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Preface

Now that you have this tome in your hands, you are about
to discover a new and exciting dimension in the AD-
VANCED DUNGEONS & DRAGONS™ game world. You
have unearthed the hidden mysteries of this work, so al-
though they are no longer arcana, the contents are trea-
sure. The AD&D™ game system is dynamic. It grows and
changes and expands. Our universe does all this, and so
too the multiverse of this game system. The description
and definition of an infinite multiverse must necessarily be
done piecemeal — adding new discoveries as they come
to light, expanding horizons as the sum total of our past
knowledge allows.

As the original volumes of the game system (Monster
Manual, Players Handbook, and Dungeon Masters Guide)
have altered from their first editions, so the game has
changed in form and substance. This new material grew
from my own campaign, articles published in DRAGON®
Magazine, and input from many Dungeon Masters and
players also. The book has a single purpose: Unearthed
Arcana™ brings new dimensions to the AD&D game sys-
tem. The compiled material which lies herein offers fresh
new approaches to play without materially affecting any
ongoing campaign adversely. This work does not alter for-
mer “laws of the multiverse,” but it does open insights and
vistas beyond those previously understood and seen.

All the participants of a campaign will find this material of
greatest interest and benefit to them. Dungeon Masters
will discover new sub-races and their inter-relationships,
new deity models for non-humans, and much in the way
of magic — a trove of spells and items indeed! Players, of
course, benefit from all of that and more. There are new
horizons for demi-human characters, new professional
callings, new weapons, new approaches to just about ev-
erything. Yes, some of this material has appeared previ-
ously, but here it is carefully revised, edited, and compiled
so as to change it from a possible insertion to an integral
part of a vital campaign. There are new choices, new pos-
sibilities, new opportunities, and new ideas laid out before
you. Best of all, these rest upon the solid foundation of
the AD&D game system — the most widely accepted and
played role-playing game in the world.

This effort was by no means mine alone. Len Lakofka, as
usual, contributed his part. Roger Moore is a name which
all devotees of the game know, and he also added to this
work. Luke Gygax was invaluable as a sounding-board
and playtester. Frank Mentzer was on hand from the be-
ginning to test and try my thoughts and ideas, to bring
his own creativity to the whole, and to assist in making
this a far better effort than originally conceived. Once the
ideas were compiled, Jeff Grubb and Kim Mohan went
to work on the manuscript. These two insisted on clari-
fying, codifying, expanding, and defining, and generally
demanded that the whole text become better and better.
Despite the extra work demanded from me, | thank them
for this — and still more for their own creativity which they
freely contributed in order to insure that what you now
hold is the best possible text, a literally up-to-the-minute
description of the “state of the art” as that term applies to
the AD&D game system.

Every Dungeon Master who has created a campaign mi-
lieu out of whole cloth, so to speak, can certainly under-
stand that the more one learns, the more one comes to
understand how little he knows. So too the multiverse of
this game system. The farther afield one goes in explora-
tion and discovery, the greater the realization of how vast
is the realm of unknown knowledge which awaits discov-
ery, as it were. However, such as with our actual world,
the expanses of the game multiverse will always have
frontiers and unexplored territories. This fact, indeed, is
what makes the AD&D game system so wonderful and
appealing.

Thus, Good Reader, here is the “last word” — by far not
the last word ever, but the latest so far. It is, after all, high
time that those who enjoy the challenge and excitement
of the AD&D game be presented with a tome such as this,
a package which gathers all of the new discoveries, plus
a wealth of just uncovered secrets, between one pair of
covers. Preliminaries aside, here is Unearthed Arcana. It is
now the moment you have waited for. Read on, and may
you have as much fun with your creation as we are having
with ours.

Gary Gygax
May 1, 1985



Introductions

Warning: This book is loaded.
Loaded with new information, that is.

In the time since the publication of the Dungeon Mas-
ters Guide in 1979, the AD&D game has not stood still.
In DRAGON Magazine, Gary Gygax has continued to ex-
pand the frontiers of the game, offering new ideas, experi-
ments, and rules.

In this book those ideas are made concrete. The experi-
ments are completed. The suggested rules are now official
and final.

Much of the material within this book first saw the light of
day in DRAGON Magazine, but in the time since has been
playtested, questioned, discussed, re-tailored, represent-
ed, and re-playtested. This was my role in the project, un-
der the handy umbrella-title of “design consultant,” which
is shorter than “gadfly, ombudsman, and kibitzer.” (Okay,
everyone out there, reach for those dictionaries. . . .)

In addition to the magazine article material, this volume
also includes material that has never before been pub-
lished. This, too, had to be checked and re-checked be-
fore being put into its final form.

All of the above had to be approved by Gary and Frank
Mentzer, including any proposals for all-new material
that may have occurred along the way. Everything was
checked out with the architects of the AD&D game sys-
tem; the structure of the system is their baby, and only
they know what ideas will fit into it. The tireless editor of
this text, Kim Mohan, and | are the engineers who execut-
ed the plans — made sure everything was on solid ground
and brought the ideas into finished form.

That finished form, Unearthed Arcana, is in your hands
now. It is a book that will change the way the AD&D game

is played. Enjoy.

Jeff Grubb
May 1, 1985

There are some advantages to being the editor of this
book. And now that the job is just about finished, a few of
them are beginning to occur to me.

One of the benefits of the job is that the editor gets to
decide what piece of text gets done last, and | decided a
while ago that it was going to be this one. This way | can
see what Gary’s preface and Jeff’s introduction are cover-
ing, so | don’t have to worry about telling you all the things
they’ve said.

Pretty soon, when the nightmares about deadline wear
off, | will have pleasant memories of working with Jeff and
Frank and Gary on a project that demanded more of our
time than anyone could have foreseen. And, as of now, |
can stop being a nuisance around their offices. If it wasn’t
me in person, it was me in the guise of a stack of papers.
In the beginning, the sheaves of manuscript had labels
like “Look this over when you get a chance.” In the fi-
nal days of the production schedule, samples of finished

pages were going out labeled “Now or never.” All three of
them gave me everything | needed and wanted, usually
well ahead of the nick of time.

After a few weeks for printing and binding, the book will
be out. | expect that to be one of the biggest thrills of
my life, and it’s sure going to be a fine feeling then, even
though the anticipation is almost killing me now. And I'll be
a little disappointed if your pulse didn’t at least quicken a
bit the first time you saw this book and realized what was
inside it. Even if you didn’t know what you’ve been miss-
ing, Unearthed Arcana is what you’ve been waiting for.

My exhilaration over the book will last for as long as it
stays on your shelf, within easy reach — because that
means that what we’ve done is being used and enjoyed
by the people we made it for. The biggest advantage of
being the editor of this book is a good feeling that will
probably last me for the rest of my life. And it’s starting to

well up inside me right now.
/%—\—/

Kim Mohan
May 1, 1985
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CHARACTER ABILITIES

Comeliness: Comeliness reflects physical attractiveness, social grace,
and personal beauty of the character. It is used to determine initial reac-
tions to the character, and characters with a high comeliness may affect
the wills and actions of others. While charisma deals specifically with
leadership and interactions between characters, comeliness deals with
attractiveness and first impressions.

Comeliness is not charisma. Charisma, however, can affect comeliness.
After the first six attributes of a character are determined, his or her looks
must be determined. Is the character ugly, homely, plain, or pretty? This
characteristic is determined by the comeliness roll. 3d6 are rolled and
totalled. The resulting number, between 3 and 18 inclusive, is modified:

Characters with a charisma of less than 3 will have an adjustment of -8
on comeliness, so that it will fall in the range of -5 to +10. For charisma
of 3, the adjustment is —5; charisma of 4-5, -3; for 6-8, —1; for 9-12, no
adjustment; for 13-15, +1; for 16-17, +2; for 18, +3; and for charisma of
more than 18, +5. As charisma is raised or lowered, whether by disease,
disfigurement, aging, or artifacts, comeliness should be similarly affected
on a point-for-point basis (a loss of one point of charisma equals one
point of comeliness equally lost).

In addition to the adjustment to comeliness based on charisma score,
characters of certain races must take an additional adjustment to their
comeliness scores. This racial adjustment applies only when the reaction
of characters of other races is concerned, in similar fashion to the way
that racial adjustments for charisma apply only to those of other races.
The penalties and bonuses are these:

Half-orcs: -3

Dwarves, gnomes, dark elf males: -1

Halflings*, humans*, wild elves, valley elves: 0

Half-elves*, sylvan elves*, dark elf females: +1

Gray elves®, high elves*: +2

*—Treat the indicated pair on each line as being of the same race for

purposes of effective comeliness; e.g., halflings are just as at-
tractive (or repulsive) to humans as humans are to each other,
and vice versa.

Comeliness will have the following effects on creatures of human sort.
(This category includes, but is not necessarily limited to, humans, demi-
humans, humanoids, giant-class, and bipedal creatures of human-like
form and motivation.)

—16 or lower: Those viewing a character with comeliness this low are re-
pulsed and horrified, so as to turn away or attempt to destroy the creature
so offensive to the sight. If the individual with low comeliness is powerful,
the reaction will tend toward escape, or reinforcement of previously deter-
mined awe (horror) reaction. If both viewer and creature are of evil align-
ment, the effect is that of a positive comeliness of the same total.

—-15 to -9: Disgust, evidenced by a tendency to look away, revile the
individual, and act hostile in general. Under no circumstances will this
character be accepted by the viewers unless all are of evil alignment, so
that the negative comeliness can be regarded as positive.

-8 to 0: Aversion and a desire to be away from so ugly a creature will be
evidenced by all viewers. If given an excuse, those near the individual
will be hostile and openly aggressive; otherwise they will merely tend
toward rejection.

+1 to +6: As such an individual is simply ugly, the reaction evidenced
will tend toward unease and a desire to get away from such brutishness
as quickly as possible. If given the opportunity, the character’s charisma
can offset ugliness, but this requires a fair amount of conversation and
interaction to take place.

+7 to +9: The homeliness of the individual will be such that initial con-
tact will be of a negative sort. This negative feeling will not be strongly

evidenced. High charisma will quickly overcome it if any conversation
and interpersonal interaction transpires. (Consider a dwarf with 16 cha-
risma and a base comeliness roll of 9; he or she will be at 8 when viewed
by all creatures except other dwarves — who will see him or her with
comeliness adjusted by +2 for charisma.)

+10 to +13: Plain to average comeliness; no effect on the viewer.

+14 to +17: Interest in viewing the individual is evidenced by those in
contact, as he or she is good-looking. The reaction adjustment is in-
creased by a percentage equal to the comeliness score of the character.
Individuals of the opposite sex will seek out such characters, and they
will be affected as if under a fascinate spell unless wisdom of such indi-
viduals exceeds 50% of the character’s comeliness total.

+18 to +21: The beauty of the character will cause heads to turn and
hearts to race. Reaction for initial contact is at a percent equal to 150%
of comeliness score. Individuals of the opposite sex will be affected as
if under a fascinate spell unless their wisdom exceeds two-thirds of the
character’s comeliness total. Individuals of the same sex will do likewise
unless wisdom totals at least 50% of the other character’s comeliness
score. Rejection of harsh nature can cause the individual rejected to have
a reaction as if the character had a negative comeliness of half the actual
(positive) score.

+22 to +25: The stunning beauty and gorgeous looks of a character with
so high a comeliness will be similar to that of those of lesser beauty
(17-21), but individuals will actually flock around the character, follow
him or her, and generally behave so foolishly or in some manner so as to
attract the attention of the character. The reaction adjustment is double
the score of comeliness: i.e., 22 comeliness equals +44%. Fascinate-
like power will affect all those with wisdom of less than two-thirds the
comeliness score of the character. If an individual of the opposite sex
is actually consciously sought by a character with comeliness of 22-25,
that individual will be effectively fascinated unless his or her wisdom is
18 or higher. Rejection is as above.

+26 to +30: Unearthly beauty of this sort can be possessed only by crea-
tures from other planes — demi-gods and demi-goddesses and deities
of unusual sort. Reaction adjustment is double comeliness score. Fasci-
nate-like power is effective on all except those with wisdom equal to at
least 75% of comeliness, except that 19 or higher wisdom always allows
a saving throw versus the power. An individual of the opposite sex who
is consciously sought by the possessor of such unearthly beauty and
comeliness will always be under the “spell” of the individual with such
beauty unless he or she has wisdom of 20 or more.

The fascinate-like power of high comeliness is similar to the 2nd-level
illusionist spell of the same name. Those subject to this power will be
captivated by the user, and treat him or her as a trusted friend, mentor,
and companion. A saving throw versus spell will negate the effect but if
the comeliness is not magical in nature, then dispel magic, anti-magic
spells, and similar spells will not affect the fascination effect.

Fascinated creatures will follow the orders of characters with high come-
liness, provided a roll of 3d6 does not exceed the comeliness of the
character. Requests that are not in the best interest of the creature get
a +1 to the die, while those that are hazardous can gain up to +6 or
higher on the die roll. If the roll is higher than the user’s comeliness, the
fascinate-effect is broken.

If a once-fascinated creature has been badly treated and breaks free of
this enrapturement, the creature will react as if the character’s comeliness
was a negative amount. If the creature has been well treated, it may still
be friendly to the character even after the fascination has worn off.

The effect of one’s comeliness upon others is temporary; once a charac-
ter is known to other characters or creatures, its effect is negated, and
charisma is used to determine reactions and followers. In this way char-
acters of high comeliness and low charisma may attract interest, but not
long-term followers and allies (beauty being only skin deep).



The effects of the fascinate power do not affect the abilities of the in-
dividual with respect to fighting, casting of spells, etc., and in no way
reduces the subject character to a zombie-like state, a puppet for the
high-comeliness character. Actions performed by a character while fas-
cinated may affect alignment (though they would have a good addition
to the comeliness check, say +3 or +4).

Magic can mildly and temporarily affect the comeliness of a creature.

CHARACTER RACES

As will be evident from the tables and text that follow, new opportuni-
ties abound for player characters in the AD&D game. Players have 15
racial types and 13 classes and sub-classes (not including the bard) to
choose from when creating their characters, and each allowable class/race

CHARACTER ABILITIES (COMELINESS)

lllusion-based spells such as change self and alter self will raise or lower
comeliness by a maximum of 1 point, no matter what the final form is. II-
lusions of characters or creatures with high comeliness are effective only
for a single round, as the nature of the fascinate is such that the character
affected concentrates more fully on the illusion, weakening its effective-
ness. Polymorphed figures raise or lower comeliness by 2 points from the
original, due to subtle social clues that are not visual but still perceived,
while shapechange confers full comeliness effects of the final form.

combination has qualities that set it apart from all others. And, of course,
the Dungeon Master will be quick to notice that all of these possibilities
are equally open to the non-player characters which populate the cam-
paign world that he or she has designed.

CHARACTER RACE TABLE I.: CHARACTER CLASS LIMITATIONS

Racial Stock of Character

Character Dwarves Elves
Class Gray Hill Mountain Dark Gray High Valley Wild Wood
CAVALIER no no no yes yes yes no no no
Paladin no no no no no no no no no
CLERIC yes yes yes yes yes yes yes no yes
Druid no no no no yes yes yes yes yes
FIGHTER yes yes yes yes yes yes yes yes yes
Barbarian no no no no no no no no no
Ranger no no no yes yes yes yes no yes
MAGIC-USER no no no yes yes yes yes no yes
lllusionist no no no no no no no no no
THIEF yes yes yes yes yes yes yes yes yes
Acrobat yes yes yes yes yes yes yes yes yes
Assassin yes yes yes yes yes yes yes yes yes
MONK no no no no no no no no no
BARD no no no no no no no no no
Character Gnomes Half- Halflings Half- Alignment
Class Deep Surface Elves (AlN) Orcs Humans Requirements
CAVALIER no no yes' no no yes Any non-evil at start
Paladin no no yes' no no yes Lawful good only
CLERIC yes yes yes? yes yes yes Any
Druid no no yes yes no yes True neutral only®
FIGHTER yes yes yes yes yes yes Any
Barbarian no no no no no yes Any non-lawful
Ranger no no yes? no no yes Any good*
MAGIC-USER no no yes? no no yes Any
lllusionist yes yes no no no yes Any
THIEF yes yes yes yes yes yes Any non-good at start
Acrobat yes yes yes yes yes yes Any non-good at start
Assassin yes yes yes no yes yes Any evil at start
MONK no no no no no yes Any lawful
BARD no no yes no no yes Any neutral

1: If of dark, gray, or high elf descent
2: Except for those of wild elf descent

Notes Regarding Character Race Table I:

3: Possibly with good tendencies
4: Possibly with neutral tendencies

Character Class names are shown in capital letters if the class is major; sub-classes are shown with the first letter capitalized only.

All of the racial varieties and strains available for player characters are listed alphabetically according to major type, and then alphabetically within
each major type for the sub-races thereof. An exception is made for halflings, where stout, tallfellow, and hairfoot halflings are grouped under one
heading because each strain of that race has the same class limitations. Although the limitations are the same for all strains within the major races of
dwarves and gnomes, each variety is listed separately to emphasize the fact that player characters can now be of any one of those five sub-races.

A “no” indicates that the race cannot become the character class in question. A “yes” indicates that the race is able to become the character class

in question.

The column for Alignment Requirements applies to members of all races, not only to those races listed in the bottom section of the table.
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CHARACTER RACES
CHARACTER RACE TABLE Il.: CLASS LEVEL LIMITATIONS

How to use this table: The new class level limitations for non-human player characters depend not only on the race and class of the character,
but also on the ability score(s) he or she possesses in the characteristic(s) which are vital to the class in question. Accordingly, the table has been
redesigned and divided into sub-tables for each race. In each sub-table, class and ability score are cross-referenced to find the maximum level at-
tainable by a character of that class who possesses the ability score in question.

The ability scores given in the left-hand column of each chart pertain to different characteristics, varying according to the class of the character.
For fighters, rangers, and assassins, the score refers to strength; for magic-users and illusionists, intelligence; for clerics and druids, wisdom; for
thieves, dexterity. The level limits for rangers, assassins, and druids may be governed by ability scores other than the primary one listed above; these
special cases are covered in footnotes for each sub-table where they apply.

The designation “U” denotes unlimited level advancement for a character of the appropriate race and class — either effectively without limit (for
thieves and clerics), or up to the highest level attainable in the class (for druids and assassins). The cavalier class is not listed on the tables for elves
and half-elves, and the bard class is not listed on the table for half-elves, because level advancement in either of those classes is unlimited for any
character with the requisite ability scores to qualify for the class.

Note that in many cases, the ability scores given exceed the normal limits for beginning characters. This is to allow for characters who have in-
creased their ability scores beyond normal limits by some magical means, such as wish spells or the use of magical tomes and librams or certain
artifacts and relics. The gaining of ability scores higher than those given on the table — which should not be possible except in the most extraor-
dinary of circumstances — does not raise any level limit beyond what is shown here. If a character’s ability score is lower than the first entry given
on the appropriate table, then the level limit for that character is the same as the lowest level shown on the table; for example, a dwarven assassin
with strength of 14 or less can attain 9th level in that class.

Important: The level limits given and implied in the sub-tables may be exceeded by 2 in all cases where (a) the character is single-classed and (b)
the class in question could be a multi-classed choice for that character. Examples: A hill dwarf fighter/cleric with 18 strength can advance only to
the 8th level as a fighter, while a hill dwarf with the same strength who was a fighter only could advance as high as 10th level. A hill dwarf cleric/
fighter with 14 strength can attain 6th level as a fighter; if the character were single-classed as a fighter, he or she could advance to the 8th level in
that class. A half-elf cleric/ranger with 18/90 strength, 18 intelligence, 18 wisdom, and 18 constitution can attain 9th level in the ranger class, but a
half-elf ranger with the same ability scores can rise as high as 11th level in the class. A hill dwarf assassin is restricted to the level limits shown on
the table, since a hill dwarf cannot be both a multi-classed character and an assassin.

TABLE II.A.: DWARVES TABLE II.B.: GNOMES

Ability Cleric Fighter Thief Assassin Ability Cleric Fighter Illlusionist  Thief Assassin
Score (Al Hill Mtn/Gray (Al (Al Score (Al (All) (Al (Al (Al
15 8 6 7 U 9 15 7 5 6 U 8
16 9 6 7 U 9 16 8 5 6 U 8
17 10 7 8 U 9 17 9 5 6 u 8
18 11 8 9 U 9 18 10 S 7 U 8
18/99 8 9 111 18/50 6 912
18/00 9 10 122 18/75 ’ 10

2 18/99 8 102
19 13 10 11 U 12

19 12 9 8 U 102

20 16 12 13 U 122 20 14 9 10 U 102
21 16 15 16 U 122 21 14 9 13 U 102

1: Intelligence 18 and dexterity 19 also required.

. . . 1: Intelligence 18 and dexterity 18 also required.
2: Intelligence 19 and dexterity 19 also required.

2: Intelligence 19 and dexterity 19 also required.

TABLE II.C.: ELVES

Cleric Druid Fighter
Ability Dark Dark All All Dark Dark
Score Males Females Others Wild Others Males Females Gray/High Valley Wild Wood
12 4 ] 7 10 U 7 9 5 5 7 6
13 5 U 7 10 U 8 10 5 5 7 6
14 6 U 7 10 U 9 11 5) 5 7 6
15 7 U 7 10 U 10 12 5 5 7 6
16 7 U 8 10 U 10 12 5 5 7 6
17 7 U 9 10 U 10 12 5 5 7 6
18 7 U 10 117 U 10 12 6 6 8 7
18/75 10 12 7 6 8 8
18/90 10 12 8 8 10 <)
18/99 10 12 9 9 11 10
18/00 10 12 10 10 12 11
19 7 U 11 121 U 10 12 11 11 13 12
20 7 U 12 141 0] 10 12 11 13 13 14
21 7 U 12 172 U

1: Charisma 18 also required.
2: Charisma 19 also required.



CHARACTER RACES
TABLE II.C: ELVES (Continued)

Magic-User
Ability Dark Dark . Thief Assassin Ranger
Score Males  Females  O'%Y High Valley Wood (All) (Al) (AI)
17 12 5) 11 10 11 9 U
18 12 5) 11 10 11 9 U 10 6
18/01 10 7!
18/51 10 92
18/76 10 108
18/99 11° 108
18/00 126 108
19 13 7 12 11 12 10 U 126 124
20 15 9 13 12 13 11 U 126 144
21 18 11 15 14 15 13 U .
22 18 11 18 17 15 13 Y
1: Intelligence 15 and wisdom 15 also required. If both of those scores are greater than 15, the character may attain 8th level.
2: Intelligence 16 and wisdom 16 also required. o i Y e
3: Intelligence 17 and wisdom 17 also required. N “,‘\
4: Intelligence 18 and wisdom 18 also required. \\ \ { AR
5: Intelligence 18 and wisdom 19 also required. \ ) ;
6: Intelligence 19 or wisdom 19 also required.

TABLE I1.D.: HALF-ELVES

gb"'ty Cleric Druid Fighter Ranger M-U Thief Assassin

core

15 5 U 6 6 7 U 11

16 6 U 6 6 7 U 11

17 7 U 7 7 7 U 11

18 8 U 7 8 8 U 11

18/90 8 9! 11 / /
18/99 9 10' 11 ;
18/00 10 117 11

19 10 U 11 15 8 U 11

20 12 U 13 il5° 8 U 11

1: Intelligence 18, wisdom 18, and constitution 18 also required.

2: Intelligence 18, wisdom 18, and constitution 18 also required. If both wisdom and
constitution are greater than 18, the character can attain 12th level. If both are
greater than 19, the character can attain 14th level.

3: Intelligence 19, wisdom 19, and constitution 19 also required.

TABLE II.E.: HALFLINGS TABLE II.F.: HALF-ORCS
Ability  Cleric Druid ———Fighter —————  Thief Ability
Score (All) (Al Hairfoot Stout Tallfellow (All) Score Cleric Fighter Thief Assassin
15 4 6! 4 5 6 U 14 4 10 8 U
16 4 7 4 5 6 U 15 5 10 9 U
17 5) 93 5 6 7 U 16 6 10 10 U
18 6 114 5 6 7 U 17 7 10 11 U
18/50 6 7 8 18 7 10 11 U
18/90 7 8 9 18/99 10
19 8 13° 8 9 10 U 18/00 11
20 10 13° 8 <) 10 U 19 7 12 11 U
20 7 14 11 U
1: Charisma 15 also required. 21 7 17 11 U
2: Charisma 15 also required. If charisma is 16 or greater, the character can
attain 8th level.
3: Charisma 16 also required. If charisma is 17 or greater, the character can
attain 10th level.
4: Charisma 17 also required. If charisma is 18 or greater, the character can
attain 12th level.
5: Charisma 19 also required.
CHARACTER RACE DESCRIPTIONS
The expanded/revised character race tables show all of the racial variet- elves can be other than high elves; and gnomes are not restricted to be-
ies that are now open to player characters. In summary, player character ing “surface gnomes.” The special characteristics of the additional sub-
dwarves are no longer limited to being hill dwarves or mountain dwarves; races are given on the following pages.



CHARACTER RACES (DWARVES)
Dwarves:

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

Just as their kindred, gray dwarves may be fighters, clerics, or thieves,
and as thieves may also enter the assassin subclass or the acrobat split
class. Gray dwarves may be multi-classed as fighter/clerics, fighter/
thieves, cleric/thieves, or cleric/assassins.

Player character gray dwarves are non-magical in nature, just as their
surface-dwelling cousins are, and as such gain the same bonuses to
their saving throws versus magical attacks by rod, staff, wand, or spell
(+1 per each 3%z points of constitution score). Gray dwarves are also
unaffected by illusion spells and immune to all paralyzation attacks and
non-natural (i.e., magical or alchemical in origin) poisons. They receive
a saving throw bonus versus natural poison just as other dwarves do, of
the same amount as their magical-attack bonus.

Gray dwarves speak the dwarvish language, and in addition speak “un-
dercommon,” a trade language of the empires and communities deep
beneath the earth. They also speak their alignment language and a maxi-
mum of two other languages, regardless of intelligence.

Duergar have infravision with a 12" range. They also have the standard
dwarvish abilities for detecting grade, slope, new construction, sliding
walls, traps, and depth underground, and have the combat abilities of
other dwarves in fighting creatures such as ogres, trolls, ogre magi, gi-
ants, and titans. They do not gain the other dwarves’ combat advantage
when attacking half-orcs, goblins, hobgoblins, or orcs, since their back-
ground does not include a history of animosity against these creatures.

Gray dwarves move very quietly when they want to, able to surprise
others on a 3 in 6 chance (when alone or in the company of others of
their race), and are themselves surprised only 1 time in 10. Not all player
character duergar have psionic ability. They do, however, have twice the
usual chance of being psionic (double all bonuses for intelligence, wis-
dom, and charisma) if psionics are used in the campaign.

Gray dwarves live most of their lives deep beneath the surface of the
earth. They will not venture forth into the surface world except at night or
on the gloomiest of overcast days. Daylight, and spells such as continual
light, affect duergar as follows: Their enhanced ability to gain surprise is
negated, the character’s dexterity is effectively reduced by 2 for the dura-
tion of the exposure (with all penalties to armor class, thieving abilities,
etc., applicable), all their attacks are made at -2 “to hit,” and any oppo-
nents’ saving throws versus gray dwarf attacks are made at +2. If the gray
dwarf is located in darkness or deep shadow but is attacking creatures
illuminated by a light source, surprise ability and dexterity are normal, but
the character’s attacks are at -1 “to hit,” and opponents’ saving throws
versus any such attacks are at +1. The relatively dim light given off by
such sources as torches, lanterns, magic weapons, light spells, and faerie
fire spells does not adversely affect a gray dwarf.

Elves:

Gray elves are members of a rare race that shares all of the abilities of high
elves, including resistance to sleep and charm, ability with sword and bow,
infravision, detection of secret and concealed doors, and ability to move
silently when alone. The two sub-races share the same languages. Gray
elves receive a +1 bonus to their dice roll for intelligence, giving beginning
player characters a maximum score of 19 in this ability. Gray elves are not
as common as high elves, and do not normally associate with humanoids
other than elves for long periods. They are thinner than high elves, with hair
color of silver or gold and eyes of amber and violet.

Wood elves, also known as sylvan elves, have abilities similar to those
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of high elves, including resistance to sleep and charm, extra bonuses
when wielding sword or bow, infravision, silent movement, and detection
of secret and concealed doors. They speak elvish, common, treant, and
the tongue of woodland mammals (much as gnomes may communicate
with burrowing mammals), but no other languages to start with. They
receive a bonus of +1 to the initial dice roll for strength (but the normal
maximum of 18 still applies), and must take a —1 penalty to their initially
generated score for intelligence. Wood elves are more reserved than
gray elves, and do not mix with the organized societies of other races
on a regular or recurring basis. Wood elves have fair complexions, with
hair color ranging from copper red to blonde and eyes of light brown,
light green or hazel.

Wild elves, or grugach, shun outsiders even more fervently than other
elves, and are xenophobic even with regard to other elven races. They
have the standard elven characteristics of resistance to sleep and charm,
bonuses “to hit” with bow and sword, infravision, moving silently, and
detection of secret and concealed doors. Most of them speak the elvish
language exclusively, though a player character grugach may know some
of the common tongue as well. Wild elves are very strong, receiving a +2
bonus to the dice roll for strength (up to a maximum of 18). Wild elves
deal with other woodland creatures as if an animal friendship spell was
in operation. Grugach can set pits, snares, and natural traps with a 90%
chance of success. As shown on Character Race Table |, grugach are
more limited than other elves in the class(es) they can practice; they can
only be druids, fighters, or thieves (including assassin and acrobat), and
can only be fighter/thieves if multi-classed. They are similar in appear-
ance to wood elves, but are smaller, thinner, and very fair.

Valley elves are thought to be an offshoot of the gray elves, and have all
powers and abilities of that sub-race, plus the ability to speak the gnomish
language. Valley elves are unusually tall, some of them growing to the height
of humans. They are shunned by other elven sub-races, who do not con-
sider them “true elves.” The name of valley elves is derived from the Valley
of the Mage, where the sub-race is headquartered in the WORLD OF GREY-
HAWK™ Fantasy Game Setting, but valley elves are equally at home in any
similarly far-removed section of the world free of other elvish influences.

Dark elves, also known as drow, are the most divergent of the elven sub-
races. Their form similar to that of other elves, but their skin color is the
inky black of a moonless night and their hair is normally pure white or sil-
ver. Classes open to dark elf player characters are cleric, fighter (including
ranger), cavalier, magic-user, and thief (including thief-acrobat and assas-
sin). Males and females of this sub-race differ in the maximum level attain-
able in the cleric, fighter, and magic-user classes. Drow are generally evil
and chaotic in nature, though player characters are not required to be so.

A dark elf player character is considered an outcast from his or her home-
land deep within the earth, whether by matter of choice, alignment, or
merely being on the losing side of some family-wide power struggle. As
such, drow characters do not have immediate access to the weaponry,
armor, cloaks, and poisons that are normally found in the possession of
non-player characters of this sub-race. The 50% magic resistance pos-
sessed by NPC dark elves is likewise not a property of player characters,
who have abandoned their homeland; it is likely that this power is the
result of extended dabbling in the dark arts as well as the effects of their
environment. Once having made the decision to embark upon an adven-
turing career, a drow player character can never regain this magic resis-
tance short of the use of wish spells or similar magics, but can still rise in
power and dominate fellow dark elves. Outcast dark elves do retain the
customary elven resistance to charm and sleep, and they receive a bonus
of +2 to all saving throws versus magical effects.

Dark elves do not gain the combat bonuses of the surface elves with re-
gard to sword and bow, but may fight with two weapons without penalty,
provided each weapon may be easily wielded in one hand. They cannot
use a shield when performing this type of combat, but may use a spiked
buckler as one of their two weapons.

Drow can speak the common tongue, the language of “undercom-
mon” (a trade language of those who dwell beneath the earth), plus



the elvish and gnomish languages, as well as other languages up to the
limit prescribed by intelligence score. In addition, all dark elves “speak”
the silent tongue of subterranean dwellers, a language of complex hand
signals and gestures, combined with facial expressions and body lan-
guage. The range of communication in this silent tongue is only 30", but it
is as informative as any other language within that range. Only the drow
may fully master this tongue, though other races may be taught its basic
signs and symbols.

Dark elves have infravision out to a 12" range. The base movement rate
of female drow is 15”, while that of male drow is 12". Drow have the abil-
ity to detect secret and concealed doors just as other elves can, and
they can also detect new construction, stonework traps, sliding walls,
and depth underground as do dwarves. Dark elves can move silently
in the same manner as other elves, under the same conditions, and are
surprised only on a 1 in 8 chance.

All dark elves have the innate ability to use the following magic spells
once per day: dancing lights, faerie fire, and darkness, 5" radius. Upon
attaining 4th level in any class, dark elves gain the ability to cast detect
magic, know alignment, and levitate, also once per day. Females of 4th
level or higher also can use clairvoyance, detect lie (or its reverse), sug-
gestion, and dispel magic, each once per day.

Ability scores for drow characters may be generated either by normal
means, or by the method described on page 34 of the FIEND FOLIO™
Tome, at the option of the DM. If the latter method is used, the adjust-
ments to initial dice rolls for elves given in the “Penalties and Bonuses for
Race” section (Players Handbook, page 14) do not apply.

Drow are affected by light in the same manner as gray dwarves (see
above). They will prefer to travel either at night or in gloomy, overcast
conditions when they venture out into the surface world.

Gnomes:

Deep gnomes, also known as svirfneblin, are members of a breed of
gnome that lives deep beneath the surface of the earth. They can be of
any class or combination of classes that is permitted to surface-dwelling
gnomes. Deep gnomes who are not illusionists gain special abilities at
high levels. Deep gnomes are more muscular than their above-ground
cousins, their gnarled skin ranging from medium brown to grayish brown
in color. They have gray eyes.

Deep gnomes have the standard gnomish abilities with regard to detec-
tion of slopes and unsafe walls, and determining depth and direction
underground. In addition, they have a 60% chance of being able to cam-
ouflage themselves against surrounding natural rock deep underground,
remaining effectively invisible until they move, attack, or take some other
action which negates invisibility.

Player character deep gnomes must be male, since no females of this
sub-race have ever been known to take up adventuring careers. Player
character deep gnomes do not possess the innate magic resistance
of non-player character svirfneblin, but do gain a +2 bonus on saving
throws versus poison and a +3 bonus on all other saving throws. Just as
others of this sub-race, the deep gnome player character is immune to
the effects of illusions and phantasms. Unlike non-player characters of
this sub-race, player character svirfneblin do not automatically improve
in natural armor class as they progress in levels. The reasons why player
character deep gnomes lose certain abilities may be similar to why this
happens to dark elves (see above).

Deep gnomes speak their own tongue, which is related to the gnomish
tongue spoken by surface dwellers of the race. They can know other
languages depending on intelligence, with emphasis on tongues spoken
beneath the earth. Player character deep gnomes cannot converse with
creatures from the Elemental Plane of Earth, unless the character has
such a language as one of the tongues that he or she has specifically
learned, and player characters are just as likely to be attacked by crea-
tures from the Plane of Earth as are members of any other race.
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When a deep gnome becomes a player character, he or she forfeits
some of the benefits that derive from close association with the EI-
emental Plane of Earth, as described above. However, deep gnomes
who are not illusionists do retain the innate ability of svirfneblin to sum-
mon an earth elemental once per day. When a non-illusionist reaches
6th level in any class, he or she can perform this feat in a fashion similar
to the magic-user spell conjure elemental. The type of creature sum-
moned, if any, is determined by rolling d20 and referring to the following
table:

Die Roll  Result
1 24 HD earth elemental
2-6 16 HD earth elemental
7-10 12 HD earth elemental
11-15 8 HD earth elemental
16-18  xorn
19-20  summoning fails, may not be attempted again that day

Player character deep gnomes may use the following spell-like abilities
once per day: blindness, blur, and change self, as if cast by an illusionist
of the same level as the character’s highest level. A deep gnome also
radiates non-detection as the spell, though this applies only to the indi-
vidual alone and does not affect an area.

Svirfneblin have infravision out to a range of 12°, but ultravision of only
a 3" range. In bright light their vision (of all sorts) is reduced to 3", and
they must take a penalty of -1 “to hit” when fighting opponents in such
illuminated conditions. Player character deep gnomes can be surprised
only on a1in 12 chance, and can surprise others on a 9 in 10 chance if
they are alone or in the company of other deep gnomes and not wear-
ing bulky armor. Player character deep gnomes do not have psionic
abilities.

In melee combat, deep gnomes gain a bonus of +1 on rolls “to hit” and
damage when attacking drow and kuo-toa, which are enemies of their
race just as goblins and kobolds are enemies of surface gnomes. The
deep gnomes gain the same benefits as surface gnomes when attacked
by giants, bugbears, ogre magi, ogres, trolls, or titans.

Half-Elves:

Half-elves of high elven ancestry are fully described on page 17 of the
Players Handbook. Those descended from gray, wood, and valley elves
have similar abilities and restrictions. Because wild elves do not trust
humans any farther than they can toss them, no instances are known of
half-elves descended from grugach stock. Half-elves of drow descent
retain their elf parent’s disadvantages with regard to light, but have none
of the special advantages of full-blooded drow, and are looked upon as
outcasts by the dark elf population.

Halflings:

The three sub-races of halfling — stout, hairfoot, and tallfellow — are
described in general on page 17 of the Players Handbook. Differences
in class level limits for the three sub-races are given on Character Race
Table Il in this text. For the purposes of level advancement and abilities,
consider those of mixed blood to be stouts.

Half-Orcs:

Half-orcs are described on page 17 of the Players Handbook, as amend-
ed by the information on the tables in this text.

Humans:

Humans are the dominant race in the AD&D game universe, having no
limits on what classes they can practice or how high a level one can
attain. Note that human player characters, and only humans, may be
created using a special character generation method (presented in this
book) which allows the player to select the character’s class before any
of his or her ability scores are determined.



CHARACTER RACES
RACIAL PREFERENCES TABLE

Basic Acceptability of Racial Type

Race DG DH DM ED EG EH EV EWi EWd GD GS '%E HH HS HT %0 H
DWARF
Gray (DG) P A A G H H H H H A A N N T N N N
Hill (DH) A P G H A A A A A N G N T G G H N
Mountain (DM) A G P H A A A A A T T N T G T H N
ELF
Dark (ED) G A A P H H A H H H A A A A A T N
Gray (EG) A A A H P G A T G N T G T T G A N
High (EH) A A A H G P A N G T T G T T G A N
Valley (EV) A A A A N N P N N G G T N N T A A
Wild (EWi) A A A H N N A P N A A A A A N A A
Wood (EWd) A A A H G G A N P N N G T T G A N
GNOME
Deep (GD) A N T H N N T N N P G N T T T A N
Surface (GS) A G G A T T G N N G P T G G G H N

HALF-ELF* (/%E)

Dark descent T N N G A A N A A A N b A A A T N
Any other N N N A G G G A G N T P N N T A T
HALFLING
Hairfoot (HH) N T T A T T N N T N T N P P P N T
Stout (SH) T G G A T T N N T T T N P P P N N
Tallfellow (TH) N T T N G G T T G N T G P P P N N
HALF-ORC (20) N H H N A A A A A A H A N N A P T
HUMAN (H) N N N N N N N N N N N T N N N N P
Notes on the Racial Preferences Table:
Column headings are abbreviations for racial types, reading from left N: indicates that the race is thought of neutrally, when it is thought
to right in the same order that the table entries are given from top of at all, although some suspicion will be evident.
to bottom. The entries in a certain row represent how members of
that race or sub-race generally view characters of each race. Some A: indicates that the race will be greeted with antipathy.
relationships are not reciprocal; for instance, dark elves regard all hal-
flings with antipathy, while tallfellow halflings are generally neutral in H: indicates a strong hatred for the race in question.
their feelings about dark elves.
* With regard to the reactions of races other than elves, half-elves are
P: indicates that the race is generally preferred, and dealings with considered as a specific racial type. However, elves will react to half-
members of that race will be reflected accordingly. elves as if the half-elf were either a half-elf or a full-blooded elf of the
same racial type as the half-elf’s non-human ancestor, whichever is
G: indicates that considerable goodwill exists toward the race. the more negative reaction.
T: indicates that the race is viewed with tolerance and generally ** Preference for half-elves of dark descent, hatred of all other half-
accepted, if not loved. elves.

CHARACTER CLASSES (Descriptions, Functions, Levels)
CHARACTER CLASSES TABLE I: HIT DICE, SPELL ABILITY, AND CLASS LEVEL LIMIT

Class of Hit Die  Maximum No. of
Character Type Hit Dice Spell Ability Class Level Limit
CAVALIER di0’ 10 no none

Paladin d10’ 9 yes? none
CLERIC ds 9 yes none

Druid ds 15 yes 23 (Hierophant of the Cabal)
FIGHTER d10 9 no none

Barbarian di12 8 no none

Ranger das® 10 (+1)° yes* none
MAGIC-USER d4 11 yes none

lllusionist d4 10 yes none
THIEF d6 10 no® none

Acrobat deé 12 no none

Assassin d6é 15 no® 15 (Grandfather of Assassins)
MONK d4s 17 (+1)8 no 17 (Grand Master of Flowers)
BARD de 10 yes 23 (Master Bard 23rd)
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CHARACTER CLASSES

Notes Regarding Character Classes Table I.:

1:

The cavalier and the paladin have a hit-point range of 4-13 points at 1st level, generated by either 3d4 + 1 or d10 + 3 depending upon the social
standing of the character at the start of his or her career. See the description of the cavalier class hereafter for particulars.

: Starting at 9th level, the paladin gains clerical spell ability, and may eventually cast spells of up to the 4th level of power.

: The ranger begins with two eight-sided hit dice (2d8) and thereafter goes up one die per level, to a maximum of 11 hit dice at the 10th level of

experience.

: Starting at 8th level, the ranger gains druidic spell ability, and may eventually cast druidic spells of up to the 3rd level of power. Starting at 9th

level, the ranger gains magic-user spell ability, and may eventually cast magic-user spells of up to the 2nd level of power.

: Thieves of 10th level or higher and assassins of 12th level or higher gain the ability to read magic-users’ (and illusionists’) spells from scrolls.

: The monk begins with two four-sided hit dice (2d4) and thereafter goes up one die per level, to a maximum of 18 hit dice at the 17th level of

experience.

CHARACTER CLASSES TABLE Il: ARMOR AND WEAPONS PERMITTED

Class of
Character Armor Shield Weapons Oil Poison
CAVALIER any’ any any’ no? only if evil
Paladin any’ any any' no? never
CLERIC any any club, flail, hammer, mace, staff, lasso, sap, staff sling yes only if evil
Druid leather or padded wooden aklys, club, dagger, dart, garrot, hammer, lasso, sap, sling, yes DM’s option
scimitar, spear, staff, staff sling, sword (khopesh), whip
FIGHTER any any any yes DM’s option
Barbarian any?® any any yes DM'’s option
Ranger any any any yes DM'’s option
MAGIC-USER none none caltrop, dagger, dart, knife, sling, staff yes DM'’s option
lllusionist none none caltrop, dagger, dart, knife, sling, staff yes DM'’s option
THIEF leather, studded none bow (short), caltrop, club, crossbow (hand), dagger, dart, yes DM’s option
leather, padded, or garrot, knife, sap, sling, sword (broad), sword (falchion),
elfin chain* sword (long), sword (short)
Acrobat as thief none as thief, plus lasso and staff yes DM’s option
Assassin as thief any® any yes yes
MONK none none aklys, atlatl, axe (hand), bo stick, caltrop, club, crossbow no DM'’s option
(any), dagger, garrot, javelin, jo stick, knife, lasso, pole arm
(any), sap, spear, staff, sword (falchion)
BARD leather, studded none club, dagger, dart, garrot, javelin, knife, lasso, sap, scimitar, yes only if evil
leather, padded, sling, spear, staff, sword (bastard), sword (broad), sword
ring mail, elfin (falchion), sword (long), sword (short)
chain, or magical
chain mail

Notes Regarding Character Classes Table II:

1:

A cavalier or a paladin will not wear leather, padded, or studded leather armor, because such garb is beneath the character’s station. Similarly, a
cavalier or a paladin will not use pole arms, missile weapons, or other types of arms that are commonly associated with the lower social classes.
See the description of the cavalier class hereafter for particulars.

2: The use of oil in personal combat is unacceptable to the cavalier and the paladin, but such characters may use oil in siege warfare.

3: A barbarian can wear any sort of armor, but does not gain the full benefit of the dexterity bonus of the class if the armor worn is of the bulky or

fairly bulky variety.

4: Athief attired in anything other than leather armor must take adjustments to his or her chances of success in performing certain thieving functions.

See Thieves Table Il hereafter for particulars.

5: An assassin cannot use a shield during a melee round in which the character is engaged in an act of assassination.

General notes: Weapons not permitted to a character of a certain class may be picked up and used, but the non-proficiency penalty for that class

will always apply (using the most severe penalty applicable for multi-classed characters) — and such non-permitted weapons may not be kept
and carried by the character for use later.

Characters of under 5’ in height cannot effectively employ a long bow or any weapon over 12’ in length. Likewise, characters of less than 100
pounds body weight cannot use a heavy crossbow, any pole arm weighing more than 200 gp, or a two-handed sword. These prohibitions over-
ride the stipulation in the preceding note; the non-proficiency penalty is immaterial, since these weapons cannot be wielded at all.
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CHARACTER CLASSES (CAVALIER)
THE CAVALIER

The character class of cavalier has no prime requisite, and as a result
cavaliers do not gain experience-point bonuses for superior abilities. A
cavalier must have minimum ability scores of 15 in strength, dexterity, and
constitution, and scores of 10 in intelligence and wisdom. A cavalier char-
acter must initially be of good alignment (lawful good, neutral good, or
chaotic good). The cavalier attacks and makes saving throws as a fighter,
but gains additional abilities with certain weapons and modifiers to certain
saving throws. Cavaliers and members of the paladin sub-class (see here-
after) are not entitled to the benefits of weapon specialization.

In order to become a cavalier, a character must be in service to some
deity, noble, order, or special cause. The DM will determine if this require-
ment can be met within the limits of the campaign, and if it is properly
met by the cavalier character. The cavalier must always place honor,
bravery, and personal deeds in the forefront of his or her activity, and
must adhere to a code of chivalry (described below).

A cavalier character must be of proper social class, and is usually of
noble or aristocratic origin. Only those characters of Upper Class social
status may immediately enter into the cavalier class. Those of lower so-
cial standing are generally excluded from becoming cavaliers, but certain
members of lower social classes may be so honored. Such a character
must be sponsored by a higher authority of greater status, and begins
first as a 0-level Horseman (a retainer for a Knight), then a 0-level Lancer,
and finally becomes a 1st-level Armiger of the cavalier class. The O-level
Horseman starts at —1500 experience points and has 1d4 + 1 initial hit
points. The Horseman becomes a Lancer at —-500 experience points
and gains another d4 roll for cumulative hit points. The Lancer becomes
a 1st-level cavalier at 0 experience points, and gains another d4 in hit
points. In contrast, a character whose social standing qualifies him or
her for immediate entrance into the cavalier class begins as a 1st-level
Armiger with 1d10 + 3 hit points. The character’s hit-point bonus for high
constitution (if applicable) is first received at either Horseman or Armiger
level, and is then applied to each additional hit die from second level on
as normal. The special abilities of the cavalier class are only gained when
the character attains Armiger status.

Humans, elves, and half-elves may become cavaliers. However, mem-
bers of the latter two races cannot qualify unless they are of gray, dark, or
high elf stock (or, for half-elves, descended from such stock) and unless
they are from or sponsored by a noble house.

Cavaliers are not limited in which weapons they can use, but certain
weapons are preferred over others, such that a cavalier will seek profi-
ciency in these weapons before learning other weapons. These weap-
ons are the lance (required of the 1st-level Armiger), long sword, broad
sword, bastard sword, short sword, horseman’s mace, horseman’s flail,
horseman’s military pick, dagger, scimitar, and javelin. In addition, el-
ven and half-elven cavaliers will prefer to use a short composite bow.
Only after these weapons have been mastered may the cavalier become
proficient in the use of other types. Weapons that deal out damage at
a distance (including pole arms, missile weapons, and the two-handed
sword) call into question the cavalier’s personal bravery, and as such are
avoided by all except the most powerful of cavaliers. The cavalier may
use these questionable weapons at normal non-proficiency penalties,
but their use may violate the character’s chivalric code.

The cavalier gains bonuses “to hit” with certain weapons as he or she
advances in level. These “weapons of choice” and their attendant bo-
nuses are:

— At 1st level, the cavalier is +1 “to hit” with the lance, if used while
mounted.

— At 3rd level, the cavalier is +1 “to hit” with either the broad sword,
long sword, or scimitar (player’s choice).

— At 5th level, the cavalier is +1 “to hit” with either the horseman’s
mace, horseman’s flail, or horseman’s military pick (player’s choice).
— At 7th level, the cavalier is +2 “to hit” with the lance, if used while
mounted.
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— At 9th level, the cavalier is +2 “to hit” with either the broad sword,
long sword, or scimitar (depending upon what was chosen at 3rd
level).

— At 11th level, the cavalier is +2 “to hit” with the horseman’s mace,
horseman’s flail, or horseman’s military pick (depending upon what
was chosen at 5th level).

— At 13th level, the cavalier is +3 “to hit” with the lance, if used while
mounted.

At higher levels, the progression described above increases in a similar
fashion. The plus “to hit” does not apply to damage, and does not allow
the cavalier to hit creatures that can only be hit by magic weapons. Note
that the higher plusses must be taken in the same weapon as chosen
at lower levels, so that any cavalier has effectively three “weapons of
choice.” (A cavalier cannot be +1 with the long sword and +2 with the
scimitar at 9th level, but would be +2 with the long sword if that was the
weapon chosen at 3rd level.)

The cavalier may make multiple attacks with a “weapon of choice” as
if the character were 5 levels higher than actual as far as attacks per
round are concerned; e.g., a 3rd-level cavalier can attack 3 times every 2
rounds with a weapon of choice, as opposed to 1 attack per round with
some other ordinary weapon. At 16th level and above, the cavalier can
attack 3 times per round with a weapon of choice.



CAVALIERS TABLE |

10-Sided Dice
Experience Exp. for Accum.
Points Level Hit Points Level Title
(-1,500 — -501 0 1d4 + 1 Horseman)
(-501 — -1 0 2d4 + 1 Lancer)
0 — 2,500 1 1+ 3" Armiger
2,501 — 5,000 2 2 Scutifer
5,001 — 10,000 3 3 Esquire
10,001 — 18,500 4 4 Knight Errant
18,501 — 37,000 5 5 Knight Bachelor
37,001 — 85,000 6 6 Knight
85,001 — 140,000 7 7 Grand Knight
140,001 — 220,000 8 8 Banneret
220,001 — 300,000 9 9 Chevalier
300,001 — 600,000 10 10 Cavalier
600,001 — 900,000 11 10+3 Cavalier, 11th
900,001 — 1,200,000 12 10+ 6 Cavalier, 12th

* If qualification for 1st level required progression through the two
0-level grades, then hit dice for 1 st level are 3d4 + 1, but in all other
cases 1d10 + 3 applies.

300,000 experience points per level for each level beyond the 12th. At
13th level and above, level title is Cavalier Commander.

Cavaliers gain 3 h.p. per level after the 10th.

The lance is the preferred weapon of the cavalier, and proficiency with it
is required at the first level. The cavalier has a bonus to damage equal to
the character’s level of experience when using a lance while mounted.
When the cavalier is dismounted and using a lance, damage is +1. A
heavy lance used while dismounted is treated as an awl pike, with re-
spect to all specifications except length, weight, and speed factor. A
medium or light lance used while dismounted is treated as a spear.

A cavalier’s expertise in weapons allows the cavalier to parry with weap-
ons of proficiency more effectively than fighters can. Should a cavalier
choose to parry rather than attack, all of the cavalier’s “to hit” bonuses
(including those due to strength, magic, and weapon of choice) can be
subtracted from one attacker’s die rolls. A parrying cavalier may use his
or her shield to parry a second opponent’s attack; a shield parry reduces
the attacker’s roll by 1, and by a further 1 for every “plus” of the shield,
if it is magical. If the cavalier is using a shield parry as well as a weapon
parry, any further attackers beyond the second may ignore the shield
bonus in determining their chances “to hit.” If a cavalier performs one or
two parries, the cavalier cannot attack in that round, even if he or she is
capable of making multiple attacks in a single round.

To the cavalier, armor is as much a badge of station as it is a means of
protection. Thus, a cavalier character will always seek to possess the
very best and finest-quality armor the cavalier is able to own. In this
endeavor, appearance is as important as function, so engraving, inlay-
ing, and decoration of the armor will always be sought. Plate armor is
the cavalier’s first choice; other preferences ranking beneath that are (in
order of desirability) plate mail, banded or splint mail, chain mail, scale
mail, and ring mail. Leather, studded leather, and padded armor are the
dress of thieves and peasants, and as such are beneath the cavalier’s
station, such that the cavalier will not wear these armor types. This list of
preferences applies even in the case of magical armor, so that chain mail
+2 will not be worn if banded or splint mail of normal sort is available.

Mounted combat and horsemanship are special provinces of the cavalier
class. A human cavalier (but not an elf or a half-elf) makes all attacks
from horseback as if the character were 1 level higher. This increase ap-
plies only to horses, mounts usable as steeds by cavaliers at higher level,
and those mounts approved by the DM.
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All cavaliers are virtually born and bred to the saddle, with those of lesser
ability arduously trained at the O levels. A cavalier is 85% unlikely to be
thrown from the saddle, and 85% unlikely to be injured if his or her mount
falls. This chance is increased by 1% for each level above the first.

As a cavalier increases in level, he or she improves still further in horse-
manship, and in the handling of other creatures as mounts. Horseman-
ship abilities increase as follows:
— At 3rd level, the cavalier can vault into the saddle with bulky armor
and have the steed underway in a single segment.
— At 4th level, a female elven cavalier (and only a female elf) may
handle and ride a unicorn as a steed.
— At 5th level the cavalier can urge his or her mount to greater speed
than normal. The additional speed possible equals a 2" bonus to
movement rate, and can be sustained for up to 6 turns. The additional
speed thus gained has no ill effects upon the mount, although normal
rest and feeding are always necessary.
— At 7th level the cavalier can handle and ride a pegasus as a steed.
— At 9th level, the cavalier can handle and ride a hippogriff as a steed.
— At 11th level, the cavalier can handle and ride a griffon or a similar
creature (DM’s judgment) as a steed.

The cavalier’s mount will be friendly to and will accept the cavalier as long
as it is properly treated. Of course, creatures of good alignment will not al-
low any of the evil sort to come near in these cases, and vice versa.

A cavalier’s knowledge of horses (and, at higher levels, other mounts) al-
lows the cavalier to estimate the relative worth of a steed. A cavalier can
examine any mount and determine if it has low worth (one-third or fewer
of the maximum possible hit points for the creature), average worth, or
high worth (two-thirds or better of the maximum possible hit points). Any
steed selected by a cavalier will have +2 hit points per hit die (up to the
maximum hit points available).

A cavalier undergoes continual training and practice in arms and war-
fare, such that part of any day not spent adventuring must be spent in
mounted arms drill or combat practice on foot. As a result of this con-
stant training, the cavalier can increase his or her strength, dexterity,
and constitution scores. When a cavalier is at 1st level, percentile dice
are rolled for each of these abilities, just as they are for fighters with 18
strength. A Lancer with 15 dexterity might have 15/87 dexterity upon at-
taining Armiger status. The percentage has no normal effect on play, and
the ability score is considered to be the main number (15 in this case). An
exception is percentile strength above 18, which is treated as for fighters
on the strength bonuses table.

As a cavalier attains each higher level, 2d10 are rolled and the result add-
ed to the percentile score for strength, dexterity, and constitution. When
a percentile score goes over 100, the main score is raised by 1 and the
100 is discarded. (In the example, if the cavalier with 15/87 dexterity rolls
a 19 for this ability upon gaining 2nd level, the character’s dexterity score
is now 16/06, and is treated as a 16.) Ability scores can be raised as high
as 18/00 in this manner, even if doing so violates limitations based on
race or sex. If a cavalier loses a level, the percentile points gained for
that level are lost.

To advance a level, the cavalier must be trained by another cavalier of at
least 4th level, or 2 levels higher than the cavalier’s current level, which-
ever is higher. However, after attaining 6th level, the cavalier’s normal
regimen will suffice for training, and the cavalier does not need others to
allow an advance in level.

A cavalier makes all saving throws as a fighter. Such characters are, howev-
er, immune to fear (magical or otherwise) of any sort. Cavaliers of good align-
ment radiate a protection from fear aura in a 1" radius, so that all allied crea-
tures within the radius are similarly immune. In addition, m