than others. When attacking an opponent from the rear,
and when making attacks against surprised opponents, thieves gain a
+2 bonus to their attack roll.

Burglar

Thieves gain a +2 bonus to all Athletics skills checks made to climb, all
Disable Device checks made to open locks and disarm traps, and alll
Stealth checks. This bonus improves by 1 at thief levels 6, 11, and 16.
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Thieves also halve all penalties to Perception checks and attack rolls
in dark and dimly lit areas (round fractions down).

Find Traps

Thieves may make Perception checks to search for traps, including
magical traps, with their full Proficiency Bonus. Other characters may
attempt to find traps with a Perception check, but do not apply their
Proficiency Bonus to such checks, even if they are proficient in the
Perception skill.

To find a trap, the thief spends time intently studying and searching an
area to deduce possible trap locations. It takes one round to locate a
frap in a specific area such as a lock or a doorknob, and one minute
to locate traps in a 5’ by 5’ foot area. The DC of this check is usually
10 + the Proficiency Bonus + the Dexterity modifier of the NPC who set
the trap with a Disable Device check. For spell fraps, such as Glyph of
Warding, the DC is equal to the spell’s Saving Throw DC.

A successful Perception check indicates that the thief finds a trap, if
one is present. If multiple traps are in an area, the result of this
Perception check is applied against all traps in the area.

Sneak Attack

A thief normally avoids face-to-face combat if possible, preferring
instead to use stealth or guile to catch an opponent unaware or off-
guard.

If the thief successfully attacks a surprised opponent, the attack deals
an extra 1dé damage. As the thief gains experience, the exira
damage inflicted increases. At levels 5, 9, 13, and 17 Sneak Attack
damage increases by 1dé.

A thief can only Sneak Aftack creatures that have a discernible
anatomy. The thief must be able to see the target well enough to pick

out a vital spot. They may only make Sneak Attacks with weapons
listed on the thief weapon proficiency list.

Footpad
3rd level thieves may move at their full Movement Rate when making
Stealth checks to move silently.

Read Languages

At 4 level thieves gain proficiency in the Ciphers skill. If a thief already
has proficiency in Ciphers, another Language skill may be chosen by
the thief.

Acrobat

At 5t level thieves apply their Burglar bonus to all Acrobatics checks
that they make, whether they are proficient in Acrobatics or not.

Read Magic

At 8th level thieves can use the Ciphers skill to read scribed spells as if
they had cast the Read Magic spell. Thieves can read at the rate of
1 page per minute. The DC of this check equals 10 + the spell's level.
On a failed check, the spell disappears from the scroll with no other
effect. You may cast arcane spells that you have successfully read.
Once the spell is cast, the words on the scroll fade, and the scroll itself
crumbles to dust. Divine scrolls can be identified but not cast.

This ability may also be used to identify a Glyph of Warding, an
Improved Glyph of Warding, or any Symbol spell with a Ciphers skill
check. The DC of this check is equal to the spell’s Saving Throw DC.
As such, a Glyph of Warding (spell level 3) cast by a cleric with a 16
Wisdom would have a Ciphers skill DC of 15.




Multiclassed Characters

A multiclassed character improves in

two or three classes

simultaneously, and his experience points are always divided equally
between these classes. The character can use the features of each
class at any time, with only a few restrictions. When creating a
multiclassed character, use the following guidelines:

1.

Permitted Multiclass Options

In allinstances a multiclassed character’s level is equal to his level
in each class (i.e. a multiclassed 4t level fighter/magic-user is a
4th level character) rather than his totaled levels.

The character’s Hit Points are the average of his Hit Die rolls for
each class. When the character is first created, the player totals
the rolled Hit Points for each class and divides that total by 2 (or
3, if multiclassing in 3 classes). Any Constitution bonus or penalty
is then applied to the character's averaged Hit Points. At 10t
level and beyond average the fixed Hit Points for all classes. If the
average is a fraction, round it up.

Class combinations may be restricted by race and by alignment.

The multiclass options listed below only show core class
combinations. Characters may also choose to multiclass using
subclasses of each listed core class, so long as the chosen
subclass is permitted by race and alignment.

As shown by the Permitted Multiclass Options table below the
character may not mulficlass in a primary class and one of its
subclasses, or with two subclasses of the same core class (i.e.
Paladin/Rangers, Cleric/Druids, and Thief/Assassins are not
permitted).

The character must meet each class’s ability requirements.

Multiclassed characters use the best Attack Bonus value of their
classes.

Multiclassed characters use the least restrictive weapon and
armor lists of their classes but suffer all penalties to class features
(such as the inability to cast arcane spells while armored) related
to armor use.

When determining starting funds, multiclass characters use the
most advantageous die range of their classes.

All experience points are always divided equally between their
chosen classes. Once a character acquires enough experience
points to progress in level, they progress simultaneously in all
chosen classes.

Multiclassed characters use their level in each class rather than
totaling their levels when determining their Proficiency and
Common Ability Bonuses (i.e. a 4™ level fighter/magic-user gains
a +2 Proficiency Bonus to skills and Saving Throws in which he is
proficient). If more than one class has a class feature that
provides a static bonus to one or more skill checks do not
combine these static bonuses but use the best applicable bonus.

Multiclassed characters must choose 2 Saving Throws

Character Race

Options Dwarf EIf

Cleric/Fighter Yes Yes Yes
Cleric/Monk No No No
Cleric/Thief Yes Yes Yes
Cleric/Magic-User No Yes Yes
Fighter/Monk No No No
Fighter/Thief Yes Yes Yes
Fighter/Magic-User No Yes Yes
Magic-User/Thief No Yes Yes
Magic-User/Monk No No No
Monk/Thief No No No
Cleric/Fighter/Magic-User No Yes Yes
Cleric/Fighter/Monk No No No
Cleric/Fighter/Thief Yes Yes Yes
Cleric/Magic-User/Monk No No No
Cleric/Magic-User/Thief No Yes Yes
Fighter/Magic-User/Thief No Yes Yes
Fighter/Monk/Thief No No No

Monk/Magic-User/Thief No No No

Gnome
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proficiencies available to their chosen classes in which to be
proficient. (i.e. afighter/magic-useris not proficient in all 4 Saving
Throws proficiencies available to his chosen classes: Strength,
Intelligence, Wisdom, and Constitution. He must choose any 2 of
these Saving Throws proficiencies at the start of play.) These may
not be changed.

Multiclassed characters do not gain all of the skill proficiencies
available to each of their chosen classes. Instead, they gain the
following proficiencies:

Class Skill Proficiencies

Assassin Any 3 from the assassin skill proficiency list

Barbarian Any 2 from the barbarian skill proficiency list

Bard History and Performance (any two)

Cleric Religion. Cleric/paladins may choose
another skill from the Paladin skill proficiency
list.

Druid Language (Druidic) and Nature

Fighter Any 2 from the fighter skill proficiency list

Magic-User  Any 1 from the magic-user skill proficiency list,
plus Arcana

Monk Acrobatics and Athletics

Paladin Religion. Paladin/clerics may choose another
skill from the Paladin skill proficiency list.

Ranger Any 2 from the ranger skill proficiency list

Thief Any 4 from the thief skill proficiency list

Half-Elf

Halfling Half-Orc Human
Yes Yes Yes Yes
Yes No Yes Yes
Yes Yes Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes Yes Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes Yes Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
Yes No Yes Yes
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Split-Classed Characters

A player who plays a single-classed character may, eventually, wish to
broaden that character's capabilities by having their character
advance in another character class. When deciding to have a single-
classed character take up another character class, use the following
guidelines:

1.

Unlike mulficlassing, which requires a character to advance
simultaneously in two character classes, split-classing allows a single-
classed character to end their advancement in one character class
in order to begin advancement in another character class.

Any single-classed character may split-class. A multiclassed
character may not split-class, nor may a split-classed character
multiclass. You must transition from a single class to another, single
class when deciding to split-class.

Split-classed characters do not face as many restrictions as
multiclassed characters when it comes to choosing another
adventuring career. The character must meet the ability
requirements of their new class and be eligible to take that class
(based on his race, background, and alignment).

Example: A fighter wishing to split-class as an assassin must have
minimum a strength and constitution score 9, and a minimum
inteligence and dexterity score of 13. The character may not
be of good alignment.

The character must reach 2nd level in one class before switching to
another. Once a character begins fraining in a newly chosen class,
he must halt his advancement in whatever class or classes he
formerly progressed in. 1st level in the newly chosen class is not
gained until the character gains additional experience points equal
to those needed to achieve his current character level (the total
levels acquired in all of his classes) in his new career.

Example: A 7t level thief (with 75,000 experience points) who
begins fighter-training will not gain a fighter level until he earns
enough experience points fo become an 8™ level character (a
total of 150,000 experience points). At that point he will be a
split-classed thief 7-fighter 1.

All characters may advance in a maximum of 3 different classes
through split-classing.

As noted above, split-classed characters total the class levels
acquired in all of their classes to determine their character level.
Character level is used to determine the character’s Proficiency
and Common Ability Bonuses to skills and Saving Throws. Split-
classed characters only have proficiency in the Saving Throws
proficiencies listed for their 15t chosen class.

Example: A character with 2 fighter class levels and 4 thief class
levelsis a éthlevel character. The character has a +3 Proficiency
Bonus to skills and Saving Throws in which he is proficient and
would need to advance to 75000 experience points to
advance in level.

A character gains Hit Points from each class as his class levels
increase, adding the new Hit Points tfo the previous total.
Additionally, at character level 10 and higher, the character no
longer rolls Hit Dice but gains the bonus Hit Points of the class that he
is currently advancing in.

Example: A character with 5 fighter class levels and 4 thief class
levels is a 9th level character with 5d10 and 4dé Hit Dice. Upon
advancing to 750,000 the character chooses to advance in the
thief class and gains 2 Hit Points (thieves gain 2 Hit Points per
thief level after character level 9).

The Attack Bonuses for all classes are totaled when determining the
character’s bonus to attack rolls.

The class level in each class determines the character’s class
features for that class, including the character's available spells and
caster level, where applicable. A split-classed character that shares
a class feature between two or more of their chosen classes may
total their class levels in those classes when determining the benefits
for that class feature.

Example: A split-classed paladin 3 - cleric 3 would Turn Undead
as a 6 level character. As such, he could destroy 3 Hit Die
undead on a successful Turn Undead check (with a +3
Proficiency Bonus) and could use the class feature 4 times per
day (as a 6t level cleric, as that class gains more uses of Turn
Undead each day than a paladin of the same level).

Example 2: A split-classed assassin 6 — thief 6 would have a +4
Burglar bonus to Athletics, Disable Device, and Stealth skill
checks (as either a 12th level assassin or thief would).

Example 3: A fighter 7 — paladin 3 would have the Extra Attacks
of a 10t level fighter or paladin and could make 3 attacks per
round.

Split-classed characters with two different class features that
provides a static bonus to the same skill, such as the Burglar feature
of thieves and Foe Hunter feature of rangers, which both grant a
bonus to Stealth checks, do not combine these static bonuses, but
use the best applicable bonus.

Example: A ranger 6 — thief 2 would gain a +3 For Hunter bonus
to Stealth skill checks, rather than totaling the character's +2
Burglar Bonus and +3 Foe Hunter Bonus to such checks.

Split-classed casters are still restricted with regards to the armor that
they may wear and cast spells. As such, a split-classed bard cannot
wear medium or heavy armor when spellcasting, while a split-
classed magic-user may not wear any armor while spellcasting.
Split-classed casters may total their caster levels in all spellcasting
classes when determining their caster level but not when
determining their daily spell slots. Those are determined by the class
levels in each spellcasting class.

Example: A cleric 4 — magic-user 5 has a caster level of 9. As
such, spells cast by that character function as if cast by an 9t
level caster (i.e. a fireball would deal 9dé6 damage). This
character has the spell slots of a 4™ level cleric (Four O-level, three
Ist-level, and two 2nd-level cleric spells, and four O-level, three 1st-
level, two 2nd-level, and two 3d-level magic-user spells).

Once a split-classed character reaches a character level of 9 or
greater, the experience needed to progress in level becomes a set
amount (250,000 experience points). As such, the character must
gain 250,000 experience points per character level beyond 9.

A character may choose to resume advancement in a previously
chosen class, but follows the procedures listed above for advancing
in character level.

Finally, split-classed characters only gain all of the listed skill
proficiencies for their first chosen class. When choosing a second
(or third) class in which to advance, split-classed characters do
not gain all of the skill proficiencies listed for that class. Instead,
they gain the following proficiencies:

Class Skill Proficiencies

Assassin Any 3 from the assassin skill proficiency list

Barbarian Any 2 from the barbarian skill proficiency list

Bard History and Performance (any two)

Cleric Religion. Cleric/paladins may choose another
skill from the Paladin skill proficiency list.

Druid Language (Druidic) and Nature

Fighter Any 2 from the fighter skill proficiency list

Magic-User  Any 1 from the magic-user skill proficiency list,
plus Arcana

Monk Acrobatics and Athletics

Paladin