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Warrior 
U 

Accessory 

I wamor Experience Levels 
Paladid Hit Dice 

.l 4- ,,,,, 7 64,000 75,000 7 

8 125 onn 15n onn 

I 6 
11 750,000 

1200,000 
1,500,000 
1,800,000 

1.750.000 2.10U.M 

12 1,000,000 

' 

2,000,ooo 2,400,000 

19 2,750,000 3,300,000 9t  
20 3,000,000 3,600,000 

Wamor Prerequisites 

Ability Scores Str 9 str 12 Str 13 
Pighter Paladin Ranger 

Con 9 Dex 13 
Wis 13 Con 14 
cha 17 Wis 14 

'Prime requisites of 16 or greater earn 10% additional experience 
points. 

Warrior Kits Requirements 

The kits summarized here are taken from The Complete Fighter's Handbook. Characters are not required to choose kits. The information here gives 
only initial requirements; benefits, hindrances, and role-playing details are described in the Handbook. Since the kits are guidelines, players 
should check with the DM before choosing any warrior kit. The DM may choose not to allow a kit or may have additional powers, restrictions, or 
background material pertaining to it. 

Key. Name, Req Requirements; WPr Required weapon proficiencies; NR Bonus nonweapon proficiencies; Equip Starring equipment 
restrictions, (Wj lists weapons allowed the character at start, fAl lists armor allowed the character at start: Wlth Starring wealth 

Amazon. Req: female; WPr: Spear, long bow; NPr: Animal Riding 
(Land-based), animal training; Equip: fW) battle axe, bow (any), 
club, daggeddirk, hand/throwing axe, javelin, knife, lance, 
spear, sword (any); fAJ shield, leather, padded, studded leather, 
brigandine, scale mail, hide, banded mail, bronze plate mail; 
Wlth 5d4x10 gp. 

Bubrrian. Req: Str 15+; Wh: Battle axe, bastard sword; NPr: 
Endurance; Equip: fWJ Spcl; (AJ No armor greater than bronze 
plate mail; Wlth 5d4x10, must spend all but 3 gp before 
beginning play. 

Beast-Rider. Req: Cha 13+; WPr: None; Nh: Animal training, riding 
(land-based), specify 1 creature for both; Equip: fWJ Bow (short 
or composite short), horseman's flail, horseman's mace, 
horseman's pick, lance (any), spear, bastard sword, long sword; 
fAJ Hide, leather, padded, shield (any), helm; Wlth: 5d4x10, must 
spend all but 3 gp before beginning play. 

Endurance; Equip: fW) M missile weapons; fAJ no armor greater 
than bronze plate mail; Wlth 5d4x10, must spend all but 3 gp 
before beginning play. 

Cavalier. Req: Str 15+, Dex 15+, Con 15+, Int IO+, Wis lo t ,  good 
alignment, nobility; Wh: Lance (any), sword (any); NPr: Riding 
(horse), etiquette; Equip: (WJ must have lance and sword; (A) 
must buy most expensive armor affordable; Wlth 5d4x10 gp. 

Benerker. Req: Str 15+; WPr: No ranged weapons at start; NPr: 

Gladiator. Reg: None; WPr: short sword, trident, net; NPr: 
Charioteer& tumbling; Equip: fWJ any; fAJ gladiator armor (see 
rules); Wlth 5d4x10. 

Myrmidon. Req: Str IZt, Con 1%. spcl; WPr: None; NPr: Ancient 
history (military), fire-building; Equip: fWJ Any; (A) Any; Wlth 
5d4x10 gp. 

Noble Warrior. Req: Str 13+, Con 13t; Wh: long sword/bastard 
sword, lance (any), horseman's flail/mace; NPr: Etiquette, 
heraldry, riding (land-based); Equip: fWJ any; (A) suit of armor 
AC 6 or better, shield; home and tack; Wlth: 5d4x10+255 gp. 

Peasant Hero. Req: None; WPr: Spcl; Nh: Agriculture/fishing, 
weather sense/animal lore; Equip: any; Wlth: 5d4x10, must 
spend all but 3 gp before play. 

PiratelOutlaw. Req: None; WPr: (Pirate) Cutlass, belaying pin/gaff; 
fOutfawJ any; NPr: (Pirate9 rope use, seamanship; (Outlaw) 
direction sense, fire-building; Equip: any; Wlth: 5d4x10 gp. 

Samurai. Req: Str 13+, Con 13t. Wis 13+, Int 14+, lawful alignment; 
WFr: +2 weapon proficiency slots, must specialize with katana 
(long sword) and daikyu (long bow); NPr: Etiquette, riding 
(land-based), required to take reading/writing; Equip: 
automatically have katana, any; Wlth 5d4x10, must spend all 
but 10 gp before play. 

endurance, survival, weather sense; Equip: Spcl; Wlth None. 
Savage. Req: Str 11+, Con 15+; Wh: Spcl; NPr: Direction sense, 

Swashbuckler. Rea: Dex 13+. Int 13+; WPr: t 2  weaoon 
proficiency slot;, spcl; NPr: Etiquette, tumb1ing;Equip: Any; 
Wlth: 5d4x10 gp. 

Wilderness Warrior. Req: Con 13t; WPr: Spcl; NPr: Endurance, 
survival; Equip: Spcl; ,Wlth 5d4x10 gp. 

- 
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Warrior Proficiencies 
Weapon Roflciencir Nonweapon Proflciencies 

I Initial #Levels Penalty . Initial W L e v e 1 o 

Weapon Specialization (Fightera only) 
Number of Attacks p a  Round 

Fighter Melee Light Heavy Thrown Thrown Nonbow 
Lave1 Weapon Croiibow Croiibow Dagger Dart M@iiln 
1-6 3/2 1/1 1/2 3/1 4/  1 3/2 
7-12 2 /1  3/2 I t1  4 / 1  5/ 1 2/1 
13. 5/2 2/1 3/2 5 /  1 6 / l  5/2 

Melee Weapon Specialization: r l  to attack rolls, r 2  to damage rolls, extra 

Bow/Cmubow. Point-bl& range (bow: 6-30'. crmsbow: 6-60') ~ I V S  -2 to 
a t t a c k d m d  

attack roll. N o c M  and mmed can fire before initianve. Crossbows gain 
extra attackUround. 

Nonweapon Proficiencies: General and Warrior Groups 
# of Slob Relevant Check 

.b..L"..".C 
i ~ m l  Hand1 
mmal Traini 

Artistic Ability 
Blackmithinn 

Wisdom 
Streneth 

Direction sense 1 Wisdom 
Etiquette 1 Charisma 0 

Languages, Modern 1 In re 1 h ge n c e 0 
1 Leatherworking Intelligence 0 

" "  
tonemasonry 
wimming ~ 

Weather 1 Wisdom -1 
Weaving 1 Intelligence -1 

Bowyer/Fletcher Dexterity -1 
Chariokering Dexterity +2 

~-.  ~ ~ ~ . . ~  ~ 

Navigation 1 Intelligence -2 
RUnninP I Constitution -6 

Special modifiers apply. 

Proficiency Groups by Class 

Fighter General, Warrior 
Paladin General, priest, Warrior 
Ranger General, Warrior, Wizard 

Extra Nonweapon Proficiencies 
(Optional Rule) 

Additional 

9-11 2 

17 6 

21 1n 

25 20 

Nonweapon Proficiencies: Priest Group 

#of Slot. Relevant Check 

Engineering 2 lntrihgmncr 3 

Local History 1 0 

- 
~elig10i 1 Wbdcm 0 
Spellcraft 1 Intelligence -2 

Nonweapon Proficiencies: Wizard Croup 

W Of Slob Relevant Check 
Proficiency Required Ability Modifier 

2 Intelliaence -3 

9457XXXosO1 
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Master Weapons Chart 
Weight Speed -Damage- .._- c__. ,IL.\ "I-. I p ~ l r ~ ~ . ~  ".. - 

Armor Class Ratings 

'Barbed dart l i p  $ s P -  ld3 ld2 

M B  8 ld3 ld2 
Needle 2CP t: s P -  1 1 

chain mail 5 
Chain mail Br shield, splint mail, 

s P n/a 1 ld2 
S 
B 
B 

s 
L 
M 

Field plate armor dr shiela, full plate 1 
0 Pull plate armor Br shield 

2 ld4 ld3 
5 ld4+1 ld4 
4 ld6 ld? 

chain 

I Dagger or dirk 

h e  dagger 
Panyi-- '-7ger 

r =  GarrinwK 

r Harpam 

Attached 

Onehanded 
Two-handed 

Standard Modifiers to Initiative 

s 
S 

P 
P 
P 
P 

2 ld4 ld3 
2 Id2 ld2 

S 
s 

Ser ro receive a cnarge 
Wading or slippery fwting +2 
W& in deeo water * A  

-2 

- 
2 
2 

- 
P 
P 

ammer, war 
and/Throwh 

Combat Modifiers 

Attack Roll 
Situatic Modlfier r -  I: 

E 
r 

- 
6 
6 

- 
L 
L 

- 
P 
P 

- - - 
7 ld4+1 ld6+1 

?r sleeping or held Automatic 
?I stunned or prom +4 

. . .. 
rlg range 
edium range 

Cover & Concealment Modifiers 

Target is: Cover 
25% hidden -2 -1 
50% hidden 4 -2 
75% hidden -7 -3 
90% hidden -10 -4 

Concealment 
Main-gauche 3gP 
Mancatcher** 30 gP 
Morning star 10 PD 

s 
8 L 

12 M P/B 
10 M -  

- - 
b Zd4 ld6+1 
10 - - 

~ 

Net 5; 



Master Weapons Chart (con't) 

Item Cost (Ibd She Typet Pactor S-M L 
Weight Speed --Damag+ 

Unlplnn - - - - - - - . _-... 

3 7gp 15 L P/S 10 2d4 ldlO ' Bill-guisarme 
Fauchard 5w 7 L P/S 8 ld6 ld8 

Guisannevoulge 8gp 15 L P/S 10 2d4 2d4 
Halberd 1Om 15 L P/S 9 ldlO 2d6 

6 8 ~  7 L P 8 2a4 La* 

L P 8 ld6t l  2d6 
L S 10 2d4 2d4 5 m  12 

5 s  7 

S l i i  s -  6 -  - 
Slim bullet l a  x S B -  ld4t1 ld6t1 

- - - - - - - 
L P 8 ld8 ld8t1 
L P 8 2d6 M6 

spear, long 
-handed 5gP 8 
hhanded 1 5gD 8 

- Staff sling 5 zsp 2 M -  11 - 
l s p  2 S B -  163 ld3 
580 H S P 2 ld3 Id2 

StillkF 
Stiletto 

claymore 2 5 w  10 M S  8 Zd4 Zd8 

Long sword 15gp 4 M S  5 Id8 ld12 
Rapier M P  4 ld6+1 ld8t1 

- - - - - - - Trident 
Onehanded 15gp 5 L P 7 ld6t1 M4 
Twehanded 15gp 5 L P 7 ld8t1 M4 

This weapon inflicts double damage against charging creatures of L or greater size 

W P  l s p  2 M -  8 ldz 1 

** This weapon can dismount a rider on a successful hit. 
*w This weapon available only if allowed by the DM. 
Q This weapon inflicts double damage when used from the back of a charging mount. 
# This weapon inflicts double damage when firmly set to receive a charge. 
t The "Type" category is divided into bludgeonQ (E), piercing (P), and slashing (S). 
$ These items weigh little individually. Ten of these weigh one pound. 
5 The staff sling can use either sling bullets or sling stones, in addition to stinkpots, as 

ammunition. 

Missile Wc 
Ranpe 

Weapon nur S M L 

Bow. como. lonc. 

Bow, lonnl 

Lvn. mu",. 211 5 10 15 

Cmsbow. khht 1 6 12 18 

Hand axe 1 1 2 3  
Harpoon 1 1 2 3  

Sling bullet 1 5 10 20 

~taffslingstone Z/I - 3 - 6 9  
Trident 1 0 1 2  

"ROP" is the rate of f i rehow many missiles 
that weapon can fire in one round. This is 
independent of the number of melee attacks 
a character can make in a round. 

category (short, medium, long) includes 
attacks from distances equal to or less than 
the given range. Thus, a heavy crossbow 
fired at a target 136 yards away uses the 
Medium Range modifier. 

The attack roll modifiers for range are -2 for 
medium range and -5 for long range. 

Arquebuses (if allowed) double all range 
modifiers. 

Range is given in fms ofyards. Each range 

Melee AttackdRound 
Level AttackdRound 
1-6 l/round 
7-12 3/2 rounds 
13t Z/round 

Helmet Effects 
Vis. Hm. Wnt. 

Vis. is the modifier applied to any check the 
DM requires to spot an object or creature. 

HI& modifier is applied to all checks to hear 
noise while wearing the helm. 



Paladin Special Abilities 

Detect Evil. Detect monsters and characters with evil intentions 
within a 60' radius. Such detection takes one round and no other 
action can be taken. 

Bonus of +Z to a11 Baving throws. 

Immunity to DiseaBe. The paladin is immune to disease. Mummy 
rot and lycanthropy are curses, not diseases. 

Curr Disease. Can cure by touch. 1stSth level: l/week. 6th-10th 
level: ?/week; 11th-15th level: 3/week; 16th-20th level: 4/week. 

Lay on Hands. Heals any creature touched (including self) of 2 
points of damage per level of the paladin. Usable once per day. 

Aura of Protection. All summoned c r e a m s  and creatures with 
evil mtentions suffer a -1 penalty to THACO when withm 10 of 
the paladin. 

Holy Sword. A paladm gams full benefit from a holy sword, 
affecmg a j. radius. This includes the ability to dlspel m a p  with 
the sword. 

Turning Undead. See the Paladin Turning Undead Table. 

War Hone. Can call special mount (chosen by DM) any time after 
reaching 4th level 

Priest Spells. At 9th level, paladin can cast spells of the combat, 
divination, healing, and protection spheres. See the Paladin Spell 
Progression Chart for number and level of spells. 

Paladin Spell Progression 

Paladin Casting - 
3 4 

. .  
Level 

19 9. 3 3 
20 9* 3 3 

*Maximum ability attainable. 

3 

The Paladin's Code 
I will protect the weak and innocent. A paladin is lawful good. 
He believes in the rights of others and in justice and mercy. Those 
who are oppressed must be protected; those who are enslaved 
must be brought to freedom. 

I will not use the powen granted me to seek riches. The paladin 
adventures so that he can help others, smite evil, and extend 
civilizing order throughout the land. He does not adventure for 
mere money. The paladin must donate all wealth discovered to 
good and charitable causes, keeping only enough to pay for his 
modest needs. He must tithe 10% of all he finds to his faith. 

I will not prize magic. The paladin Believes in the strength of his 
faith and his arm, and is wary lest a reliance on magic undermine 
his own skills. m e  paladin can own only ten magical items, 
including one set of armor, one shield, and four weapons. 

I will fight evil and disorder. Paladins are the rock of goodness 
against the tides of chaos and disorder. A paladin must be lawful 
good. Knowingly performing an evil deed causes the loss of all 
paladin powers forever. A paladin who knowingly performs a 
chaotic deed loses all powers until he has atoned for his error. 

I will live a6 an example to others. The paladin should always 
strive through his actions to be a paragon of virtue- an example 
to those weaker than himself. He should not judge others unfairly, 
for this would reflect badly on the one whose powers he wields. 

I will value a good pemon's company. Friendship and trust are 
important bonds in every society, and the paladin should seek to 
build these in others. The paladin seeks out lawful good creatures 
to be his henchmen. He understands that others are not as strong 
in the faith as he is, and treats them with the mercy and kindness 
they deserve. 

Turning Undead 

Type or Hit Dice Level of Paladin 

Ghoulor2HD 1 

* An additional 2d4 creatures of this type are turned. 
** Special creatures include unique undead, free-willed undead of the Negative 

Material Plane, certain Greater and Lesser Powers, and those undead that 
dwell in the outer planes. 



Paladin Spells 
Key: Name; Sphere (A Animal, C Combat, D Divination, H Healing, N Numbek, Ne Necromantic, PI Plant, Pr Protection); Range (R); 
Components (V verbal, S somatic, M material); Duration (D); Casting Time (CT); Area of Effect (AoE); Saving Throw (Save); Book/page number 
(PH P&y~'a Handbmk. TM: TomeofMngic). 
An ifaliciud spell is the reverse of the spell immediately above. 
An asterisk (') indicates a cooperative magic spell. 

1st Level 
0 0 0 Analvze Balance (N. D) R 80 vd; C VSM; D 5 rdt l  rd/lvl; . .  
CT: 1 rd; AdE 1 creature, obkt ,  or IO q; Save: None; TM51. 
C 3 0 Cure Llght Wounds (H) R Touch; C: V,S; D Perm; CT: 5; 
AoE Creature touched; Save: None; PHI99 

Z 3 0 Detect Magic (D) R 30 yd; C. VS,M; D 1 tn; CT 1 rd; AoE 
10' path; Save: None; PH159. 
C 3 0 Detect Poison (0) R 0; C V,S,M; D 1 tn-1 rd/lvl; CT: 4; AoE 
Spcl; Save: None; PHI99 
13 0 Detect Snurr k Pita (DI R 0; C V.S.M; D 4 rd/lvl; CT 4; 
AoE 10 path, 40' long; Save: None; PHZW. 
0 3 0 Endun Cold/Endun Heat (Pr) R: Touch; C: V,S; D 1Whr/lvl; 
CT: 1 rd; AoE Creature touched; bve :  None; PHZW. 
0 3 0 Locate Anlnuls or PImb (D, A, PI) R: 1W yd-20 yd/lvl; C: 
V,S,.M; D 1 rd/lvl; CT 1 rd; AoE 2 0  wde path 20 yd long/lvl; Save: 
None; PHZOI. 
0 30 M ~ g i ~ a l  Stone (C) R 0; C V,S,M; D Spcl; CT: 4; AoE: Spcl; 
Save: None; PHZOI. 
0 3 0 F'rotectlon from Evil (PI) R Touch; C V,S,M; D 3 rd/lvl; CT 
4; AoE Creature touched; Save: None; PH2OI. 

3 0 C Causr Light Wounds 

C 0 C Plotretion from Good 

C C C Ring of Wor 

0 E 0 Ring of HandJ. (Pr) R 0; C: V,S; D 2d10 rd; CT 5; AoE Spcl; 
Save: None; TM54. 

0 C 0 Sanctuuy (Pr) R Touch; C: V,S,M; D 2 rd-1 rd/lvl; CT: 4; 
AoE Creature touched; Save: None; PHZO2. 
0 C 0 Shlllelagh (C, PI) R Touch; C V,S,.M; D 4 rd-1 rd/lvl; CT 2; 
AoE 1 normal oaken club; Save: None; PHZOZ. 

2nd Level 
00 d Augury (D) R 0; C V,S,M; D Spcl; CT 2 rd; AoE Spcl; Save: 
None; PHZ03. 
0 0 0 Bukakin (Pr. PI) R: Touch: C VSM: D 4 rd+l rd/lvl: CT 5: ~~~ 

AoE Creature tou&ed;'Save: None; Ptiio3: 
0 3 0 Chant (C) R: 0; C V,S; D Time of chanhng CT: 2 rd; AoE: 30' 
radius; Save: None; PH203. 
0 C 0 Detect Charm (D) R 30 yd; C: V,S; D 1 m; CT. 1 rd; AoE 1 
creahve/rd; Save: None; PHZ04. 

3 0 C Undrtectablr Cham ID) R Touch; D 24 hr; AoE: 
Creature touched, 

0 C 0 Find Trap0 (D) R: 30 yd; C V,S; D 3 tn; CT 5; AoE 10 path; 
Save: None; PH204. 
0 0 0 Know Alignment (D) R 10 yd; C VS; D 1 tn; CT 1 rd; AoE: 
1 creature or object; Save: Neg; PHZM. 

0 0 0 Reslst Plre/Resist Cold lPrl R Touch: C V.S,M: D 1 rd/lvl: 
0 0 0 Undetectabk Alignment (D) D 24 hr. 

cr: 5; AoE Creature touched; &e: None; PHZffi. 
0 C C Slow Poison (H) R Touch; C V,S,M; D 1 hr/lvl; CT: 1, AoE: 
Creature touched; Save: None; PHZ07 
0 0 0 Speak with Animals (A, D) R 0; C: V,S; D 2 rd/lvl; CT 5; 
AoE 1 animal within 30' radius of priest; Save: None; PHZW. 
0 0 0 Spiritual Hammer (C) R 10 yd/lvl; C V,S,M; D: 3 rdtl 
rd/lvl; CT: 5; AoE Spcl; Save: None; PH207. 
0 0 0 Withdraw (Pr) R 0; C V,S; D *I; CT 5; AoE Caster; Save: 
None; PHZO8. 

3rd Level 
0 0 0 Dispel Magic (Pr) R 60 yd; C VS; D Spcl; CT 6; AoE 30' 
cube or 1 item; Save: None; PH210. 
0 0 0 Bxtradimmiond Deteetlon (N, D) R 0; C: V,S; D 1 rd/lvl; 
CT: 3; AoE 10' path, 60' long; Save: No&; TME6. 
0 0 0 Line of Protection' (PI) R 0; C: V,S,M; D 1 rd/lvl; CT 1 rd; 
AoE 30 yd line; Save: Neg; TM67. 

0 0 0 Locate Oblect (D) R 60 vd+lO vd/lvl: C VSM: D 8 hr: CT 1 
0 0 0 Line ofDeatruction 

m AOE: I i h ;  &e: N-; P ~ I .  

C C 3 M ~ i c d  Vestment IPr) R Touch; C VSM; D 5 rd/lvl; CT: 1 

' 

0 = 0 Obscun Objrct R Touch 

rd; AoE Caster; Save: None; PHZ11. 
0 0 0 Negative Plane Prokclion (Pr, Ne) R Touch; C V,S; D Spcl; 
CT: 1 rd; AoE 1 creature; Save: None; PH212. 
0 0 0 Rayer (C) R 0; C V,S,M; D 1 rd/lvl; CT: 6; AoE: 60' radius; 
Save: None; PH212. 
0 0 0 Protection from Fire (Pr, EleFire) R Touch; C V,S,M; D 
Spcl; (X 6; AoE Creature touched; Save: None; PH212. 
0 0 0 Remove C u m  (Pr) R Touch; C V,S; D Perm; CT 6; AoE 
Spcl; Save: Spcl; PH213. 

0 0 0 Bestow C u m  (PI) D 1 b/lvl; AoE Creature touched; 
Save: Neg. 

0 0 0 Remove Paralysis (Pr) R 10 yd/lvl; C V,S; D Perm; CT: 6; 
AoE Id4 creatures in 20' cube; Save: None; PHZ13. 
3 C 3 Speak with Dead (D) R 1 yd; C V,S,M, D Spcl; CT: 1 tn, 
AoE 1 creature; Save: Spcl; PHZ14. 
3 C 3 Uneuthlv Choir IC) R 0; C V; D In5mt; CT 5; AoE SKI. 
Save: X; TM73. 

4th Level 
3 3 3 Cure Serioui Wound# (H) R: Touch; C: VS;  D Perm; CT 7; 
AoE Creature touched; Save: None; PH217. 

3 3 3 Dctcct Lie (D) R: 30 yd; C: V,S,M; D 1 rd/lvl; CT 7; AoE: 1 
creature; Save: Neg; PH217. 

C C C C a w  Serfous Wounds 

C C C Undrtretable Lie D 24 hr. 
0 0 0 Divination (D) R: 0; C V,S,M; D Spcl; CT 1 tn; AoE Spcl; 
Save: None; PH217. 
0 0 0 Fo~tifv' (H) R 0; C V5,M; D SKI; CT 6; AoE Creature 
touched; savi: NOne; TMW. 
0 0 0 Neutralize P o i m  (H) R Touch; C V,S; D Perm; CT 7; AoE 
creature touched or 1 cu ft/2 Ivl; Save: None; PHZ19. 

0 0 0 Protection from Evil, 10' Radius (Pr) R Touch; C V,S,M; D 1 
tn/lvl; CT 7; AoE 10' radius; Save: None; PHZ19. 

0 0 0 F'rotectionfrom Good, 1O'Radius 
0 0 0 Protection from Lightning (PI, W) R Touch; C V,S,M; D 
Spcl; CT: 7; AoE Creature touched; Save: None; PH 219. 
0 0 0 Reflecting Pool (D) R 10 yd; C V,S,M; D: 1 rd/lvl; CT 2 hr; 
AoE Spcl; Save: None; PH219. 
0 0 0 Repel Inact. (A, PI) R 0; C VSM; D 1 tn/lvl; CT 1 rd; AoE 
10' radius; Save: None; PH220. 

0 0 0 Poison Save: Neg. 

3 3 3 Spell Immunity (Pr) R Touch; C V S M ;  D 1 tn/lvl; CT 1 rd; 
AoE Creature touched; Save: None; PHUO. 
3 3 3 Tongues (D) R 0; C: V$; D 1 tn; CT: 7; AoE Ca3ter; Save. 
None; PHSO. 

0 0 0 Babble AoE: 60' radius; PHZ21. 



Ranger Abilities The Ranger's Code 
Fight with two weapons. The ranger can use two weapons 
without penalty whmvwearing leather, padded, or studded 
leather armor. When wearing other armors, the standard penalty 
of -2 (primary weapon)/4 (secondary weapon) is applied (plus 
Dexterity adjustment). 

Tracking. The ranger knows the Tracking Proficiency without 
expending a proficiency slot. This proficiency improves by +1 per 
three levels of the ranger. 

Hide in shadows. When wearing studded leather or less, the 
ranger can hide in shadows in natural surroundings at the 
percentages listed on the Ranger Ability Table. This is halved in 
non-natural surroundings. 

Move silently. When wearing studded leather or less, the ranger 
can move silently in natural surroundings at the percentages 
listed on the Ranger Ability Table. This is halved in non-natural 
smvndings.  

Species enemy. Before advancing to 2nd level, a ranger must 
choose a creature type to be a specific enemy. The ranger gains a 
t4 bonus to attacks vs. that creature type. He suffers a -4 penalty 
on all encounter reactions with the same. 

I will protect the innocent. A ranger must always strive to be 
good. He lives to fight against evil, although he won't necessarily 
throw his l i e  away. 

No one is unimportant. The ranger does not ignore the sufferings 
of those who are too poor or too far from civilized lands. He helps 
those who have M other protection. 

All beings have worth. The ranger protects not just humans, just 
elves, just dwarves, just demihumans, or just intelligent creatures. 
Animals deserve protection as muchas people. 

Nalun is not evil. A bear killing a deer is the way of life-it is not 
an evil act. A man hunting a bear is not evil, unless the man does 
so simply to destroy without cause. 

I will obey gwd laws. A ranger is not required to be lawful. A 
ranger can choose to disobey laws that harm the innocent 
(although a change in alignment for lawful rangers may be in 
order as a result). 

I do not fear death. The ranger knows his calling could mean a 
cold and lonely death, and he accepts that fact. He does not seek 

Animal empathy. A ranger can automatically befriend any 
domesticated animal. Wild animals must fail a savlng throw vs. 
rods to become fnendly. The animal's save suffers a -1 penalty 
per three levels of the ranger 

Spell-cwting. At 8th level and above, the ranger can cast priest 
spells of the plant and animal spheres. See the Ranger Ability 
Table for spells allowed per level. 

Followen. At 10th level, the ranger attracts Zd6 special followers. 
The DM will determine the type and number attracted. 

. 
to die, but is willing to give up his own life if there is no other 
way to stop evil's advance. 

Shngth comes from within. The ranger quickly learns to rely on 
himself before all others. As such, rangers do not acquire 
henchmen, hirelings, or servants before 8th level. 

I will go where I must. The ranger is ready, perhaps even eager, 
to travel wherever evil must be attacked. As such, he travels with 
no more gear than he can carry. 

Tracking Modifiers Table 

Terrain Modifier 

-5 

Movement While Tracking Table 

Chance to Track Movement Rate 
1-6 1/4 n o d  

.7-14 1 /2 normal 
15 or greater 3/4 normal 

Tracking Proficiency 
Rangers use the tracking proficiency to follow the trail of creatures 
and characters across moat types of terrain. To succeed, a proficiency 
check is made against the ranger's Wisdom score. For the purpose of 
the check, the ranger's Wisdom is increased by t1 for every three 
levels of the ranger (tl for levels 3-5, +2 for levels 6-8, etc.). The die 
roll is modified by the trail conditions given on the Tracking 
Modifiers Table. 

Before tracking, the ranger must find the trail. The ranger must 
have seen the creature in the last 30 rounds or there must be clear 
evidence-eyewitnesses, bodies, etc.-that the creature was present 
A check is made to see if the ranger then finds the trail. 

After finding the trail, further check are made when: 
The chance of success decreases (due to rain, age, etc.). 
A second track crossea the first. 
The ranger resumes after a halt (for sleep, food, fighting, etc.). 

If the ranger loses the trail, a second check can be made after an 
hour of searching. If this is failed, the trail is lost. 

The ranger can also make a check to identify the type and number 
of creatures he is trailing. All modifiers apply to this check. 

Following a trail slows the ranger. The rate of movement depends 
on the clarity of the trail, a8 given on the Movement While Tracking 
Table. 



Ranger Spells 
Key: Name; Sphere (A Animal, C Combat, D Divination, H Healing, N Numbers, Ne Necromantic, PI Plant, Pr Prokction); Range (R); 
COmDOnentS (V verbal. S somatic. M material): Duration ID): Castin= Time (CT); Area of Effect (AoE); Saving Throw (Save); Book/page number . ,. .. 
(PH'Player's Handhvk,'TM: Tome.ofMagic). '. 

Italicirrd spells are the reverse of the speli they succeed. 
An asterisk (*) indicates a cooperative magic spell. 

1st Level 
C 0 3 Animal Frlendihip (A) R 10 yd; C V S M ;  D Perm; CT: 1 hr; 

C 0 3 6ntanle (PI) R 80 vd; C V S M ;  D 1 tn: CT: 4; AoE: 40' cube; 
AoE 1 animal; Save: Neg: PHI%. 

. .  
Save: U; P H Z ~ .  
0 0 0 Invisibility to Anlnuls (A) R Touch; C S,M; D 1 btl 
rd/lvl; CX 4; AoE 1 creature touched/lvl; Save: None; PH200. 
0 0 0 Locate Animalo or Plants (0, A, PI) R 100 yd+20 yd/lvl; C 
V,S,M; D 1 rd/lvl; CT 1 rd; AoE 20' wide path 20 yd long/lvl; Save: 
None; PH201. 
0 0 0 L q  of Everbumlng (PI, &-Fire) R Touch; C VS; D 1 
hr/lvl; CT: 1; AoE Spcl; Save: None; TM53. 
0 0 0 Paw Wlthout Trace (PI) R Touch; C V,S,M; D 1 hr/lvl; CT: 1 
rd; AoE Creature touched; Save: None; PHZO1. 
0 0 0 Shillelagh (C, PI) R Touch; C V$,M; D 4 rd t l  rd/lvl; CT 2; 
AoE 1 normal oaken club; Save: None; PH202. 

2nd Level 
0 0 0 Barkskin (PI. PI) R Touch: C VSM: D 4 rdtl rd/lvl; CT 5: 
AoE: Creature to&hed;.Save: None; F'HZ03. 
C 0 3 Charm Person or Mammal (A) R 80 yd; C V,S; D Spcl; CT 
5; AoE 1 person or mammal; Save: Neg: PH203. 
C 0 3 Goodberry (PI) R Touch; C: V,S,M; D 1 dayrl day/lvl; CT 1 
rd; AoE 2d4 fresh berries; Save: None; PH205. 

3 C 0 Badbrny AoE: 2d4 rotten berries. 
C 0 3 Messenger (A) R 20 yd/lvl; C V,S; D 1 day/lvl; CX 1 rd; 
AoE 1 creature; Save: Neg; PH206. 
C 0 3 Snake Chum (A) R 30 yd; C VS;  D Spcl; CT: 5; AoE 30' 
cube; Save: None; PH207. 
C 0 3 Speak with Animals (A, D) R 0; C. VS;  D 2 rd/lvl; CT 5; 
AoE 1 animal within 30' radiu!, of priest; Save: None; PH207. 
C 0 3 Trip (PI) R Touch; C V,S; D 1 m/lvl; CT: 5; AoE: 1 object up 
to 10' Ion& Save: Neg; PH207. 
C 0 3 Warp Wood (PI) R 10 yd/lvl; C VS;  D: Perm; CT: 5; AoE 
Spcl; Save: Spcl; PH208. 

C 3 0 Shaightrn Wood 

3rd Level 
C 3 3 Hold Aninul (A) R 80 yd; C: VS; D 2 rd/lvl; CT 6; AoE 1-4 
animals in 40' cube; Save: Neg; PH211. 
3 3 3 F'ht  Gmwth (PI) R 160 yd; C V,S,M; D Perm; CT: 1 rd; 
AoE Spcl; Save: Spcl; pH2IZ. 
3 3 3 Slow Rot (PI) R Touch; C V,S,M; D 1 week/lvl; CT: 1 rd; 
AoE 100 cu ft plant materi.l/lvl; Save: None; TM70. 
3 3 3 Snare (PI) R: Touch; C: V5.M; D Perm until triggered; CT 3 
rd; AoE: 2'diam circle-l"/lvl; Save: N m ;  PH213. 
3 3 3 Spike Gmwth (PI) R 60 yd; C V,SM; D 3d4 hrrl hr/ivl; CT: 
6; AoE 10' q/ lv l ;  Save: None; PH 214. 
3 C C Summon lnmh (A. Sum) R 30 yd; C V,S,M; D 1 rd/lvl; CT 
1 rd; AoE 1 creature; Save: None; PH214. 
3 C C Tree (PI) R 0; C: V.S.M; D 6 rn-1 m/lvl: CX 6: AoE: Caster: 
Save: None; F'HZ15. 

Ranger Abilities 

11 7wo 86% 4 2 2 -  

16t 99%' 99%. 9' 3 3 3 

Maximum ability attainable. 

Multiclassed Rangermmid 

This combination of classes for half-elves is purely optional, 
as it involves a conflict in alignments and loyalties. However, 
campaign conditions may favor the creation of such characters, 
if the DM and players wish to experiment with them. The 
Complete Ranger's Handbook, p. 79, gives guidelines for playing 
these characters which are repeated here: 

A nature deity of good a l i p e n t  must exist whose specialty 
priests are all druids. This priesthood must also have an allied 
group of rangers. Any half-elf ranger/druid must obey the level 
limits for demihumans given in the DUNCEONMASTERm 
Guide, page 15. (It is suggested that the half-elf might also have 
to be neutral good in alignment.) 

Even when using the optional level-advancement system for 
exceptional ability scores, it is unlikely the character can 
compete for the 12th level of druidic power, the level at which 
he must fight. The character is usually destined to have enemies 
among the more conservative druids, becoming the target of 
their subtle plots, and is likely to suffer from divided loyalties in 
situations pitting his obligations as a ranger against those as a 
druid. 

If half-elf ranger/druids are permitted, then dual-classed, 
neutral good, human rangerdruids or druid-rangers might also 
be allowed. 







By David “Zeb” Cook I 

I 
At last, gaming screens for players, too! 

he Fighter’s Screen speeds up gam e most frequently used z character-specific information from the ADGD’ game Player’s Handbook and 
Complete Fighter’s Handbook and making it instantly accessible. Now the details 
players need on the spot to play any warrior class-including fighters, rangers, and pal- 
adins-can be right at  their fingertips. The screen folds in a neat triangle that sits on 
the table top in front of Dla at-a-glance reference. 

Is0 enclosed are erght additltlundl pages of valuable reference material that can A be slipped into character folders. These pages feature an extensive Player’s Handbook 
and Tome of Magic spell and spell-statistics list for rangers and paladins, a complete Master 
Weapons Chart, and other handy tables and charts. 

Suitable for all leoels of vlau. 
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