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Groups, character classes . ...0 34
Groups, weapons .......... @113
Guaranteed hit or miss ... .. 0121
Guardian sphere ........... 2 50
Guarding .............J m 20, 26

in a spear or pike hedge ...m39

vs.charging ............. ;25
Guisarme, guisarme voulge .. 98
Gunsen .............o.0... m 138

i

Haggling .................d 0 89
Hairfoot halflings ... ... >31, 032
Halberd................... D99
Half-elves ............ 130, @ 34
Half-ogres ................. ® 36
Half-move actions .......... |20
HaltB0es .. cvisn o i bt ® 34
Half-plate armor ......... .. m 148
HANOES oo i) 531,832

ADIIteS o o i s v v i ® 32

equipment ............. ® 134

BaloRt e o e @32

510 1l e A N e ®32
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Hallucinatory terrain . ... ... |68
Hatmem s M 89, 138

SIOEPE i v e e ;| 143
Hammer of Gesen .. ........ ®33
Hand and Eye of Vecna ... ... ® 35
Hand of Vecna ....... 124, O 144
Hand or throwing axe .. .. .. m 138
Handedness ............... 332
Handgunner................ 149
Hard to surprise ............ ®38
Hardiness, warrior skill .. . . .. A 151
Harness subconscious . . . . .. ® 155
HERMOON .. st o m 138
FIEISTO. ik i, 0 b et et m 68




Hatchetz, oo iiaismamae m 138
Hazards on the battlefield ... .m 58
Healing . .......... 102, © 80, 82,
140-141, @ 49, 99
bindingwounds ........... 104
complete . ............. ® 165
paladin ability ............ > 39
profidency ..cuaeeaicassaes 103
regeneration ............. 021
SPRBIE. . iiseiaiaroearinivioe o > 50
Healing powers .......... @149
(= (R ® 15,20, 49
Health bonus ....... ® 33-34, 36
Hear noise ........174, O 56, 59
Heat resistance ......... ® 29, 34
Height .......ocovivinnnn. )32
Heightened difficulties . ... ... e2]
Heightened senses ........ e 167
Helm
Sreal .l e e m 148
leather ................. m 148
openfaced ............. m 149
Henchmen ...151, 25, 151, 153
maximum number ........ @19
Herald of Mei Lung ......... @37
Heraldry ............. 182, #99
Herbalism ...103, 0 82, 141, @99
Herolcfrays .ovvvveeivarons m 54
Heward's Mystical
0 e O C s 126, # 39
Hexesonmaps ............. m 7
Hide < orinsiesaienss @ 31,633
Hide armor ........ 0101, g 148
Hide in natural settings ...... @37
Hideous appearance ........ ® 39
Hiding in shadows ......... ) 56,
@ 50, 52, 59
MANPEHI s itathil g srviar D41
Hierophant druids .......... 053
High attacks in critical hits . . g 103
Highelves ........... > 28, @28
High mastery ........ a7’5 9118
High-level characters .. .. ... 30, 31
Higherground ............. W31
Hill dwarves ............... ®25
Hills as battlefields .......... meo
Hilly topography
in a battlefield ............| w64
Hirelings . . ..143, 149, O 151, 153
Historical equipment .......... 52
ST e s e, e nataral s ivians ®55
History, ancient .. ..........C Y77
DN o oinins e e i > 61
loveali: fae v )82
FBEDICE! . a v s stonicne O 16,21

Hit points ........ 99, 5 119, 139
O-level characters ........... 27
adjiustment ............. @16
bonus ..... ® 26, 36, 57-58, 61
Con adjustment .......... 021
FIRBUING <« v voiwmimn isinieminies D21
PEGOVETINE +.vvoie v einin wmisw simn e 102

Hit probability adjustments ...0 19

Hoardings ............... m 168

Hobgoblin . ............ ... @43

Holding breath ............ 0 160

Holdings ............. ... @122

Holds in wrestling . . ......... m 87

Holidays .......coovivvnnnns 164

Holyitem ................. 093
symbol ........... D93, m 138
SWOId ..o vev i veiiinre s 239
water .............. 89, O 133,

A 69, 76, 8687

Homeless: . <.oiovswsisosam e e 10

Hooded lantern ............ )93

Hook fauchard ............ .« )99

Hopeless characters .......... 15

Hoplitearmor .. ........... m 148

Horn of blasting .......... m171

Homof Change .........c.. *42

Horse archer style ... . .. ®116-117
specialization ............| m78

Horseman's mace ......... m 139

Horseman's pick ......... R 141

EIOTSES: n dilie eada e 54, 55, 166
encumbrance ........... 0102
performing overruns . .... .. m22

Household provisions .. .... @133

Hovering on death’s door . . . .. 104

Howdah - cociinein s i mi62

Huge creatures,
number per square . ....... m/

Humanoid character
level fimits . .............. ® 39

EIMMENS | s ea sl /et otails D> 32,836

Hundred Years' War
WEapOoNSs . .......... m122-123

FHUNDE: waisiii wamavead 582,100

Hut, Baba Yaga's ........... o021

EWDBTPYION: it ssar i s atseieton 50

|

(G somatsetatsiingihas ianiis 167, © 162

Id insinuation ............. ® 146

Identify ................... ®59

Identify plants and animals .. .0 52

Ideological differences .. ... .. e 10

INusion resistant . ........... ® 26

lllusions ..... < 523, 108-111, 168

lllusionist . e ek S 46
IMMUNItIes . .....ooovvnen. @ 150
Immunity
ATRHOS e o e B 052
inherent . .....coueeaenad e 106
9 ain - 11 21 RN PR e o ® 59
O dISEASE = v visis i @59
toapells (i saan sl 023
to weapons . ..... Sara e A e 96
Impaired lines of fire ....... @58
Impersonation ............ ® 106
Impossible to-hit
AUMDBETS . vv o sis evsins 75,0 121
Improved mail armor .. ... .. m 148
improved stamina .......... @26
Improving proficiencies . ..... e 88
Improvised attack ......... A 174
Incendiary cloud ......... m172
Increased movement . ...... 4 @47
Individual initiative . . . . .. 80,0 126
Individual experience points .. ..70
Indirect-fire engines .......| m 155
Inescapable death ... .. 104, © 141
Inertial barrier ............. @ 163
B - s st o wmins 147
RO cvuinsssosianed 089
IR BRI < < i enna s e 174
Informal morale checks ...... m 29
Infravision ........... 160, © 155,
® 26, 29, 31, 33-34, 36, 37
NAINES, oo v s veal s 028
BNES s i e 029
PROMIES &« cieeramsimnmiand 030
half-elves . .......... RS 58,
halflings . ..... it e e 032
underwater ......... et 110
Inherent immunity ......... ® 106
INNEMBNGES . . v v oo vaismsis o 18
Inhumanform ............. ® 39
Initial wizard spells . . .......... 60
Initiative ...... 73,78,0 119, 122,
124, m 17
BaSe -« s canancsizs i i m18
casting times ....... > 114,127
CREIGING o v ool 0128
during covering ..........! m 25
effects of movingon ....... m27
encumbrance’s effecton ...®18
QYOS = ;s aiatei Brise s D 125
in aerial combat .......... W66
nAdIEling oo inenaasied |m5]
individual ........... 80,0126

movement's effect on . .m21-22
multiple attacks . .........0 126




of combat actions ......... m17
of magical items ..........| m27
of movement ............ m 18
of psionics ............... m 24
ofspells ................| m24
of unarmed attacks ....... m27
of weapons ... .. S ml7
rateoffire ................. 87
SUMPIISE & .vvevinven e > 147
unarmed combat ........ 0130
weapon speed .. ... 2127, m 18
Imury .......... 99,0 137, m 104
massive damage . ........ > 141
specfic ..........ooinan 102
while flying ............... 108
Innate abilities
incombat .......... )90, A 65
magic resistance ...... A 65-66
Inner focus, rogue skill .. ... A 175
Inner focus, warrior skill . . . . . A 152
Innerplanes ................ 178
Instantstand ............... m 98
INSIUCLONS .. = sik i iereisivisiaru et 71
Intellect fortress .. ......... ® 148
Intelligence ........... >22, 016
bonus proficiency slots . . . .. 7l
knowledge ............ 17,20
ORGSR U, w12 4l Vaaa et e 120
of creatures ............| w179
ROASON) ot m\wsaala a5 @ 16,20
Intelligent
weapons ....... 241, 247, © 143
Intense magic ....couveusias ®62
Internal compass ........ @9, 107
IBMEUE L s e s am s < 31
IREENOON oo nmim mamnl b e17 20
investment ........d m175 @123
Invincibility, priest skill . . .. .. A 163
Invisibility . . .. ... 161, m 68, @ 174
Invocation/evocation
SEIOHS: + 1w ia i a e nsrsia VG > 108
Invulnerability (elemental) ...A 65
Invulnerability (magic) . ... ... A 65
Invulnerability (physical) ... .. A 65
Invulnerable Coat of Arnd ... €43
Iron Bow of Gesen .......... ®44
Iron Flask of
Tuerny the Merciless . ......#45
e R N L~ m7/9
Irritating personality ........ e 110
Itemn saving throws ........... 58
Ivory Chainof Pao .......... ® 46

J-K

Jacinth of Inestimable Beauty .4 48
Jafar al-Samal, Seal of ....... +97
JaVBIN ecveisiivns o swsa craeld m 138
BONUS iviwimmmivie ey ®29
T e N et ®7/2
Jisan the Bountiful, Coin of ...#28
T I e e sy m 138
JODEPL o v e ivvann it iavs acasa oo 143
JOREING ivvsivsivmiias mnd > 84, 157
Johydee's Mask ............ 49
Joinedthecircus ........... el
JOUSHING o scsiomnms aminisv wsnd mis >97
JUGHING <« iias o > 82, ® 100
omp. ... N T o m 68
JOMPING .. 55 2 s e )82, @100
Jungle as battlefields ....... ;59
1 L P | 138
Kas, Swordof ............. ¢ 100
Kausinke ..........o.o...d m 138
KAWaANARA . ...« ecnisie o siaio m 138
Keen eyesight .......... ®9, 107
Keenhearing ............. ® 107
Keen olfactory sense ... .... e 107
Keen taste sense .......... e 107
Keen touch sense ......... e 107
Keys, encounters ............ 129
Khopesh .................. > 99
Kicking in pummeling ....... m 85
Kidnapped ................ e1]
Killed someone ............ el]
S W v re o e, BYRTES ® 65
and barred weapons . ... ... m72
(611 < 1118 = SO ® 85
Knarr ... >93
Kneeling .................. m 30
Knife .....coocvvvnnnnn.ss m 138
throwing ............... m 144
Knockdown die ............ m3]
Knockdowns ............... m3]
and pummeling .......... m 84
as a result of retreats . .... | m 28
due to critical hits ........ m 106
due to unhorsing ......... m 49
from temporary damage ...m 83
from wrestling ...........| m 88
in overbearing ...........| m9l
of weapons ............| m 129

with direct fire engines ... m 160
with indirect fire engines . m 156

withrocks .............1 m 167
Knockout chance ...... 85 0129
RIS SNt a e s ole ) 84

Knowledge ............. ® 16, 20

Kool ... AR B 043
Kuroth's Quill .............. *51
Kusari-gama .............. m 138
L
Laboratory, alchemist's . .... e 138
Ladders ............. m 169, 171
Lairs, treasure . .............. 114
Lamellararmor .. .......... m 148
Lamellar shirt ........... ..m 148
17530 3o R D93
Lance ... voivvennn. 196, m 1398
mounted charge .......... m 40
| S e W o B e 122
Land-based riding .......... 083
Languages .......... 022,27 82
ANIMAIS: % v s S me ) 52
B oy i S s o )29
BROMES 2ic ¢ siovs o oo sy 0 P TH 030
halfelves ............... 030
DO oo e 031
(L IS o Sl durt et (B (ef 23
reading .............. 157 59
WEARIONS .o s v e s s 249
10§ e R e 093, m 139
Large characters .............. 25
Large creatures,
number per square ........ 7
Large (body)
shield ........... > 101, m 150
LASSOR L ( sesiism S ales m 139
LBNChESs .5 - airaii o e 796
Lawful alignment . ....... D 40, 64
FERHON v s i sasritslammnics 37, 38
Layingon hands ............ > 39
L e e i ®9 110
Leadership . ... . | m 80, ® 18, 20, 47
LBSDING . - v sionin o )82, @37
Leaming
BONUS 8 5 i - dvesiaas ® 62
Husionist. .., weuniiemaan s i D47
newspells .. ............... 61
PEBAIY - i oaisi s siesrae ®63
percent chance ........... el17
spells ....... 222,43, 107, 108
SpRCIBliSt .. ..o sste e D46
S FMNE . 5o oo 35072 08
Leather armor ...... D101, m 148
Leatherhelm ............| m 148
Leather scale barding . ...... m 150
Leatherworking ...... 282,101
Leuk-o, Mighty Servant of ....®58
lesssleep .....ovvvin. @29 34




ey D e e ® 46
advancement ........ 61,0117
and proficiencies ....... @92
aRiN .o 100, 0 61, 62, 139
e e R S i 71
humanoid and monstrous
CHAMATIEIS < vriviviviiaeian o @ 39
11231 - S e e SN 22,027
exceeding .............. ®23
TGN e alsfae e Bt 03 ®23
vaniations for wild mages ... # 6
LONAS ol e sl ez A 149
Levitation . ........... 108, ® 164
Life detection ............. ® 174
LleSpan v e v iie st ko >33
Ll gates . i s 220
Lifting, maximum weight .. ... 220
Light ...... 158, O 155, @ 39, 162
magical weapons . ......... 24]
Light scale armor .........| m 148
Light sleeper............ ®9 107
Lightning bolt ......... 58, 172
Limitedarmor . ............. 048
Limited magical item
S8 o e il @48, 61,63

Limited weapon selection . ...@ 48
Line of sight

castingspells . ........... > 114

PSIONIC POWETS .. ........ ® 150
Linesoffire ............ m 30, 58

against a shieldwall ....... m39
LIP TEBAIBR s s smuiniocs 83
LISteNiNg .-« vvweses 174, © 56, 59
ERETBEY - « cotonisin. i 5w mwisiners )83
LIVING EXPENSES ..\ vvvvvnvnns 50
LEBrA B v orsimcs o5 s moee oo @453
Loan, priest skill ... ... co.. 4 164
. T L e e 122
Local fighting styles ......... |78
Local history . ........0 82, @101
Location of critical hits .... .. m 103
Lochaberaxe .............. > 99
Lock v 54, 093

OPENING +.vvvrvernnnes D 56, 96
Locks in wrestling . ... .... m87 88
Long spear ...... inaia el m 143
Longbow ......oviiivenn el 296
Longbowman ............... 149
Longship ......ovnnnn. )92, 93
lord ... 037
Lorica hamata armor ....... m 148
Lorica segmenta armor ... .m 148
B e e e e 172
Low ability scores .., .......... 15

Low attacks in critical hits .. m 103

Low-level characters .......... 32
LOWEF: Class o e s wmmaing @65
Lower middie class ........ @65
Loyalty, base . ......... »25, @19
Lucem hammer ............ 099
EHERY! o e <oh 20 09; 108
Lum the Mad, Machine of ....®53
EACENEOPY vsivnowoinn v s 176
Lyingdown ..........ouct. m 30
M
MAE: -« it s ® 143, 149, 157
MTHACO ©.ovvvvnnn.. ® 143, 149
Mace
bonus ......iieiiiiiaild @26
footman's ............. ;139
horseman’s ............ M 139
Mace of Cuthbert ........... *52
Mace-axXe ....oosvuasmnen M 139
Machete .....covvvunnnnesd m 139
Machine of Lum the Mad ....®53
Made anenemy ............ o1l
Y O 2 35,44, @ 60
MBRIC 41 vvnn vmwesinmssio et > 106
10th-level magic ..A 81,84, 118
alignment changes .......... 39
and psionics ............ e 150
buying magical items . ..... A 20
controlling ............... A7
creating magical tems .. ... A 86
defense adjustment ....... o8
detecting alignment ......... 41
identifying .......... 285, @29
(12131 18111y (DA 223
magical items ........... > 143
maximum learnable
spelllevel .............. )22
memorizing spells ........ A 18
on the battlefield .......... m68

removing magical items ...A 18
resistance . .94, © 115, 135, 136,

@ 38, 47

resistance, elves .......... 029
resistance, half-elves ....... 230
MNES v veneennernnnennnsd D 144
schools ......... 64, 0 44, 107,
® 136-137

scrolls .. ......ienas ) 144
specializing ............. e 137
spellduels ............... A 96
SREHCIAR . . iivao e e v > 85
HBOTICS v iics vy st o > 107
underwater ............... 110

Magic resistance .. ...... A 65-66

Magical aging - .......conuss >33

Magical armor ........ > 105, 144
saving throws . ............. 93
Magical aspects
of worlds ....uvsenesn A 46-47

Magical attacks, structural .. m 171
Magical defense adjustment . .0 23

Magical diseases ............ 177
Magiaal ... s o foae it vnn g 58
Magical healing ............. 103
Magical item creation ...... * 107
altar requirements ....... 109
altars, suggested ......... ¢110
approval .. ....oiiiiinans ®111
- 500.7, SO R e B * 127
calculating difficulty .. .. ... ®114
difficulty ratings .......... 112

intelligent magical items . . . 128
laboratory requirements . . .¢ 108

level requirements ....... * 107
materials ............... ¢ 114
materials, magical .. ...... ®115
miscellaneous magic .. ... 128
number of uses ......... *113
permanent Magical ltems .¢ 124
POUHONS. u e oivre <irte s moerain bre ¢ 120
procedures ............. ®114
recharging ......... 131, 134
{137+ * 125
OdS .. vvvet i ® 125
scrolls ..ol ¢ 119
spells required .......... 113
standard vs. nonstandard . .# 111
Staves . .....iiiiiieinnn * 127
success and failure ... ... ¢ 118
suggested altars ......... ¢ 110
wands ..., * 125
WEAPONS ., .ovvvvevrnrrnns ® 127
wizard specialists ........ ®115
Magical items ....... ) 143, & 79
i SPOMPS . s et Srmr + 132
alignment ................. 38
amulet of extension . . .. .. + 132

amulet of far reaching ... % 132
amulet of leadership . . ... % 132
amulet of

life protection . .A 79, 152, 164
amulet of

magic resistance .. .... + 132
amulet of

metaspell influence ... .4 133
amulet of

perpetual youth ....... + 133
aroma of dreams ....... + 125
astreasure ............... 116




bagofbones ........... + 133
bagofholding ........... A 80
Bell's palette of identity .. 4 133
BOOKS ce shism sl dly A 80

bracers of brandishing .. 4 134
brooch of number

NUMBNG i saa/ead + 134
candle of propitiousness . & 134
claw of magic stealing .. % 134
cloak of displacement . .A 80, 90

COIATDON s it e a5 ® 135
contracts of

Nepthas ........ 4+ 135, A 80
creating ....... 120, 0 43, A 86
crucible of melting . . . .. .. + 135
aystalball.. . < c:0.0 w50 A 80
arystal parrot . .......... + 135
curdleddeath . .......... + 125
Daern’s instant fortress .. ..A 80
deck of many things . ..... A 8]
AOSTOVING: - : +os s v wiiem wits 122
dimensional mine .. ..... + 136
disintegration chamber . . # 136
dust of mind dulling . .. .. + 136
CANBTVIES s sronnmn orsiovs wosiaa 58 028
elemental compass . ..... + 136
experience points ..... A 89, 93
everbountiful

soupkettle ........... + 137
extradimensional spaces ...A 81
failure ............... 0 28, 30
flatbox ........... % 137 A 81
flightitems .............. A B8]
forsale .................. 116
forge of metal protection 4 137
furofwarmth ........... + 137
gemofinsight ........... A B2
gem of retaliation ... .... + 137

girdle of many pouches ...A 82
glass of preserved worlds 4 138

globe of purification .. ... + 138
globe of serenity . ....... + 138
Heward's handy haversack .A 82
hornofvalor ........... + 138
hourglass of fire and ice . 4 138
identify ......ooviiiiia.. )61
iron bands of Bilarro ... ... AB82
Jjar of preserving . . ....... + 139
Javelin of lightning . ....... A B2
law's banner ........... + 139
lens of speed reading . .. % 139
librams (see books) ....... A 82
liquidroad ............. + 139
Lorloveim's obsidian

mortar and pestle . .. . . . + 139

manual of dogmatic

ethods: ..k - sammi + 139
manuals (see books) ...... A 82
medallion of ESP ......... A B2
medallion of

spell exchange .. ...... #+ 140
mirror of mental prowess . .A 82
mirror of retention . . ... .. + 140
mirror of simple order . .. % 140
MISELONE ; oy aminviminaas + 141
Mordom's cauldron of air 4 141
MOUSE CArt o iz + 141

Murdock's insect ward . . . 4 125
necklace of memory

enhancement ......... + 141
Nefradina's identifier . . . .. + 142
OFNPES.. <o omiiniesiin stiasls 154
on the battlefield . ......... m69
oil of elemental plane

invulnerability ... ...... + 127
oil of preservation .. ... .. + 127
paladin fimit - .o oo 240
periapt of proof

against poison ......... A 82
philosopher'segg ....... + 142
pick of earth parting .. ... + 142
planar alterationsto ....... A5
portable canoe . ........ + 142
portable hole . . ....... A 81-82
potion of elemental

OOl . 4 o) wivi s w5eve o + 125
potion of vitality .......... A B3
DOHORG e e D
pouch of accessibility . . . . .. A B3
powder of coagulation .. .4 127
powder of magic

detection ............. + 127
powder of the black veil . 4 127
powder of the

hero'sheart ........... +* 127
prism of light splitting . .. 4 142
Puchezma's powder of

edible objects ......... + 142
quilloflaw . ............ + 143
quiver of Ehlonna . . . ... ... AB83
Manty ...ovveniinaniiianan. 116
recharging .......... 122, A 93
Reglar's gloves

of freedom ........... + 143
FESEAICH & s vvvms s dvie s 117
ring of affliction ......... + 128
ring of armoring . .. ... .. . + 128
ring of blinking ........... A 83
ring of bureaucratic

WRGPOIY . o iaii variassvad + 128

ring of contrariness . . ..... A 83
ring of elemental

metamorphosis . ...... + 128
ring of fortitude .. ....... + 129
ring of randormness . ... . .. + 129
ring of regeneration . . ... .. A B84
ring of resistance ....... % 129
robe of repetition . . ...... + 143
rod of absorption ......... A 84
rod of beguiling . ......... A B84
rod of distortion .. ....... + 130
rod of resurrection . .. ..... A B84
rodof rulership . .......... A 84
rod of security ........... A 84
rope of entanglement . ... .. A B84
saddle of flying ......... + 143
salves of far seeing ... ... + 144
saving throws .............. 93
scarab of uncertainty . . . . . + 144
SCheal 68D «.iswvvimwend + 144
SOMMIIN <. 5 st ST R e 0 17
Skie's locks and bolts . .. 4 144
spmll saralls: < o e enuiinn A 84
sphere of annihilation . . ... A 85
staff of the elements . . . .. + 130
staffof themagi . ........ A 85
staff of withering ......... A 85
Starella's aphrodisiac ... 4 125
stone of good luck . . ...... A 85
tables ................... 183
talisman of

memorization . ........ + 144
tapestry of disease

PO e o ois scoroomed + 145

teleportation chamber . . . % 145
Tenser's portmanteau

OF LGOI .« s v.c.0 v 0w wich + 145
thought bottle .......... + 145
timebomb ............. + 146
to hit modifiers ............. 74
tome of mystical

equations ............ + 146
tomes (see books) ........ A 80

Trimia's catalog of
outer plane artifacts . .. # 146

use during combat ........ m27
wand of corridors . . . .. ... + 131
wand of element

transmogrification . . . . . + 131
wand of

misplaced objects . ... . . + 131
wand of negation ........ A 85
wand of prime

material pocket . . ...... + 131

warpmarble ........... + 148




Zwann's watering can . ... % 148

Magical research .......... > 113
Magical treasures . ......... > 143
Magical weapons ... . .. > 143,818
speedfactars ....c.nenes 2127
Magnifyingglass .. .......... 093
MBROUL - . o wioimin oo mroisie 214 m 162
Mail and plate armor ....... m 149
Mail coif ..........enill) m 149
Maintaining psionic
POWEBTS 1o sov:e i prminsiaioid ® 149
Major access ............. D47
Major bleeding ............ m 105
Makingarmor .............. 079
MarrHaps ... ceoesismesse b D84
Mancatcher .. ........ 297, m 140
Maneuverability class ........ 107
Manipulate . ............... m 89
Mantlet ................. ;166
Man-sized creatures,
number per square ......... m7
MaBS: .. oo A era Aed 196
as battlefields ............ m 57
batlle ..........co isenen m7
generating a battlefield . . . . . m62
movementon ............J m22
USING EXeS ... vuvervonieso m7
Naner . s ien sime mae sovd ®73
MAHUNBS . oreisi staim sivaie 149
Marsh as battlefields ........ |60
Martialarts ............. m27 95
R A AT LS - m 97
WEAPONS . ..o vvssusnsind m o6
Martial france ............. ® 160
Mask, Johydee's ............ ¢ 49
MAsOIY: vt il sl 0 85
Mass combat ............. m175
Massive damage . . .... 104, O 141
MasEBr™ oo s e @63
Master weapons list .. ...... |29
tables .. oo e m 130-133
MESIBTY .oroviviesivaiianes m75
inmartialarts ............ mo6
in pummeling ............ m 85
inwrestling .............| mo0
Weapon .....ua.e.- e 118-119

Material components ..o 113, 168
Materials on the battlefield .. .m58

Mattock of the titans . ...... 9172
MBUE .omiim s armsn scra e m 40
Maul of the titans . ........ ml72
Maximum
ability scores ............. 22
number of henchmen .. ... ®19
number of spells . ......... @16
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halfling bonus ............ 332
Ranger..... ) 35,40, A 147, @ 49
NPCS ..ovteiiiiieansans 28
spell-casting abilities ....... e 50
RANK oo omvia baisiate i et Rod s 152
RAVEBUL" <o o ecmcssnemoncs srasmn s » 99
RANSOM . vovis cosies msiace simssan) > 153
RAPORHING: o ovinimnsie asieail ) 163
Rate of fire ............ 87,0131
from horseback ........... m 4]
of weapons ............| m 129
specialization ............ | m75
with multiple
loaded weapons ........ m 50
Reaction ............... 25, 139
adjustment . ..... Y20, @15, 19
adjustment for Charisma ...0 25
adjustment with

two weapons .......... ) 127




bard influence ............ 559
BONUS, .o maas st @33
Read languages .0 57, 59, @ 52, 55
Read magic ............ e61,63
Readinglips ......... )83, @ 102
Reading/writing . ... .. )83, @ 102
Reading bards ............. » 60
Rearattacks ............ 81,m 30
{235 L T R —— ® 16, 20
5,011 | SO ® 29, 32
Recharging magical items ....122,
AS3 ¢ 131,134
Recorder of Ye'Cind ......... *79
Recovering from fatigue . . ... | m 28
Recovering PSPs .......... ® 144
Reduction ................ mi173
Reformed ................. @]l
Regalia of Might . ........... ¢80
Regeneration .............. 021
Regeneration .............. A 66
Regional language .......... 027
Rejuvenation ............. ® 155
Related weapons ........... )72
Relevant abilities . . .......... ® 87
Relies .....oovvvinnns 122, © 144
Religion ............ )83, @102
Religious alignment ........... 38
Removing armor .......... > 101
Removing disadvantages . . ... ® 94
ReNAISSaNCE & v visinsvsssives 53
equipment ... .covia s e 127
WeapOoNSs . .. .ovuvens ® 122-126
Required materials .......... 311
Résearchizua ciliq siaaaisia s 61
BOAUS: & st siva s @63
magical items ............. 117
SpRllS ;. coimm s o o 64,0113
Resist Charm ..o s v v s iie iinis ® 49
Resist energy drain . ......... ®57
Resistance ............. ® 29, 34
{0 CHANT 1 i Al a2 )30
toicritical hits' . o caesinn el m 103
tosleepandcharm ........ e6]
tospellst. oo vz 029
Restrictions, optional . ...e 48-49,
51,61, 63
e R e e s K ® 42
toabilities: vuvarvan s san ®37
Resurrection ...... 104, © 21, 141
COBITCR s tai avis b svatt sviovd ®16
Retreat ....... 84 5128,m17 28
Reversible spells . .0 113, 114, 168
Rich characters ..........c..u.. 18
RICIET 2 s e ol B S ®78

Riding proficiency
AN +os.z 0w mrce U steza e 102
and injured mounts . ...... mAal
5727, M— R @ 102
unhorsing . ...ooevnvninn. m 49
Right- or left-handed
characters ............... 32
Ringmail .......... > 101, m 149
RINZ OFGaAXX .« v vovs mvina simimwies *90
Ring of shooting stars ... ... m172
Ringoftheram ..........| mi172
T AL I 198, O 144
Riposte in dueling .........| m 54
Roads ...........covvvvunn. 168
Rock gnomes .............. @30
Rock Death ............... *32
Rocks ............... m 167 171
Rod, three-piece ......... 144
Rod of Seven Parts .. ... 126, ¢ 9]
RodofTeeth ............... @93
RDOS 5 ot e A 204, O 144
Rogue ........... 135,54, 851
weapon proficiencies .. ... e113
proficiencies ............. 9]
Rollof200r1......... 75 0121
Rolling ability scores . .... > 16, 18
Roman culture
equipment .....ii e ® 126
WEAPONS . vvvvyans. m119-120
RopRUse - ;wn s D84, @102
in climbing ......... 2162, 163
Rounds. .o 76, 0 122, 157
IRCOMDAl ovas s nselash m10
psionic actions .......... ® 150
RUISISHID « invsvainsom smia vei 31
Rules lawyers ................ 67
Rules,
standard and optional . . . . . | m 29
Running ...084, 157, m27 @ 102
&
Saddle), v cisennsiransin 4 092
Saddlebags ............... @125
T o R SR, e = 145
DA iiesrataers s asomii s25a Ao w141
Sailing ..... SsisTaae 169, O 84
SaNE KAUW. o vivn sne vviae m 141
SAD ., oo st s G U m 142
SAPBOF e vl e dlisihibiee 149
SAPPINE s imamt o s i W46
e o g - S S m 54
in pummeling ............ m 85
structural . ............0 m17]
5 1Y Y .. | B W B e 44

Savage culture ............. e /9

equipment ............. @126
WEAPONS .o v v v e d mi17-118
Saving throw ...... 73,91,0114,
119, 133, 134, 135, 168
A 142-44
ability check ............... 93
armorbonus ............ D 144
automatic failure ........ A 142
bonuses ...e®26, 31, 33, 49, 63
bonuses due to cover
and concealment . ....... m 30
by caster level ....... A 143-44
class bonuses . ... . ) 38, 45, 46
coverbonus ......... 88, 0 132
defensive adjustment ...... 020
oI SIERES . . .. 0 Il e Ui m173
(= 11 - P P 58, 0114
massive damage ....104, O 141
minimum score . ........ A 143
MOTIfIErs. . vy oo s 93, A 144
DOISOI, .. ¢ 5 m s mir i hiod o2l
racial bonuses . .. .. 0 28, 30, 32
voluntary failure . .93, © 115, 135
Wisdom bonuses ......... 023
Scale, combined ............ m 10
in a battlefield ............ m63
MElBE 5 v vz ani v svt e @8
MISSHR 5oviis snid T han Sl mo
SMBNINR =i smivoras e 810
Scale armor, light .......... m 148
Scalebarding ............. m 150
RAROT i s A R m 150
Scale in astral combat ....... m67
Scale mail ,........ o 101, m 149
SEAlest o s e et 093
Scalingwalls . ............. m 168
SCAISE. . S v s e e 102
SEAHEE. i e S e 89
Scepterof Evil ............. ¢ 88
Scepterof Good ........... ¢ 84
Scepter of Neutrality ........ + 86
Scepter of the
Sorcerer-Kings ... s vui oo i +95
SCIOIBT 1o v it ot el ®7/9
School of alchemy ......... ® 138
GROMEIY o/« avore inaiare steralocd ® 140
SHAAOW: o iwanaaleasi it ® 141
SO ity e eV L s (A e 141
Schools of magic ....... 64, 0 44,
107, 168, @ 136-137
Scimitar of speed . . ......... m 69
SOOUIER. st D99, m 142
SEOUR o i ioa i et re s el e 80
Srolls: .. i 195, O 144, @ 52, 55




creating ........ 117-119, © 43
geometer's ......... ® 139-140
transcribingspell . ........... 61
use by thieves ............ 057
Sculpting ..o vvvvviiaens e 102
SEUIABE o seis noe l0E T 52,0123
Seythe . ooovvven il @142
Seal of Jafar al-Samal ........ *97
Seamanship ......... 084, @102
Seamstress/tailor . .......... O 84
SEANEhiNg < ssive sviv e sleie aialies 176
Seaworthines ........ooo..n. 170
Secondary skills . ........ 574,75
Secret alignment ............. 36
Secretdoors ....... 176, © 30, 29,
® 29, 36

Secret language ............ ® 59
Seesound oan o s e 160
Selecting disadvantages . . . . .. ® 89
Selecting proficiencies .. ..... e 87
Send thoughts ............ e 175

Sense danger, rogue skill ...A 176
Sense danger, warrior skill . . .A 153

Sequence of combat .......... 77
Setsmares . > 84, @ 102
Seven Parts, Rad of ......... +9]
Severe disadvantages ....... ® 94
Severed limbs ............ m 104
Severely impaired lines of fire |58
Severity of critical hits . ... .. m 103
SBVARE . 1o ierdiossinie ana st > 84
SN iota wavelitraeiole MAIA sk hdted )32
SHAdOW ! icisoiem e s s ® 163
Shadow flight, rogue skill ...A 177
Shadow mage ............ ® 140
Shadow travel, rogue skill ...& 177
Shadowform .............. ® 166
Shapechange .........c.:. ®59
druid ability «.cvonoinievond > 52
Sharing magical items ......... 17
Sharing information ........... 17
Sharpshooter .............. ® 80
Shattered limbs ........... u 104
Shield proficiency .......... e115
Shieldbearer . ............... 149
Shields ...............82,0101
PUAOF - oo worm s ol m 147
damage from
critical hits ............ m 106
large . .............. ....m150
medium ... | 149
proficiency ............... m72
SR s e s Wit p e Wr | 149
specialization ............. w76
MBNE e T h s a et ne o] 39

Shields in weapon-and-shield

fightingstyle ............| m 50
trapping with . .........| m 47
PRIES o 0ara iy arai e a0 m7/2
vs. rear and flank attacks . m 30

Shield-punch ............. m 46

indueling .......cociil m53
Shield-rush . < s w el m 46
SHIDE at o il dniciac i 170, © 92
Ships as battlefields ........ m6l
Shocking grasp ...........| m 69
ShEtBOW s s caia soaied D96
Short sword bonus ...... @26, 31
Short sword of quickness ....m 69
Shurken! . ... sisevssmined m 142
Shutters, embrasure ...... m 168
Siekle. v v s W 142
Siege tower .......ii.uind m 167
SIRRES  iwcrusivaivivinias s 105, m 173
SRR 2 2o aestied e 175
Signature item ....... A 154, 157
Signature mount .......... A 154
Silencer of Bodach . ......... ¢ 99
Silent movement . .......... > 56
SIVERPIECe .u i « v o s/, O 88
Silver weapons . .. ........ .. 96
Simplified

encumbrance ....... ® 124, 126
SINGINE «covvvevvnank D84, @103
Single-weapon fighting style . m49
SHUNEE < vobesial satie ey m 30
s s s ] ® 39
Size of weapons........... w129
Size problems ........coienn. 25
Size, Strength modifiers ....... 24
SRING BNOL .. o5« s by O 101
Skill points ............. ®53,56
Skilled .................... @63
53| R | S X A 144

SCHUIANE o v 5 e Somaivinta A 146

character points ......... A 146

e b LD A 161
divine strength ........ A 161
divine voice . .......... A 161
divinewill ............ A 162
detect deception . . . .... A 162
EMINeNCe ....cosveens A 162
invincibility . . .......... A 163
o7 1 N A 164
smite ... A 165
spell Talisman ......... A 167

BERIBY o oo v bl 2 A 168
adaptation ............ A 171
classify traps .......... A 172
NASIORIN, e aw i, v A 173

FalfIEmpz e inazasis A 173

featherfoot............ A 173
improvised attack ...... A 174
NEr FOCUS: & v careiinins A 175
nondetection .......... A 176
sense danger..........A 176
shadow flight .......... A 177
shadow travel ......... A 177
WRATTIOR 2w oo wesnae sberers A 146
adaptation ............ A 146
all-around attack ....... A 148
DI - oivc 5000 wioiaia vinsa A 149
CAPLIVALE oo v i s A 149
deathblow ........... A 150
frighten/challenge ... . . .. A 150
hardiness . ............ A 151
innerfocus ........... A 152
sense danger ......... A 153
signature item ......... A 154
signature mount ....... A 154
WIZATG < oo oioeo i A 156
mental focus .......... A 157
signature item . ........ A 157
spell sculpting ......... A 158
Slainbyundead ............. 101
R m 88
Slashing vs. animals
critical hit tables ......... mill
Slashing vs. humanoids
critical hit tables ......... =110
Slashing vs. monsters
critical hit tables ......... m112
Slashing weapons .. .... 74,0120
Sledge hammer ........... 143
SHRIG L oAl s o aince o e W 143
BORLS: oo scam s el ® 32
halfing bonus ............ D32
SlOBES ., .« e et S e m 64
SIOWE ... . e s im0 old m 69
Slow advancement ........... 22
Small characters . ............. 25
Small creatures,
number per square ......... .7
Small shield . ....... O 101, W 149
Smashing in dueling ........ m 54
Smite, priest skill .......... A 165
g U R e8]
SHEEEE. o - mamreimaseanese ot o LA
Sneak attack ............... e5]
Social ranks . . .............. ® 65
Society alignment ............ 57
Soldiers .............. 146, ® 82
Somatic
components . ....... 0 113, 168

Songwizard .............. ® 14]




Sorcerer-Kings,

Scepterofthe ............ 55
Sound MIMICTY «....vvvvvnnn ® 38
Sound resistance ....... AP B
SR o e i s m 143
Speak with animals ......... e5]
Speak with plants . .......... 029
SPealing: . . sha i s i el >22
ST <l A AT e a4 e Sl 7 m 143

DORUS: =y i e i e i s a3 ® 30

e e S R m 39

JONE. - =it 5 i oo e g arsh m 143
Special combat conditions ...m 29
Special encounter tables . ... .. 136
Specidlenemy ......... .o e5]
Special talents ............ m78
Special weapon maneuvers . . 47
Specialist wizards . ... .. 045, @ 61
Specialization ...0 37,71, 73, R 74

and weapon groups ....... m7l

fightingstyle ............ ell6

inmartialarts ...........| m 96

inpummeling ............ m 85

inwrestling .............| m 89

unarmed combat ........ ®119

WEAPOM + v oicw somnstimrs s e 118
Specialty priests ............ ® 58
Species enemy ............ )40
Specific injuries ....... 102, m 103
Speed factors ... .... >127.m 129

two-handed weapon ... .. o117
Spell abilities . . ............. e 30

duration increase ......... ®57

failure percent chance . .... e 18

immunity ......... ® 16, 18, 38

level ... ® 16

progression, paladin ....... ® 49

progression, priests .. ... ... ® 56

progression, wizards . ...... e 60
Spell book ........... 61-62, 65,

» 43,107, 108

bard spell book ........... ) 58
Spell sculpting, wizard skill . .a 158
Spell resistance . ........... ® 48

Spell-like powers, major ....@ 151
Spell-ike powers, minor .. ..@ 152

Spellcasting . . ............. |20
from chariots ............ m 162
fromwagons ............ m 164
TANEETS . oo v vnen v raanns e 50

Spelleraft .. ....coovvieinns ® 103

Spells
10th Level ....... A 80 84, 118
acquirng new ........... > 108

action phaseof .......... ;24

areaofeffect ........... ) 168
bard casting .............. > 58
CABOINE s o valeann vialude 2107, 111
casting during combat ... .. m 24
castingtimes ............ > 168
components . .. .. 65 0113, 114
daily acquisition .......... A 18
digels .. v iana i A 96
duration ...... > 114, 168, 10
failure, scrolls ........ 196, 0 23
identifying ..............4 > 85
HUSIONS . crva st win oG > 168
immunity ... > 23, 52
MRl D s e ity 60
INDAIVE! v ivad 80, 0 127
learning ... .. D 22, 43, 107, 108
INRIOFSIgNE .o cuwvvsmninid ) 114
maximum per level ....... D22
memorization . .. .. )43, 47, 107
NPC spellcasters . .......... 153
on the battlefield . ......... m 68
planar alterationsto ....... AS5]
PIIest . ..o ) 166, A 76, 159

age cregture ..A 76, 151, 164

breathof life ........... A 76

COMDINE. < a i coinsiavaiassion A 76

dispElievil. - o vvv vssienicsid A 76

ISP MGGIC: .- .« w55 o500 A 70

dragonbane . .......... A 76

draw upon holy might .. .A 76
extradimensional pocket .A 76
imbue with spell ability . . .& 77

knowtime ............. A 77
ANCTONE .o 0 o e AT7
mindread ............. A 77
mistaken missive . ...... A77
music of the spheres ... A 77
D e T S T A A 77
plane shift .......... A 77,79
protection from evil . .A 74, 79
reflectingpool .......... A 79
speak with dead ........ A 79

unceasing vigilance of

the holy sentinels .....A 79
planar alterationsto ..... A5
TONRR. urajpwimie; wupiszeseiss > 114, 168
receiving from deity ....... 048
research ...64-65, O 43, 46, 47
reversible .......... > 113, 168
savingthrow ............ D168
schools ............. )44, 168
specialist bonus .......... 45
spellcraft proficiency ... . ... )85
SUMNMSE . ..vvcrinnesnnal ) 148
511 [ e 85, 0131

underwater ............... 110

wizard ........ > 107, 164, A 69
Abi-Dalzim'’s horrid
WIING e isiaiivesisivess A 69
(4],5 72 11 PO A e A 69
antimagic shell ......... A 69
astral Spell e viicarssis A 69
BNk convinssosedaes A 70
clairvoyance . .......... A 70
clairaudience . .......... A 70
COIOL SPIAY « ¢ o viva s siisian A 70
coneofcold ........... A 70
continual Light ......... A 70
delayed blast fireball . ...A 70
dispelmagic ........... A 70
P srat o i i T A 70
featherfall ............. A7
TV i e st S s e A7l
1001 onvnnmmaha i ATl
RESTEL svcis it i sty A7l
identify ....... A Al A72
WS . < coasioaiwtiang i A72
light .........c...c.... AT2
limitedwish ............ AT72
magicstafl ..:...vv<itaes AT72
TRCGIC ITUITON '« s vcovi s A 72
Otiluke’s dispelling
SCTOBIY uvcoivsiraiscstoii dimans A 72
Permanency ........... A 73
polymorph any object ...A 73
polymorph other . . . ... .. A73
polymorph self ......... AT73
power word, stun ....... A 74
protection from evil .....A 74
YOPC TICK. v oa s wivain s i A 74
shape change .......... A 74
stinking cloud .. ........ A 74
STONESKIEY <vsiviuis s vini brscach A 74
BIEPOR sv s man v ow wniaca A 74
teleport without error . .. .A75
unseen servant ......... A75
WCD oo icw et S A 75
IR oo maaataativs o) s A75
Spending money .......... e 122
SPBMITN . s v et > 99
Sphere of
influence ........047 49, 168
Spheres, new
Chaos ......ccovvvviunn. + 14
LB o e s e coraT e + 14
INUPHBIEES v oro it miscines + 14
Thought . .. ..vviennnn +14
TRV, o ox e, oo vy, sl + 15
Travelers ............ w v 15
War ... + 15




Wards ... .vevenniinnnnns + 15
SPIAYS vuiv i rinsnone e m 168
Splint mail ......... > 101, m 150
D m S8
Springing traps ............. > 56
o0 11211151 - O m27, @13
SPY < et 145, @ 82
Spyglass .................: > 93
Stabbing in the back ........ > 57
Staffsling ...............]| m 143
Stamina ............ ®12-13, 20

bonus . .....cociciield ® 36
Standard AD&D rules . .. ... .. m29
Starlight's effects on visibility . . 65
Starting fires . .............. > 80
Starting funds .............. O 89
SIS cis it et naa e Hm17 29
SEAVBS sciin snve 2 abiza Bl 207, 0 144
Steadyhand .. c.oevennninsd m 80
Stealthiicausinua @ 26, 30, 32-34
Stone age culture

equipment ...........00 ® 126

WBAPOAS |52 a0 a1 mil7
SIONeAXe! Jounciaiimvmak m 129
Stoneitell’ ocsea ez o ®26
Stonewalls .............. m 168
Stonemasonry ....... 285, @103
SIMHS! oo v evavsrorers e )31, @32
Streams in a battlefield . ..... 64
Streets as battlefields . ....... m62
Strength .........J 019, @12-13

attack roll modifiers ......... 74

Maximum press .......... > 20

modifiers with bows . . . .. ) 131

FRIBEAE: + e wiirmvisitsrarmncn i o e20

of monsters ........coeu.d m 14

PURIRG: -« s iiorsswmivier o > 157

size modifiers .............. 24

SEATAINAL s o i misiara & e 13,20

wrestling bonus .. ....... > 129
Struck limbs .............J m 104
Studded leather armor .....> 101,

m 150
Study, magical ............... 61
Styles of martial arts ........ m 95
Subabilities .. .............. ®12

checks .........coieinn.. e 19
Subdual attacks ............ m93
Summon planar creature ...® 168
Summoning spells ......... 0 107
Summoning sphere . ........ > 50
Sunsphere ................ > 50
Super characters ............. 14
SUPEIVISOr , . .ot veeeeennnns ® 48
Surfaces for climbing .. ... .. 2 161

Surprise .....73,139,5 119, 147,
m15-16
elfbonus ................ > 29
halfingbonus ............ 032
opponents . .............. ® 37
reaction adjustment ....... > 20
SUMENIBT <57 5o s s iRl 99
Survival ...... 67,69, 0 85, @103
Surviving death ........ 104, 0 21
Swamps as battlefields ...... 62
SWANIOMN v eintln sy ® 39
SWaNMaY s 50 s nse i e 44
Swashbuckler . ....... S ® 383
Swimming ....... ) 86, 158, 160,
W66, @ 103
SWOIA s e e Gren ad ol m 143
BONUS oAt s S @ 30, 34
sword of Kas: vy usnsi 2 ® 100
Sword of sharpness . ........ 69
Sylvanelves ............... ®28
System | critical hits ........m 101
System i critical hits . . ... ... W 101
System shock ........« >21, @16
T
THAGCE cowiemss 73, 75,60119, 121
automatic miss . ......... A 144
minimum score ......... A 144
Tactical movement ........... 82
T <o oo it me e ol > 84
TAMOME  «0 v o ninium nisinsd ® 103
Toke dOWR . .icanmensamead m 88
Taking offarmor ........... > 101
Talisman of AlAkbar . ........ *30
Talking to monsters ........ > 148
Tallfellow halflings . .... )31, @32
Tangents, psychic .......... ® 143
ALY e e e rapra e s, sy ® 34
Taverns as battlefields .. ..... m62
[ Fo o= TN A 0 52
Technological aspects

ofworlds ................ AS52
Teeth of Dahlvar-Nar ....... ® 101
Teeth, Rodof .............. +93
Telekinesis ............... ® 162
Telepathic powers ......... e 172
Teleport ................. ® 168
Teleportother ............. ® 170
Teleport trigger ............ e172
Telescope . ......oovnnn.. > 93
Temporary damage ... ... 85, W83
Terrain types, badlands ...... m58
CAVES .. . . vrsreirivimes maiesns m 59
desert .................. m59

fields orfarmland ........ M 59

forest, heavy or jungle .....m59
torest H@R . sivsvosm g W60
BllS oo e m60
A G voms nes ki m 60
MBUNRINS = vsiviih s v m 60
PIAIAS < i S m6]
EAIDS! 2% Siia sk E AR m6]
SWaAMPS &iiivmasvin s aide s m62
townstreets ............ W62
BVEINS oG e i s i m62
Terrain, obstacles . ........... 168
Terrain, effect on movement ..167
ThOCIAEY << . e i itie o ) B3
Thickets in a battlefield ... ... m 64
Thief ...... ) 35, 54, A 168, @ 51
average ability table ......... 34
GUTlES vaa e e e s e 30
NBES: s msi s it atrea s 30
SIS 1 et e ) 55
skills vs. abilities .......... ®21]
(37 A AN U AR A s oo )96
Thieves cant .......... )57 @52
Thieving skills
armor adjustments ........ ®54
Dase Seores ... savii v sad @53
racial adjustments ......... ®53
Thought shield ............ ® 148
Threatened creatures, firing or
throwing missilesat ....... m31
Threatened figures ...... m10-11
Threatening, and guarding . .. M 26
and missile fire ........... 25
and withdrawing .........\ m27
in aerial combat .......... m 66
in astral combat .......... m 67
movementinto ........... 22
vs. unarmed attacks ....... m27
Threatening creatures, firing or
throwing missiles at ....... m31
Three-piecerod ........... N 144
Three-quarter plate armor . . .l 150
Thri-kreen . ......oevieinand ® 44
Throne of the Gods ......... * 103
TR ovs i wienca el m 88
Throwing knife ............ m 144
Throwing or hand axe ...... m 138
Throwing .......... > 132, @103
boulders, weapons ... ........ 89
missiles ..............J w20, 25

Thrown-weapon
fighting style . . m50, @ 116-117
specialization ............. m7/8
TR - o os wiin i re s oo d ® 84




Weapons ......... m’l,ell3
Tightrope walking ....» 86, @ 104
TIME & et eeiennnns » 156
THDEREEPINE: ric.owvco o/ oimarmmacs 162
Titled characters . ............. 18
Titles .......... 152, 50, @ 122
To—hit numbers,

impossible .......... 75, 5121
To-hitroll ........ 73,2119, 120
Tongue-tied .............. elll
Too-powerful characters ....... 14
Tools ..ot milis8
Topography in a battlefield .. .m63
o] (! m 145
Touchspells ,.......... 85, 0 131
Touched by magic .......... ol
Toughhide............. ® 36-37
Tower of ironwill .......... @ 148
Town streets as battlefields .. .m 62
Towns as battlefields ........ .57
Tracking ...... »40, 86, @ 38, 104

proficiency ....... N— e5]
)5l | et e e 123
Trade goods . .......... 49, @ 133
T e T o S e e 168
Training ...... 71,136,117 @87

animals .. ....oueiieenns Y77
|70 Ao e o e e @6 92

descriptions . ............ ® 104

effectsof ................ ® 89
Trampling ................| m22
Transmute rock to mud . . . . | m172
Trapand break ............]| m47
Trapping - ............ )84, m47

indueling ..............| m53
Traps, find/remove ... ....... ) 56
Treasure ........ 112, 0 142, 144

magical items ............. 116

planned vs. random ........ 114

BRBS s venn P e wer i e 180
Treating poison ....... 102, © 140
Trebuchet .vuiiissvessn m 155
Trees, climbing ............ ) 162
Triad of Betrayal ........... @ 105
5 s 5301 et A AN DA s m 145

BONES Lo cira o g e ® 30
Triggers, encounters .......... 130
ANPRANE 42 0 o i e 5 d0d a W45

ATAOLNE o nmare Bvde i W 45

as an unarmed attack . . . .. | m93

N AUEHAG: + s imiinneniis m 54
Trouble sense ............. m80
Tuerny the Merciless,

[ron Flask of .o * 45

TUMDOIRE « o .0 415 w00 0rars )87, ® 104
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Boldfaced spells are described in the Tome of Magic
rule book. Spells in red are detailed in High-Level
Campaigns. The remainder are found in the AD&D* 2nd

Edition Player’s Handbook. Italicized spells are reversible.

An asterisk (* ) indicates a cooperative magic spell.
A double asterisk (**) indicates a wild magic spell. (TD)
indicates that the spell is a True Dweomer.
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Abi-Dalzim’s Horrid Wilting (W 8th) . ............ 43
Abjure (P4th) .. ... 273
Abundance (PQ)..............coiiiiiinin... 112
Accelerate Healing (P 3rd). . .........ooivvinnin 63
A Storm (W 7).« coves vn sami sisions simiviossds i 40
AAAPRIRON (P BI) . - oo ionio wiaie wimm s simE ses 63
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ARE PIANE (P Q) oo ois i i s muisissiasmsis siriak 74
R CI L ) 257
Airboat (W Bth) ..., 43
AWK (RIS o5 saler oiiin e rala v St o 280
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Alternate Reality™ (W 3rd)..................... 24
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Animal Friendship (P 1st). ......ovvvninvnnnnn. 252
Animal Growth (P5th).....oeviiiiiiiinann, 280
Animal Growth (W 5th) .......ccoiiiiiiiinian. 209
AnimalHorde (PQ) ..........coviiiininnnn.. 112
Animal Summoning I (P4th) . .................. 274
Animal Summoning I (P5th) .................. 281
Animal Summoning Il (P 6th).................. 287
Animate Dead (PARAY v o vvinmmanmesanns 265
Animate Dead (W5th) . .......ccovvonnvnnne... 210
Animate Object (P6th). .........ccovvvivnninn. 287
ARIMatS RO LR FMN) < . 5 scnitan a s miastar mishvials 292
Antianimal Shell (P6th) . ......coovniiiiinnn. 288
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Antipathy-Sympathy (W8th) ................... 238
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PINOLTWENSEY. ) vm vt e st e i rprass 170
Astral Spell (P 7th) .. ... 293
Asteal Spell (WM. .. « v stalirasniaia sath s aiels s 245
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Auraof Comfort (P2nd). ...................... 56
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Bigby's Clenched Fist W 8th) .................. 239
Bigby's Crushing Hand (W Sth) ................. 247
Bigby's Forceful Hand (W 6th) . ................. 221
Bigby's GraspingHand W 7th) . ................ 232
Bigby's Interposing Hand (W 5th) . .............. 210
BN OWZI) i s v arisats el et aaliranafiters wbok als 181
Binding (W 8th). ........... h W A R e T e 239
Blade Barrier (P6th). . ....ooooveie e, 288
BleSS (P ASE) ..o cvevevierenanecmnsvamessanss 252
Blessed Abundance (P5th).................... 88
Blessed Warmth (P4th) ..............ccccinnnnn 75
BlindnessW2nd) .......ccoviiviiiiininnnnnn. 181
Blink (W 3rd). . .voneeiiieiieciineennnns 190
Bloodstone’s Frightful Joining (W 7th). .. .. cvue it 40
Bloodstone’s Spectral Steed (W6th) ............ 37
5¢ LT84y i 15 e ) L ) T 181
Body Clock (P4th)..........ccovvvniniiinnnnn. 75
Breathof Life P7th) ........................ 105
Buming Hands (W Ts). ..cucviivansiivainnsnais 170
C
Call Lighhing (P 3rd) -« oy i s oyve i assisreewis 266
Call Upon Faith (P 1SE) auis i cnmeniviaimiaiigs 51
Call Woodland Beings (P4th) . ................. 274
CalmChaos(P2nd) ...............coovint ... 56
Caltrops (P 3rd) ... .... i o NS e TS 5 arace e 5 63
8 picaTo J U (N0 €14 Y Sl o e R ) 171
Chain Contingency (WOth) ...............c.... 45
Chain Lightning (W 6th) . ... ......ccovveennn... 221
Champion'’s Strength (PSth). .................. 88
Change Sel IWITSE) . coie siia i am sl stoigd 171
Changestf [P 7). .ican i s vansshavie o 293
Chant (P2nd) .. ..o inans 258
Chans (MY i5ais o - v sl s e m e o 55 o OlNET s 210
Chios Shield™ Q.- Ind).; < o.nvvn i migs sessipes 21
ChaoticCombat (P4th) ....................... 75
Chaotic Command (P5th). .................... 89
ChaoticSleep (P4th) ......................... 76
Chariot of Sustarre (P 7th) . .. ..o iviiieinnnnn 294
Charm Monster (W4th) . ............c.covvunnn 198
CharmPerson (W 1st) ..., 171
Charm Person or Mammal (P2nd).............. 258
CharmPlants (W 7th). .............. R N 232
Chilli Toteh W 1SE) 5 v ciianiiierain o mias suioassm el 172
Choose Future (P3rd) ............cvivinniinns 64
Circle of Privacy (P4th). ....................... 76
Circle of Sunmotes (P Q) ..............couu... 112
ClairRudieNCa VBT ok civs sioime sroas e rams s 190
Claivoyance W 3rd) .......cooiiinnnn.. 190
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ClearPath (P5th) ......vvviriiriineinennns 89
Cloak of Bravery (P4th). ........covoviineiinnn, 274
Clone ONBHh) o= conisrantmsis s ine s sme - 240
IOV S ) e e arena (s sistie) (o e onr 212
Cloud of Purification (P5th) ................... 89
Colon Spray IV 186 1« v seine nass Boi s ieaeiess 172
COmBING (PIIST) ddan il Gt sire sSasralsmiess 252
COMMANG (R TSE) s e s areratssain siaiain asstee waceca i sists 252
Commune (P5th) ....ooviiiiieiiiiiiiiinns 282
Commune with Nature (P5th) ................. 282
Comprehend Languages (W 1st) . .............. 172
Compulsive Order (P4th) ..................... 76
Coneof Cold (W5th) . ......ovvviiiiiiennnnnn. 212
Conformance (PQ)i . uav v virvwrscna et 113
CONTUSION | (P T iox el srai i iyt e vl esrarass 294
CONfUSION (W AN .. aujewewinisas sce siaiaasmms 198
Conjure Animals (P6th). . ......oovneenainn. 288
Conjure Animals W6th) ............ocvveennn. 221
Conjure Earth Elemental P 7th) ................ 294
Conjure Elemental (W 5th) .......ccvvvviennnn. 212
Conjure Fire Elemental (P6th) . .......coovvnun. 288
Conjure Spell Component (W 1st) .............. 17
Consequence (P-5t) ... ...« e v 89
Contact Other Plane (W 5th) ................... 212
Contagion (W 4th) .....veevevoonsvas F e ey 199
Contingency (W6Bth). ... .ovvvneennneaineennans 221
Contintlal Light (P3%d): cieas i sewnvsa suinesiles 266
Contintial Light (W 20d) -« - oo« smmpisesanaiansmes 181
Control Temperature, 10" Radius (P 4th).......... 275
Control Undead (W 7th). . ... vieeeeennn. 232
Control Weather (P 7th) .. .....ooviiiniiinnnn 294
Control Weather (W6th) ..........cooviiiiinn. 222
Control Winds (P 5. <ioe snisaisiiesiomn s sams 283
Cotrage (P 1S ... .oimmimmmin mamaeims sives venceasts S2
Create Campsite (P3rd)..................cvn.. 64
Create Food & Water (P3rd) . ........ccoovnan.. 266
Create Holy Symbol (P2nd) ................... 57
Create Water (P1St). ... ovvii e 253
CreepingDoom (P7th) ......covvvvinnrnninnn. 295
Crushing Walls (P-6th) .o: i s vievss daaivaiaiiaan 98
Crystalbritle (W Oth). .. . cccvvaninine vracing s 247
Cure Blindness or Deafness (P3rd) . ............ 266
Cure Critical Wounds (P5th). .................. 282
CUre Diseas® (P 318) < i o duisivis wiis sisrin v 5 o 267
Cure Light Wounds (P 1s). ..o cvvvvvvniornisnoens 253
Cure Serious Wounds (P4th) ..............c.... 275
D
Baneng Lights OWIYBE) . o s @ snirance simes wieses 172
Darkness, 15" Radius(W2nd) .................. 181
Deafness(W2nd)............covvvnnns e Ty 181
DSt EOE OWHEIRY i o5t st s s i 222
Death Spell (W6th) . ........oviiiiiinnnnn. 222
Deeppockets (W 2nd) ..........covvvnnnnnn... 182
Defensive Harmony (P 4th) . ................... 77
Delayed Blast Fireball (W 7th) ..........covvann. 233
Delude W3rd). ..., 190
Demand (W8Bth) .......covvvnriiiinninnnn.. 240
Demishadow Magic (W 6th) ................... 223

Demishadow Monsters (W 5th). .. .......o.ovnnn 213
Detact Charm (P 2nd)co v cvse s s sbmnie snviins 259
Detect EVil (P 1St) . .o cvv v e i ieciecienaans 253
Detect Evil W2nd) ...t 182
Detect Invisibility (W 2nd) ........coovviininnnn 182
Detect Lie (P:4th) - - <o« vaonxiivantins svaiinmmaiin 275
Patect Magic (P 15). o cuvi sevsvmsanivnbionoes 253
Detect Magic (W 1st) .. .oovvvvnniinminnnennnn. 172
Detect Poison (P 18t) ... c.vvvverrieisieimssns 254
Detect Scrving (WESrd) . u il s ais v brisbatat i 199
Detect Snares & Pits (P 15) . . v v vvenevinnnnnnn 254
Detect Undead (W Ist). ... oot 173
B R e i S e e 199
DREUON ] (WA 0 a yaens e wabsaseaa sisiale 28
DIRtON T QNIBIN . o m s st torsinta wosinms ieima ibeeias 38
Dimension Door (W4th) . . ....oovveeinnnennnnn 199
Dimensional Folding (P 4th) ... ... S, TP 77
DEbeliel (P 6.« v i vmin vivis sidte srals s lelorals 99
DISBUISE (P 510) ¢ « o elvsiscosiviisioniomnis b sl btiids 90
Disintegrate (W M)« oo v« s s mnnos s s 223
Dismissal (W5th) .. ...viiee e 213
DISpBl EV (P5M) o5 vl v wmins siviwie oo 3aispiieia 282
Dispel Magic (P 3rd). .o < i vuriaiiaw i lamhsi 267
Dispel MagiG N Brd) e st s s st 191
Dissension’s Feast (P2nd)..................... 57
Distance Distortion (W 5th) ......oovvvnnnnnnn. 213
DIVISHON P 8N 5 vis v st ahaof e batip sla e i e 275
Divination Enhancement (W 4th) ............... 28
Divine Inspiration (P 7th) .. ... covvveiiinnnnn 106
Domination (W 5th) ..o, .. 214
Dragonbane (P6th) ...........coovviviiinnnns 99
Draw Upon Holy Might (P 2nd). . ............... 58
Drawmij's Instant Summons (W 7th) ............ 233
Dream (W5Sth) . ..o o 214
Duo-Dimension (W 7th). .. ............couvun.. 233
DUSEDEN (P 200) o icvis -t vvis 55 aaiae S AT 259
E
Earthquiake (R 7TM) 4o aiivions & ores stmsiaie i 295
ERSY MArch (P Sth) .. ciomaiigmis i mnsatassmwls 90
Efficacious Monster Ward (P 3rd) ............... 65
Elemental Aura (WSth) ....................... 46
Elemental Forbiddance (P5th) . ................ 91
Elemental Swarm (P Q) ...............ccovnn.. 113
EMOBOR T F0) o < s v ciivonminsosivs Semas s 200
Emotion Control (P3rd)..............cooiin.. 65
Emotion Perception (P2nd) ................... 58
Effation Read (B Ist) . il i st st ek 52
Enchant an ftem (W BtH) ..coocviiiinessanasas 223
Enchanted Weapon (W 4th) ................... 200
Endure Heat (P 1St) o\ vvvveeiiiineennnnnen 254
Energy Drain (W Oth) ......coiiuviiranarenanns 247
Enervation (W 4th) .. ....ovi it 200
Enlarge (W 1St). ..o i 173
Ensnarement (W 6th). .. .....ovivnien. .. 224
Entangle (PISE) 2.n it sine s i S Sain s 9e 254
ERtheall (P200) - oo e omica isiaio vimists saivratitasa siia 259
Erase (W 1sh). . cvviernnricmrnnronesannneneins 173
ESPW2nd) ... 182
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Estate Transference (W Sth). .. ................. 46
BRerWalk (P ) isianinncie sing sot e i v 113
Evard's Black Tentacles (W 4th). . ............... 200
Exacion (P 7th). . .....oovvvvnnn, L 295
Explosive Runes W 3rd) ...................... 191
ExtEnSIon (Nt ) s i s e s e bl Y sy o 201
ERensION THONE BN 50 oo S e s vt 214
Extension I OWGHH). . ccnvraome s svsasws s 225
Extradimensional Detection (P 3rd)............. 66
Extradimensional Manipulation (P 5th).......... 91
Extradimensional Pocket (P5th)................ 91
EVeRite (WIBI L « oo o v i nibin wviis ssiais o s seie 225
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Fabnicate ((WISH) o owane e » v i s s 214
Faere IR CR VSN . o o esin) wteel sty oy sRaoce STa s etk Tt 254
False Vision (W 5th) ..., 214
FarReaching Il (W 3rd) ...........oovvviviannn. 25
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Far Reaching Il (W 5th) ....................... 34
Fear (W 4th) . ..o eineeinns 201
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Feeblemind (W 5th).. . o vevievievimis i manas 215
Feign Death (P3rd) ..........c.covvvinnnnnn. 267
FeignDeath W 3rd). ... .......oovoeiiinnnn. 191
Find Familiar QAT TS cisre viacsvvnnisvnsiiss s o 174
Find the Path (PBHY - vesiimcammsssas s s s 288
FindTraps(P2nd) ..., 260
Fingerof Death (W 7th) . .. .................... 233
o T L e o A A e W N WS A e T b e 191
EE BUNSE (N T8, ool sndis dvns et it ss i 17
FireCharm (W4th). ........coviiiiiiiiinnnn. 201
Fireflow™ (W 3rd) ... ......oooitiininnnn. 25
FirePurge (PAth). . ..ccovinniivniinennnnnerns 78
Fire Seeds! (P 6th). . -« cuvuicmnineinnmian s ates 289
FIre: SRR OV B i o naes wiras damin 1ot sls o 201
FireStorm (P7th). . . ... 296
FIFe Trap (P 20d) 1+ % s.n vt s1ve s 1vimisis/w st viasniois siviels 260
Fire Trap QWA o e v o a0 st e hribete 201
ISt of SEone (W T80 o <o cuns voni sriaisdusnivmas 17
Flame Amow (W 3rd) ..........ccoviiiinnin.n. 192
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1 e ) 192
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Fool'sGold (W2nd) . ......ccovvieiinnrnnn.n. 183
Fool's Speech*™ (W 3rd)....................... 25
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Friends (W Tst) . ..ot 174
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Fumble (W4th). ............covviiviiinian... 202
G
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Transmute Water to Dust (W 6th)............... 231
Transport Via Plants (P6th) ...........covvvvnns 291
Trapthe Soul (W8Bth)...........ciiiiiiiinn. 245
PR P BTN o s o = st o 3 pree o 7 s 2e e e 273
Tree Steed (P ath) c. v calaseisins s stsna st 86
TP P 2O s temimia v wamon dsraiatianslalsosisaaiaialin 264
True Seeing (P5th) ....oooviiviiiiiiniinnns 285
True Seeing(W6th) . .........cooevvvenniininns 231
TR WO AP GURY < o v e e v s ) 5 g oo 291
Turn Pebble to Boulder (W 4th) ................ 33
L.

Unceasing Vigilance of the

Holy Sentinel (P 5th) ............... Meira e 97
Uncontrolled Weather (P 7th) ................. 111
Undead Plague (PQ) ..........ooivvvvinnnnns 121
Undead Ward (P5th) .............cooeiininnn. 97
Unearthly Choir* (P3rd).........cccvivnrinaens 73
Unducke®™ (W B . o o vcee wve v s smminiommanie e w s 33
Unseen Servant (W ISt) .. ...ovvinnnvnnnnnnnns 180
DD (P Ah) . asai s sine s namind Mowanalanwid 86

\'f'

NACATIOY (WA 1ot v eaie TS R aey e s0n w et 208
Vampiric Touch (W .3rd) ..cccvvevrsrivasansesees 197
Vanish (W 7th) . ..ot eieieeennaens 238
Veil (WBth) . ... eiiens 231
Ventriloguism (W 1st). . ... ooiiiiinieenann 180
MASIOR QN TN s o is o bisn aiatine aiminie: sisatorae sl kiabd b 238
Von Gasik's Refusal (W 5th). . .................. 36
Vortex®™ (W5th). .....cooviiiiiininneninnnn. 36

\X_j"
Wail of the Banshee (WOth) ................... 47
Wall Of Fire (P 5th) . .. v vvvvveeeseeeennnnnns 286
Wall of Fire QW 4th). .. .. eeeeeeeeeeeana 208
Wall of Fog (W 188) . - e s voisvinioninmasis oo es 180
Wall'of Force (W 5th) . ... cvaie st iwann sanisaass 219
Wall oFlce (WIAh) s s s e sl oot st e 208
Wall of Iron (W 5th) ........ SRR SE AR I e o 220
Wall of Stone (W 5th). .. .. A s 220
Wallof Thoms (PI6t). - cuwiscashnimsak atbathann 291
Warband Quest (P1Q) v« oimwsonis s bt b zs 122
Ward Matrix (P Q) . .... oo ieee e 122
Warp Wood (P-2nd). . ... .o viv s e s ddannsisne 264
Water Breathimg (P-3rd) .-« vaveiaionaaas s avioes 273
Water Breathing W 3rd) ......oovvevinvnnnnnes 197
WaterWalk (P3rd) . ..., 273
Watery Double (W 3rd). . ....... ... oo 27
Wavetorm™™® (W.S5t) .o s vl vame vavaivaioa s 36
Weather Stasis (P4th). ........................ 87
Weather Summoning (P6th)................... 292
WebW2nd) ..covniiiiiiiiiiiiieiiennens 189
Weighty Chest (P ISt) v inisiiiassse suwisvaanin 56
N TR ) 251
WhisperingWind W 2nd) ............co.ooe... 189
Wildfire** (Woth) .............. ..., 48
Wildshield** (W6th) . ...........c..cooviinnn.. 39
Widstrike™® (W 6H1). . .. ccovvoi v aiis oo s shnns 39
W™ (W Sth) .« . v s smmocs atsis wba s 48
Wildzone®™ (WBth) ..........ccovviiinenninn. 45
WindWalk (P7th). ........oiiiiiiiiiiann 299
VAN Wall (W Brd). . - oo siow siosoiinhos sivn st aloin s 198
) 251
WithdraW (P20d) . i 2s vosm eosromimme e sl ssim e 264
Wizard Eye (W4th). ......oviveiineniaeinnnns 209
Wizard Lock (W 2nd) ...... SN o p s e 189
Wizard Mark (W 1St) <. . iunsinicnawanimamsaddiy 180
Wizard Sight (W3rd) . ... oon v voivnnnssatanss s 28
Wolf Spirits (P Q). .......coviiiiiiiiiiiinns 122
Word of Recall (P6th) . .........ccovvevenn... 292
Wrathform (W 1) o s it e oo b s 198
Wulf's Erasufe (TD) .o, v ooe covi bt ciniacaibve - 140
Wulf's Rectification (TD)...........covvevvnnn. 141
WyvemnWatch(P2nd) . .......coiniennn... 264
Y-Z
Yunni'sHerald (TD)..........oovivvinnennnnns 141
Zone of Sweet Air (P3rd). ........c..cvvvinnnnn 73
Zone of Tath (P 20d) - umczia iz oot e bty 62

Master Spell Index
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Effect

No unusual effect 1-3
Leg grazed, victim knocked down 4

Leg struck, minor bleeding E

Leg injured, minor bleeding, % move

Armior damaged; leg injured if target has no leg armor, % move, 6

Kniee broken, minor bleeding, ' move, —4 penakty to any attacks 7

Armor damaged, leg struck, minor bleeding, % move; if target has g

na leg armor, leg broken, major bleeding, s move, —4 penalty to

attack rolls

Hip broken, no move or attack, major bleeding 10
Leg broken, severe bleeding, no move or attack 11

Leg destroyed, no move or attack, severe bleeding 12

As 12 above with tripled damage dice

Severity

No unusual effect 13
Torso grazed, minor bleeding 4
Torso struck, % move with minor bleeding 5
Shield damage, torso struck, % move & minor bleeding 6
Armor damage, torso struck, % move, —2 penalty to attack rolls; if 7
no armor, torso injured, no move or attack, severe bleeding

Torso injured, major bleeding, ' move, -4 penalty to attack rolls 8
Shield damage; torso struck, —2 penalty to attack rolls; if no shield, ribs 9
broken, severe bleeding, no move or attack

Ribs broken, severe bleeding, no move or attack 10
Torso destroyed, victim reduced to 0 hit points with severe bleeding T
Torso destroyed, victim killed 12
As 12 above with tripled damage dice 134

Effect
No unusual effect

Head grazed, stunned 1d3 rounds, minor bleeding
X Result

Head struck, helm removed, victim stunned 1 round; —2 penalty to attack Brok
roken

rolls, minor bleeding if victim had no helm

Eye injured, —4 penalty to all attacks; if helmed, victim is only stunned
1 round instead

Helm damaged, face injured, stunned 1d6 rounds, minor bleeding,

% move, —4 penalty to attack rolls

Skull broken, helm damaged, victim reduced to O hit points, major
bleeding

Throat injured, severe bleeding

Skull broken, victim reduced to 0 hp, major bleeding, Int, Wis, and Cha all
drop by % permanently

Throat destroyed, victim killed

Head destroyed, immediate death

As 12 above with tripled damage dice

Crazed
Injured

Severed

Struck

Severity

Note: Specific injuries are only inflicted if the victim fails his

Penalties persist until a cure serious wounds or greater spell is applied
to the wound (which provides no additional healing benefits, it simply
mends the fracture). It can be healed normally as a 20d6 hit point loss.
A cure critical wounds spell or similar magic capable of restoring 20 hit
points of damage can repair these injuries. Damaged limbs are useless
for the rest of the creature’s life unless healed magically.

Nothing additional unless bleeding occurs. Heals normally

Penalties remain until a cure serous wounds or similar spell capable of
healing at least 10 hit points of damage is applied. Heals normally as a
hit point loss of 10d6.

Only a regeneration spell can undo this type of damage. A character
who loses a hand or foot in battle is stunned for 1d6 rounds if he
makes a successful System Shock roll.

Penalties remain until cure light wounds or similar spell capable of
healing at least 5 hit points of damage is applied. Heals nommally as a
hit point loss of 2d6.

Effect
No unusual effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round and reduced to % move
with minor bleeding

Armor damaged; victim stunned 1d4 rounds, minor bleeding, %
move if no armor

Abdomen injured, major bleeding, % move, -2 penalty to attacks
Abdomen injured, severe bleeding, % move, —4 penalty to attacks
Armor damage, abdomen injured, minor bleeding, ' move and -2
penalty to attack rolls; if no armor, victim at O hit points, major
bleeding

Abdomen injured, A move, no attack, severe bleeding

Abdomen injured, victim at O hp, severe bleeding

Abdomen destroyed, victim killed

As 12 above with tripled damage dice

Effect
No unusual effect

Hand struck, weapon dropped, minor bleeding; no effect on shield arm
Arm struck, shield damage/weapon dropped, minor bleeding

Hand injured, —2 penalty to attack rolls/shield dropped

Armor damage, arm struck, minor bleeding; if no armor, arm injured,
minor bleeding

Arm broken, victim stunned 1 round, minor bleeding, shield or weapon
dropped

Armor damage, arm injured, —2 penalty to attack rolls or shield dropped;
if no armar, arm broken, stunned 1d6 rounds, major bleeding

Shoulder injured, no attacks, major bleeding

Arm destroyed, major bleeding, % move

Arm destroyed, no move/attack, major bleeding

As 12 above with tripled damage dice

saving throw versus death magic

Effect




t's Target's Paralyzation Petrification
acter Group Level or Death Magic or Polymorph

~7 or more 10 13 15

-4 t0 -6 9 12 14

-1t0-3 7 10 12

0 6 9 11

+110+3 5 8 10

+4 to +6 4 7 9

+7 or more 2 5 7

g —9 or more 13 12 15

-51t0 -8 12 1 13

-1 to—4 11 10 11

0 10 9 9

+110+4 S 8 7

+5 or more 8 7 5

~7 or more 16 17 19

-5to -6 14 15 17

-3to—4 13 14 16

=1t0-=2 11 12 14

0 10 11 13

+110+2 8 9 11

+3 to +4 7 8 10

+5 to +6 5 6 8

+7 to +8 4 5 ¥/

+9 or more 3 4q 6

d -6 or more 14 13 12

=-1to=5 13 11 10

4] 11 9 8

+1to +5 10 7 6

+6 or more 8 5 L

luding those that cause death, petrification, or polymorph.

HA

Psionicist's Level
10 11 12 14 15 16 17
B EENE 12 3151029 (GNF Tt E e S L es)

1 2 3 4 5 6 7 8 9 13 18

ACD 20 19 18 17 16

19 2

Wild Talent's Level —_—
3 ] 10 11 12 13 14 15 16 17 18 19 20°
1B1717 1616 15 15 14 14 13 13 12 12 11 11

| 2 3 4 5 6 7 8 9

ACO 20 20 19 19 18

Effect
Roll 1d6: 1-2=helm lost, 3-5=shield lost, 6=plate lost (+2 on AC)
Something in or near the battlefield gets broken

Tide cames all figures 1d6 squares in a random direction

Roll Result
2 Amor Trouble

4  Battlefield Damaged
. Battlefield Shifts

. Close Quarters Two enemies that Threaten each other find themselves grappled
' ltem Damaged Random combatant has something damaged by a wild swing
: Item Dropped As above, but the item is knocked from the owner’s possession

Random combatant is knocked down

Random combatant gains a +4 bonus to AC and saving throws
Random combatant gains a +4 on attacks this round

Roll 1d6; 1-3=Mount sprints for 1d 10 rounds or until ider makes
a successful riding proficiency check, 4-5=make a riding proficien-
¢y check or be thrown from mount, &=rider is dismounted and
must make a successful saving throw vs. death magic or be
stunned for 1d6 rounds

Allies of the DM's choice show up for one side or the other

Knock Down
2 Lucky Break
5 Lucky Opening
Mount Trouble

Reinforcements

Retreat The press dnves back all threatened figures of one side
3 Slip A random combatant slips and falls
20 Weapon Trouble Roll 1d6: 1-2=weapaon knocked out of hands (saving throw vs.

death magic to avoid), 3-5=weapon must save vs. crushing blow or
be destroyed, 6=weapon is stuck in opponent’s body

A =The opponent with the advantage decides if the spells fight or
pass each other with no effect

C = Combat must take place between the spells when they meet.

G = Generally, these types of spells ignore each other, but there
are some defense spells that conduct combat with missiles; see
the Special Dueling Characteristics for Spells section (High-
Level Campaigns) for details.

= The spells pass each other with no effect.

Intelligence MTHACO
Score Modifier

15 or less 0
16=17 +1
18-19 +2
20-22 +3

23+ +4

Ability Base MAC PSP
Score MAC Modifier Bonus
15 or less 10 0 0
16 9 -1 +1
17 8 =1 +2
18 7 -2 +3
19 6 -2 4
20 5 -3 +5
21 4 ~3 +6
22 3 -3 +7
23 2 -4 +8
24 1 —4 +9
25 0 —4 +10

Target's Missile Melee

Condition Adjustment® Adjustment®
Sitting or kneeling -1 +2

-2 +4

+1 +1

+2 +2

n/a +4

* Adjustments are applied to the attacker's THACO.

Condition Reduces Movement By
Heavy brush or thicket y

Waist-deep snow or water
Shoulder-deep snow or water




Severity
1-3
4

5
6
7

8
9

10
I
12

Severity

1-3
4

6
Y

O g0

10

11

12
134

Severity
1-3
)

10

Effect

No unusual effect

Leg grazed, victim knocked down

Leg struck, minor bleeding

Leg injured, minor bleeding, % move

Armor damaged; leg injured if target has no leg armor, % move,
major bleeding

Knee broken, minor bleeding, % move, —4 penalty to any attacks
Armor damaged, leg struck, minor bleeding, % move: if target has
no leg armor, leg broken, major bleeding. % move, —4 penalty to
attack rolls

Hip broken, no move or attack, major bleeding

Leg broken, severe bleeding, no move or attack

Leg destroyed, no move or attack, severe bleeding

As 12 above with tripled damage dice

Effect
No unusual effect

Torso grazed, minor bleeding

Torso struck, % move with minor bleeding

Shield damage, torso struck, % move & minor bleeding

Armor damage, torso stiuck, % mave, —2 penalty to attack rolls; if

no armor, torso injured, no move or attack, severe bleeding

Torso injured, major bleeding, % move, —4 penalty to attack rolls
Shield damage; torso struck, —2 penalty to attack rolls; if no shield, nbs
broken, severe bleeding, no move or attack

Ribs broken, severe bleeding, no move or attack

Torso destroyed, victim reduced to O hit points with severe bleeding
Torso destroyed, victim killed

As 12 above with tripled damage dice

Effect

No unusual effect

Head grazed, stunned 1d3 rounds, minor bleeding

Head struck, helm removed, victim stunned 1 round; =2 penalty to attack
rolls, minor bleeding if victim had no helm

Eye injured, —4 penalty to all attacks; if helmed, victim is only stunned

1 round instead

Helm damaged, face injured, stunned 1d6 rounds, minor bleeding,

% move, —4 penalty to attack rolls

Skull broken, helm damaged, victim reduced to O hit points, major
bleeding

Throat injured, severe bleeding

Skull broken, victim reduced to O hp, major bleeding, Int, Wis, and Cha all
drop by % permanently

Thioat destroyed, victim killed

Head destroyed, immediate death

As 12 above with tnpled damage dice

Severity
=3
4

[

o o

10

11

12
13+

erty

10

11

12
13+

Result
Broken

Crushed

Grazed

Imjured

Severed

Struck

Effect

No unusual effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round and reduced to % move
with minor bleeding

Armor damaged; victim stunned 1d4 rounds, minor bleeding, %
move if no armor

Abdomen injured, major bleeding, 4 move, =2 penalty to attacks
Abdomen injured, severe bleeding, % move, —4 penalty to attacks
Armor damage, abdomen injured, minor bleeding, '4 move and -2
penalty to attack rolls; if no armor, victim at O hit peints, major
bleeding

Abdomen injured, %A move, no attack, severe bleeding

Abdomen injured, victim at 0 hp, severe bleeding

Abdomen destroyed, victim killed

As 12 above with tripled damage dice

Effect

No unusual effect

Hand struck, weapon dropped, minor bleeding; no effect on shield arm
Arm struck, shield damage/weapon dropped, minor bleeding

Hand injured, —2 penalty to attack rolls/shield dropped

Armor damage, arm struck, minor bleeding; if no armor, arm injured,
minor bleeding

Arm broken, victim stunned 1 round, minor bleeding, shield or weapon
dropped

Ammor damage, arm injured, =2 penalty to attack rolls or shield dropped;
if no armor, arm broken, stunned 1d6 rounds, major bleeding

Shoulder injured, no attacks, major bleeding

Arm destroyed, major bleeding, % mave

Arm destroyed, no move/attack, major bleeding

As 12 above with tripled damage dice

ific Injuries

Note: Specific injuries are only inflicted if the victim fails his
saving throw versus death magic

Effect
Penalties persist until a cure serious wounds or greater spell is applied
to the wound (which provides no additional healing benefits, it simply
mends the fracture). it can be healed normally as a 20d6 hit point loss.
A cure critical wounds spell or similar magic capable of restoring 20 hit
points of darmage can repair these injuries. Damaged limbs are useless
for the rest of the creature’s life unless healed magically.

Nothing additional unless bleeding occurs. Heals normally

Penalties remain until a cure senous wounds or similar spell capable of
healing at least 10 hit points of damage Is applied. Heals normally as a
hit point loss of 10d6.

Only a regeneration spell can undo this type of damage. A character
who loses a hand or foot in battle is stunned for 1d6 rounds if he
makes a successful System Shock roll

Penalties remain until cure light wounds or similar spell capable of
healing at least 5 hit points of damage is applied. Heals normally as a
hit point loss of 2d6.




No unusual effect

Leg struck, minor bleeding
Leg struck, minor bleeding;
Leg injured, major bleeding, ' move

Armor damaged; leg injured if target has no leg armor, % move,
major bleeding

Knee shattered, major bleeding, no move, —4 penalty to any
attack rolls

Armor damaged, leg struck, minor bleeding,

has no leg armor, leg severed at knee, sev

move

A move; If target
zre bleeding, no
move or attack

Hip shattered, no move or attack, severe bleeding

Leg severed, severe bleeding, no move or attack

Leg severed at thigh, no move or attack, victim reduced to 0 hit
points with severe bleeding

As 12 above with tripled damage dice

ation: Torso (6-7)

No unusual effect

Torso grazed, minor bleeding

Torso struck, victim stunned 1 round, reduced to ' move with
minor bleeding

Shield damage, torso struck, % move & minor bleeding

Armor damage, torso struck, ' move, —2 penalty to attacks; if no
armor, torso injured, no move or attack, severe bleeding

Torso injured, major bleeding, % move, -4 penalty to attack rolls
Shield damage; torso struck, —2 penalty to attack rolls; it no
shield, torso injured, severe bleeding, no move or attack
lorso injured, severe bleeding, no move or attack

Torso destroyed, victim reduced to O hit points with severe
bleeding

Torso destroyed, victim killed

As 12 above with tripled damage dice

Location: Head (10)

fec it
No unusual effect
], stunned 1-3
helm removec tim stunned 1 round; —2 penalty
to attack rolls, minor bleeding if victim had no helm
Head struck, minor bleeding, victim blinded for 2d4 rounds by
blood in eyes
Helm damaged, face injured, stunned 1d6 rounds, minor
bleeding,
/i move, —4 penalty to attack rolls
Skull broken, helm damaged, victim reduced to 0 hit points,
major bleeding
Throat injured, severe bleeding
Skull destroyed, victim reduced to O hp, severe bleeding, Int,
Wis, Cha all drop by 4 permanently
Throat destroyed, victim killed
Head severed, immediate death
As 12 above with tripled damage dice

unds, minor bleeding

Armor/Shield Damage

Movement Penalties

No unusual effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round and reduced to % move
with minor bleeding

Armar damaged; vidtim stunned 1d6 rounds, major bleeding, %
move if no armor

Abdomen injured, major bleeding, % move, —2 penalty to

attack rolls

Abdomen injured, severe bleeding, % move, —4 penalty to
attack rolls

Armor damage, abdomen injured, minor bleeding,
-2 penalty to attack ralls; if no a
major bleeding

Abdomen injured, no move or attack, severe bleeding
Abdomen injured, victim at O hp, severe bleeding
Abdomen destroyed, victim killed

As 12 above with tripled damage dice

4 move and
nor, victim at 0 hit points,

No unusual effect

Hand struck, weapon dropped, minor bleeding; no effect on shield
arm

Arm struck, shield damage/weapon dropped, minor bleeding
Hand injured, —2 penalty to attacks/shield dropped

Armor damage, arm struck, minor bleeding; if no armor, arm
injured,

major bleeding

Hand severed, stunned 1 mund, major bleeding, shield or weapon
dropped

Armor damage, arm broken; if no armor, arm severed, stunned
1d6 rounds, major bleeding

Shoulder injured, no attacks, major bleeding

Arm severed, severe bleeding, % move

Arm severed, no move or attacks, severe bleeding

As 12 above with tnpled damage dice

The character is still entitled to a saving throw vs
death magic to avoid the effects entirely, Even if
the initial saving throw is failed,
still entitle aving throw. If
character not weanng armor, the

& equipment 1S
this result is
rolled again:
blow is usually assumed to have maore severe
effects (either re-roll or adjust the category by
one place)

If a-critical hit prevents a character from making
an attack, it also prevents spellcasting and other
combat actions. Movement and the use of magi-
cal iterns can be accomplished.

Any reduction in base movement eliminates the
possibility of a character performing a sprint,
charge, or run. He may pull himself onto a
mount or drag himself across the ground at an
effective movement rate of 1.




AC Bonus

Buckler +] +1 Step 2: Players ar B ons o eir characters
Small +1 +2 » Attack - Fire missiles = Run

Medium +1 +3 Three « Cast a spell * Guard * Spnnt

Body +1/42 +3/+4 Four « Charge! * Move » Use a magical item
vs. missiles vs. missiles * Cover * Parry

) 3:Roll | P
* Adjustments are made based on character actions.
« An initiative roll of 1 accelerates each character's action phase.

« If both sides tie, a critical event occurs,

s the maximum number of times in one combat round that the shield can be used to protect
haracter

Initiative Phase*® Base Initiative for:
* Viery Fast Tiny ar Small creatures
al¢ ir : « Fast Man-stzed creatures
wall = 4 Can only use one-handed weapons. Piercing * Average Large creatures
weapons are preferred. Slashing & bludgeoning * Slow Huge creatures

« Very Slow Gargantuan creatures

weapons impose a —2 penalty on attack rolls.

* The initiative phase is adjusted by character actions and w
size. A character attacks at his base initiative or weapon speed,

whichever is worse.

Per

Mour

ed Charge +3
¢ from Horseback
-move) n/a -2 Rate of Fire reduced by one category.

¢ from Horseback

t susceptible to missile fire during the charge

St p 5:End
* Fatigue
* Morale

move) n/a —4 Rate of Fire reduced by one category

Specialist

— f Sp No-move actions do not incur an init
£ 1 134 « Attack with a melee weapon
2/1 5/2 3/ » Cast a spell
11 3/2 2/1 * Fire/Throw missile weapons at the full rate of fire
21 31 an » Guard, cover, or parry

= Unarmed combat
Hand 1/1 3/2 2/ + Use a magical item
Heawy 1/2 1A 3/2
Light 1/1 3/2 2/1
Repeating 2/1 5/2 3/1
Stonebow 1/1 3/2 2/1
Dagger or knife, thrown 3/1 4/1 5/1
Dart, thrown 441 5/1 6/1
Firearms (optional)

alf-move actions incur a one-phase initiative penalty
« Attack with @ melee weapon

* Declare a charge

= Fire/Throw missile weapons at % the rate of fire

* Guard

* Unarmed combat

1/3 1/2 1/1 « Withdraw
1/2 l,r"'"- 3/2
Snaplocks 1/1 3/2 2/1 ll-move act cur a two-phase init

+ Declare a charge, adding an extra 50% to your normal move-
ment rate and gaining an attack at the end of the round

* Move to the normal limit of your movement rate

Wheellock belt pistol 1/1 5/2 2/1
Wheellock horse pistol 1/2 1/1 3/2
Javelin /2 21 5/2

EE

Melee weapons 3/2 2/1 5/2 « Run, doubling your normal movernent
Shuriken 3/1 4/1 5/1 = Sprint, tripling your normal movement by making a successful
Sling 3/2 2/1 5/2 Strength check

Staff sling 5

Thrown weapons, not listed

Tiny 3

Small 5

Medium 7 da -
Large 9 d1n +1

Huge 1 d12 +2

hlank
Ligalin

hirust +5 3 :
iip +3 +4 +2
ation s =3 =1
scrush B | -4 +4

These are the default die types used by creatures employing
natural weapony.

** Modifiers are applied to base weapon knockdown dice. For
example, a bugbear wielding a morning star has a knockdown




MOUNT CELESTIA
ARCADIA

MECHANUS

ACHERON

GEHENNA

Backpack
Barrel small
Basket
Small
Bell
Belt pouch
Large
Small
Block and tackle
Bolt 2
Bucket 5 sp
Chain (per ft.) 2=
Heavy 4 gp
Light 3 gp
Chest -
Large 2gp
Small | gp
Cloth (per 10 sq, yds.) =
Commaon 7 gp 10 Ibs.
Fine 50 gp 10 Ibs.
Rich 100 gp 10 [bs.
Candle 1 cp .
Canvas (per sq. yard) I
Chalk | cp
Crampons 4gp
Fishhook 1 sp
Fishing net, 10 ft. sq. 4gp
Flint and steel 5sp
Glass bottle 10 BF
Srappling hook B sp
Holy symbol/water 25 gp
Hourglass 25 gp
Iron pnt 5sp

The Quter Planes

BYTOPIA

ELYSIUM
THE BEASTLANDS

ARBOREA

Y5GARD

THE GRAY
WASTE

PANDEMONIUM

THE ABYSS
CARCERI

Miscellaneous Equipment

Lantem, Beacon

Merchant's ;CJ‘L
Mirror, small metal
Mus rai instrument

I".3|s. f [|.\ f ,I.L..'-.:
Papyrus (per shest)
Parchment (per sheet)
Perfurme (per wial)
Piton
Quiver
Rope (per 50 ft)
Hemp
Silk

Sw.ung needle
Signal whistle
S|gr|et nng

Pavilion
sSmall

Thieves' picks 30 gp
Jorch ] €p
Water clock 1,000 gp
L Whetstone 2
100 gp ; Wineskin 8sp
20 gp : Wiriter blanket 5sp
100 gp 1 Writing ink (per via 8 gp
B Sp il
2gp 3. * Ten of thes
10 gp >

5100 gp 2-3 1bs. should r

10 gp

F cp

2 gp

8sp

| gp

5gp Bag of holding
5 cp b jargar

8sp 1 b,

| gp 20 |bs. small /
8 |bs, Basket, large 2{1 Ibsﬂ t}DU

25D 12 b Basket, small 10 lbs./500
5 ¢p ' Belt pouch, large {~ Ibs. ;4”,,
1 gp Belt pouch, small 25

] Eh'“ Chest, large 10 5,000
8 sp Chest, small 40 |bs./2,000
5gp Flatbox 500 Ibs./25,000
5 sp 1 lb. Heward's haversack 20 |bs.,/1,000

1,000 gp 1 lb. Portable hole None/ 100,000

- — Sack, large 30lbs./ 1,500
25 gP 20 |bs; Sdck, S all {
100 gp 50 Ibs. [l saddle 3 ;
5 aZp 10 Ibs. Saddle srriall 20 ”l 1,000

Bx2'%6'
2eu. ft

B'x7'%7'




Gems and

Base Values

Azunte Hematite Dbsidian

Banded Agale Laps
Blue Quartz Malz

s Lazuli Rhodochrosite
achite Tiger Eye Agate

Eye Agate Moss Agate Turgquoise

Bl e

ne lasper “_:.d‘."‘lﬁ IMTYX

Camelian Moonstone Smoky Quartz

Chalcedony Onyx Star Rose Quartz

Chrysoprase Rock Crystal Zircon

Amber (100 gp)
Alexandnte (100 gp)
Amethyst (100 gp)
Aquamanne (500 gp)
Chryscbenyl (100 gp)
Coral (100 gp)

Carnet (100-500 gp)

al (1,000 gp)
Black hire (5,000 gp)
Diamond (5,000 gp)
Emerald (5,000 gp)

Fire Opal (1,000 gp)
Jacinth (5,000 gp)

Opal (1,000 gp

18
17
16

be maintained

If the indicated percent:

inother person, or the successful use of 2

Jade (100 gp)

Jet (100 gp)

Pearl {100-500 gp)
Pendot (500 gp)
Spinel (100=500 gp)
Topaz (500 gp)

Tourmaline (100 gp)

ntal Emerald (5,000 gp)
Onental Topaz (1,000 gp)
Ruby (5,000 gp)

Sapphire (1,000 gp)

Star R e'

akef 2
Rabbit punch

Kidney punch |
Glancing blow 1
Jab 2
Uppercut .
'—I
Kidney punch
Hook
Clanang blow
Combination

| I.-.,._

A — A2

Clancing blow
Rabbit punch 2
H['Iﬁk )

Uppercut

from round to round untl broken

ige chance or less is rolled on percentile dice, the victim is st

riental Amethyst (1,000 gp)

an

Using the names adds

Priest 20 20
Rogue 20 20
Wamor 20 19

Wizard 20 20

led leather
Chain mail
Splint mail
Ring mail

Banded
Bronze plate mail
Plate mail

Field plate*

Full plate*

(i

=

NG SN 0 5 @

L

A hold is broken by a the

f

spice to the battle and makes the

sed by a bare-handed attack is lasting damage. The rer

5 zero hit points due to punching damage falls uncanse

*THACOs no longer

ow, 8 gouge,

Calculated THACO Charts

20 18 18
129 19 18
18 17 16
20 19 19

~ 4

4 400
3 600 gp
2,000 gp

1 4,000+ gp

* Field and full plate armor are optional.

Bear Hug*
Arm |r
Kick

Tip
Elbow smash
Arm lock*

Throw
Gouge
Elbaw smash
Leg lock®

Headlock*

Louge
Kick
Arrry lock®

All wrestling moves inflict 1 point of damage plus Strength bonus (if the attacker desires)

18 16 16 16 14 14 14 12 12 12 10 10 10 B 8
18 7 1716 % 15 15 14 4 43 1312 12017 a1
5 13 12 10109 8 7 B 5 4 5 21
e 18

ecrease once a character achieves 20th level

R
80 gp
100 gp

job of describing

natning 75%1s

17 17 17 16 16 16 15 15 15 14 14

1 Naiakt

shield 10 gp 15 |bs

Suckler 1gp 3 lbs
Medium shields 7 gp 10 Ibs.

Small shield® 3 9p 5 Ibs

cts against all front

Protects against two frontal attacks

Armor Modifiers
for Wrestling

Armo

Studded leather ~|
Chain, nng, and scale mail -2
Banded, splint, and plate mail -5
Field plate armor -8

Full ["Iﬁ[': armor 18]

What You Can Do in One
Combat Round

« Attack

« Cast one spell

* Drink a p
« Light a torch

- Use a magical item

+ Move to the limit of his movement rate

¢ or secret door

« Hammer in a spike
+ Recover a dropped weapon

Time Required for
Noncombat Activities

{10 round
1d10 rounds

loor (20' section of wall) | tum
Rememorize spells I wm/spell level
Inspire companions (bard ability) 3 rounds
Detect noise I round




sword

3t Bastard sword
Blowgun 2 | ]
Barbed Dart p S P — 1d3/1d2 Two-handed - 2a4/ ¢
Need|e ¥ S " - 1/1 Broad sword £ ‘ 3 2d4/1d6+ 1
Bow — - — = — Khopesh i . 2d4/1ds
short bow 2 M 7 - sword | : 1d8/1d12
Long baw 5 | - a8 — r 4 A S ; 1d8/1d8
L 1 ;

Composite short bow i - - d : 5 5 1d6/
oW 5 l — — ande 15 S 0 1d10/3dE
5 1d6+1/3d4
" o Warthammer 6 L ld4+1/1d4

Club ; M B 4
Crossbow - - — —
Hand crossbow 5 — 5 E This weapon inflicts double damage against charging creatures of L or
Light crossbow 7 M 7 -
Heavy crosshow 14 M 10 -
Hand quarrel s S P a 1d3

Whip 2 3 1d2/1

S

)eapon can dismount a rider on a

2 lable or : ]

1/1d4 hi ) wher d from the 2 miount.
1/1d6+1
1d4/1d3
1d3/1d2

He 3
Dagger or dirk ] S p
Dart 5
Foatman's flail 15 M B
Footman's mace
Footman’s 4
Hand or throwing axe 9 M 5 4 1d6/1d4
Harpoon & L P 2d4/2d6
Horseman's flail 5 M B 1d4-+1/1da+1
Horseman's mace 6 M B 1d6/1d4
Horseman's pic k 1 M P 5 g+ d4

) 1cda
I 14T

g
=N

T O~

Arquebus

Blowgun

Comp. long bow,
flight arrow

Lance 1 - — ~ ~
Heavy horse lance 15 L P 8 \d8+1/3d6
Light horse Jance 5 L P 6 1d6/1d8

) | P 10 1d3—1/1d2-1
ld6

+1/2d6

L . short bow
Long bow,

flight arrow
S AN

Moming star 12 M P/B 7 2d4/1d6+1

Polearm = ; > - i shea

Awl pike © 12 L 13 1d6/1d12 '.-_rn'_nrl. bow

Bardiche 12 L 2] 2d4/2d6 Club
Bec de corbin 10 g 1ds/1d6 Hand crossbow

2d4/1d10 Heavy crossbow
a Light crossbow

50 ATow

Rill-gu

B/S 8 1d6 i
1dg/1d10
1d6/1d10
2d4/2d6 Hamme:
8 2¢ |.‘-,I.-“] da Hand axe
Harpoon
y : 2d¢ Javelin
P/S g 1d4/1d4 Knife
g 2d4/1d6 = :

P i 1d8/2d4 ng
f ) 1d6/1d6+ 1 Spear

i Staff sling bullet 2/1
Staff shing stone 2/1

Fauchard
Fauchard-fork
Glae
Cilaive-guisarme

uisarme B

w

- .
¥
W o

Lf

2 n

Lucern hammer
Military fork '
|)__|-||._!!;| E
Ra L L
Spetum 7 I | 8 1d6+1/%
Voulge 12 S 10 2d4

Quarterstaff 4 1d6/1d6 “ROF" is the rate of fire—how many shots that weapon can fire off in one round

Scourge 2 1d4/1d2 ent of the number of melee attacks a ch

Sickle 3 2 4 1d4+1,/1d4

n
=== —

) o

Mo

w

o

i Qg

-
0o D

==
o v [0

¥ A
|
il

yort, Medium, or Long) i

: 1d4 16+ 1 equal to or less the given range
- e d4/1d44 +e 5 £
2 < Ja4/145 The attack roll modifiers for range are -2 for medium range and -5 for

5]

M
Staff sling 2 M - 11

)
32]

long range.

Arquebuses (if allowed) double all range modifiers

1d&/1d8




Encounter R

Maodified

Player Characters are:

Die Roll F I ] H Amimal, normal, peaceful/predator /7 Less than 1-1 7
2 or less F F F Fl Henchmen 15 1-1to 1 15
3 F F F F Human, average O-level 7 1+11to 2 35
4 F F & A Maobis/Militia 9/10 241103 B5
5 F F C Fl Monster, inteligent/nonintelligent 12/18 3+l 04 120
6 F F G C Monster, low-intelligence 10 4+1 1035 175
7 F | C C Monster, semi-intelligent 11 S+l to6 270
8 | | G & Troops, green or disorganized 1" E+lto7 420
9 I I C I Soldiers, regular, and hirelings 12 7+1to 8 650
10 | 1 T i = Soldiers, elite 14 B+1t09 975
11 | | il K 9+1 to 10+ 1,400
12 G & % T Situation Modifier 1110 12+ 2,000
13 & C ] H Abandoned by friends -6 13 or more 2,000 + 1,000
14 C G T H Each 259% of hit points lost -2 per HD over 13
15 C T T H Creature is chaotic/lawful -1/+1
16-18 T T H H Creature is fighting hated enemy +4 Ability Hit Die Modifier
19-20 H H H H Creature was surprised - Armor Class O or lower +1
Creatures are fighting spellcasters s Attacks, four or more a round +1
i = Fnendly, | = Indifterent, T= Threatening, Creatures with less than 1 HD =] Blood drain +1
{ = Hostile, Fl = Flight, C = Cautious. Creatures with 4 to 8+ HD +1 Breath weapon (max. damage of 20 hps orless)  +1
Creatures with 9 to 14+ HD +2 Defense form, unlisted +1
Creatures with 15 HD or more +3 Disease +1
Defendlng home +3 Flies or has other special movement power +1
Defensive terain advantage +1 Hit points greater than normal (over 6 hp/HD) +1
Each additional check in round -1 Immunity to any spell +1
hance to Most powerful ally killed —4 Intelligence High (13-14) or better +1
Action Meet Gaze NPC has been favored/ Invisible at will +1
Attacking or surpnised Automatic poorly treated +2/—4 Magic Resistance (0-50%/51%+) +1/42
Actively avoiding gaze 20% No enemy slain =3 Magical items usable against PCs +1
Eyes closed or blindfolded 0%* Qutnumbered 3 (or more) to 1 =4 Nonmagical attack form, unlisted 41
Backing up using mirror Outnumber opponents 3 to 1 or more +2 Psionic devotions/sciences +1/42
= Unable to affect opponent -8 Regeneration ¥1
oo Sogters 4 on attack rols Spellcaster on same side +2 Spells, level 2 or lower +1
** Character suffers -2 on attack rolls Spe"s, level 3 or greater 4
Weapon immunity, including ', damage +1
Weapons, missile +1
I T~ T T Weapons, struck only by magical or silver +1
irackin 8 ]\_.-"1 9, L_J iners Attack, single, causing 20+ points of damage +2
Attacks, multiple, causing 30+ points of damage  +2
Terrain Modifier Terrain Modifier Breath weapon (max. damage over 20 hps) +2
Soft or muddy ground +4 Every two creatures in the group +1 Magical attack mode, unlisted +2
Thick brush, vines, or reeds +3 Every 12 hours since trail was made -1 Paralysis +2
Occasional signs of passage, dust +2 Every hour of rain, snow, or sleet -5 Poison +2
Normal ground, wood floar (0] Poor lighting (moon- or starlight) g Swallows whole 42
Rocky ground or shallow water -10 Tracked party attempts to hide trail -5 Weakness or fear +2
Energy drain (level or ability draining) +3
Petrification +3

difiers

Creature Type Morale Hit Dice or Level

Item Saving Throws

Crushing Disinte- Magical
Item Acid Blow gration Fall Fire Fire Cold
Bone or lvory ] 16 19 6 =] 3 2
Cloth 12 - 19 - 16 13 2
Glass 5 20 19 14 7 4 6
Leather 10 3 19 2 6 4 =
Metal 13 F,: 17 3 6 2 2
Oils* 16** - 19 - 19 17 5
Paper, etc 16 7 19 — 19 18 2
Potions® 15%* — 19 — 17 14 13
Pottery 4 18 19 11 3 2 -
Rock, Crystal 3 17 18 8 5 2 2
Rope 12 2 19 - 10 6 2
Wood, thick 8 10 19 2 T 5 2
Waod, thin 9 13 19 2 R 9 2

*This save does not include the container, only the iquid contents.
**Of course, even though the save is made, the item is probably hopelessly mixed with the acd

erience

Lightning

8

18
17
13
12
19
19
18
2

14
9

12
10

nts

XP Value

Electricity

2

o N N R

n M

[ E IS B S NN




Armor Class Ratings

Level — Type of Armor
Goup 1 2 3 4 5 6 7 8 9 101 4 15 16 3 19 207 None
Priest 2C 20 18 16 14 14 14 Shield only
Rogue 20 20 19 19 16 16 15 Leather or padded armor
Warrior 20 19 18 17 12 11 10 Leather or padded armor + shield,
Wizard 20 20 19 19 18 17 17 5 15 studdeﬁeather, or ring mail
Studded leather or ring mail +shield,
brigandine, scale mail, or hide armor
Scale mail or hide + shield, chain mail
— Hit Dice —— — Chain mail + shield, splint mail, banded mail,
borless 1-1 1+ 2+ 3+ 4+ 5+ 6+ 7+ B+ 9+ 10+ 11+ 12+ 13+ 14+ 15+ 16+™ or bronze plate mail
20 20 9 WIS B IR M. 99 F T 55 Splint mail, banded mail, or bronze plate
mail + shield, plate mail
Plate mail + shield, field plate

_ _ _ Field plate + shield, full plate
** The THACO of creatures continues to decrease by 2 points per 2 Hit Dice beyond 16. Full plate + shield

* THACOs no longer decrease once a character achieves 20th level,

Saving Throws Initiative Modifiers

Attack to be Saved Against Specific Situation Modifier
Paralyzation, Foreign Environment +67
acter Group and Poison, or Rod, Staff, Petrification Breath Hasted =
Experience Level Death Magic or Wand or Polymorph* Weapon Spelf Hindered (tangled, climbing) +3
Priests -3 10 14 13 16 15 Innate spell ability
4-6 13 12 15 Magical ftems*
7-9 1 10 13 . Miscellaneous magic, rings, and wands +3
10-12 10 12 Potions +4
13-15 9 11 Rods +1
1?—9-18 g ? Scroll Casting Time
+ Staves +2
4 16 On higher ground -1
12 15 Sel to receive a charge -2
I i L Slowed +2
13 Wading in deep water +4
12 Wading or slippery footing +2
;é Waiting +1
17 * These are optional modifiers
16 5 ! This applies to situations in which the party is in a different envionment
13 (swimming underwater without a ring of free action, for example)
12 ' Unless the description for the item states othenwmse

o

21+
0
1-2
3-4
5-6
7-8
9-10
11-12
13-14
15-16
17+
-5

Combat Modifiers

Situation Attack Roll Modifier
Attacker on higher ground +1
Defender invisible —4

6-10 Defender off-balance 42

11=15 Defender sleeping or held Automatic*

1620 : . Detender stunned or prone +4

21+ 8 7 Defender surprised +1

Missile fire, long range >

* Excluding polyrmorph wand attacks Missile fire, medium range

7
6
5
4
2
15
12
11
10
9
8
16
14
13
11
10
8
7
4

z

=GE

' Excluding those that cause petrification or polymorph Rear attack
t Excluding those for which another saving throw type is specified, such as death magic, petrification, etc * Refer to Table 35 in the revised DMG.

Surprise Modifiers

Group's Maodifier PC Party is: Group's Modifier Conditions are: Surprise Modifier
—2 Fleeing -2 Rainy -]
Invisible -2 In poor light ~1 Heavy fog -2
Distinctive odor +2 In darkness —4 Extremely still +2
(smoke, powerful stench, atc) Panicked -2

Every 10 members +1 Anticipating attack® +2 * A party anticipates attack when they have good

Camouflaged 1to— Suspicious® +2 cause to expect immediate danger and know the
likely direction of attack. A suspicious party is one that
has grounds to believe another group might try to
make a hostile move against them




Type or Hit Dice
of Undead
Skeleton or 1 HD
Zombie

Ghoul or 2 HD
Shadow or 3~4 HD
Wight or 5 HD
Ghast

Wraith or 6 HD
Mummy or 7 HD
Spectre or 8 HD
Vampire or 9 HD
Ghost or 10 HD
Lich or 114+HD

Special™

Turning Und

(a+]

Q9
-

~N B OO

* An additional 2d4 creatures of this type are turned.

=+ Special creatures include unigue undead, free-willed undead of the Negative Material Plane,
certain Creater and Lesser Powers, and those undead that dwell in the Outer Planes.

' Paladins tum undead as priests who are two levels lower,

Averas

Level
of the
Thief

Pick
Pockets
3000
35%
40%
45%
50%
55%
B60%
B5%
70%
B0%
90%
95%
99%
99%0
99%
99%
9946

Open
Locks
25%
29%
3300
37%
4200
47%
52%
S_.-"c!"tl
62%
67%
72%
T7T%
B82%
870
9200
97%
99%

]
2
5
4
5
6
-
8

Target is

25% -2

500% =4

5% =<

90% -10

Abilities for Thie

Find/

Traps
20%
25%
50%
35%
404
45%
50%
55%
60%
65%
700
75%
80%
8500
900%
95%
5944

-1

Remove

Base

Move

Silently

15%
21090
27%
33%
A0%
47%
55%
62%
70%
78%
6%
G40
99%,
99%
99%
999
99%

Concealment

Cover: stone walls, coner of a building, tables,

doors, earth embankments, etc

oncealment: bushes, curtains, tapestries,

smoke, fog, etc

Area of Effect
|' diameter

Type of Missile
Acid

like Missil

Damage

9 10-1112-
D*
D*

wQ\Ih—e—cUUQQC‘

s Chance to

Hide in Hear

Shadows
10%
15%0
20046
25%
310
37%
43%
490,
56%

MNoise
1086
1090
1 50
15%
20%
20%
259
25%
500%
30%
35490
5500
40%
40%
5066
50%
5506

Encounte

Situation or Terrain
Both groups surprised
One group surprised
No surprise:

Smioke or heavy fog

Jungle or dense forest

Light forest
Scrub, brush, or bush
Grassland, little cover

Nighttime or dungeon

e Effects

from Direct Hit
2d4 hp

Climb
Walls
85%
BB
B87%
B88%
90%
920
94%
96%
98%
95%
995,
99%
99%
9990
99090

Read

Languages

Range in Feet
3d6
4d6

6d6
1d10x 10
2d6 % 10
2d12 x 10
5d10 x 10
Limit of sight

Splash Damage
1 hit point

Warrior Melee A
per Round
Attacks/Round
1/round

3/2 rounds
2/round

Warrior Level
1-6

Light
X-Bow
1/
3/2
21

Heawy
X-Bow
1/2
111
32

Weapon
3/2
2/1

5/2

7-12

13+

(nonbow)
Missiles
3/2
2/1

Thrown
Dart
471
5/1
6/1

Fighter Thrown
Level
1-6
7-12
13+

odification
+30%
+15%
0%
=209
—40%
—60%

Quality
Wretched
Poor
Good
Excellent
Superiar
Masterful

Mounted Missile Fire
Mount's Current Movement Modifier
Not moving 0
Less than % normal rate -1
' to % normal rate
Greater than % normal rate

Grenadelike Missiles

1" diameter
%' diameter
1" diameter

Holy water
Oil (i)

Paison

1

2d6/1d6 hp

Range*

Short (10")
Medium (20"
Long (21+)

2 hit points
1-3 hit points
special*

d6+1 hp

special®

Feet Off-Target

1d6
1d10

2d10

* Refe able 51 in 3 for more information conceming poison. i i
RESERTi JIRR O\ 110 M R/ RN INoerBtion CONCRMNng * Unless noted otherwise in the item’s description.




DUNGEON MASTER Screen
& Master Index

Advanced

DungE@nS

This accessory for the AD&D® game includes two
six-panel screens containing all the information
necessary to quickly and efficiently handle complex
encounters. New tables covering gaze attacks, gems,
carrying capacity, and other subjects will help any
game session run faster and smoother.

One of the screens is filled with information

drawn from the PLAYER'S OPTION™ and

DUNGEON MASTER® Option rulebooks: Combat &
Tactics, Skills & Powers, and High-Level Campaigns.

1 The 32-page Master Index in this package includes

a complete spell index plus a compilation of topic
references from the Player's Handbook,

DUNGEON MASTER® Guide, Tome of Magic, Book of
Artifacts, Combat & Tactics, Skills & Powers, and
High-Level Campaigns, with each entry keyed to the
proper book—everything a DM needs, all in one place!
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