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INTRODUCTI®N

Cior vour hands on the new edition
ol the DUMCEONE & DRACOMSE
oame? Ready to do bartle with
the minions of Hell? VWelcome to
Lhagin £ (oblerie, your ticket
0 adventure,

Char story s based on the best-
selling DaBlLo 1 computer pame.
The archfiend Duable s agam
trving to take over vour home
land, Khanduras—and he's got
world-class help this time. As a
pleyer, you can try to put an P—rl
to his plotting or, as DM, see if your players are
the rask!

Thizs book gives guidelnes for creating and equip
ping the DiABLO [l characters, from lithe amazons

2 Up Lo

with hunter's hows to enigmatic
necromancers armed with desw
astating soythes {and enough
marsters and treasures to start
adventuring now,.

You'll alse find a few new
twists on some radiconal char-
acter classes: the DiABLL | bar-
barian and paladin aren't exactly
what you remember from the
|Jf‘.—|:].'!{. Pleryers | ard
the sorceress class (sn’t just a

T i
i

'-F_"'][I'J.Ii_‘ WO ST -L'II— L;".LT- =SOTCECEL.
news, built speoially for the DED version ot

oy weell into any

Thesa ara
DianLo [l—though chey'll also fit pret
DED campaign satting

WHAT'S THE ST@®RY?

Vhile the DiapLO setting contains a canunent of far-
a3y minpdoms, barbanans and rogues, sorcerers and
necrarmancers, and enchanted creatures both wonder-
Ful and terrible, the heart of the story is the secret nse
of Hell's princes inthe Mortal Bealm. If they can take
control here, they'll get the upper hand against the
[orces of Light and Order. Already many strongholds
long secure azainst tham have fallen, and areas ance
sacred to the Light have been corcupred.

Areas thar have fallerrunder demonic influence must
be freed! | he Dungeon Master can use this hook to set
upr general adventures of exploration and demon erad-
wation. The companion volume, To Hell and Back,
presents adventure and world details based directly on
the computer Same.

Demons and the Prime Evils
Since Time hegan, the forces of Order and Chaos have
fought wo decide the fate of Creation. Now, after cen-
turies of bhattles and defeals, the demon prnces think
the Martal Bealm is the keyv to victony

Haorarever, Lo wage all out war on humamty would
dangerously weaken Hell’s forces and would prabably
lzeaed o direct intervention by divine forces. Thus, the
dermon princes Baal, Mephisto, and Dablo—a trio
hnoswn az the Prime Ewils hatched a devious plot.
Theyv had themeelves cast onte the Prime Plane as of
exiled from the Infernal remons as the result of a
demonic poswer strugele, and quiethy began a long and
subrtle campaign of corruption.

Baal tricked Tal-Rasha. a supremely powertul wiz-
ard, intc imptisening him n the wizard'’s own body for
many years. [ time, Baal utterly corrupted the wazerd
and gained access to the magic loreof the Hovadrim
humamty’s greatest sorcerous cabal.

Mephists has been imprisoned for many years in asoul
sfore under the main temple of the: Zakarum faith in the
capital of the Eastern Empire, the city of Kurast. Oher
time, Mephisto has gained control of the store and eor-
rupted the priesthood, mcluding Que-Hegan Sankebur,
the highest mortal authority of the Zakarum fazth.

Dialio caused a war between the bwo nations of
khanduras and Westmarch, resulting @ the first
DiapL story (see Woe of the Hero helow)

Woe of the Hero: The Diablo Story

Diablo ook control of the small western kingdom of
Khanduras, sworking deep n ancienl catacombs
beneath the town of Tristram. He snared gaod Ring
Learic and many other pecsons of power. At last, a
lone hera plumbed the hellish depths of the labyrinth
and confivnted Rirm.

Knowing that the demon prisice s spirit could not be
destroved, the-hers made a noble sacrifice—castineg
bus soul ard samity aside, he took the spint ot Diaklo
inte humaelf, hoping that his own streneth of will could
contain the demon. Unknown o all. this selfless act
not cnby ensured Diablo’s victory, but also damned the
unnamed hera’s soul With his tragic failure, the story
Bsepirs e . . .



Using This Book
This book has two goals. The first is to let
plavers create ther own amazon, barbar-
ian, necromancer, palading, and sorceress
sharacters, then provide them with
squipment, spells, special abilities
and a desire for fame
and fortune! a
The second goal B },1 -
5 te gmive the JedfA ‘*—
Dungeon Master ) \*’\
anough informa “‘
tion to start the Iﬁ,,
characters on the
F:\-'_'I.tl"l FI'T_}TFI ﬁ-':!':l-l_f:;_]EE!._j
abscurity oo the pinnacles of power,
wealth, and glory. Look for the
supar-adventure To Aell and Haock
or & major epic adventure and
eyl Mmore campaign details,
I & plaver can't find every-
thing she needs to create
the character she wants,
chances are the informas-
zion she's lacking is in
che D& Player's
Hanfbook.  Some-
arE i Lhe LTI
orop should have a
copy—the  Dun-

geon  Master, / 5

at the very a8
l=ast. {_ﬁf ¥
That /s
[k y "'r
defines

alot of the words and rule concepts we assurme you know
here—consider it highly useful, but vou don't absolately
have: to have it as long as someone in your group does,

If'the DM needs mores information on chmate, Lerrain,
.|5hL|:15. smake, and s0 on, 1it's almost I_"Er'l.ﬂ.i]'l:_‘:.-' i1 o ol
three places: the DED Duwceon MasteErs Guide, the
Monster Monued, or Diasn - To Hell and Back, the
companion t© this volume

What About All That Other Stuff?

fou may notice the equipment section has no listing
for food. Is that a problem? After all, the game
designers at Blizzard Entertainment wisely realized
that part of the great pastume of escapism is not warry-
ing about such commeoenplace trifles as eating, drinking,
and paying bills,

lhe beauty of the DiasLo | setung is that it does
Ik |_I'_'II:|_'|}i B FT'IIJ-:'.."I n i'l'l'u'F.‘.!-. '_i_ié.ﬂ.lll"rl ﬂﬁd INCErachion as

it does on good old-fashioned door-bashing, skull-
cracking, hoard-looung actien. But hey, you paid for
it, iL's your game now, so if vou want to add more lev-
els of complexity, they're out there for you, in those
ather books,

The point were trying to make is that you don't need
them to enjoy the flaver of the Diaplo 11 setung. If
vou've purchased this book, youre probably more inter-
ested in kicking demon butt than keeping trach of vour
rationg, amyway. Right?

ENSUGH TALK!

What youTre stll reading the introduction? Get out
your dice, turn Lhe page, and start carving your path to
glory in the world of DrasLo |1



CHAPTER I: CHARACTER CLASSES

detail
class.

The next several pages
each DIABELS (] character
Flayers unfamilbar with Dumceons
& DRAacOMS class descriptions
should refer to the Mlayers Hand-
hoak for information.

Important MNote: YWhen
choosing a magic abdmy, you can
take one from a lower group. For
example, you can take a Group |
ability instead of a Group 2 ability f
YOU Wwant.

AMAZ&N

This powerful woman warrior belongs to one of the
nomadic bands that roam the plains near the South Sea,
Their wandering often brings the bands into conflict with
other peoples, so the amazon 1s accustomed to fighting in
crder o defend her own. This Ifestyle has made her
fiercely independent and akle to weather severe hardship
and travel. While her skill with the bow rivals the rogue's
the amazon is also adept m thee use of spears and other
throwing weapons, as well as in melee combat. The
armazon s rmuch sought after as a merce-
nary, i which service she iz loyal as long
as her own ends are alsa served.
Adventures: An amazon
adventuring as a series of skirmishes
with the forces of ewl —something o
prepare Rer for her part in the final bat-
Le 1o corme. The minones of darkness
she wanguishes now, the amazon rea-
sons, reduce the number she must
eventually face—and coincidentally
allow her to improve her combat skills.
Characteristics: The arnazon excels
at ranged combat. The spear, javelin,
and of course, bow and arrows are her
favorite weapons, and the magical
effects she can produce with themn far
surpasses what other classes can do
with the same weapons. She fares less
wiell in melee combat than a barbarian
or a paladin, and s less adeptwith magic
thar a necromancer of SOrCeress,
Bachground: Amazons the
gestruction of the Prime Evils as their des-
tiny in the warld—part of a step toward
a new era of greatness for mortals.

VIEWE

SETET

Option: Multiclass Charac-

Ther oracles long age predicted
the events of these times, and the
s characlers amazons have been preparing for
vears to battle the swils that rnow
plague the land. Thaugh their true
origing lie in the [slands of the
Thres Sisters = the Twin Seas.
they have ventured into the world
to do ther part

Game Rule Information
Amazons have the [Bllowng
game statistios.

Abilities: Dexterity = vital to
the amazen's combat skills, since it modifies her chance
ta strike with a ranged weapon. Wisdom allows the
amazon w be the eves and ears of any adventunng
party. Charisma enhances her special class magical all
ities, and Intelligence gives her a good selecton of shills

Hit Die: 10

Class Skills

The amazon'’s class skills {and the key abilicy for each
skill) are Craft, Craft (bowyer) {Int}, Craft (flercher)
(Int), Disable Device {Int), Heal {¥Wis). Rnowledge




wreligion) {Int), Listen {Wis), Move Silently (Dex),
search {Int), Spot (Wis), and Wilderness Lore (Wis).

Skill Points at 1st Level: (2 + Int modifier) =d.
Skill Points at Each Additional Level: 2 +~ Int

rradifisr,

Class Features

The fallwing are all class features of the amazon. The
amazon acquires them at specific tmes during her
career, as shown on the Amazon table,

Yeapon and Armor Proficiency: Amazon:z are
skilled with all weapons and armer, including sheelds.
Meote: Each armar skill has a minimum Strength score.
If wour character doesn't meet this score, don't write
the skill down yet - her Strength needs to improve
hetore she can use armor of thal Lype.

Amazon Starting Package

Armor: | sather +2 AC, armor check penalty 0. spesd
30 ft., weght 15 |k

Weapons: Sharthow (1d6, crit %3, range 60 ft., 2 b,
Medium-size, Piercing), javelin (ld6, crit x2, range 30
fi., 2 Ib., Medium-size. Piercing).

Table 1-1:

Attack Fart. Ref.

Lewvel Banus Save Save
| +1 +2 +0

2 d 13 +H
3 3 E3 3
4 4 i4 |
J =5 +1 il
G —f=1 +5 +7
7 +F =2 +5 +2
3 g/+3 Ho +2
¥ +3f+4 +& +3
10 +[0/+ 5 7 3
1 +I i+ +7 +3
12 + 254+ T7+2 & +4
3 A B S +d -4
4 AEFEE-TRE ] + G 4
5 LS 0 5 +4 +5
] les L ral el ] -5
IT + T+ 12+ Ti+2 =0 5P
L& + B+ 38+ 3 +I1 +&
[ +15 4+ T +4 =11 +5&
20 + 20 5 10 +5 +12 +5
Fl | r&bta LG L b k2 7
23 22OUT 20 T 2 i3 o
23 23018513 B3 & +
24 =i+ 5+ +14 +a
da =252+ 15+ 10/ +5 +14 +a

Quick Skills: Choose a number of shills equal to 2 +
Int modifier:

A‘I"'I'I"I:DI"
Skill Ranks Ability Penalty
Craft (bowmaking) 4 Imt
Disable Device 4 Desx. -
Heal 4 Wis —
Fnowledoe (religion) 4 [nt —
Listen 4 Wis ——
Maowe Silently 4 Dex 0
Search 4 It
Spot 4 Wi —
Wilderness Lore 4 Wis —

Feat: Point Blank Shot.

Magic Ability: Fire Arrow.

Gear: Backpack with waterskin, one days rations,
blanket, bedroll, flint & steel, | light healing potion, 2
quws_'.r:i L'l'rE[] AT S F_'i-_'ll'_'l"l.

Gold: 10 op.

Amazon Abilities

Amazons have a deep understanding of certain mysti-
cal processes, such as those that enchant nonmagical
arrenws, jevelins, and other missiles. Because the world

Amazon
Wil Ability Magic
Bave Faats Increase .ﬂ.hility
=0 I5¢ — Cirtaup 1
0 - - Liroig |
3 | 2ned — Croup i
3 | lst

i Cirowp 2
+7 3rd - Croup 2
+2 - — Cranza 2

+2 — 2rud —
+3 4t — Crowp 3
i3 Croup 2
3 Croup 2

+4 fth Ird

=3 —_ - Ciroays 4
+4 — — Croup 4
+3 tith -— Cnoup 4

L3 — dth —
£5 Croup 3
~f Tth Ciroaap
= - s Crowap &

= _ Sth —
+7 Bih —_ Cirowip @
-7 — — Ciroup &
+7 — — Croup &

+5 St tch -

+& — — —



of Khanduras is nch in magic, the amazon tribes make it
2 point to train their membears to harness i

A Istdevel amaron starts to learmn this knowledge,
taking one ability from the Group | Ability list below.
Another is gained at 2nd level, and one at 3rd.

At 3th through Tth level, the amazon can choose ahil-
ines from the Group 2 list. At 9th through |th level,
Croup 3 abilities can be taken. Group 4 abilities can be
taken at 13th through 15th, Group 5 abilities at [Tth
through 19th, and Grougp 6 abilioes at 21st through 230d
leweesl, [T hese chomes are listed on the Amazon table, )
Sorme of these chowes have prerequisites, ahilities that
must be taken first.

MNote: Abilites marked with an asterisk (¥} are spe-
cial. After using the ability, the amazon must make a
Charisma check {(DC 1% + ability-group number). Fal-
ure rmeans the ability cannet be used for the rest of the
day. Mana potions-can restore an ability, counting its
group number as s spell level, A restored ability can be
used freely until the amazon fails another cheek while
LSing It

Grour 1 ABILITIES

Critical Strike: You zamn the feat Improved Critical,
[gnore the prereguisites of the feat-—you need not
have them,

Fire Arrow : You can Lake a full-round action to
enchant and shoor normaial arrows as fire arrows, & bt
deals normal arrow damage plus 1d6 points of nonmag-
ical fire damage. You can turn one normal arrow into a
fire arrow for each ranged attack your level allows.
Arrows used in this wey can t be recoverisd.

Inner Sight: You gain a | 2 eircumstance bonus o Spot
checks against crealures in darkened areas. You also
have & +2 circumstanee bonus to vour attacks against
such creatures 1if you are within 30 feet of them. You
can't be caught flat-footed or sneak altacked by crea-
tures you spot using this ability. You don®t take any
penalties for darkness that would be negated by low-
||ghL VIS

Jab: If vou are using a percing weapon (type P on the
Weapon table), vou can take a full-round acuon to
make vour primary meles attack and two more melee
altacks, you do not apply atltack or damage bonuses for
Strength. Each attack's chance to hit suffers a cumula-
uve —2 penalwy, and all damage rolls have a -1 penalty
(rinimum damage | per attack).

£l L]
Magic Arrow : You can take a fullround acuon w
Create F.IFII.'l. EFF: I'I'I-Flgil'.' FAFTCA N, TI'IBHE AT E ﬁl“’ﬂ}'ﬁ JLt.
and have a 1| enhancement bonus to damage, You can

turn one rLUi‘JrTlLﬂgi-::aJ ArTOM 1D A I'r:Elgir: arren fior each
ranged attack your level allows. The magic arrows dis-
appear after they hit.

Grour 2 ABILITIES

Cold Arrow': You can take a full-round action o
enchant and fire normal arrows as cold amows. A it
deals normal arrow damage plus ldé& poiLs al cold
damage. A target subject to cold effects must make a
Fortitude save ar be slowed for 1d3 rounds (see Chapter
3). You can turn one nanmagic arrow into a cold arrow
for each ranged altack your level allows, Arrews used in
this wav can't be recoverad.

Dodge Attacks: You can take a full-round action to
hecome more difficult te hit in meles. If yvou do not
attack or move more than 5 feet in vour turn, you geain
a 14 dodge bonus to vour AC against melee attacks.
Also, 1f you make a successful Reflex save aganst an
attack that allows a Reflex save for half damage, vou
take no damage instead.

Multiple Shot': You can take a full-round action ta
enchant and fire normal arrows as multiple-arrows.
The arrow sphts into three arrows in flight, allowing
three attack ralls against different foes. You can atlack
each foe only once this reund, and each arrow’s chance
to hit sutfers a cumolatve =2 attack penalty, You can
tUrn cne nonmagic arrew nte a muluple- shot arrow for
each ranged attack vour level allows, Arrows used in
this way can't be recovered. Prerequisite: Magic Arrow.

Poison Javelin': You can ke & full-round action to
enchant and hurl 2 normal javelin as a poson jovelin,
The javelin streaks woward its tasget, leaving a trail of
green vapor. 1 it hits, the javelin deals half damage and
the targel creature may be poisoned. 1he target must
miake a Forttude save (DC 14 + ane-third yeur level +
vour Charisma bonus) or suffer initial damage of | point
of temporary Constitution, and secondary damage of
142 paints of temporary Consutulion.

Breathing crearures within 3 feet of the path of the
javelin are exposed to its gas tral. They must make «
Fortitude save at DC 13 or take | point of temporary
Constiouton damage,

Lost Constimation is regained al Lthe rate of | point per
day [ per day if the characler only rests). The javelin
can't be recoverad.

Power Strike’: You can take a full-round acten to
attack once with a meles weapon. If you hit, vou also
discharge an electrical bale into the foe. The baole deals
|d¥ points of electrical damage for avery 5 levels vou
have achieved (maxumum 3d8). Frereguisite; Jah.



GROUP 3 ABILITIES
Avaid: You gan the feat Deflect Arrows, regardless of
whether vou meet the prerequisites. (Reflex save
against [0 20 + any mamcal attack bonus). Freregui-
site: Dodge Attacks.

Bolt of Lightning’: You can take a full-round action to
enchant and burl a normal javelin as a bolt of fghtning. In
rid flight, the javelin transforms mto a bolt of lightrang,
dealing 2d10 points of electrical damage to whalever it
slrikes, with a Reflex save (DC 13 + one thind vour level
your Charisma bonus) allowed for half damage. The
javeln can't be recavered. Prermguisite: Poison Javelin,

Exploding Arrow : You can use a [ull-ound action to
enchant and fire one norrmal arrenes as an exploding arrow.
The arrow is charged with lethal energy that deals dam-
age Lo all creatures within 13 feet of the ereature hic. The
blast denls |db points of damage for every two of your
lewnzls {masarmurn [Qda). A creature not hit but inthe area
i5 a]|-ﬂ‘-'-.-‘-E'r.:“| fu R.L‘.I-I'L".:'l'_ SAWES [DC |?I ™ ar li_"‘—'u' I.'II'I'j ':|l'l'_'IIJI' IE'll'Et |
vour Charisma bonus) for half damage. Miszes have no
effect, The arrow can't be recovered. Preveguasile: Fire
Arronay, Multiple Shat,

Impale: You can deal more damage with 2 melee weapon
at the cost of its Durahilite. Declare this abihty before
rolling the attack. IMvou b, the weapon deals +2d& points
of damage, Your weapon takes an automatic 2 points of
Durithility damage, plus the normal effect for the damage
vou deal as well, Note: [f vou are not using the Durabili
by rules, the weapon breaks if it fails a specal 1d20) check
\DC is half the damage dealt). Add your weapon's miag-
cal artack bonus, Fany, Lo vour roll. Precegedsie: Jak.

Slow Missiles’: You can use a fullround action to
make all projecrile or thrown missiles coming within 30
feet of you until your next turn—to Titerally slow in
flight. Those Largeted by such missiles gam a +4 dodge
bonus to their AC. Any enchanted missile (including
the magic missife spell) must make a successful saving
throw (DC T + vour level + your Chansma bonus) or
lose 1ts magic, Missiles formed entirely of magic are
harmlessly destroved, Prereguisite: Inner Sight.

Grour 4 ABILITIES

Charged Strike": You can Lake a full round acton Lo
attack once with a melee weapon and discharge an
glectricsl bolt into the foe if vouw hit. In addition to deal-
mg normal damage, the weapon is electrically charged,
deahng 2d& points of electrical damage and releasing a
single charged Bt spell (see Chapler Three) that tar-
gets foes not struck nearest the point of impact. Pre-
raguisita: Power Stnke, Golr of Lightring,

Guided Arrow : You can use a full-round acticn to
enchant and fire a normal arrow that hics the nearest
foe within range, even turning eorners or thying through
an cpen door. If two or more foes are al equal range,
the tarzet 13 determined randomby. Prereguisite: Cold
Arrow, Multiple Shot,

Ice Arrow : You can use a full-round action to enchact
and firg a normal arrow as an ice arrow, [0 addition to its
r1urrr|u| I'_‘Ii_‘lfT'Iij_\!-:F.B, |J'IL‘ cAlTEA I'_‘IUiil_'-i :.El'_iEl F".‘{]ir'lt!i [}F I'_'L'Ill'_‘l II:IEEIT.'I—
age. Further, the foe struck by the arrowy must make a
Forutude save (DC 14 + one third vour level + your
Charisma bonus). Failure leaves the fos frozen in place
and helpless for 1d3 rounds. Prereguisite; Cald Arrow,

Penetrate : You learn to see the weak points of your
Largels. When using a ranged weapon, you ignore |
point of vour tarpet’s Armor Class for every five lev
els vou have achieved (shields and natural armor are
counted as armor for this purpose). FPrereguisite:
Critical Strike.

Plague Javelin': You can enchant and hurl a normal
javielin in the same round. The javelin streaks toward s
target, leaving a trail of green vapor [Fic hits, che javelin
deals half damage and the target creature may be poi
soned. The creature must make a Fortitude save (D0
|4 + one-third your level + your Chansma bonus) or
suffer mitial damage of | point of termporary Constitu-
tion and secondary damage of 1d4 points of termpaorary
Constitution. A cloud of noxious gas expands oubteard
15 feet from its point of impact and remains until your
next turn. Creatures in this area are exposed to the poi-
som as il struck.

Breathing creatures within 5 feet of the path of Lhe
javeln are exposed to s gas tral. They sl make a
Fortitude save at DC 15 or take 1 pount of temporacy
Constitution damage.

Lost Constitution is regained at the rate of | point per
day (2 per day if the character only rests). The javelin
can'l be recovered. Prereguisite: Boll of Lightring.

GROUFP 5 ABILITIES

Decoy : You can use a full-round action to shape masical
energy into a semisubstantial copy of yourself The decoy
behaves like you, but deals no damage with its attacks,
Opponents that Ful a Will save (DC 15 1 one-third your
level + yvour Charisma bonus) attack or pursue the decesy
in preference to vou. The decoy lasts | round per thres
lewals you have achieved. Freraguisires: Slow Missila,

Evade: ‘ou can become more difficult to hic. If you do
Aot attack, you gain a 14 dodee bonus to yaur A urtil
wour next burm. Also, 5 you make a soccessiul Rellex save



against an actack that allows a
Reflex save for half damape, wou
take no damage instead. Preregui-
site: Awoid.

Fend: You gan the feat Creal
Cleave, regardless of whether you
meet the prerequisites. Each ume
you slay a foe, take a free melee
attack against another foe in
range. |f you already have the feat
Great Cleave, this has no effect.
Prerequisite: Impale
Immelation Arrow s You can use
a full-round action to enchant and
fire a normal arrow as an immolo-
sion arrow . When the arrow hits, it
creates a Nery explosion. |n addi- |
Liu-w lo normal damage, the arrow
eals 4dt points of fire damage. At
II|'LE point of impact, an explosion
deals ldé points of damage for
each twa of yvour levels to all
tures n a |0-foot radius (rmiax
rumm |0dG). Nonstruck creatures
e allowed a Reflex save (DC 15 + one-third vour level
+ your Charisma bonus) for half damage. | he area con-
tinues to burn for [d4+1 rounds, dealing 2dé fire dam
age to anyone in the area. The arrow can't be
recovered. Prereguesiie; Exploding Arrow,

Cred-

Strafe: You can fire a single arrow at each foe at close
range, all in the same round. The first attack 15 made
normally and each following attack Lakes a cumulative
-% penalty to hit. This ability can be used only with
ranged weapons that do not reguire move-equivalent
actions Lo reload or ready (such as arrows, daggers,
shiuriken, and so onl. Crossbows cannot be used—
though a repeating craossbow can be employed unol it
nesds to be reloa r_u_{ Prerequisite: Guided Arrow.

GROUP & ABILITIES

Freezing Arrow : You can use a full round action to
enchant and fire a normal arrow as a freezing arrow.
The arrow deals narmal damage to whatewer il strikes,
plus an additional 46 cold damage. Further, any crea
ture within 15 feet of the peint of impact must make a
Fortitude save (DC 16 + one-third your level + vour
Charisma honus). A creature lailing the save is frozen in
place and helpless for 1d3 rounds. Each round a trozen
ereature must make another Fortitude save or be dealt
an additional 2d& points of cold damage. Prerequisite:

loe Arronw.

Lightning Fury : You can use a
partial acticn to enchant and hurl a
normal javelin, In mid-flight, the
javelin transforms into a bolt of
lightring that deals a half-strenglh
chenir L II:'|||"’||.'|' E:I:FE.‘LL Y'J'Ll du-a.l .Ilj\.
points of electrical damage for
each two of your levels (maximum
[0d6). The bolt arcs o other toes
within 30 feet of your foe, up to
one creature for each of veur lev-
els. A secondary arc deals half as
many dice damage as the pnmary
bale, rounded down. All foes are
allowed a Reflex save (DC 186 -
one-third your level 4
Charisma bonus) for half damage.
Prerequistie: Plague Javelin.

WENAr

Lightning Strike’: You can take
a full-round actien to atrack in
melee once with a javelin, |f vou
hit, you deal normal damage and
dischirgs half-strenath
lightning effect into your fee. You
deal [d6 paints of electrical dam
age for each two of vour levels {maximum 10d0). The
bolt arcs ta other foes within 30 feat of your fos, up to
one creature for each of your levels. A secondary arc
deals hall as |‘|‘|E.:"J_-r' dice damage as the primary belt,
rounded down. All foes are allowed a Reflex save (DT
|& + cne-third your level + your Charisma bonus) far
halt’ damage. Prereguisite; Charged Strike.

chiciert

Pierce: “Your ranged attacks hecome so skillful that you
ran actually drive missies through the bodies of oppo-
nents, and into apponents betund them, VWhenever you
make a ranged attack and there are foes within 24 feet of
a straight line behing the ininal target, wou can roll anoth-
er artack as a free action against the nexl foe. The attack
honus of the laler attack is equal te half the attack bomus
of the previous attack; thus, itis possble o atrack rultple
foves iy Lhis fashicn. The attacks de not end undl the attack
bonues 5 reduced below +1, the missile reachies its max

rrueT range, ar it strkes a sold, inanimarte surface (such as
a stone wall—though it can pass through a comman door
or an ohstacle of similar strength), Prerequisite; Penetrate.

Valkyrie: Once per day, you can summon a valkyne, a
mowerful magical being renowned for its battle prowess,
The valkyrie appears in the locatian of your chawce wath-
in &0 fieer, It artacks your enemies until ardercd 1o CEA5E,
the duration expires, o it is slain. T he valkyrie 15 immune
o tear and mind-affectng etfects L never flees cormbuat.



If there are no mmmediate foes, you can give the valkyne
5;r13|_1|L' cormrTands, |J1L;|udi.:‘lg "Gkﬂlﬂ," “Fallow,” “Ca FF‘.-'.”
ar “'Scout.” The valkyrie serves for one round per level of
the amazon, then disappears. Frerequisite: Decoy, Evade.

BARBARIAN

The barbarian is & member of any of several tnbes on
the fringes of civilization. Ceaseless clan warfare and
the constant struggle to survive in the hostile wilder-
ness give him a sturdy and powertul frame. 1hough
perhaps lacking the polsh of city folk, the barbarian is
acutely aware of his surroundings. Because of his
shamamstic behefs in the animal powers with which he
identifies, athers scmetimes associate the barbaman
with staries of lvcanthropy. In fact, he beleves he can
call upon totemic animal spnts to infuse him with
supernarmal strength and abilitizs, but these only serve
Lo umprovie his already superh battle skills.

Adventures: The barbarian is keenly aware that evil
is spreading throughout the land, and that he 15 extraor-
dinarily qualified to combat it. His best chance to i
umph, he knowes, is o locate the rebes of bygone battles
against evil and use therm against the enemy. 1o do that,
hies st wander the land, seeking out items of power
wherever they may be,

Characteristics: The harbarian 15 a
savage—an animal on two legs. But
where animals use fangs and claws, the
barbarian takes up a sword or axe to rend
and tear the flesh of his foes, His fighting
stvle 15 brutal but effectrve: hit fast, hard,
and cften, and keep deing it until the enemy
stops getting up

Bachkground: Barbarians consder their home
especially their holy mountain, of
which they have been the custodians since the
begnning of urme. They believe that the Prime Ewvils
wish to ultimately corrupt the maountam, plungimg
the entre wiorld into Hell, Consequently, as befits
thair savage warrior cunning, they
lesve their lands in the narth to carry
thie battle to the enemy

larct sacred

Game Rule Information
Barbarians have the following
game statistics,

Abilities: Strength is the best of
the barbarian’s weapons, and those
without high Strength scores tend 1o
perish quickly. Sirmilarly, Constiution
ensures that the barbarian iz the last
one standing n a fight. Dexterty 15

useful for improving the barbarian's chance to avoid dam-
age, and Wisdem allows the barbarian to remain alert to
his surroundings.

Hit Die: dl2.

Class Skills

The barbaran's class skills {(and the key ahility for each
kill) are Craft (Int), Climb {Str), Heal {(Wis), Inour
Direction (Wis), Knowledze (nature) (Int). Listen
{(Wis), Move Silently (Dex), Ride (Dex), Search (Int),
Spot (Wis), and Wilderness Lore (Wis).

Skill Points at Ist Level: (4 + Int modifier) x4
Skill Points at Each Additional Level: 4 + [0z
micdifier

Class Features

The followmg are all class features of the barbarnan.
The barbarian acquires themn at specific umes during his
career, as shown on the barbarian class table below.

Weapon and Armor Proficiency: Barbarians are
proficient with all weapons and armor, including
shields. Mote that each armor includes prerequisites
fur Swrength scores, If you character doesn't meel the
prerequisice, don't write the armor down yer; your
character’s Strength score needs w improve betore he
can use armor of that Lype.



Barbarian Starting Package

Armor: Leather armor 1 2 AC, armor check penalty 0,
speaed 30 ., 13 1

Weapons: ? hand axes {[d4, erit %2, 4 lb., Medium,
Elazhinm

Quick Skills: Choose a numbser of shills egual to 3 +
Int maodifier:

Skill Ranks Ability Armor
Heal 4 Wis —
ot Direction 4 Wiz —
Bicwledes (nature) 4 It —

| igren 4 Wiz

Mowe Silently 4 e 0
Search 4 Init —
Smat 4 Wi —
YWilderness Lore 4 Wis —

Feat: Two-Veapon Fighting.

Magic Ability: Howl

Gear: Backpacl with waterskin, | day's rations, bedroll,
Fhnl arnd seeel, | fight healing potion,

Barbarian Magic

As parl of their lifelong training, barbarians learn
something ahaut how nature werks—including how i
nteracts with the unnatural. Thes knowledge trans
lates to a sort of shamanistic magic, which the bar-
barian puts Lo good use m combat situaticns, Some
choices have prereguisites, ahilities that must be
taken first.

Grour 1 ABILITIES
Axe Mastery: You gain the leat Weapon Focus wath
all Bhanduran axes.

Bash: You can strike a foe i such 2 way as to knock
it away. When you choose to use this ability. roll a
normal attack with a —2 penaluy. If the attack is suc-
cessful, deal your narmal damage and make an
opposed Strength check, with your opponent adding
a +4 bonus for each size category above Medium-
size or a —4 penalty for each size category below
Mechume-size.

Gold: 10 ap. If vou roll higher, the foe is knocked backward § feet
{if not possible, the foe is stunned for one round unless
immune). [T the foe beats you, then the bash fails.

Table 1-2: Barbarian
Attach Fart. Ref will Ability Magic
Lewvel Bonus Save Save Save Feats Inerease Albility
I +i 2 =+l +0 Ist Craip |
2 -2 +3 . +i — Croup |
3 3 +3 ' + ; 2nd — roup
4 i —% | +1 — Is —
5 '3 +4 q wh - i Grawg 2
& s+ 19 +2 i Jred —_ Liroup 2
7 +T+2 ‘5 i gt - - roup 2
B +8543 & +d +4 — 2nd
o +9014 +b +3 A 4th = Cirovap: 3
a +1+5 <7 3 fd — — Ciroap:
I L or] +7 %3 “5a o ; A Group 3
12 +120+70-2 H& -1 4 5th 3rd --
s S5 e -8 +4 - +4 — e Croup 4
14 —14, -4 4 +a +4 +4 — Craup 1
I3 =138 0104 43 +3 5 Fer S ath i Ciraup 4
& T N T +id 15 5 — 4th —
17 LT T T+ 2 +10 +5 45 e i Groun 5
] +IES+I 18102 il +6 =t Tch - Groun 5
i 1914 19 iH 6 e e Group 5
i +207+ 12/ 110+ 5 2 =0 +i5 = 5
2l +21 LIS+ 6+ ] +12 v e aly - Group &
22 JRAFHITI 1254700 2 +13 7 T - -— Crrosup: £
23 PR IR A A +14 PEs e 7 — H— Cirenagsf
22 2 1+ 14549014 +14 +3 +8 th ath —
25 =2E 2000 151045 14 M +8 (o ~



Find Potion: Whenever vou search a freshly van-
quished foe, vou are allowed a Search check (DC 20) to
discover the ingredients of a sort of crude healing
potion, which yvou have trained yvour body to use. Other
characters cannot benefit from these raw ingredients,
Roll 1d8: 1-4 Minor, 5-8 Light, 50 Standard. See
Chapter Twa for potion effects.

Howl: You can cut loosa with a bone-chilling howl as a
full-round action. Opponents that hear this cry must
attemnpt a Will save (DC 10 + half yvour level + Chans-
ma bonus). Those that fail flee from you for 1d6 rounds,
plus | round for every five [ull levels you have.

Mace Mastery: You gain the feat Weapon Focus with
all Khanduran maces and clubs.

Pole Arm Mastery: You gain the feat Weapon Foous
with all BEhanduran two-handed melee weapons,
excluding axes and spears.

Spear Mastery: You gain the feat Weapon Focus with
all types of FKhanduran spears.

Sword Mastery: You gain the feat Weapon Focus
with all Fhanduran swords.

Throwing Mastery: You gain the feat Weapon Focus
with all Khanduran thrown weapons, such as dagoers,
throwing axes, or javelins. You gel the bonus only when
rmiaking ranged attacks with them.

GRrOUP 2 ABILITIES

Double Swing: As a full-round action, vou can stnke a
toe simultaneously with a weapon in each hand. Make
one attack roll at a —2 penalty. If yvou hit, roll damage for
each weapan and add your Scwrength adjustment once.
Vrereguisite: Bash.

Leap: You can perform a bull rush atlack (see the Play-
er'’s Handbook, Chapter 8: Combat) against several foes
by jumping inte the midst of them. You must precede
the attack with a jump (@ move equivalent action).
Euch loe adjacent Lo vour landing point must make an
vpposed Strength check against you or be knocked
backward 5 feet. A foe gets a +4 bonus for each size
category it is above Medium-size or a —1 penalty for
each size category below Medium-size. You get a +2
bonus for each 5 feet you jumped. A foe rolling equal to
or better than you does nol move at all.

Showut: As a parval acton, you roar with fury, disorient-
ing foes, All foes within 60 feet must make a successtul
Will check (D 12 + halt your level + your Charisma) or

11

take a =2 penalty to their attack rolls for the next Zd4
rounds, & creature cannot be affectad by this ahility only
once in an encounter. Prereguisite. Haowl,

Taunt: By & combination of crude gibes and gestlures,
vou can goad a single foe inta fighting you exclusive-
ly. As a partial action, you force the foe to attempt a
Will saving throw (DC 20). A foe that fails moves
toward you and attacks for the next 2d4 rounds. | Fe
foe must be able to perceive you to be affected by
this ability—foes with no Intelligence rating are not
affected. Prerequisite: Howl.

Grour 3 ABILITIES

Double Throw: As a standard action, you can attack
a foe with a thrown weapon in each hand. Make one
attack rall at a -2 penaley. If you hit, roll damage for
each weapon and add vour Strength adjustment cnce.
You must have two separate missiles (one for each
hand). Frereguisita: Dauble Swing.

Find ltem: Whenever you search a freshly vancuished
foe, you are allowed a Search check (DC 20). I suc-

cessful, you will find either a base itern {see Chapter

Four) or its value in gold pieces (DM choice). This abil-
ity and Find Potion can't be used successfully on the
same body. Prerequisite: Find Potion.

Increased Stamina: You gan the Endurance feat, a
14 borus to checks for performing a physical action
that extends over a period of tme.

Stun: Declare yvour use of this alnhty before making your
atzack roll. You strike with enough force w temporanly
dare your foe. I your artack is successhul, the foe must
atternpt a Fortitude saving throw (DC 10« hall your level
i your Strength modifier), besides taking narmal damage.
IT the zave tails, the foe is stunred for | rownd (until your
rext action). A stunned ereature can't act, and loses any
positive Dexterity bonus to AC. Attackers gain a +2
bonus to attack rolls aranst a stunned opponent. Soma
creatures can't be stunned. Prerequisite: Bash.

GroUP 4 ABILITIES

Battlecry: You let loose with a bloodeurdling yell. Oppao-
rents within 30 feet who hear you most make a Wil sae-
ing throw (DC 10 + half your level + your Charisma
bonus). Those thae fal suffer a =2 AC penalty and a —|
penalty o damage rolls for 204 rounds. Prerequisite: Taunt,

Concentrate Attack: If you use no other special abil-
wies thes round, choose a single creature to attack in
meles. You gain a +2 competence bonus to all meles
attacks against this creature. Also, until your nexl wrn,



vou gain a +2 dodge honus against any other creature
thal rmakes a melee attack against you and take a -2
dl_':dgl: '|ZIF_"rI¢'!I||.':,-' Aganrisl melee attacks by the creature
vou are concentrating on. Prereguisite; Stun

lron Skin: Your flesh lwerally becomes more dense,
through exercise, diet, and conditioning (excessive hattle
scarring). You gain a +2 natural armor bonus we your AC.

Leap Attack: You jump to an enenry and attack as a
full reund action. Thius move-and-attack does not drase
an attack of opportunity. You alse gain a 12 charge
bonus for this attack. Prereguisite: Leap.

GROUF 5 ABILITIES

Battle Orders: fs a puru=_1| achion, you can bark out
comimands o vour allies in combat, advising them on
horey to overcome their foes, This gives a +2 attack
barus to each melee or ranged actack made by any of
wor allies within 30 feet of vou until vour next turn.
Frareguisite: Shout.

Frenzy: [ you hit in melee, you can artack again against
the same foe. The extra attack is made with the sarme
weapaorn, at half’ the attack bonus of the previows attack.
As long as wou hit, you can continue with free attack as
lung as your attack bonus 15 +1 or more. Freney can be
triggered only once per round. Frereguisite: Double Swing.

Grim Ward: You can aszemble the bones and viscera
of defeated foes inta a macabre warning sign, which you
place in a specitic location. Evil crealures can't approach
within 30 fest of the ward unless they make a success-
ful Wil save (DT 10 + hall vour level + vour Charisma
bonus). The ward lasts for | round per barbarian level.
FPreveguoiie: Find [tem.

Increased Speed: Your standard speed increases by |10
feel when you are wearing no armor, light armoer, or
mecium armon When you are wearing heavier armor,
your standard speed increases by 5 feet, Proreguisite
Increased Starmimaa.

GROUP &6 ABILITIES

Battle Command: As a parual acoon, you can call out
imstructions to your allies in combat, adwsing them on
howr Lo owvercome there foes. This gives a +4 attack
bonus to every melee or ranged actack made by vou or
any of vour alhes withun 30 feet of you until your next
turn, This ability supercedes Battle Orders, Preregui-
sire; Battle Orders

Berserk: This is like the | Bth-level barbiaran’s g abnl-

ity from page 25 of the Player s Hondgbook, except that

the ability score and save adjustments are increased
{Strength and Constitution =8, Wil save +4). You can
rage only once per encounter, and only six umes per
day (seven at 24th level}). Entenng a rage takes no time,
hut you can da it only durning your acten. Prereguizrte:
Concentrate Artack,

Matural Resistance: Subtract 5 pomts of damage
from each attachk that hits you of the following tvpes:
fire, cold, and electricity. Prerequsite: lron Skin.

Woarcry: You bellow forth an ear-shattening vell that
damages and disorients foes within 30 feet of you. The
intensity and volume of the Warery s physically pamful
to them. Each creature in the area of effect takes 2dG
points of damage. In addition, each must attempt a For
titde saving Lhrow (DC 10 + half your level + your
Charisma medifier), or be stunned for | round (until
your next action), A stunned creahure can't act and
loses any positive Dexterity bonus to AC. Attackers
gain a +2 bonus ta attack rolls agamnst a stunned oppo
nent, Using this ability requeres a full-round action. Pre-
regquisite; Battlecry, Battle Orders.

Whirlwind Attack: You can call on your totern spirit
in order to make multple attacks. Ths feat 15 defined in
Chapter Five of the Players Handbook. Prerequsite:
Concentrate Attack, Leap Attack.

NECROMANCER

From the steamy recesses of the southern swamps
comes a figure cloaked riy stery. The necromancer.
as his name implies, is a wizard who deals with the dead
and with the summoning of various creatures for his
purposes. Though his geals are often aligned with those
af the forces of Light, some do not think that these ends
justify his foul means. Long hours of stedy in dank mau-
soleums have left his slan pale and corpselike, his figure
sheleral. Most shun bem for lis peculiar looks and ways,
but none doubt the power of the necromancer, for it is
the stuff of nightmares.

Adventures: A necromancer finds it somewhat iron-
w thal the forces of darkness favor crypts and tombs—
since that is where he is at his best. Though he resents
the meddling of the Pame Ewls in the Mortal World, he
finds their choice of battlegrounds to his lking.

Characteristics: The emgmatic necromancer has
gither a pecular obsession with death, ar a morhid sense
of utlity, depending on whom one asks. He uses the
dead as & craftsman uses wood or metal. Cadavers are
raw material for his prajects and the weapans he wields:
his magic and weapons alike drp with pain, poison, and



suffering. This facility with dark energy is reflected in
hus spells. Those unfortunate enough to fall in battle
with him guickly enter his arsenal.

Bachground: Despite being shunned as ewvil by many
cultures, necromancers are themselves remarkably free
of corruption, To them, death is part of the cycle of Iife,
and the presence of demons—aor any ather non-maortal
agency—interferes with mortal life. They seek to right
that balance, wilth the best weapons they have.

Game Rule Information
Mecromancers have the fallowing game statistics.
Abilities: M necromancers Intelligence is his most
dangerous weapon, because it strengthens his spells
and provides the expertise he needs ta cancoct his foul
potions,. Constitubion 15 almost as important=—without
full health, the necromancer would eventually succumbs
to the dark energy he wields. Wisdom and Charisma
should not be overlooked, though—the necromancer
vses his wils o understand his emvironment, and his
presence to comrmand it

Hit Die: do.

Class Skills

The necromancer'’s class skills (and the key ability for
each skill) are Alchemy (Int), Concentration (Con),
Craft (Int). Enowledge (Int), BEnowledge (arcana) (Int),
Profession {Wis), and Spelicrafi {Int).

Skill Points at 1st Level: (2 + Int modifier) =4,
Skill Points at Each Additional Level: 2 + Int

rmicachifier,

Class Features

The tollowing are all class features of the necro-
mancer. | he necromancer acqguires Lhem al speofic
times, as shown on the Mecromancer table, Some of
thess choices have prerequisites, abilities that must
be taken first.

Armor and Weapon Proficiency: AL st level, the
necromancer is proficient with simple weapons and

Table 1-3: Necromancer
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Level Bonus Save Save
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4 +3 4 =1
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Mecromancer Spells per Day
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also with special "bone armor” he can
create with the proper spell. Norma
armor interferes wath his arcane ges-
lures, and may cause his spells to fail
(see Chapter 7: Equipment m the Pluy-
er’s Handbook).

Golem Mastery: Golems the necro-
mancer summans gan +10 feet 1o their
speed, and gain +| hp per Hit Die. Pre-
requisite: The clay golem spell_

Skeleton Mastery: The necromancer
increases his ability to control creatures
he has summeoned. With this mastery,
the necromancer can comtrol  Dwice as
many skeletons as he normally would be
able tw. Using the rofse skeleton spel. for
example, the necromancer raises 0Wo
skeletons for avery five levels the necro-
mancer has, Not one as given in the spell.

Summon Resist: A creature sumrmoned
by the necromancer (a golermn or skeleton)
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takes 3 lewer paints of damage trom fire, cold, and elec-
trical attacks and effects. Mreraguisite: Golem Mastery.

MNecromancer Starting Package

Armaor: RBobe -1 AC, armer check penaley 0, speed 30
i, 2 b

Weapons: Short Siqff of Teeth (1d6, et =2, 4 |b.,
Large, Bludgeoning, cast teeth at will, | charge per use,
Al charges).

Quick Skills: Cheose a number of shlls egqual to 3 4
Irit rmocdifier,

Skill Ranks Ability Armor
Alchermsy 4 Imt —
Concentralion 4 Clori -
hiowledoe (arcana) 4 et

apelleraft 4 Int

Heal 2 Wiz e
Listen 2 Y¥iis e
Move Silently 2 Drex N
Search 2 Int

Spot 2 Wis =25

Feat: Lizght Armior F‘ruﬂuur:l.‘;-,-‘.

Magic Ability: Skeleton Mastery.

Spells: amplify damage, reanimate,

Gear: Backpack with waterskin, | day's rations, blan-
ket, fint & steel. Pouch with flensing knife, bone saw.
boiling pol. | light mana potion.

Gold: 10 op.

PALADIN

lhe Knights of Westmarch who felled the armies of
ringhty Leonc are pure at heart and follow closely the
teacknngs of Zakarurm, the Religion of the Light. A battle-
ready warrior for whom faith 1 a shield, he lights (or
what he believes to be right. Furthermore, his steadfast-
ness gives him powers o bring blessings to s fhends

and wreak cruel justice upon his foes, There are those
wha call the paladin an overwrought realat, bor others
recognize in him the strength and goodness of the Light.

Adventures: A paladin s on a nghlecus guest Lo nid
the world of evil. But he knows that previous paladins
on the same quest have met insurmountakle odds, and
5o he seeks to improve his chances however he can. In
mast cazes, this means recovering the arms and armaor
of his vanguished brothers. All too often, these lie in
forgotten crypts, in the very lars of Ewil.

Characteristics: The paladin Inves for his behefs,
and he believes that might serves right. He trains from
childhood to master the weapons of battde and the
weapons of his faith. His magic is granted by divine
grace, and the paladin carries this sacred burden proud-
ly and wath honor. In battle, the paladin s maore
methodical and ocrderly than most cther warriors, bot
every bit as efficient. As a testament o his faith, the
paladin believes that every damned soul he hacks frem
its prison of corrupted flesh is then free to go o its final
reward—and conveniently, to stop

threatening the innocent.

Religion: When the Vigere: mape-
clan's corruption was discovered and
excised, the messengers of Heaven
gave maortals directions tor the future,
This included a set of guiding principles
and a spiritual Framework, bath aimed
at attairung true righleousness. This
new religion became known as the
Church of Fakarum,

I'he Order of Faladins began as the
martial hranch of the Zakarum Inquisition,
farmed to weed out and destoy the
rernairing  races of corruption n the
empire. But over the centuries, the Prime
Ewils hawe worked their dark ways tooturn
the Church against itself, especially in the
Incpaistion. MNow the Church has degener-
ated into litte more than a bloodthirsty
death cult under the control of Meghisto.

Seeing Lhe dissolution of the only true
spiritual force m the land, many paladins
concluded that the use of sowlstones o
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bind evil was an utter failure as & tactic. These right-
aous warnors have opted instead to destroy the Ewvils
outright, taking the direct and brutal approach where
subtlety and mercy had failed

Background: Palading pursue a very simple and direct
goal: Funt desam Evil and destroy it. Onee supperted in
this guest bwy the Church, they have abandoned their
homeland because the Church that once supported
therrn is gone forever. True tacticians, they prefer not to
engsge in endless skirmishes with the fool soldiers of
Hell, but to take the battle directly to the Prime Evils,
and destroy them ance and for all.

Game Rule Information
Paladins have the following game statistics.

Abilities: A paladin relies greatly on his Strength, as
a high score makes the paladin a more effective fighter,
Constitution keeps the paladin alive that much longer
perhaps leng enough o strike a decisive blow, But iy
of the paladin’s class skills derive from Wisdom, and a
paladin with a high Charisrna score is that much better
at inspiring others.

Hit Die: 410,

Class Skills

The paladin’s class skills {and the key ability for each
skill} are Crafl (Int), Diplomacy {Cha), Handle Animal
(Wisl, Heal (Wis), Knowledge (religion) (Int), Profes-
sion [Wyis), Ride (Dex).

Skill Points at st Level: (2 = Int modifier) x4,
Skill Points at Each Additional Level: 2 - [ar
modifiar,

Class Features

The: following are all class features of the paladin. The
paladin acquires them at specific tmes durng his
career. as shown an the paladin table.,

Yeapon and Armor Proficiency: Maladins are profi-
cient with all weapons and armer, including shields.
Mote that each armor proficiency mcludes a preregui-
sile for Strength scores. If vou character doesn't meet
the prerequisite, don't write the armor down yel; your
character's Strength score needs to improve before he
can use armar of that type.

Paladin Starting Package

Armor: | eather armor +2 AC, armer check penalty (0,
speed 30 ft., 1516,

Weapons: Short sword (1d6, erit 19-20/=2, 3 Ih.,
small, Piercing).
Quick Skills: Choose

Ine madifier:

3

number of skills equal ta 3 +

1&

Skill Ranks Ability Armor
Heal 4 Wi TEee
Rnowledge (religion) 4 Int et
Listen 2 Vis

Search 2 IrL .
Spot 2z Widis G

Feat: lmproved Initiative.

Magie Ability: Prayer.

Gear: Backpack with waterskin, hlanket, | day's
raticns, flint & steel, hoby symboel, | fgfe healing potion.
Gald: 10 gp.

Paladin Magic

Palading operate on faith, and this grants them certain
mystical abihues. Because they are warriors, many of
these "muracles™ manifest as combat-oriented powers,
The Knights of Westmarch encourage the develop-
ment of the palading’ ahbilities, knowing chat each pal-
adin’s faith can mean the difference between life and
dizath, salvabion and damnation.

Paladins begin stodying seriptures immediately to
better comprehend the divine plan for their lves. At |st
leval, by understanding the part of rightecusness in per-
forming miracles, the paladin can choose one ability
frarm the Ciroup | lise. He does so again at 2nd level and
at Jrd level.

At Sth through 7ih levels, he can choose from the
Group 2 list. At 9th to |1th level, ke gains access to Group
3 abilies, Croup 4 abilities can be chosen al [Jth lewel,
Croup 5 abilites at 17th level, and Group 6 abilities 215t
level. {These choices are listed cn the Paladin Lable. )
Some of these choices have prerequismes. abilities thar
sl b Lakeern st

Note: Abilites marked with an gsterisk (%) are spe-
cial. After using the abilily, the p;l_lu'.i'.rl rmiust make a
Charisma check {DC 12 + group number). Failure
means the ability cannot be used for the rest of Lhe day.
Mana potions can restore an ahbility, counting its group
number as its spell level. A restored ability can be used
freely unul the paladin fails another check while using it

Grour | ABILITIES

Might*: Yiour spend a partial action to concentrate. Letil
your next turm, you {and all vour alhes within 10 feet) each
add a 1 2 enhancemen: bonus to Strength.

Prayer: “ou spend a fullround action to concentrate,
and cure 2 pones of damage o yoursell and each ally
wirhin 7 feet,

Resist Fire : You spend a partial action to concentrate.
Urtil wvour next surn, vou (and all your allies within 10
feel) each take 5 fewer points of damage per round
from fire based attachs and effects.



Sacrifice: You can expend some of yvour own life
energy to deal oreater damage to vour opponents
{rmabe your choice before the attack roll). You expend
2 lnil puoints to add 1d6 points of damage to your next
melee attack. The addivional damage s included if
}"L-:'LI SCO0E a l'_TIL'II'_'l_'II I"Ill..

Smite: You can use your shield or buckler as a weapon.
Attack with vour shield as though it were an off-hand
wieapnn. A successtid attack deals 146 paints of dam-
ave [x2 crlical). You lose the arrmor bonus of the shoeld
or buckler until your fesxt tarn.

Also, make an opposed Strenath check apamnst your
foe. who adds a +4 circumstance bonus for each size
category abhove Mediume-size, or a -4 circumstance
penalty for each size category below Medium size.

If you win, you knock the foe backward 5 feet
{(space permilung). IT you don't, the foe does not
oy at all.

GROUP Z ABILITIES

Defiance: You spend a partial action to concentrate,
Unul your next turn, you (and all your allies within 10
feet) each gam a +2 deflection borms Lo AC

Holy Boit™: You spend a standard action to shoot forth
a spell-lke bolt of divine energy up to 30 feet as a
ranged attack. An undead creature struck by Lhe bollis
dealt [d8 points of damage, plus | more point per pal
adin level (masmum 1d8+3). You can use also wse a
holy boll to heal a lvang alby. You can fire only ong haly
bolt per round

Haoly Fire : You spend a partial action to concentrate,
and a burst of divine flame leaps fom your body, The
bursL automatcally stnikes the nearest opponent within
15 feet, deahne 2d& points of fire damage. You can do
this only once per round. Frereguisite: Might,

Resist Cold”: “ou spend a partial action to concen-
trate. Until your next turn, you (and all your allies with-
in [0 feet) each take 5 lewer ponts of damage per
round from cold-based attacks and effects.

Thorns : You spend a partial action o concentrate.
Until vour next turn, any foe making a successhul melee
attack against you (or any of your allies witbun 10 leed)
takes 2 points of damage for every point of melee dam-
age L deals. This ability does not funcuon against

Table 1-4: Paladin

Attack Fart. Ref
Lewal Banrus Save Save

| +I 1 +0
& +2 i3 +0
3 13 +3 il
4 14 4 I
i +5 —i +|
b +i3, 4+ =5 +2
{ +7 i+ =5 +2
8 +3/ 43 o +2
o 19014 it ]
0 10743 +7 +3
1 i TR + +3
12 =272 +8 +4
I3 =13/=8/=3 +B +4
14 =4/ -d 149 +4
I3 +13/+ 10/ +3 9 +
I oSl +10 5
17 FITI 12 ET 2 +i0 IS
I +18/+13/+8/+3 +11 +i3
14 +19 41490 24 +11 +i
20 +200+ 134+ 10445 112 +
21 (SO T S PR YA | ri2 47
22 1225010002070 2 I3 i
25 P23 874 13048043 +13 +7
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will Ability Magie

Save Feats Increass Abiliey
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ranged attacks or special damage (including fire, ice,
eleclricity, and poison].

GRrouP 3 ABILITIES
Blessed Aim : You spend a partal action to concen-
trate. Lntil your next turn, you (and all your allies with-
in 10 feet) each gain a +2 divine attack benus.
Prarequisite: Might.

Cleansing : You spend a partial action to concentrate.
Until your next turn, vou (and all your allies withun 10
feer) each gain a +2 bonus to saving throws against pol

san. Alse, any pending secondary poison effects are
rn;-;ga:.‘.e-.::_. Prarequisite: Prayer.

Resist Lightning : You spend a partal action o con-
centrate, Until your next turn, you (and all your allies
within 10 feet] each take 5 fewer points of damage per
round from electricity-hased altacks and effects.

Righteous Charge: This ability combines the Smile
ability with a charge. You gain a +2 attack bonus, but
yvou lose the henefit of any shield and take an addition-
al —2 AC penalty untl your next turn. Unlike an ordi-
nary Smite, the damage dealt is 2dé (2 critical), and
wou gain an additional 12 areumstance bonus to your
opposed Strength check to determine it the foe is
knocked back. Prereguisite; Smite.

Zeal: You take a full attack action to artack each foe
within % feet in whatever order you choose. Each
attack is al a cumulative -2 penalty. Successful attacks
have a cumulative —1 damage modifier (-1 w the first,
-2 e the second, and so on). All suecessful attacks deal
at least | point of damage. Prereguisite: Sacrifice.

GROUFP 4 ABILITIES

Blessed Hammer : You can take a full attack action to
surmmon a spiritual weapon and send 1t smashing
through your foes in a spral pattern. Every opponent
within 30 feet takes 148 points of damage, plus | point
per five levels you have, Undead creatures take +1d8
points of damage. Prerequisite: Holy Bait.

Concentrate Attack: |7 you use no other special
abilities thizs round, choose a single creature to attack
in melee, You gan a +2 competence bonus to all
meles attacks against this creature, Also, untl your
next turn, you gan a +2 dodge bonus against any
other creature that makes a melee attack against you
and take a =2 dodge penalty against melee artacks by
the creature you are concentrating on. Prerequisite:

Blessed A,
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Holy Freeze : ou spend a parual action o concen
trate, and all your enemies within 30 feet move at anly
half speed until your next acuen, Resistance or immu-
nity to cold does not protect against this effect. Mrereq-
wisite: Holy Fire,

Vengeance : You can take a full attack action ta focus
many disparale energies and make a single atrack. In
addition to yvour normal damage, deal 2dé points each
af cold, fire, and electrical damage. Prerequisite: Zeal.

Vigor : You spend a partial action o concentrate. Your
and all allies within 20 feet have your base speed
increased by |0 feet for [0 rinutes, You cannot use this
ability if you are already under its effects. Prerequisite:
Defiance, Cleansing,

GroOUP 5 ABILITIES

Conversion : You take a full-round actien to choose
ane demonie or undead entity within 30 feet, and
call doswn the glory and beauty of the Light upon it
The chosen foe must make Will save (DC 13 + one-
third your level 1+ your Charisma bonus), or become
of lawful good alignment, Demens and undead so
converted swear allegiance to Heaven, forswearing
Hell. The converted demon or undead will join and
fight for the you for a maximum of | hour, If still alive
at the end of this ume, the converted creature
leaves, seeking surcease from conflict n order Lo
come to grips with its new frame of mind. Frerequi

sife: Vengeance.

Holy Shield’™: Your shield becomes doubly effective,
gaining a bonus equal o its normal armor bonus
(inchuding any magic enhancements). Also, the shield
deals an additional die of damage when used as a
weapon in combal (such as with the Smite or Righleous
Charge abilities). Prerequisite: Blessed Hammer,
Charge.

Haly Shock”: You spend a partial action to concen-
trate, and a balt of divine lightning leaps from vour
body. The burst automarically strikes the nearest oppo
nent within 15 feet, dealing 4d6 peints of electrical
damage. You can do this once per round. Prereguisita;
Haly Freeze,

Meditation: You spend a tizll-round action to concen
trate. You (and all your allies within & feel) each can
make a Charisma check (DC 15} ta recover either one
exhausted abikty or a single spell of 4th level or less as
chasen by the affected individual, You can use this abil-
ity anly a fiew times per day {3 - your Chansma homas).
Prereguisita: Cleansing



Sanctuary : You spend a partial action to concen-
trate, surrcunding yourself with an aura of holy light
that repels undead creatures. Undead within |3 feec ol
vou must make a Will save (DC 15 1 one-third your
level | your Charisma bonus). Those who il imimedi-
ately Nee Lhe affected area, Atfecled creatures cant
voluntanly re-enter the |3-foot area. I forced to by
some outside effect (such as you maving closer to
them), they are allowed another Will save. Fraregui-
site Haoly Freere, | horns.

GROUP & ABILITIES

Conviction': Spend a partial acuon to concentrate
All foes wathin 30 feet take a penalty of -2 to AC and
saving throws, and have all ther resistances reduced by
2086 tor 1d4+1 rounds. Prereguisite; Sanctuary.

Fanaticism : Spend a partial action Lo concentrate,
Until vour next turn, yvou (and all your allies within 5
feet at the instant you trigger this akility) can take all
vour melee attacks as primary attacks with a 4
pznalty, Each time a foe is slaun, the victorious fanat-
iz can take a J-foot step as a free action. Prereguisite:
Concenlralte Sllack.

Fist of the Heavens : Spend a stundard action o call
daven a fighining Folt (see Chapter Three). In addition,
it releases one holy folt for every three levels you have

achieved. These damage undead (or heal allies) within
30 feet of the lightning bolt strike. Each creature in the
area can recerve a masimum of one Aoly bolt (deter-
mine which randomly). Any unused bolts are lost. Pre-

requisite: Blessed Hammer, Conversion.

Rgdemption*; The remams of one vanquished undead
or demonic foe within 3 feet 15 Redeemead. For every
two Hit Dice the foe had, the paladin receives [d38
points of magical curing and one spell level {as ifa Mano
potion had been drunk). Any excess curing or spell
restoration over the paladin’s normal maximum s lost.
[his atility does nat function if used on unigue or spe-
cial creatures. Prereguisite; Vigor

Salvation : Spend a partial action to concentrate, Unril
vour next turn, you (and all your allies within 5 feet) take
5 fewer pomts of damage from fire-, cold . and electricity-
hased attacks and effects. Prereguisite: Stamina.

SORCERESS

One of the rebellious women who have wrested the
secrels of magic use from the male-dominated Mage
Clans of the East, the sorceress 1s an expert invoker of
mystical energy. Though somewhat lacking in the shills
of hand-to-hand combat, she compensates for this
wilth fierce combative mame for both
offense and deflense. Solitary and
reclusive, sorceress acts from
motives and athics inscrutable to most,
sometimes seeming capricious and
even spitefil, In reality, she wunder-
stands the struggle between Order and
Chaos all too clearly, as well as her rale
as a warrior in this battle,

the

Adventures: [he sorceress KNows
too well that were the strength of an
enore mage-clan turmed to ewil, the
whale waorld wauld suller 50 each sor-
ceress spends a ume after her appren-
ticeship to the clan traveling in the
world, being apart from the influence of
wer clan while she builds her own per-
sonal power. One day she can be called
upon to wield it against her own, should
her clan be corrupled.

Characteristics: Sorcery 15 no
longer strictly in the hands ol men,
and sorceresses acquit themselves
adrurably in its use. Maslenng ele-
mental magic, a sorceress wields fire,



ices, aned lightning as ably as a warnor wields a sword
and a shield. Though her motves are known only w
the sorceress herself. she does not hesitate to bend
her mysucal akilities to the service of the weak and
helpless—as though in a display of maternal instinct.
Physical prowess is net her strong pomnt. bul sorcer-
esses oflen Neel Lthal il magic fails them, that death is
A easier fute Lo bear

Background: Like necromancers, soroeresses come
tram the larnds of the Cast. But they are part af the tra-
dition of the mage clans, regaming prommence ow
that the Prime Ewvils threaten mankind, and the com-
mon people turn more and more Lo the old ways. They
have seized ancient secrets from the pnimarily male
domunated clans, and ventured nto the afflicted lands
to end the conflict as soon as possible,

Game Rule Information

Sorceresses have the following game stabshcs.
Abilities: Much of the strength behind a sorceress's

spells derves [rarm ber Charisma—her ability to impose

hee waill, But Inteligence 1= equally important, hecause

it helps her imprave the skills she nesds to condrol the

magic she wiglds. Dexterity and Consulubon enable

the sorceress to evade or survive attacks, and Lo sorme-
times ignore them long enough to complele the spell
that ends the baltle.

Hit Die: dia.

Class Skills

The sarceress s class skills (and the key abihty for each
skill) are Alchemy (Int), Concentration (Ceon). Craft
{Int), Heal {Wis), Knowledge ([nt), Knowledge
{arcana) (Int}, Profession (Wis), and Spelleraft (Inc),

Skill Points at Ist Level: (2 — Int modifier) »4.
Skill Points at Each Additional Level: 2 + [l
modifier.

Class Features

The followarng are all class features of the sarceress.
The sorceress acquires them ar specific trmes durmg
her career, as shown on the Sorceress table.

Armor and Weapon Proficieney: Scroeresses are
proficient. wath all smple weapons. They are not profi-
cient wilth any type of armor or shueld except those ore-
ated by ther own magic (see the spell bone armar).

Table 1-5: Sorceress

Artack Fort. Ref
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Armor Lerwls to interfere with a sorceress’ arcane ges-
Lures, possibly causing her spells wo fal. (See the Play-
grs Handhoaok for details on spell failure. )

Cold Mastery: The sorceress can magmfy the effect
of a sorcery spell that deals cold damage. This abahty
allovws a second damage roll, and the sorceress takes
Lhi best roll of the two. For example, of @dé ponts of
damage are called o, a sorceress rolls 6dé twice and
takes the highest total,

Specind: The sorceress must be stationary the round
of casting to exert mastery,

Fire Mastery: The sorceress can magnify the effect of
& zarcery spell Lhal deals Nre damage. This ability allowes
g second damage roll, and the sorceress takes the best
roll, as detailed above under Cold Mastery

Speciol: The sorceress must be stabonary the round
of casting to exert mastery.

Lightning Mastery: The sorceress can magnify the
eftect of a sorcery zpell that deals electrical damage.
This ability allows a second damage roll, and the sar-
ceress take the best rall, as noted above.

Sorceress Spells per Day

—Spells per Day—

Level 1 2 3 4 5 &
I 2 —_ e S5 B i
2z 2 — — — -—
3 L — — — -

4 3 | — —_ —— —
5 4 2 b i
& 4 # |

T 5 3 2 il CE H
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Special: The sorceress must be stationary the round
of casting to exert mastery.

Mental Warmth: By rmentally tracing the secret runes
of coneepuon, the sorceress can oy to replenish her mag
wal energy to continue casting spells beyend her narmal
daily total. On the same day a spell has been cast, she can
gpend a full-round action to try to replenisn her energy
Daing so requires an Intelligence check with a DC egual
to 15 plus the spell’s level. If the check 1z successful, the
sorceress regans the ability to cast a spell of the chosen
level. (Example: Celia s a Sth-level sorceress, and can
cast four Ist-level and three Znd-level spells each day
After casung her first 2nd-level spell, she uses Menlal
Warmth to try to recover her magical energy. The DC 1
I7, and if Celia makes the roll, she can cast three more
2nd-level spells thal day. I she fails, she can onby cast two
rrores.] A sorceress cannot take 10 or 20 on this check.

Sperml: The sorceress can attempt this ability once
per day per two levels (round down).

Sorceress Starting Package
Armor: Cape +| AC, armor check penalty O, speed 30
ft_, weght 2 |b.

Sorceress Spells Known
—Spells per Day—

Level I 2 3 4 5 &

1 2 i
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Weapons: Short Staff of Fire Boli (140, cnt =2, 4 Th.

Large, Bludgeoning, cast fire boll at will, [ charge per
use, 50 charpes).
Quick Skills: Choose a number of skills egual 1o 3 +

Int mcdifier:

Skill Ranks Ability Armor
Alcheny 4 Int —
Concentration 4 Caon -
Heal 4 Wis
Frovededpe (arcana) 4 Int —
Spetloraft 4 Int —
Listen 2 Wis ca—
Search 2 Int —
Spot 2 [t
Feat: Combat Casting (+4 benus to Concentration
cheaks).

Magic Ability: Mental Warmth.

Spells: charged boll, identify

Gear: Backpack with waterskin, | day’s rations, bedrall,
L fight emana potian.

Gold: dI0 gp.

Classes and Level
Levels: This wranslation of the Diaplo [ game
allows For classes to advance Nve levels higher than

22

the core D&D game. This reflects the structure of
the D1aBLD |1 skill trees. While the upper levels are
intended ta work in a DIARLO context, they may not
be consistent with [uture D& game developments.
DMs using these levels and mixing the rules into a
D&D campaign should rely on therr own judgment to
resalve conflicts.

Spells per Day: These tables have been ser up to
accommodate a GLh level spell maximum. If you run a
variant thal allows Tth ar higherlevel spells, then use
the Sorcerers Spells per Day table from the Players
Hundbook (or the Wizard's chart i you are running the
more difficult option).

Quick Skills: We deliberately shortened the quick skill
tahles to focus on the mast comman adventunng skills.
Any of the skills listed in the Class Skills paragraph can
be taken at 1st level. Skills in the Quick Skill lists with 2
ranks are cross-cfoss skills, which take 2 skill ponts wo
advance | rank.

Special Abilities: The magical class abilties are innate
supernatural powers—the use of one does not by itself
trigger an attack of opportunity.



SKILLS

Skills work like they do in the DUNGEONS & DRAGONS

rules: Roll 1d20, add vour character's ranks in the skill,
add any modifier for your ahility score, and see if you
beat the Diflicully Class {DC) assigned to the action by
thie Dunpeon Measter.

It weons meed more nformation, see Chapter 4 Skills in
the Mavers Hondbook, This tells you just about every-
thing you need o know about skills to play in the
Diapl 0 world—except tor important paints such as
Mwvtuch shalls are class skills for Diaeld 11 characters?™
and "can my sorceress really make alchermists fire 7 All
that stuff 1= explamed below.

SKILL DESCRIFTI®©NS

This sectuon delals how certaim DED skills work in
Mapeo I There's only a few of them, so if vou're
Farniliar with the skills in the Ployer’s Handbook, these
ATE BOSY

Alchemy (Int; Trained Only)
Alchermsts mix sbrange mgredients in secret ways to
make MAaZIC SUDETANCES.

Check: You can identity and make alchemical
ilerns. {Some are described in the Players Handbook
Table 7-9: Special and Superior ltems.) To find how
much Lme and material it takes to denuly or make
an alchermeal item, use the Difficulty Classes given
hare and the rules for malung things from the Craft
skill desaription.

The DM may ler the alchemist perfarm other alchem-
ial tasks, such as identifying an unknown substance or
a ponsan. Duoing this takes | hour

Retry Restrictions: es, but failure rumns the raw
materials—the costs must be pad aoain,

Special: You must have alchemical equipment to
make or identify an item. tyou are working ina oity,
Lhis ecunts as part of the materials cost, bul alcherm-
cal eguiprment s difficult or impossible to come by in
some places. Buying and mamtaming an alchemust’s
laly {zee Miscellaneous [Lems n the Slover s Horobook.
Chapter 7- Equipment) gives a +2 circumstance
benus to Alchemy checks, It does not affect the cost
olilems vou maka.

Task DC Cost/Attempt
|demtify substance 25 | gp (20 gp to take 20}
|demtity potion 25 | oo (20 op to take 20
Make antitoxin 25 See Craft skill
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Craft (Int)

Cra& COVErS: 4 r1l,1rT1br;:r L'll_ EEI]EITE.tE 5-|':.i”5. YI:ILi Arer
trained in one craft, trade, or arl such as armor
smithing, bowyver (bowmaking), blacksmithing, car-
pentry,  flerching, gemcurtting, |eatherwarking,
locksmithing, trapmaking, weaponsmithing, and so
torth. For instance, you could have the skill Crafe
{trapmaking). Your ranks in Lthal skill wen't affect any
checks vou make for blacksmithing or leatherworking.
You can have several Craft skills, each with its own
rank, each purchased as a separate shill.

Repairing Items: |n Khanduras, anly non-adwventuring
artisans have had the time necessary to learn the
skills required to make iterms from raw matenals. For
advenlurers, the Craft skill 15 specifically focused on
repairing damaged equipment. Most Crafts require
tools [(oost 3 gp).

Check: Repairing an item costs an adventurer
nothing, and takes little time. The DO is the number
af Durahility paints the item has lost from its current
maximum (see Damaging [lems in Chapter Two:
Equipment).

On a successful check, the item is restored to one
point less than its former maximum Durability. On an
unsuccesstul check, the item is restored to ldd+|
points less than its former maximum Durability. In
either case, thee iterm’s Duralahity alter twe check becomes
ILS TIEv MU,

Retry BRestrictions: Yes, but remember that the
item’s maximum Durability drops with each attempt.

Knowledge (Int; Trained Only; See Special)
Like the Craft and Frofession shills, Knowledpe actual
ly encompasses a number of unrelated sllls. Knowl-
edge reprasents a study of some body of lore, possibly
an academic or even scientitic discipline. Below are list-
ed Lypil;.a] fields of stuachy, With WOILT DMy appmvr_ﬂ, i
can invent new areas of knowledge.

Arcana ([anoienl mystenes, magic waditons, arcane
symbols, cryptic phrases)

Architecture and ensineering (buildings, aqueducts,
bridges, fortifications).

Cizography (lands, terrain, climate, people, customs)].
History (wars, colomes, rmgrabions, founding of
cities].

Local {local legends, personalities. mhahitants, laws,
and traditions).

MNature (plants and animals, seasons and oycles,
weather).



s Mabilivy and rovalty (lineages, heraldry, customs,
larriily Lress, mottoes, personalities, laws),

» Religion (gods and goddesses, mythic history,
ecclesiastic tradition, holy symbaols).

Check: Answering a guestion within vour tield of
study has a DC of 10 {for really sasy questions), 15
ifor basic guestions), or 20 to 30 (for really tough
quesliona).

Retry Restrictions: Mo, The roll represenis what
vou knaw, and thinking about a tapie a second time
doesn't let you know something thal you never learned
irn the First pliace.

Special: An untrained Knowledge check is simply an
[rateligence check, Without actual training, a character
onby knows commeon knowledge.

Profession (Wis; Trained Only;
See Special)

You are Lramned in a livelihood or profes-
sional role, such as apothecary, boater,
bockkeeper, hrewer, cook, drver, tarmer,
fisher, puide, herbahst, herdsman, innkeeper,
lumberjack, miller, muner, porter,
rancher, sulor, scribe, stable-
."Iilf'l'\:l, o1 & besarnELer

ally a number of separate shills,
Far example, you could have the
ekill Prafession {enak]. Your ranks
im that skill don't affect any checks
vou happen o make for milling or
g, [ fact, you could have
several Profession skills, each
with its own ranks, each pur-
chased as a separate skill

While n Crali skill represents
skill i creating or making an
ke, & Profession skill repre-
sents aptitude in a wocoslbion
requiring a broader range of
less spacific knowledge, To
drawy a modern analory, it

an oocupation is a service industry, it’s probably a Pro
fession skill. IFit's in the manufacturing sectar, it's prab-
ably a Craft shill.

Check: You can practice your trade and make a

decent living, sarning about. hall yeour

check result in gold pieces per week

of dedicared waork. ou know honee

to use the taols of your trads, hones

o perform the profession’s daly

tasks, how 1o sUpervise unlraineds
helpers, and how to handle com

mon problems. For example, a

satlar knows howe to tie several

basic knots, how to tend and

repair sails, and how to stand A
deck watch at sea, The DM sels
s for specialized tashs.

Retry Restrictions: An attempt to
Lses i Profession skill ta earn an inccme
cannct be retried. You are stuck wich
wharever weekly wage vour check
result brought you. (Another check
can be made after a week Lo decer-

e & e income for the next
pericd of time) An amempt
accomplish sorme specific task can
ustaally be retried.
Special: Untrained labar-
ars and assistants earn an
average of | gold piece
per day.

FEATS

A fear is a special feature

thal orves a character a new power ar
improves one he or she already has.
The Feats rahle hsts feats available in
the world of Khanduras. This table
replaces Table 5-1 from the Players Handbook for
DnaeLo Il characters. Feat descriptions are found in
Chapter Five of the Players Hondbook.
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Skills

Skl Amazon Barbarian  Mecromancer Paladin Sorceress Untrained Ability
Alchemy E x & x® & Mo Irt.
Arirnzl Empathsy E ] = ] : Ma {ha
Bipmrmaine " - " - " Yes s
FilicH - - . * - " Cha
Clarity - - . L L] i SEr
LConeenbralion = " L . L ] s Com
Crafc & L] L ] L & Tes Irig
Decipha St o S x x ® Io It
Dimizrracy o * L - . Yo Cha
Chaakele Dueyvics » * ® = M Int
[hsgise b ] = - L e Cha
Ezcape Arcst . . . . . Yag Do
I'.‘c.ulg}:r'}' ® = - = " b=H fnt
Cather Informarion . 5 . ] . Yis Cha
Handle Anernal - L L . . [ Cha
g [ ] ] - ] [ ] s Wiz
~itle ] ' L] * " Mg Dex
Irnerds . a # ' " o W
litlirradale ] s L | ] Yes Cha
Irtum Directicn * ] * . . o Wik
diimm . . * . . s iy
Fnenededue (arcara) i : [ ] E L I It
Fimenadedae (religion) . . ' L] . My Imc
Fnonwledoe (rature) L ] L) . ] ] ] I
Enorledae (amy) [ ] ] - ] ] Ma Ink
Lisren L ] L) L ] [ ] ‘res Wi
Ploer Salently [ ] [ ] - . 4 ez Dex
Open sk - * L . . M Lhex
Puariter: = .} = - - s Cha
Pz PackeL . . . . M Cren
'rofession ] [ ] * L) . Mo Wil
Heac Lios E o E E b Mo It
Rida - * ¥ L L] e D
Sy : ] x * ] * s Int
Saanzh & L ] ] L [ ] R fnt
Sense Mol ol . - » * ek Whis
Speak Languegs * n . . * P —_
pelloraft ] x IF x L] Mo Ik
Spot 8 L L ] L [ ] s Wiis
Harm . . = * = e “ir
Turstale . . . . . Pdia Dex
Ve RBrooe . - ’ L] & Yes [l
Wallk Tiahtrape . . ' . . Yes D
Wilderrass Lore & & * " * ez Wis
& Chass wkoll * Cromseorlass <k % vou can't buy this skill becacss i1s exclusive 0o another cass,

Untrained: %= 1he shill can be used untrained. That is, a character can have zese {0) ranks in this skill bue can oo skill checks nee-

mally. Mo Yoo can't use the skl unless wou have at kzast | rank
our armor checl: penaloy, Fany, als apphez,
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Feat

Alariruess

Arnbickesterity

Arrrvar Proficiency (kght)
Arrmar Proficiency (mesdivem)
Armor Proficiency (heavy)

Blimd-Fight

Combat Castng

Combar Reflexes

Dodge
Mability
Spring Altack

Crndurance

Exabic Weapan Prafsency

Fompeeriize

Whirbomid Artack

Cirsat Fortituede
Irepronsesd Crirical
Irrepareveecd Irnimstiee
Irrprensed Unarmsesd Strikee
Deflect Arrovs
Sturnung Fist
Iree WA
Lightring Beflexes
Martial ¥Weapon Proficicncy
Poune Blank Shoe
Far Shot
Precize Shat
Feagud Shwl.
Shor e Lhe Baan
Porser AlLach
s
hrpoived Bull Rush
Suruder
Uit Clesmans
Chaishk Drass
Run
Stuekd Proficiency
Shall Fowegs
Spell Facus'
Toughness
Tre-YWeapon Fighting
Impeoved [wa-Weapon Fighting
Weager Firsesss
Meeapon acus”
Brew Pocion
soribe Serall
Sileril Sqeell
ST Spedl
Spell Mastery
Weapan Snecializaban

Feats

Type
General

Cereral
Cereral
Uereral
Clerweral
Gigrmral
Ciereeral
Cierseral
Ciereeral

General

Ceneral
Ceneral
Ceneral
General
Cieneral

Ceneral
Deneral
Gieneral
General
Genaral
Cierieral
Clereral
Choneral
Ceneral
Cizneral
Cieneral

Cnnaral

Ceneral
General
Ceneral
(General
Leneral
General
General
Greneral
Creieral
Chetieral
Geizral
Cranizral
(perieral
{reri=ral
Chsrnzra
Ceneral
Ceneral
Itemn Creation
lterm Uoreation
Metamag::
Metamagic
Special
apecial

Prerequisite

Dex 154

Str 1T LA

Str 13 . Armor Proficiency {light) skill

St 16+, Armar Proficiency (light, mediniskill.

Dex 13+ e

Dex |3+, Dadge

Dex 13+, Droadpe, Mokbility, base atcack 14

Base artack +|

Int 13+

Int 13+, Expertime, Dex 13+, Dodee, Malsibity,
base attack +4, Sprog Atack

Proficsent with weapon, base attack —8

Dex 134, Improved Unarmed Stnke

Dex 13+, Improved Unarmed Strike S
b g
Pain Blank Shot

Ponrak Blank Shot G
Paint Blank Shot, Dax 13+

Pont Blank Sheot., Dex 134+, Dodge, Mabsliog 0

S 15=

SFJB*.P’D‘-I.'IH‘ALW:‘: ::4.?&3?‘.{
Str 13+, Power Attack

Sir 13+, Power Attack

St 13+, Power Attack, Cleave hase .-|.I.?:_‘_|-'. P

Base attack | BRI
ey s i
e s T
- e

S

e A
Twsa-Weapan Fighting, Ambidextenty, base attacs +9
Proficient with weapon, base atack |1 higher
Prooficient. with weapon, base altack 11 o higher
Spwellumsier Gl level + R
Spelloasier lst level +

Wlrard
Fphter dth loeel +

“au can can this feat multiole times. Fach sime vea takae the fear, it appilies w4 rewoweapon, schoal of mame. or Ztion ar spelis,
i gZan this fi gl Each ! ks 1 iyl I I f seloct |

“au can gain this feat mudtole tmes, lis effects seack.
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CHAPTER TW®: EQUIPMENT

Without equipmenl—especally weapons and armor—
adventurers in Khanduras aren't going to get very far.
This chapter is all about the items that youg charac-
ter carries, and how long these iterns can be expect-
ed to last.

Mest equipment of DiagLo 11 is idenucal to the equip-
roenl i the DUNGEONS & DRAGOMS Plavers Homdbook .

In some cases, the name of a weapon or a piece of

armor means something different. Use Chapter 7:
Equipment of the Players Handhook for buymg com-
man goods and services. Far everything else, keep this
book handy.

Starting Package or Starting Money?
The starting packages in Chapter One do most of the
work for vou, including telling vou roughly how much
gold vou have left after buying your starting equipment.
]F}rcn_' want to choose equiprmenl, wou Il meed to know
how much money vour character has.

If wou don't use your character’s Starting Package,
assume you have 2d4=10 gp to buy equipment from the
Flovers Handbook and the lists below

DAMAGE T® EQUIPMENT

Players of the DiabLO computer games may be a bit
pleased to see that D&D weapons rarely wear out or
bhreak —-ar least, nowhere near as much as they doom
Fharnduras, For Diasio fans who miss that aspect of
U garnee, each of the items on the Weapons table and
Armor table has been assigned a Durability score
(Dar.), The hirsl romber 15 the items hardness—how
much damage it ignores when subjected to potential
destruction. The second number is its Durability points.
When an item takes more damage Lhan it has points,
its destroved, or at least useless.

Mote: To pive Lhe proper weight to DiagLo 1 Dura-
bility, multiphy DED tem hit peints by 3. Do not adjust
the hardness raungs.

Weapons: A weapon that deals more damage than
its own hardness rating is pushed to the lmits of its
strenglh, For every 2 points of damage the weapon
disals onver ks hardness, L loses 1 point of Durahility,
{Remember that damage modifiers from Strength apply
rovvard a weapon’s damage. )

Exampda: A maul that deals |1 points of darmage in one
attack has excesded s hardress ratng by & points. It
lasers 3 peants from its Durability raung.

Armor: YWhen o weapon deals damage to an
armored characler, randomly determine which piece ot

armaor took the damage (armorn, shield, helmet, bels,
gloves, boots). For every 2 points of damage the
weapon deals over the armor’s hardness, the armor
loses | point of Durabilivy,

Exurmple: The same maul, dealing |1 points of damage,
strikes a characrer wielding only a kite shield as armor.
The damage has exceeded the shield’s hardness of 5 by
& points, so the dhield loses 3 points of Durabality,

Effects of Damage: VWhen an item has sustained
more Lhan half its Durability in damage, it begins to be
less effective. At one-quarter Durabilivy, the wem 15
nearly ineffective. Use the unadjusted damage number
for figuring Durability effects.

Item 1/2 Dur. 1/4 Dur. 0 Dur.
Weapon —| Dmg -3 Dmg. [Jestroned
Armor -1 AC -3 AC Destroyved

“Armor A rating desess not adiust past 0.

Repairing Damaged ltems: A damaged item can
be repaired by, anyone with the appropriate Craft
skill. See the Craft shill in Chapter One for moere
nformation.

Random ltem Damage
You can use Lhis table to pick an item to be damaged
(for example, by an acid beast atrack) I you rell an
itern the character doesn't have, use the item with the
next higher number that the character does have. If
none, No item is damaged.

Optionally, the DM can decide that a eritical hit dam-
ages an itern n addibon to dealing damage (use the
nAaBLD durability rules).

1d20 Roll  lItem Affected
-2 Boots
3 Primary weapon i hand
4.5 Sash, Belt, or Girdle
& Buckler or Shield (or second melee
wizapon in hand)
T8 Cloves, Gauntlets, or Bracers

9 Rags, Cape, Cloak, Robe, Arrmorn, Breast
Plate, Meul, or Plate

1011 Cap, Mask, Helmet, or Crown

12-14 Primary weapon in hand

1517 Buckler or Shield {or second melee
weapon in hand)

18-20 Rags, Cape, Cloak, Robe, Armor, Breast

Plate, Mail, ar Plate
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POTI®NS
Euch: potion imbibed has the indicated effect. You can drirk

as miarty af these potions as you like wathout penalty.

Healing Potion: The staple of many adventurers” gear,
each healing potion (a sngle dose) restores lost hut ponts
up o the adventerer’s maximum. Minar Idd+1; Lighe
2dB+3, Healing: 4d8+7, Greater; 6ali+12; Super: Bd8+15,

Mana Potion: What Healing potions do for hit
paints, Mana potions do for spells. [t dees not grant
spell levels beyond what the caster can cast. Minor: |
level: Light: 2 levels: Mana: 4 levels; Greater: & levels;
Super: 8 levels. Thus, a Mang potion restores one 4th-
level spell, or a 3rd-level spell and a 1st-level spell, or
twa Znd-level spells, or four 1st-level spells.

Rejpprvenation Potion; Combining the effects of the
Foer Ln']'rg poiton and the Mana p:}!."r_lra a reprveriation
potion resteres [d8+] lost it points, and up o 3 presi-
cusly cast spefls—bath up to the adventurer's maxumum.

Fuil Rejuvenation Potion: Ajull rejuivenation potion heals
all the user’s damage and restores up to 9 spell levels.

Stamina Potion: A single dose of staming potion
removes any fatigue effects the character 1s suffering.

Full Searming Poton: A single dose of jull stamina
potion acts as a stamina poton and makes the user
immune to fatgue for 10 minutes,

Powon Antidote: A single dose of antidore restores
|d4+1| paints of any ability score lowered due to the
eflects of poison. It cannot restore the ability Lo more
thasn the onginal score.

Foll Antidote: A single dose of ful! antidore completely
restares all abilicy score losses due to poison and neutral-
izes any poeson currenthy i the character’s system.

Elixirst In Bhanduras, alchemists have created
potions thal temporarly increase the mmbiber’s alub-
tizs, Six elixirs exist —-one each for Strensth, Dextertty,
Canstiutron, Wisdom, Intelligence, and Charisma,
These temporanly increase the appropriate abiity by
i 2 points for 24 hours, While elixir effects of the same
bype doe not stack, there is no lirmit to bow many elixirs
a user can imbibe in the same one-day peniod.

Grenadelike Weapons

I'hase weapons require no proficiency o use, Armacks
with grenadelike weapons are ranged touch attacks—the
larpet’s armor bonus, shield bonus, and natural armor
kot o not apply. For a miss, roll [dé for how many feet
from Lhe target the weapeon lands and add +1 foot for
every |0 feat the weapon was thrown. Roll 148 to deter-
rmiree the direction of the mass: | long, 2 long/right, 3 nght,
4 short/right, 5 short. & short/left, 7 left, 8 long/left. The

WEARDN splashes. trom where it lands.
Lonpnly \.’;..J g Potwn: This pouon shalters on impact,

EM[ICSHR the explosive alchemical mixture within to

the final pecessary ingredienl: ar {see Grenadelike
Weapons Lable for effects). This potion has full effect
Q1 CrEaAtUres resistant o tire.

Fulminating Pouon: Composed of highly .caustic
compounds, this potion scatters a poseerul acid on
impact. The acid eontinues o burn whatever it touch-
es for the next |dd rounds, dealing eicher 1d6 poscs of
acid damage (to things directly struck) or point of acid
damage (to things splashed),

Choking Gas: A creaturs that inhales this pas is
allowed a Fortitude save (D0 13). 1P the save fails, the
creature tikes 1d4 points of temporary Constitution
damage and the gas dissipates. A creature that inhales
the gas agam before fully recovering this loss i must
successfully save again or take [dS more poiats of tem-
porary Constitution damaga,

Rancid Gas: A creature that inhales this gas is allowed a
Fortitude save (DO 12). If the save fuls, the creature
tnkes | point of temporary Constibution darmape and-the
gas chesspates. A crealure that mhales dre gas again before
fulby recovenne this loss s must successfully save aoanar
rake 1dé more points of temporary Constiution damage.

Strangling Gas: This is the most foul alchernical gas,
A creature that inhales it is allowed a F["]'LILLI!'_‘IE-' SN
(DS 18). IT the save fails, the ereature takes 264 tem-
porary Comstitution damage and the gas dissipates, A
creature that inhales the gas again before Filv recov-
ering this loss is must successtully save again or take
2d4 mare points of temporary Constitution damage.

il This bottle of fammable oil is meant to e hudksd at
a target creature. Prepanng the flask s a full-round actiorn,
and 50% of the tme the ol fails to gnite procerhy and is
wasted (see Grenadelike Weapons table for effecrs).

Fatigue (Optional)

Characters become fatipued by doing thengs that” minke

themn tred. A Forttude save can be used as o cheds for

fatigue. The DM decides if a check is necessary, and can

adiust its difficully by assprirg a bagher o loawee DG The

DM rrnghit brver chmractess check agairsit fatgoe swhen they:

= Engage in extremely strenuous phvsical activity for
more than a full minute,

» | ack sufficient tood, water, or air,

* Are exposed to excessively hot or cold aswviros-
ments without adequale protection,

* Are exposed to any other condivon might cause
them to become tred,

Fatigue Effects: Fatigued characiers can't run ar
charge. They also suffer a -2 penalty to Strength and
Dexterity. In the DiABLO world, fatipue effecis: go
away with [0 minutes of rest, or when the charactar
uses a starmma o full stanina pobion.



Potions and Elixirs

Lt Healing lZ5gp
Laggr Mana 125 gn
Flaahruz 250 pn
Mlais 250 0
Super Healirs 5040 s
Grenadelike Weapons
Weapan Cost
Explodirg’ 100 gp
Folminating 25 up
Caz, Choking 100 gp
Cas. Ranczid Si) ap
Caas, Strongling 300 gp
Cal | gn

“This weaipon duals “splesh™ darrnoge te all creatures within 5 sl of e poent of impact. Fulminating potion lasts 144 rounds.

Weapons
simple Weapans—Melee

Wisapo
Lmarmed Attacks
Gouncler’
Strike. unarmed
Tirsy
Do ()
Doick (L3
Kris (O]
Srral
Dlade (0
Maza, Lighs (M)
Wand {5T)
Wand, Yew [5T)
Wand, Bane (5T
Wand, Gran (517
Mediven-Size
Chabs [M)
Club, Spiked (%)
Marning Star (W
Spiear, Sheet 0
Smff Shart' (1)
Large
Peleal (M)
Maul, Great (M)
S, Long 3T
Htat, Graded (ST)
Stad, Battle (317
St War (5T)

Super Mana
Reprenation
Full Resprveniation

Starmma

Direct Hit
3da
146
special
special
spcaal
I

Damage Critical
Id3 W
138 =2
1d4 192082
1dd 192002
ldd -y 19203
Ll P20
i 32
id3 w3
1d3 x
ledd 2
Lo i
I )
LS w3
| & =2
| »3
[ x?
141 w3
2da =3
| di& x2
|dE L4
2dd x?
1d1i x2

200 op
300 gp
1 GO0 g
250 gp

Splash
ide
|
zpecial
special
speial
|

Inerament

Full Starming
Antictare
Fudl Arnucole

Elixir

Rangs
Inerement
10 k.

0 .

10 e,

10 e
I e,

0 fr.

Weight

2 Ik

I Ik
2 b,
21k

21b.
& Ib.
b
|1k
11k
| b

il
51k
8 [,
3 lbs.
3k

25 Ik
30 Ik,
G |k
& [k
gl
10 1k

Type

o

== -
=

B mBEmm

O gpo
250 ap

500 ap

2500 g

rE

Weight
| 144 Ib.
| 14 k.
L £54 I,
114 |h.
[FE 5N
[REE R

Dur

aries

A
s
/e

Fasd
3720
2/
2{3
23
Zin

4415
415
2415
[t
4ih

Ba
1060
bild
&/15
324
1C/24



Simple Weapons—Ranged

Weapon
Tiry
Eanle, Balanced (D T
Knife, Theowang (D, 1}
Szl
Crusasbaon, Light” (B)
Balts (par 10
Javelin, Light (1. T}
Mlechurn Size
Crasshow, Heawy (B)
Balts {par 101
Pilurmi{J, T}
Olave, Light (1L T
Spear, hrowing (J, T

Martial Wenpons—Meles

Weapon
Small
Aoxe. Hand (4)
Sward, Shart (5}
Medium-Sze
Buce (A
Aoas, Daubile (A)
Axe, War (A
Falchicn Lighe (5)
Flail”, LaghiL (M)
Fick, Military (A)
Aaher (5)
Seeprer (M)
Scepter, Crand (M)
Scepter, War (M)
Sermitar (5)
Shield Spiig (zoe Shizlds)
Swiwil, Beoad (S}
Swenred, Corpntal [3)
Sword, Long (5]
Sweind, War (5)
Whar Hamrrser (M
Largz
Ao, Fleavy Battle (A0
Huer, Paroacd (A
Ane, Diant (M)
Aoep Cireal (5
Ao barge [AY
Bardeche™ (F)
Brarclistock (1)
Clovgrmore (3]
Famberge (5}
Hallaercd™, ey (T
Filae ™, Hesw (F)
Paleaxe! (F]
Semyvthee (P
Soythe, War (P

Cpear, Long )

Cost

Jg
dap

g
1
dgp

150 gp
| gp
3ap
4 zp
Sep

Cost

L0 g
e

20 &
4 gp
100 g
0 ep
S0 gp
A0 ap
30 gp
20 gp
LB
150 g
W gp

Tagp
S0 op
100 g
200 gp
6l gp

250 ap
200 gp
430 uo
350 gp
Il gp
20 ap
100 ap
150 gp
300 pp
200 op
200 gp
30 g
41} gp
00 gp
Al ape

Damage

1d4
Lk

110

ldE
[elH
LdB

Damage

idd

lda
148
1D
ldf
148
1dé:
ldé -
1dé
Id&
LdLd
lcda
lcda
a].]
IedH
ia i)
4l
Tulit

24
Icdi2
2dl0
2k
24
143
2di
Tl
Zdd
2

2dd
24
Zda
Idd

Critical

19202
19=-20=2

1920/

w2

192002

wa
w3

Critizal

el
192072

=3
=3
%3
18202
wd
wd
19-2{0/=2
2
w2
w2
182042
wE
19-20/x2
IB-20=3
9 202
1920/« 2
#3

=3
wd
=3
3
3
w3

w3

19-20y%3

Range
Increment

10 ft.
[0 f.

B ft.
sife
20 .
20 ft.

1D f.,
30

Range
Inerement

Weipht

11k,

&
| Ih.
I k.

b,
Ik

4 Tl
i |,
3 s,

Weight

2k
Ak

4k
7.
LG B,
Gl
5l
& b,
4 k.
Ak
Gk
& .
d k.

4.
5ih.
1k,
4 L.

A Ik

15 1k
15 Ik,
28 o,
200 L
{2 ih
1k
15 1.
I Ik
ol
15 k.
17 Ik,
15 b,
2 Ha.
15 1h.

9 lbs.

T}lpg- Dhur
F a2
B o

P A6
P

P 202

o =5430
s 202
P 244

Wk 2/4
= 204

Type" Dur
Y e
P R
5 SRR A
5 &4
g /18
5 715
R e BlS
P E
5 g2
B G5
B i &A0
B 1950

SRR O
P =
5 EE S
a3 a2
SIS
5 THE
B g .1;‘:;_ E-?[.E'
& S
5 1Gs15
g R
5 1524
3 e
5 224
RS B0
3 NE:

PR iors0
A5 730
; B A !ﬂ.@*‘-
F 5 TR

B3 A0
RS 150

S s



Speturmn ()
Swardd. Fastard (5]
Swwared, Ciarit | 5]
- Sweoird, Gireal [5)
Sweon?, TewaeHanded {5
- Trdent™ {0
Vauge (]

Martial Weapons—Ranged

Weapon
Semal-
Axe, | Taweme (A
Mledinm-Siee
Axi, Balanced (A
Do, Shert” (B
Arrens (per 200
Briw, Hurters (B
Agrenees (per 20}
Bowe, Short Battle (B, S+1)
Arrows iper 20)
Bove Shocl War (B, 5+2)
Ariras (per 200
Largs
Levnghes” [B)
T wer 200
Berw, Composite [B)
Aurrowvs (per 20
Bicnas, Lo Fartle (B 541
 Arrows {per 20
Licre, Lz War (B, 5=2)
Arronas (pes 20

Weapor Types: A—fse, B=FBow, D=Dopgper, M=Mane, J=lovelin/Spear,
P=Puearm, 5=5ward, 5T=5af, T=Thrown. The Mame em Chapter
roups weanans by Lppe, JAl vl e wasapoins oo Uns calde are Kharchran

20 g
250 gp
200 gp
H gy
02 ap
L gp
A0 wp

B

4 gp
A gp
Lap
30 gp
| gp
150 gp
[ gp
250 gp

| gp

Thgp
| gp
130 gp
1 gp
300 gp
lgp
ROD ap
lgp

ldl2
2di
Qi
2d10
1410
1412
24

Damage

|84

[ G

1d&
Id&

T

1cdf

Lo

I8

I

=

wversions, atd may vary lronn slargland D&ED wesapons.)

Lee Ue desimipton of this WA Far spieran] ruales,

"Wl 1w types are listed, the weapon is both types.

1 . L -
| ke weeapon deals sidxheal damage rather than rormal darmage.

| Keach wespn,

bl W

* Doubic damagze i 26l va. & charpe fready action)

19202
19—k
192042
19-2012

Critical

a1

w3

#d
=35

w2

Range
Increment

10 fr.

10 ft.
all f.

70 fi.

&l fr.

T fi.

104 f,

110 fi.

100 fr.

1O

15 k.
10 k.
15 k.
151k,
151b.
150,
i5 k.

Weight

2k

4 |l
2k
3k
2 k.
b
21k
3 Ib.
21,
3.

EY ¥
3o
3 Ik
1k
3k
3 Ik
ik
b

ks

e B o R R R L P

Type™

(%]

==

0

| S | o

I = fiiE =38 o g

1015
[t
ICs30
1530
10724
ela
824

219
22
312
A2
4,15
272
It

2



Armaor

Armor

Wyapm
Cape
Cloax
Fzgs
Fooe

lazhr Arrerer
Lzather
Leatluer, |Hard

Leather Studded

Crailted
Felechiurm Armos
Rreass Fatn
Cohiir Ml
Hing Mail
Seale mail
Feawy Armar
Arwnn Armor
Fre'd Plate ™
Fuall Pliate Mail™
Cothiz Plaze™
Flate Mail™
Splirt Mail™
Srelds”’
Firacdsler
Shielid, Bos
Shield, Soths:
Zhield, Kime
Shield, Large
Shieid, Srmall

Shie'd Spiked 7T

Armnor
Cost

b
15
| gp
20 g

M gp
Al gp
50 g
25 e

200 g
150 gp
100 ep
1200 oy

3,750 gp
2,000 g
3000 g
4 (00 s
a0 g
250 gp

10 gp
150 gp
G0 g
50 gp
20 g
15 gqp
T

Shield. Tawer (Small) 250 gp
“Wiaps are not cumuiative with ammaor.

“When running in heavy amran, vou meve oaly mopks your speed, not guadruple

“Shields negaze Hand Prostection partial armar,

" Cannor cast spedls wath somatic compeesnts wdile wonn.

i Wb a spebed sheekl s used ina shieldd bash. it 1= & martal peenning wiapon that deals 146 pomits of damage (3 crit

Max

Boruis

+5
+5
14
14

Armor
Dex

+
+6

+4

HG
+4
+5
+5

Spell
Check Penalty

b thidn a

b d e

=i

32

Failure

[
10
5%
5%

aEo
Lasa

0%
3k
25%

454
35%
5%
A0
40°%
401

o
ol

[0
[ 5%
I 5%
| 5%
5%
L%

25%

—Epeed—
{30 Ft.) (20 ft.}
a0t A
0 20 A,
A0 fi. 20071
3 1. 20001,
0 e 200 ft,
30t M fr.
30 ft. 20 ft.
30 ft. 201
200 13 1.
20 . I3t
20 fi, |3 f
20 fi. [t
|5 fi. | L.
201t 15t
20 fit. 15 ft.
13 [ ft,
L5t 0 ft.
206 15 .

Weigh

2l
FhiE
21k,
216

15 Ik
251k,
g e
IC I

3 Ik
A0 Ik
55
30 I

&l I,
a0 o,
G6) .
35 1b.
3016
45 b

k.
& Ik
100k,
1515
10 =
a5k,

15 Ea

25160

5i15

Br24
[0
173
s

Cman

Iri4
a0



Partial Armor

Partial Arors
| feadd Fritecion
Caxnat
Cronen
Hilm
Helm, Bane
He=hn, Fudl
Flelm, Creat
Mlazk
ol Cap
Hand Prozection’
Crmur ety
Cimnrblets, Lighe
Caluwnzs
Ulerezz, Chain
Cilerees: Heawy
Fear Mratection’
Bussts {ham
Boabs Flaawy
Busols. Leathe:
Begts. Light Flate
wireaves
Firl=s
Filt
Gialt, Heawy
Gielt, Light
Gelt, Plate
Sazh

Bdeat earnslative wash armes Hand Protection is also not cumualatre
swazh skaeld. Caps, hats, gloves, leatner boots, ancd sashues are also nol

surmlaive weths b parial anocar,

Armor
Coot

Sgp
{50 gp
15 gp
100 gp
i ap
a1 o]
20 ap
I g

I gp
20 g
=N
M go
0 g

15 g
10 gp
5go
20 m
B

15 g
20 go
It zp
A ap
3ap

Max
Bonus

-
+3

+3
i?
+4
+1

2

+|
+1

Armor
Dex

+1ih

pE

Speil
Chechk Penalty

33

Failure

Speed—
{30 f.]

(20 ft.}

Weight

=%
6 |8
ok
i k.
5 le
10 k.
2 |l

2k

31k
4 |k
i =H
RIS

2k

G
4k
2k
Alb.
10 .

2k
Z o,
| 1h.
A
1 k.

=T b
20



CHAPTER THREE: SPELLS

spells with a common theme—
Law, Good, Fire, and sa onl.

The third line shows which
casters have access to the spell
and the level of Lhe spell. The
caster types are abbraviated
(see below).

“Spell level” 15 a measure of a
spell’s power and complexty.
"Character level” 15 a measure of
a characters power. "Coster
fevel” is a measure of spellcast-
ing ability. [n the DiaLO | game
the last two are the same (the
D&ED game allows multiclass
characters with a higher charac-
ter level than caster levell. A
DM might choose o experiment
with multiclass characters n a
DiasLo game!

In the DHaBLO game, you cast
spells as you pick thenr—sao the
learn magic differently. For them, necromancer and sorceress in
it is a study of complex mystical this hock operate like the D&D
formulas, designed to manipulate sorcerer class. A DM who wants
energy that alters the world on a funda- Wiy e to increase the challenge ot the game
mental level. They control magic may decide they act more like wie-
Learning and wsing this control ards and must prepare their spells in
requires long hours of study and advance. This is OF—it just makes
practice, medilatve exercises, and the game mare challenmng for the
endurance. As a result, necro- characters.
mancers and sorceresses use spells Speil Resistance (381 Some DED
rather than abilities to represent mansters have spell resistance. 7 the
their mastery of magic. This chap- target of the spell has this abilivy, the
ter details those spells. caster must maks a level check
(1d20+level) equal o or greater
tham the monster's 3R number or
the maonster is nat affected. Resis-
tance 15 checked before saving
throwe are relled.

Some DiasLo 1 spells, includ-
ing lightning bolt, cheain Lghtring,
fire wall, and a few others, are
so similar to standard DE&D

that the DE&ED text is repro

duced here.

In Khanduras, magic is every
where, Mecromancers and sor
CEMressSEes I'I'IF!I'l'.E “an UTEdﬂiEEd
study of the applications of their
ds. Amazons
learn to apply natural magic prin-
ciples Lo their battle tactics. Pal-
adins pray to their divine patron
for miracles. Barbarians  use
magic to emulate the abilities of
anirmals. BEven common farmers
can wield the strange magic
devices that every so often fall
mnto ther hands, Magic is part of
averyday life,

Far amazons and paladins,
using magic isn't terribly differ-
ent from actvaling magic items:
they can do it more or less at
will, with only a shart recovery
rime atrerward.

MNecromancers and SOrCeresses

waricns magical [

Using This Chapter

The spells detailed in this chapter
are listed alphabetically. A paren
thetical note after the name iden
tifies its D1aBLO magical specialty.
The next line gives the spells
school of magic, with brackets
showing the D&D  clerical
domain, if applicable {a demain

is & list of D& [ specialty cleric

34



SPELL LISTS BY CLASS AND LEVEL

MNecromancer

1

1]

Vi

Arnplite Damage (Mecl [Crl T
Teeth (Mecl [CrlT

B A (Mecl [Cled])
Ranse Skeleton (Mecl 701
Dhim Yisan (Mec? [Cle2])
Visaler (Mec? [CIr2])

Paizan Dapeer (Mec [Cr2])
Coorpaer Faplovair (Mo [Cle2])
Clay Golern (Mecd, [Sor/Wizd])
Iron Madon (MNec 1047
Terrir (Mecd [Ulrd])

Faone Wall iFecd [TlrdTh

Raise Skeleion (Mecd [(Clrd])
Corfusion (Wecd, Sasd}

Lifie Tops (Mizeet [SerdWiz 3))
Faizon Explosion {MNecd [CieS])
Bone Spear [Mecd [Clrd])
Blood Golom (MNood [CIRET)
Albracl (Mech [ChE]
Trezrepfy (Meck [CIFGTY

Bone Hrisen [Mech [Cle3])

Tron Calermn {Meca [CIF7])
Luwer Resstarice {(MNect [CIe5])
Fazan MNova (Meeh [CIFT])
Bz Spnit [Meed [CleT )

Fire Golerm (MNech [CETT)
Fevive (Mecd [T )

Sorcerer

Fire Bolt (Sosl [Sar Wil
Chargesd Ball (Seal [So0Wiz2])
lce Belt (Sosl [Sar/ Wizl

Frozen Armor (Sasd [Sor/Wiz3))
Inferne {Sos2 [SorMWWizZl)

Static Feld (S [SardWied )
Telekinetic Blast (Sos2 [Sar/ W= 3])
Frost Mo (Sosl [Sar/Wizd])

Ice Blast (Sos2 [Sar Wi=2])

Bleae {Faasld [EL:‘T.'IWL{EIJ:I

Fireball {5253 [Sar/Wiz3])

Mova (Sesd [Sor/Whazd]]

Lightning Bolt {3053 [Sor/WWiz21)
Shrver Armor (Sosd [SarWWicd )
Fire Wall {Sosd [Soc/Wizdl)
FEnchart (Seeed [Sor/Whed )

Chain Lighoning {Sos4 [Sor/Wied])
Telepart Sl (Gowt [S-Clr'.""."l."izq-j!
Clacial Zpike (3054 [Sor/WWizd])
Meteor (Sosh [Sor/Wizi )
Thunder Stormn (Soes5 [Sor Wiz T)
Energy Sheekd (Sosb [Sor/ Wic3])
Blizzard (Sos5 [SarWizal)
Chilling Armioe (Seed [SorWheT [}
Hydra (Soeb [SarWiz8)

Frozen Cirbs {Sosi [Sor/WizE])

SPELL ALPHABETICAL INDEX

Arripahfy Dharmeage: (Maect (Sl
Artract (Mech [Cled])

Blaze (5053 [Sor/Wizd])

Blizeard (Sash S/ vWizH])

Plocd Golem (Mecd [CER])

Bone Armoe (Mecl [CIr2])

Peonex Prisca (Mech [CIra])

Boone Spear (Mecd [Clrd])

Bearw Spurit (Mo [CIe?)

Bane Weall (Mecd [Tlrd )

Chan Lightrung (Sest [SorWizE])
Charged Ball (5csl [Soe/WizZT
Chilhng Armor (Sosb [SorWaeT])
Clay Gl (Mec?, |[Sor/Wizd])
Confusion (MWecd, Sasd)

Corpee Caplosion (Mee2 [Cle2])
ey (M [TIRT)

D Vigean (Mec? [CIrZ])
Enchart (5051 [SarWizt])
Crergy Aokl (Bazh [Sor/Wizal)
Firekal {553 [Ser/Wiz3])

Pire Bode os] [Sor Wizl )

Fire Golem c:h. pofy [CT])

Mire Wall (Rosd [Sar/WWizd])
Frast Mova (5es? [SorWhed])
Frazen Armor (3052 [Sor/ Wizd])
Frozen Ol {Sosd [Ser/WizE])

Cilmcial Sqnbe (Sosd | Sea Wiz )
Hydra (Soed [SorMWiz8])

loe Blast (5os2 fﬁ-.‘:l_-'WiEE]]

lce Belt (Sosl [Sar Wizl

Inferne (Sas2 [SosWizi])

lron Golem (Nect [CIrTTH

Irom Masden (Mech [Ce 4]0

Lite lap (Mecd [Soc Wiz 3T
Lightming Balt [Sasd [Sor Wizl )
Lower Resist [Mecd [CIrG])
Masteror (Sosd [Soe/ Wiz )

Mova (Soed [Sor/Wiz3])

Posson Dagger [Meel [Cle]]
Pomon Explosion (Mecd [CIrT)
Poesan Morvas (Mech [CieT])

Haise Skeleton (Mecl [CIF3T)

Raise Sheleion Maps I:NEEEI [Cird )
Fevive (Mect [CIrT])

Shmaer Armor (S0e3 [Sq:ir,"'l."'ﬁ"iIg_[:l
Static Field {Sas2 [SorWhe=2T)
Tecth (Mecl [Cle1])

Telekinetic Blast (Scs2 [SorWizd])
Telepart Self (Sasd [SorVWizd])
Terror (MNec3 [Clrd])

Thumdder Sterm (Sos5 |_5il_'u_-' Wiz i}
Weaken (Mec [Clr2])



SPELL DESCRIPTI®NS

Amplify Damage (Curse)
Mecrormancy [Death]

Level: Mec | (Cir |, Death 1)
Componants: %, 5

Casting Time: | action

Range: Close (25 ft. + 5 ft./2 levels)
Eftect: | creature

Dureion: | round/level

S-m.-ing Throwe: Wil negates

Spell Resistance: Yes

Magical energy sheathes the foe, winch takes an addition-
al |45 paints of damage from any melee attack that hits.

Attract (Curse)

Enchantment (Compulsion)

Lavel: Mez 5 (CIr 5

Components W 5

Casting Time: | action

Range: Medium (100 fr. + 10 it /level)
Effect: | creature

Duration: | minute/level

Saving Theow: Wil negates

Snell Resisrance: Yes

If the target creatare fals a Will save, all undead and
demonic creawres watlhun 30 teet (and those coming
this clase wathin the spell’s duration) musl rmake a suc-
cesstul Will save or see the cursed one as muoch ther
foe as you {they attack whoever s closest). The spell
lasts uncl the cursed one s killed or the duranon ends,
A nontargel undead or demonic creature that success-
fully saves meed nol save again, even it it leaves and re-
enters the 30-foor radius,

Blaze (Firs)

Eviocation |Fire|

Leverl: Sos 3 (Sor/Whe 3)
Components: YV 5
Casting Time. | acuon
Fanpe: Perscnal

Effect: 20 ft. long/level
Douration; 1 rourdy lese]
Siving T hrowe: Noree
Spell Resstance: ras

A oo dimensional vertical sheet ol Tire, 3 feel hugh, tals
hehind vou Maoving an the ground or similar surface cre-
ates an ever-lengthenmg sheet of flame that traces your
path. Thes thin wall rernams untl the duration ends or the
effect iz dispelled. Passing through the blaze deals | point
of damass, plus 184 per three caster levels [maxrmmum

3

|=5d4). A Fortitude save is allowiesd for half damage. Lin-
gering within the wall deals double the base damage

Blizzard (Cold)

Evocaton [Cold]

Level: Sos 5 (Sor/Wiz 8)
Components: ¥, 5

Casting Time: | acuon

Range: Emanates 30 ft. from caster
Effect: Ring, see text

Duration: Instantansouws

Saving Throw: Reflex half

Spell Resistance: Yes

You are at the center of a freezing ice storm, 40 feet high,
that begins 10 feet away and blasts autward ta s 30-foot
racdius. The blizzard deals [d&+ | points of cold damage
per caster level to each creature within its area {mas:-
miem [5de+15). A Reflex save s allowed for halt damage

Blood Golem (Summaoning)
Conjuration

Level: Mec 4 (Clr 3)
Components; V, 5

Casting Time: | full round
Range: 30 fi.

Effect: Makes | gn_':le_-*n
Duraton: 1 minute/level
Saving Throw: None

Spell Resistance; ™Mo

You raise a blood golem (see Chapter [ive: Monsters).
The galem attacks your enemies until ordered to cease,
the spell’s duranon ends, or the golem is slain. You can
gve the golem simple commands, including “guard” or
“Lote,” if no immediate toes need be foughl. Unlesstis
in melee, the golem moves W remain within 30 feet of
vau, IFyou summon any crealure before this spell ends,
then this spell ends mmediatahy

When the blood golem strikes a living foe, you receive
rmagical curing equal to | point for each 2 points of dam-
age the golem deals—ary curing aver your normal hut
point total is ignored. When the golem takes damage,
vau take | point of damage for every 5 points dealt to
the golemn. The blood golem falls te dust when reduced
tor (1 hit points or when the spell’s duration elapses. Cure
speells and Healing potions have no effect on golems.

Bone Armor (Bone)
Conjuration {Creaticen)
Level: Mec | [Clr 2)
Components: ¥ 3
Castng Tune: | action
Range; Fersonal



Efeon Creates shields of barne
Duration: Sees text

Saemg T hrow: Mane (harmless)
Spell Resstance: Mo

Fram the badies of your enemies, you creale an array
ol wearding banes that rolales about you continously: |t
prindes a +1 armor bonus per caster level (+10 AC
bonus maxirnuomp, The arcay has no weight, dogs nor
allect yvour spelleasung or your Dexteriby bonus, and
lasts until it is destroved in combat. 1L has & hil points
per caster level (masimum 60 hit peents). You reguire
tne bones of one Medium-sized or lareer creature (or
twvn Small sreatures) to cast thes spell,

Bone Prison {Bone)

Conpuratian (Creanon)

Lawal; Mo (Clrh)

Camponents: V5

Casting Time: | actuon

Range Medm (00 L = 10 ft./level}
Effect: | crearure

Daration: Instantanaaus
Saving | hrora: Mone

Spell Besistance: ™Mo

An opaque wall of bones springs up arcund the select-
ec foe, The bone proson 1 12 teet high, and up to [0 feet
in radius {foes of Huge size or larger aren't caught in the
prison, but take 348 points of damage, plus | pomt per
caster level), The Sone prison can withstand 100 points
of darmage. plus 20 more points per level of the caster
Lefore collapsimg.

Bone Spear (Bone)

Canjuration {Creation)

Level: Nec 4 (Cir 4)

Components: V5

Casting Tome: | acion

Range: Medium (100 fr. = 10 ft./level)
Effect: Magic weapon of torce
Duration: 1 round/2 levels

f:m'u'ing Throsas: NMone

Spell FesisLanoe: s

A spear of bone fles from your hand to fight & chosen
fae It sirikes automatically for 1d6 paints of damage,
phas | point per caster level, we a maximuom of [do+15.
I'he: spear then continues Lo attack the same foe each
round unibl the foe either leaves the bone spears range,
or dies, at which pomnt the spell ends. The bone spear
affects any creature vulnerable to physical, nonmagical
damage. Except as noted above, this spell lunctions as
A spirtund wiegpon spall

Bene Spirit (Bong)
Caonjuration {Summorning)
Lewvel: Mec @ (Clr T)
Components: v 5
Castng Time: | action
Range: Medium (100 fi.
Eftect: Attacks | creawre
Duration: Instan Laneous
Saving Throw: Will (see text)
Spell Resistance: res

[0 FL. Mewel)

This spell releases a spinit (a shimmenng ball). The spir
it tracks any one foe you chose within range and strikes
it withoul error. The affected foe must make a success-
ful Will savimg throw or lose 2d4 points ot Constitution
and &d8 hit points. If the saving throw is successiul, the
e sull loses 3d8 hit points.

Bone Wall {Bones)

Conjuration {Creation)

Lewel: Macd (Clrd)

Components: V3

Casung Time: | action

Range: Medium (100 f. + 10 L evel)

Effect: Bone wall whose area is 10 &, high and 5
f flevel long

Duration: 1 round/lawvel

Saving Throw: Nane

Spell Resistance: MNo

An opagque wall of bore |0 feet hugh. & inches thick, and
up ta 3 feet long per level appears anywhere you
choose within range. The wall wont appear in a space
occupied by creatures or objects - these wall be on cne
gide of the wall or the other, as deterrmmned by the DM
The wall has hit points egual to [d10 per caster level, o
a maximum of [0d10 ket posnts, The entire wall orom-
bles to dust when it has taken this amount of damage or
whiert the spell duration ends.

Chain Lightning ([ ightning)

Evocation [Electriaty]

Level: Sasd {(HorfWizd)

Components: V. 5

Casting Time: | acuen

Range: Long (400 11, + 40 ft_flevel)

Effect: One primary targel plus one secondary
target/level (each within 30 IL. of the primary target)

Duration: [nstantanecus

Saving Throw: Rellex half

Spell Resistance: Yes

This spell is the same as that presented on pages [82-
183 of the Mlayers Handbook.

3T



Charged Bolt (Lightning)

Ewvocation [Electricity]

Level Sosl (Sor/Wizd)

Components: V, 5

Casting Time: | action

Range: Short (23 L + 5 ft /2 levels)

Effect: Up to three creatures, no two of which can be
more than 20 . apart

Duratien: Instantansous

Saving Throw: Reflex hall

Spell Resistance: Yeos

You discharge 3 small. crackling knots ol electrical ener-
gy m front of you, to the limits of the spell's range. Each
knot discharges inte a randormnly selected creature in the
area and deals 1d4 points of damage per caster level, Lo
a maximum of 5d4 pomts. A creature won't be hit by
rmare thar ane bolt—extra bolts that randomby hit the
sarme crealure dissipate harmiessly nstead. A Reflex
save 15 allowed for half damage.

Chilling Armor {Cold)

Evocation |Caold]

Lewvel: Suss (Sor/WizT)
Components: V. 5

Castng Time: | action

Range: Persanal

Effect: See text

Duration: | rounddlevel

Saving Throw: See text

Spell Resistance: Yes (jce balts only)

You surround yoursell with an unstable field of sub-
zera cold. Whenever vou are struck in mealeg com
bat, the field fires an /ce bolt at your attacker. The rce

baolt deals 5d4 ponts of cold damage, and the attack-
er 1o allowed a Reflex save Tor half damage. Failure
means the attacker also takes a -2 cold penalty to
AC, melee attack, melee damage, and Reflex save
ralls, and can jurmp only half as far as normal for |
minute. The cold penalties are not cumulative—their
duration is counted from the last faillure. Por example,
@ (e alTecled on the first round for three rounds and
on the second round for two rounds would have the
-2 cold penalty and jump restriction in force through
the fourth round.

Clay Golem (Summoning)
Cooyuraton [(Creation)

Level: Nec?, Sasb (Sor/WeT)
Components: ¥, 5

Casting Timea: | full round
Range: 30 .

Effect: | golem
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Duration: | munute/level
Smring T hrow: None
Spell Resistanca: Mo

“You raise a clay golem (see Chaprer Frve: Monsters).
The galermn attacks your enemies until ordered to cease,
the duravon ends, or the golermn is slan. You can give the
golem simple commands, including "guard” or “tote, " if
na immediate foes need be fought. Unless it is in melee,
the golem moves Lo remain within 30 teet of vou. Cure
spells and Healing potions have na effect an polems. [f
VOU SUIMIMon any creature before this spell ends. then
this spell ends immediately.

Confusion (Curse)

Enchantment (Compulsion) [Mind-Attecting]
Level: Necd (Sor/VWiz4, Brd 3)
Components: V. 5

Casting Timne: | action

Range: Medium {100 ft. + 10 L flevel}
Effect: 15-ft. radius

Curation: | rournd/level

Saving Throw: Will negares

Spell Resistance: Yes

Thus spell is the same as that presented on pages [36-
|87 of the Players Handbook .

Corpse Explosion (Curse)
Mecrormancy [Death]

Lewel: MecZ (ChrZ)

Components: ¥, S

Casting Time: | action

Range: Medium (100 ft. + 10t flevel)
Effect: | corpse

Crration: [nstantanaomis

Sawving Throw: Reflex half

Spell Resistance: Mo

You target a dead body, which instantly explodes. The
explosion deals |dé points of damage par Hit Die the
monster had in life or 14 points of damage per caster
level (maximum 10d8), whichever is less, to each crea-
ture within its 10-foot radis. A successtul Reflex save
reduces the damage by half Animared undead don't
count as corpses unul destroyed, Clorpses cannct be
affected by this spell more than ance.

Decrepify (Curse)
Charm [Mind- Affecting]
Level: Mech {Clr3)
Components: V. 5
Casting Time: | action

Range: Mediom (100 ft. + 10 L /level)



Effect; | living creature
Duration: 2 rounds/level
Saving Throw: Mone
Spell Resisrance: Yes

A lving creature 15 cursed with a tempaorary glamaur of

exlrerme age, and tunctions in some ways as if shed.
Any creature subject ta mind-influencing effects can take
arly a partal action each round, and takes a -2 penalty Lo
AC, melee attack, melee damage, and Reflax save rolls.
The creature can jump onby half as far as normal,

Dim Vision [{Curse)

TransrmuLalicr

Lewvel: Nec2 (Cir2)

Caomponents: W 5

Castng Tone: | acton

Rarnge: Meadiom (100 fi, + 10 T lewvel)
Effect: | creature

Doraton: | minute/level

Saving T hrowss Fortitude nepaces
Spell Resistance: Yes

A foe wha fails a Fortitude save loses sight heyound
3 feel —even in bright light, and even il the foe can
normally see in the dark. Further, the loe has o -2
penalty to all attack rolls against opponents in its
VIS Fange.

Enchant (Fire)
Evocation [Fire|

Level: Sasd (SarWizd)
Components: ¥ 3
Castng Tome: | action
[fange: Personal
Effect: One weapon
Curation: | round,level
Saving Throw: None
Spell Reaslance: Mo

Your weapon deals +| fue damage per caster level unmul
the spell's duration ends. If the weapon is released, the

spell ends immedaarely.

Energy Shield

Abjuration

Level; 3osd (Sor/Wizs)
Companents: ¥, 5

Casling Time: | agtion

R:_HIE_E: PL‘TS-[]I'IF‘.I

Effect: The caster

Cruranon: Ends when casler rests
Saving Throw: Mone

Spell Resistance: Yes (harmless)

You create a nexus of magic and health, which hovers
overbead in the form of a small golden globe. Whale the
energy shyeld lasts, vou can convert amy uncast spell
directly ta hut points to negate damage the instant the
damage is taken, You can't use this spell to heal damage
in army other way. Lincast spells absorh & points of dam-
ape per level of the spell converted. A 2nd-level spell
can ahsorb up to 12 pomts, a ded-level spell can absorb
up Lo 18 pomts, and s0 on.

The caster can convert more than one spell to absorb
incoming damage in the same round, or just encugh to
partially absorb incoming damage. If a converled spell
provides more hit paints than necessary Lo absorb dam-
age, ils remaimng pomnts are carried forward against
future damage. Converted spells are lost as if cast.

Criergy shield lapses whenever the caster slesps or
rests to prepare spells. Amy healing unused when the
spell ends is lost.

Fireball (Fire)
Evocauon [Fire]

Level: Sos3 (Sor/Wiz3)
Components; V. 5

Cast ng Time: | action
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Range: Long (400 fi. 1+ 40 ft. /level)
EMect: 20-MN. rachus

Duration: Instantaneous

Saving Throw: Reflex halt

Spell Resistance: Yes

This spell is the sarme as thal presented on pages 203-
204 of the Plavers Hordboak,

Fire Bolt (Firz)

Evocation |Fire]

Level: 3051 (Sor/Wizl)

I:E‘.-rnp{ e Tihs: 1'!.!': S

Casung Time: | action

Range: Medwm (100 ft. + 10 ft./level)
Effect: | creature

Cruration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

A small bolt of fire flies from vour fingerap to the foe and
deals 1d6 poants of tire damage per caster level [maxi-
mum 3d6), A Reflex save is allowed for half damage.

Fire Golem (Surmmomng)
Comurabon (Creaton)
Level: Mech (ClrT)
Components: W 5
Casting Time: | full round
Range: 30 f.



Effect: | tire golem
Durarion: | minute/lewvel
Saving Throw: Mone
Spell Resistance: Mo

You raise a fire golem (see Chapler Frve: Monsters).
The golem attacks your enemies until ordered to cease,
the duration ends, or the golem s slain. You can give the
selern simple commands, icluding “guard” or “tore, " if
no mmediale [oes need be fought. Lnless it in melee.
the golem moves to remain withim 30 feet of you. Cure
spells and Healing potions have no effect on golems. If
Yol summan any creature before this spell ends, then
this spell ends immediately.

Fire Wall

Crvocanon [Fire]

Level: Sosd {SoriWizd, Drd 5)
Camponents; V) 3

Casting Time: | acuen

Farge: Medom {100 L = [0 . /level)
Cffecl: Special

Druration: Concentration + 1 round/level
Saving Throw: Special

spell Resistance: Yes

Ths spell is the same as the wall of fire spell presented
on pace 267 of the Ployers Handbook

Frost Nova (Cold)

Evocatcn [Cold]

Lewvel: Sos2 (Sar/MWied)
Components: V3

Casung Tme: | action

Range: Emanares 20 . from caster
Effect: Fing, ses text

[Muratiom; Instantanesous

Saving Throw: Reflex hall

Spell Resistance: es

An oy version of nove, this spell creates a rning of
freezing vapors that forms 10 leer away trom vou in all
directions and blasts outward Lo a radius of 20 feet.
Each creature wilthin the affected area takes ldded
points of cold damage per caster level (maximum
Sdd4+51. A Reflex save reduces this damage Lo half,
but those Laking any frost nowa damage must make a
Fortitude save or be paralyzed with cold and helpless
far 143 rounds.

Frozen Armor (Cold)
Cvocation [Cold]
Level: Sos2 (Sor/Wizd)

Clompanents: W &

Casting Tine: | action

Range: Personal

Area; One or more creastures iltling you in meles
Duration: 1 rowndTevel

Saving | hrows: See Lext

Spell Hesistance: Yes

Yeu surround vourself with a field of iy cold, gaiming a
+2 enhancement bonus to your AC, chilling foes that
strike you, Whenever yvou are hit in meles combat, the
crenture that struck vou must make a2 Fortinude s
Failure means the foe takes a =2 cold penalty o AC,
meles attack, melee damage, and Reflex save rolls. and
can jump only halt as far as normal for 1 minute. The
only effect of failing more than one save is that the
affert's duration is counted from the last failure

Frozen Orb (Cold)

Fvocation [Cold]

Lewel: Sosh (Sor/Wizd)
Components: V, 5

Casting Time: | action

Range; 100 M.

Ettect: One e bolt ffoe withon 30 t.
Durauon: | round

Saving Throw: See text

Spell Resistance: Yes (ice bolts only)

A sphere of absolule zero cold forms at yoar locroon
and maves away from you in a straight Ine, lring Joe
Bofes in all direcoons, One e Aolr strikes al each fos
within 30 feet of the orby, dealing 1044 ponts of cold
damage (effectively attacking enemes in an total area
up to 200 feet long by 30 feet across), A Reflex save is
allowed for hall damage. Those who fail alsa take a2
cold penalty to AC, melee attack, melee damage, and
Reflex save ralls, and can jump only half as far as nor
mal for | minute. The sphers cannot change direction
o pass through salid abbects.

Glacial Spike [Cold)

Eviocation [Caold]

Lewvel: Sosd (Sor/Wizd)
Components: V) 5

Casting Time: | action

Range: Mediom (100 L. - 10 [/ level]
Effect; 20-1L. radius

Dhration: Inslantanasous

Saving Throw: See text

Spel| Resistance: Yes

You hurl a shard of ice to a target area within range.
When the glaciol speke reaches its target it explodies
a frigid blast of 20 feer radius, dealing 1dé points of
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damage per level of the caster 1o each creature within
its area (maximum [53dE). A successful Reflex save
reduces the damage to hall Those who fail also Lake a
-2 cold penalty to AL, melee atrack, melee damage,
and Reflex save rolls, and can jump only hall as far as
noemal for | menute.

Hydra {Fire)

Conjuration {Creaton) |Fire]

Lisviel: Sasd [Sar/WizH)

Components; V5

Casung Time: | action

Range: 30 fr. and see below

Ftfect: Three heads each launch 2 fire bolts or | fireball
preer rourid

Durenen: & rounds

Sawing T hrowe: See text

Spell Resistance: Yes (fre bolts and fireballs onby)

Az the point designared within range, three draconic
heads burst from the Hoor. The heads each spew 2 fire
Bofis ar 1 fireball per round (as the spelis) at caster's foes
within 50 feet of the guardhan, The fvdra only launches
a firehall ar toes far enough away so that the caster and
her alles are not affected.

The fire bolis deal 3d4 points of fire damage each.
Tk jirebail 15 a 20-foot diameter area and deals [0d6
pamts of fire damage. A Rellex save is allewwved against
erthar effect for half damage. The caster need not con-
centrate on the Aydra. [ no foes are in range, the aydra
halds its fire, though 1t vanishes after the spell's duration
elapses: at thes ume, the heads sink back into the earth.

lee Blast ( Cold)

Cvocation [Cald]

Level: Sosd (Sor/Wiz2)
Components: W, 5

Coostimg [irmis: | action

Range: 20 1.

Effect: 5-frowide arc from your hands
Duration: Instantaneoms

Saving Throw: Reflex halt’

Spell Resistance: Yes

A shorl burst of intensely cold frost sprays from your
Nngertips in a 20-faot long, 3-foot wide arc. 1t deals 1d4
points of cold damage per caster level Lo each creature
within its area {measamum damage [0d4). Cach creature
that fails the Reflex save is also paralyzed and helpless
with cold for 1d3 rounds.

lee Bolt (Cold)
Evacation [Cold]
Level: Sasl (SorfWiel)
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Components: V| 5
Casting Time: | actuon
Range: Medium (100 .
Effect: | creature
[Muration: Instantaneoys
Saving Throw: Reflex half
Spell Besistance: Yes

0 fe. level)

A small shard of ice flies from vour fingertios o a crea-
rure morange. It deals ld4 pomts of cold damage per
caster level (maximum 5d4), A Reflex save 15 allowed
for half damage. Failure means the creature alsc takes a

2 zold penalty Lo AC, melee attack, melee damage.
and Reflex save rolls, and can jurmp only half as far as
normal for | minute. The only eflect of faling more
tharm one save is that the effect’s duration s counced
frorm Lhe last failure.

Inferna (Fire)
Evocation |Fire]

Level: Sos? (Sor/Wiz?)
Components: ¥, 5
Casting Time: | action

Range: 20 f1.

Effect; 5-frowide arc from wour hands
Duration: InsLantanaous

Saving Throw: Reflex half

Spell Resistance: Yes

A shart burst of fire spravs from yoor fingerups in a 20-
fool long, 5-foat wide arc, It deals |dé+] points of fire
damage per caster level to each crealure in the area of
effect [maximum damage 10d6+10), A Reflex save 1s
allowed for half damage.

Iron Golem (Summanmg)
Comjuration {Creaton)
Lewvel: Nect (ClrT)
Components: V. 5, M
Casting Time: | tull round
Range: 30 ft

EfMect: | zalem

Duration: | minule/level
Saving Throw: MNone

Spell Resistance: No

You raise an iron golem (see Chapter Five: PMonsters).
The spell requires a permanent magc item for the
golem to form around. This gives the golem. in addition
to its normial abilities, the properties of the iterm (that 15,
the benefits of the item s prefix and suffix).

The golem attacks your enemies until ordered to
cease, Lhe duration ends, or the golem is slamn, You car
give the golem simple commands, including “guard” ar



“rote,” it no immediate foes need be fought. Unless it
i5 in meles, the galem moves to remain within 30 feet
of yans. Mo known magic restores damage o a sum-
maned golerm. When the spell ends, the magc item
can be easily picked up out of its dust. Cure spells and
Healing potions have no effect on golems. If you sum-
mon any creature before this spell ends, then this spell
ends immadiatehy.

E."l'_F'.'I'Ir.I]E!.' -‘l:'ﬁ. MNECromMmancer S5ess il DFU!:UII-I]J'
Lovigsweord of the Lion o summon an won golem. The
ron golem s able to see mmasible creatures, and has + 18
hit points. Note that items with effects thar do not
apply to the gelem give no benefit. (A Spiders
Longsword of Greed does not grant the iron golerm any
spell levels, or help it find treasure. )

Iron Maiden (Curse)
Mecromancy

Level: Nec3 (Clr 4)
Components: W, 5

Casting Tirne: | aclion
Farme: Touch

Fttact | creature
Puration: | roundleyel
Saving Throws: Will negares
Spell Resistance: Yes

Fou must succeed at a melee touch attack o place this
curse on a sngle foe. T he creature takes | point of dam-
age for each 2 points of damage it deals for the duration
of the spell (round down). The curse can be remaoved
by a rermove curse spell.

Life Tap {Curse)

Mecromancy

Level; Mecd (SoriWiz 3)
Companents: ¥ 5

Casting Time: | action

Range: Clase (25 ft. 1 5 /2 levels)
Effect: | creature

Duraucn: See text

Saving Throw, Fortitude negares
Spell Resistance: Yes

The [oe you chovse beging leakng life energy for one
riotind per caster level (masomuom 13 rounds). A melee
hit on the creature givies the artacker temporary hit
peints equal ta half the damage dealt (rowund doven, and
vou don't ger hit points far any darmage that was more
than emough to kill the creature). The temporary hit
points are abways lost Drse—any left | hour after the
spell was cast disappéear,
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Lightning Bolt {Lightrung)

Evacation [Elactricity]

Level: 3083 (Sor/Vviz3)

Components: ¥V 5

Casting Time: | action

Range: Medium (100 ft. + 10 M /level) or 50 ft. +5
F_ lesveel

Arear 5-M0 wide o medium range (100 ft. + 10 1. level)
or [0-TL wade to 50 fi. + 5 1. level

Dwration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

This spell 1s the same as that presented on page 222 of
the Playverk Handbook,

Lower Resist (Curse)

Mecromancy

Level: Meca (Clrd)

Components: V, 5

Casting Timea: 1 action

Range: Close (25 ft. - 5 f1./2 levels)
Effect: | creature

Duration: 10 min/level

Saving Throw: None

Spell Resistance: Yea

You lower the target creaturs s resistances aganst fire,
electricity, and cald by 3, and reduce racal savng-
throw bonuses against peison and mind-influencing
-r'_“'FFE'EtE b}" E, Lo & rrwrnenrm I':Irﬂ.

Meteor ([ire)

Evocation |Fire|

Level: Sosh (Sar/\Wizh)
Components: V[ 5

Casting Time: | action

Range: Long (400 ft. = 40 ft. /level)
Effect: Z0-ft. radius

Duration: Instantanecus

Saving Throw: Reflex half {fire onily)
Spell Resistance: Yes

You call down a hoge, flamung metzar shoeeer that
pumnmels each crearwre in a2 20-toot radius for 3da
paints of damage. It alsa deals 1d6 points of fire damage
per caster level to each creature in the area of effect
[maximum [5db fire damagse). A Reflex save s allowed
for half fire damage.

Mowva (Lightning)
Evecation [Electricity)
Level: Sos3 (Sor/Wiz3)
Components: VM 5



Casting Time: | action

Range: Emanates 20 fi. from caster
Effect: Ring. ee text

Dwration: [nstantaneous

Saving Throw: Reflex half

apell Resistance: Yes

You create & ring of crackling electricity that forma 10
feet awiy from you in all directions and blasts cutward
to a radius of 20 feet, Each creature within the area
takas |do+] points of electrical damage per caster level
(raccimuom 10d5+10)

Poison Dagger (Poison)
Ni—’.i:r'l::er'li‘.r:L":.:'

Lewal: MecZ (T2
Components: W 3

Casting Timea: 1 action

Range: Touch

Effect: Your dagger

Durabion: | round//leval

Saving T hrossn: Tortinede negates
Spell Resistance: Yes

You gesture and your dagger (which includes the kris
and the blade for the purpose of this spell) begins ooz-
ing poiscn. While this spell lasts, any successful hit with
iLmmay poison a living foe. Make a Forutude save (DC 12
— caster’s Int bonus) or sufer intial damage of [d4
points of temporary Constilubon, no secondary dam-
age. The dagger continues (o ooze poison unbl the
duration expres, whether it hits a creature or not. The
noison 1tself dissipates too quickly to be otherwise col-
lecled or used.

Poison Explosion (Paisan)
Mecromancy

Level: Mecd (CIrd)

Components: W 5

Casung Tmme: | action

Fange: Emanates 20 1. from caster
Effect: Ring, see text

Duration: Instantanecus

Saving Throw: Forutide

Spell Resistance: Yes

You become the center of a venomous flash of lethal
poison that appears ina rng |0 feet away from you and
blasts autward to a radius of 20 feet, Bach lving crea-
mre within the area may be poisoned. Make a Fortitude
save (DT |4 - easter's Int bonus); or suffer ininal dam-
ape of | pont of temporary Constitutuon and secondary
damape of |d4 points of temporary Constitution. The
paisan dissipates quickly, leaving no other etfects.

Poison Nova (FPoison)
Mecromancy

Level: Meca (Clri)

Components: V. S

Casung Time: | action

Range: Emanates 20 L. from caster
Effect: Ring, see Lexl

Duration: Speaal

Saving Throwes: Fortitude

Spell Resistance: Yes

You become the center of a venomous flash ol lethal
poison that appears in a ring 10 feet away from you
and blasts outward to a radius of 20 feet. Cach lving
creature within the area may be poisoned. Make a
Fortitude save (DO 1861 caster’s InL bonus) or suffer
initial damage of 1d2 points of temporary Conzulu-
tion and secondary damage of 1d4 points of tempo
rary Constitution. The poison dissipales quickly,
having no other effects.

Raise Skeleton (Summaoring
Mecramancy |[Death]

Lewvel: Mecl (Cled)

Components: V. 5

Casting Time: | acticn

Range: 30 ft.

Effect: | skeleton/level, ses text
Duration:; | mimate/lewvel

Saving Throw: MNone

Spell Resistance: MNo

You raise up to one skeleton per level, to a maximum of’
|0 {see Chapter Five: Monsters for skeleton details).
Yoo cannat raise more skeletons than there are corpses
within range (this uses them up), The skeletons artack
yaur enemies until ordered 1o cease, the duranon ends,
or the skeletons are slain. You can give the skeletons
simple commands, including “guard” or "mote,” iF no
immediate foes need be lought. Unless it 15 in melee.
the skeletons move to remain within 30 feet of you. If
vou summen any creature before this spell ends, then
this spell ends immediarahy.

Raise Skeleton Mage (Surnmoring)
Mecromancy [Death]|

Level Mecd (Cird)

Components: V, 5

Casting Tine: | action

Range: 30 fr.

Effect: | skeleton mage/level, see Lext
Duravon: | minute/level

Saving Throw: Mone

Spell Resistance: No
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You raise up 1o one skeleton mage per level over 4th to
a maximum of 10 (see Chapler Five: Maonsters for
skeleton mage details). You cannot rase more skeleton
mages Lhan there are corpses within range (this uses
them up). The skeleton mages attack your enemies
unttll erdered te cease, the duration ends. or the skele-
ton mages are slain. You can give the skeleton mages
simple commands, including “guard” or “tote,” if no
immediate foes need be fought. Unless it is in melee,
the skeleron mages move to remain within 30 feet of
vou. If yvou summeon any creature before this spell ends,
then this spell ends immediately.

Revive {Surmrmomng)
NE:['.I'IZ'.II'I'IFLI'IF.":."

Leveld: MNeos (Chef)
Compornenls: W 5
Casting Time: 1 action
Rangs: 30 fT.

Effect: | corpse
Duration: | minute/ level
Saving T hrow: Naone
Spell Resstance: Mo

This spell lets you infuse a slain undead or demonic
crearure with the energy of unlife. If creature’s Hit
Dice Lotal in life exceeds yvour level, the spell fals.
Oibwerwise, Lhe carpse rises with the same knowledge,
powers, and abilities it possessed in e, and & hit
paints per Hit Die. However, it 13 now undead, with
pale skin and red, glowmng eyes. It has become
immune to spells that affect the mind, cold, and poi-
son ellects, butit can be damaged and lurned as an
undead (see the Turning Wndead Lable in the Players
Haridbook), A corpse can be revived in this manner
only once per waek.

Shiver Armor [Cold)

Evocation [Cald]

Level: 3083 (Sar/Wiz3)

Components: ¥ 5

Casting 1'ime: | acticon

Range: Personal

Area: One or more creatures hitting you in melee
Curatiar: | round/level

Saving T hrow: Fortitude negates

Spell Resistance: Yes

You surround yoursell with a layer of extreme cold,
chillng any creature that touches you. A ereature
that strikes vou in melee combat must altempt a For-
Ulude save. Failure means that it s paralyzed with
cold, wnable to move, speak, or take amy physical
action during its next turn. Thereafter, it takes a —2

4

cold penalty to AC, melee artack, melee damage, and
Reflex save rolls, and can jump only half' as far a= nor-
mal for one minute. The only effect of faling mare
than one save is that the effect’s duration s counted
from the last failure. The shiver armar lasts for | round
per caster level,

Static Field (Lightning)

Evocation |Flectricity]

Level: Sns2 (SorWhzZ)
Components: V, 5

Casting Time: | action

Range: Emanates 20 ft. from caster
Cifect: Ring, see text

Duranuon; Instantansous

Saving 'hrow: Refllex half

Spell Resistance: Yes

The spell creates a ring of crackling electricity thac
forms 10 feet away from you n all directions and blasis
outward to a radus of 20 feet. Each creature within Lhe
area takes |4 poants of electrical damage per caster
level (maxmmum 3d4),

Teeth (Curse)
Conjuration {Calling)
Level: Necl (Clrl)
Components: V. 5
Casting Time: | acton
Range: 50 ft

EMect: 1 ar more creatures
Duration: Instantaneous
Saving Throw: Mone

Spell Resistance: Yes

Magic teeth from another realm spray from your fin-
gertps. They riddle creawures in a 5 foot-wide line
away from yau. You deal [dé paints per level (maxirum
5da), If the hrst creature dies, the remaimng damage
applies those directly behind the first, and 0 on out o
YOUr Masimum range.

Telekinetic Blast [aka Telelunesns)
Transmutation

Level: Sos2 (SorfWizd)
Companents: V, 5

Casting Twne: | action

Ranpre: 60 1.

Cifect: Targets | creature
Duration: Instantaneous

Saving T hrow: Will negates

Spell Resistance: Yes



You can telelunencally pick up a creature of Medium
sire o less and, if ot fads a Will save, hurelic up to 60 feet
directly away from you. A hurled creature takes [dé
pomnts of damage if it lands on a solid floor and s
knoched prome and stunmed for its nest tarmn.

A creature hurled inte ancther creature takes [dé
points ot damage and 1s knocked prone and stunned for

its next turn, The creature struch takes [d9 points of

damiage and is allowed a Strength check to avoid being
knocked prone and stunned for its next Lurn.

A Fee brarded rto o sold weall takes 496 ponts of onpact
damaoe, but is allvwed a Reflax save for half damaoe, &
foe thar normally saves against area effect magic for no
damage takes no damage it this save is successhul.

T'his spell can be used ta blow open a door ar chest.
Check as it your Constitution was your Strength and
add a +2 force bomwes 1o Lthe check,

Teleport Self

lransmutation [Teleportation]
Lewvel: Susd (Sor/VWizd, Brd 4)
Components:

Castng Tome: | acton

Rearmege: Long (400 i+ 40 fiflevel)
Effect: Peraonal

uration: lnstantaneous

Saving Throw: None

Spell Resstance: Mo

Except as noted above, this spell 3 identical to the aimen-
sion door spell on page 193 of the Plovers Hondbook,

Terror (Cirse)

MNecromaney [Fear, Mind-Allecting]
Level: Necd [(Cli-)

Companants: Y 5

Casting Time: 1 action

Fange: Close (23 1.+ 3 1t flevel)
Effect: Cone

Curaton: | round/level

Saving T hrowe: Will nepates

Spell Resistance: Yes

I'his spell is the same as the f2ar spell an page 202 of the
Plerver’s Handbook.

Thunder Sterm {Lighinimng)

Cvacation [Elecinicly]

Level: 5085 (Sor/WizT)

Components: V. 5

Castng Time: 2 rounds

Famge: Emanates from caster, 400 ft. diameter + 40
ft. /level
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Effect Sea text

Duration: | round/level
Saving Throw: Reflex hall
Zpell Resistance: Mo

You evoke a thunder storm that forms as vou cast.
When the thunder storm is fully underasy, o ghining
balt (as the spell) thunders out of the sky every odd
round, strking a random foe n the area of effect for
adE pones of damage. Mo lightning strikes it the arsa
15 cleared of foes. but the caster need not concentrate
on the storm ance it appears. The storm itself does
not maonve.,

Weaken (Curse)

Mecromancy

Level: Mec2 (Tle)

Components: W 5

Castng Time; | action

HF!T'IE[-:: EI'I"IF&:"I:-J.LF_'!‘i rﬂ.]l'l"l Ceis L, Ir_:l—l-L. réll'_'ll'l_l;‘i
EfMecL: | or more foes

Duration: | round/lewvel

Saving Throw: Mone

- Bpell Resistance: Yes

You weaken foes by suppressing their energy wath
banelul mages. Such foes take an enhancement penal-
by of —| o damapge rolls while the duration lasts. A Sth-
level caster deals a penalty of =2, and a caster of Y<h
level or more deals the maximum penalty of -3, A
weakened foe deals a minimum of | point of damage
with & successiul bl

Special Note on Corpse-Affecting Spells

and Abilities

Onby one of the following spells and ahilitizs can be
used on a given corpse: Bons Armor, Carpse Explo-
siorn, Find leem, Find Pouon, and Redempuon. Once
one of these has been performed on a corpse, then
Lhen corpse 1s useless for all such purposes, and cannort
act as a catalyst for the Raise Skelston amd Raise
Skeleton Mage spells. (WWhile technizally the remains
might be purified and reused over time, this is seldom
feasihle during an adventure.)

Special Mote on Summoning Spells

and Abilities

You can have only ane summaoning spell in effect at
one time. If you cast another one, then the [irst
summoned creatures disappear and the newly cast
spell takes effect. The affect spells and al:ilities are
Golemn [all), Raize Skeleton, Rase Skeleton Mage,
and Valkvrie.



CHAPTER FOUR: MMAGIC ITEITS

The [forces of darkness are notoriously resistant to
the keen edge of vour average rusty knife, Fortunate-
Iy, the lands of Khanduras are littered with the treas-
ures of bygone apes, and finding the right tool for the
right cccasion may be as simple as bashing open the
nearest barrel.

Believe it or not, there are encugh magic items in the
next several pages that you could bash open a million
barrels. erack open a million sarcophagi, or go through
the pockets of a million vanquished foes and nat find
gxactly the same iLem twice,

MAGIC ITEMS AS FAR
AS THE EYE CAN SEE

Lsing ancient lore—uwell, okay, mathematics—weve
made a magic item randomizer that anyone with a few
dice and a pencil can use. Through the use of combi-
natorals—that’s the old “one-from-column-A, one-
from=column-B" routine, the following tables
generate magic iterns on demand, with a teeny-tny
rargin for repetition.

DiagL 1l ivems have three parts: a prefix, a root, and
a sullix. A prefix 5 a cool-sounding adjective at the
beginning of the item's name, something like “jagged”
o Cslayers”

Then there'’s the root. A root is the noun that gives
you the type of itermn, like “great helm” or "brandistock.”

Finally there's the suffix—the bit that comes at the

erd. It's a possessive or attributive phrase, like “of

speed” or “of the whale.”

Get it? Soit's possible to generate, in less time than it
takes to explain how, a Silver Scythe of Thunder that
grants a +2 attack bonus, deals 2d4 pomts of normal
darmage, and an addivonal 3dé points of electrical dam-
age. Which would vou prefer: that, or a +2 lorgsword?

Eviery one of these prefixes, roots. and suffixes are on
the massive table thar starts onn two pages. It's a little
overwhelming to look at, but f you just remember
“itern, prefix, suffix,” you'll do fine.

TREASURE TABLES

When do vou use treasure tables? You use thern when
the characters do any of the following:

I ﬂper! a chest.
2. Break open a barrel,
3. Search a slam monstern

ak

Roll on the Base Treasure table. Some results require
one or more rolls before youre done, The Challenge
Rating modifies the roll.

For

+1 ' Each full point of CR {for chests and barrels,
add the CR of a random monster in ﬂ1a.t prea)

+3 Playing with the Mightmare upgrade

Playing with the Hell upgrade

The NIE"'.III':L’E and Hell upgrades are owered 'l;hap'ter B
Morgen Keep.

When vou roll for treasure, first roll on the appropri-
ale table to detsrmine if you get treasure (see Chap-
ter Six: Morgen Keep). If vou get an item, just follow
these easy steps:

1. Rall on the Item Subtable. This determines ifitsa
narmal item, or a special one that has a magical pre-
fix, a magical suffix, or both.

2.Roll on the Base ltem Table. This gives you your
item type with a second roll and tells you what kind
of dice Lo roll for the type of prefix and/or suffix. Jot
down the particulars of the iterm as you go

3.Roll for the Type of Madifier. Once you've dore
thiz, roll the actual modifier and write down the
results.

Level Modifiers

As vou go deeper inta the caverns of death, the
rewards set better. Thus, the CR of the monsters
madifies many of these rolls. When the table asks you
for "1d20+CR," it means "roll 1d20 and add Lthe mon-
ster's CR." So if they're fighting 2 a CR 7 monster and
vourolla 12, it's really a 19, {(When youTe dealing with
an inammate object like a chest, just add the CR ofa
random monster in that area.)

Wacky Dice

Also the tables may ask vou to roll some wacley dice,
such as a “1dé60." That might sound big, but it isn't the
size of your dice, its how you roll them that counts.
Here's whart yvou do:

For a 1dé0, grab o 6-sider and a 10-sider. Take the &-
sider’s result dmes 10, but ignore a & The 10-sider
counts as ones (Lhe Disa 10). Seifveurolla4 and a 9,
itsad49 Ifyourolladanda?, itsal.

For a d40. use a 4-sider and a 10-sider, Take the 4-
sider’s result times 10, ignonng 4s, The 10-sider counls



asones (allisa ). Soifyourolla 2 and an 8, 1t's a 28,
IMyourollad anda 10, il a [0,

The same works for a 180, or a d120, or even a
wacky combo die like a d1600. It's hours of fun for the
winle famly!

Sometimes, you're asked to roll one of these wachy
dice and add a number, such as “1d&60+25." 5o roll
the dice, then add the number. |f on your 1dG and
410 vau oot a 3 and an 8, you add 38 to 25 for a
result of &3,

GENERAL C&NCEPTS

Sorme of the effects of the magic tems listed below
hivie Lo bee abbreviated Lo 0, but trust us, there's nath-
ing terrihly confusing The anly things that might throw
vou are a couple of concepts that aren't outlined else-
whera in this boak.

Mot Cumulative with Armor

A news: Just like the DED game, these rules assurne
that most suits of armar come with all the accessones,
like gloves, helmets, boots, and so on. Thus, despite
having acquired @ suit oof fuzll plale mail, a bone helm. a
bone shigld, gauntlets, plate boots, and a belt, your
character's AC isn't 35—ts 27 (vou=10, your mail +13,
shield +47. Headgear and accoutrements only provide a
modifier ta your character’s AC if vour character 1sn't
ather wearing armar [in which case, your best one—
anly— can add to a shield).

Bonuses and Skill Ranks

Some ilems gve numerical enhancement bonuses
gither to attacks or skill checks. 5S¢ the expression "+2
melee attack/ranks with class skills” rmeans the charac
ter gains a +2 attack benus when using the item in
rmeles comhbat and a 12 shall bonos wiule performing
arry of the skills for his or her class

Spell Levels

Spellcasters learn spells in levels: level | spells, level 2
spells, and 5o on, An iterm that grants bonus spell levels
is just granting extra spells. In the case of "+1 spell
level," it means the character gains an additional |st-

level spell. But an itern that prants -2 spell levels gives
either a Znd-level spell, or two Ist-level spells. A 3
spell level item grants a single 3rd-level spell, three lst-
level spells, or a single Ist-level spell and a single 2nd-
lewel spell.

Spell Names

Some iterns duphcate the effects of spells some of
which aren't in this book. You'll need to fhip open the
Player's Handboak to Chapter Eleven: Spells wo get the
particulars {or just reroll the iLern).

GP Costs

Magic item values in the following tables are scaled
for the world of DiapLo |, so don't expect to Lrans
late them directly into another DE-D world without
some fiddling,

Ready, Set, Go!
All set? Then grab that dice bag and start churming out
the lool!

Optional Rule: Item Availability

“It’s maore fun to have belter items to ook forward to

The DM might restrict the items for sale based on the
party level. Find the average party level by adding all
the character levels and dividing by the nurmber of char

acters (round down), This number x10 s Lhe maximum
gold piece value of iterms that can be purchased. For
example, a lst-level Paladin can buy a short sword
when he starts, but won't be able to find a scimitar unal
reaching 2nd level.

Wild Card Merchants: A special merchant might
have unusual items. Assurme & normal wems and 4
magic items per character in the adventuring group
are available. Roll the tems randomly on the Base
ltermn Table, as if the dungeon level was the average
party level +3. Each week, 1d6-3 normal ilems and
ld6— magic items will rotate out of steck, @ be
replaced by new items. If you use Lhis option, 1ts A
good idea to roll up the all the items you will need well
betore the game starts! Also, a local spellcaster might
always have identify scrolls, lighr healing, and fighi
mna pobions for sale.

47T



Base Treasure (1d20)

e LT

I-15 el paints of fire camage per level to all within 5 feet, Reflex save for half darrage
B 19 Missile deals 14 pomnes of damage, + | damage per level: Reflex s for half damage (DS = |10 + fewed)
i+ i (19 =2 Chakieg, 34 RBancid, 5-8 Strangling—sae Chapter Tuwen)

210 Meotreasure

i Fleatng Potan {1d20 < CR) GP
i-5 Mlirar Healmg (1d441) i
L] Light Healir: (28 3) 125
I Healing (4d8+7) 230
21-20 Cireater Healing (5d3+12) LAl
31+ Super Healng (Sdd<15) 500

12 Mare Fotion
I3 Minor Mara {1 spell levels) (]
Gl Light Mare {2 spell levels) 125
H=20 Mana (4 spell levals) 250
21-30 Cirsater Mana (6 spell lesels) 330
dl+ Super Mara, (B spell levels) 1 4]

P30V Gold {1d20 = CR) + Jevel x 25) aokd pieces in normal treasure
=20 Hem (id20 = CR)

I 14 Rodl 1400 wnt Base [tem table only (hass iterm B anly)
1a:7 Pl 12100 oxy Baasas Itern table and then roll any stated prefix roll fadd base izem and prafix gp)
R Rall 14100 er: Base ltem table and then roll any stacsd suffix roll (add base e and =uffix gpl
in- Faall 1100 an Base ltem iable and then roff any stated prefix and sulfis rofls (2dd all dhree op}

Base [tem (1d100) GP

=8 Body Acenar (1420 + CR, uses 1dé0 on Prefix and/or Suifix table) :
=3 Flagy +1 A (-] penalty to Chasizsma checks) |
4-5 Cliapae +| AL 5|
a6-T Colizak +| AL 15
11 Hobe HAC 20

F-14 Cidilted Arrmaar +| A0 20

15 [& Leather Arimar +2 AL M
1715 Hard Leather Arrmcr =3 AT 400
=] Stexliked Leather Arimor +3AC 5l
22-23 Ring Ml 14 A 10
2445 Seale Mai 14 AC e B 2
2E-27 Chain Mail 3 AL ’ a0
28 Breast Flats +5 A : e
20-30 Spbiet Mzl +i5 AL 250
41-37 Flate Mail +T AC W B a0
33 Fiald Pl d Al T
34 Aneient &rmor +9 AL, absorbs | point of damage per sttack e T P A
35 Cadvic Plane L0 AL A 000
3 Full Flate Ml +H AT T ]

P13 Haad Protecear {.d20 = CF, nes 1460 an Prefix and/ur Suffx tabie)
=11 Can +1 AC (not comubre with any protecton) 5 = 5
L=14 Shacll Caps L AC (mon cumulative with armoe) 1
518 Helm +L AL (ner cumulative with armar} 4 15
12 20 Maszh | AL (not cumulative weth armar] 20
2|-2% Full Helm +2 A (oL curmulatie with arrmar) ik
£l 29 Crown +3 AL (ot curmulative with armice) L
M2z Giown: Helm - +3 AL (not cumulative with armor) [
33+ Crsal Heln =4 AL (nor cumulative with armer ) 130
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A-16

=18

19 20F

26-50

31-40

Fort Protecoign (DM + CR, weses 1460 om Pralix socdior Soufhix ialile)

1-12
15-2
23-27
2832

i+

[ isatbwer By
Heawy Danta
Chairn Boots
L. Flate Boots
Cireaves

+] AC (mot cumnulacive with amy protection/armer)
H M (ot cumnulative with armer)
+| AC (mor cumularhee st arroor)
1L AC (mot cumulasne with arrmar)
+2& AL {rol exrmedanive with anmos)

Hard Proteetion (120 + CR. uses 1de0 on Prefix and/or Suffix table)

+1 AL (roL curnulative with amy protectien)
+| AL [not cumulatcie with armor or shield)
FL A (not cumulatne wath arrmor or shield)
+1 A (mort curmaalstres wath arrmor oo shield)

+# AL {mot cumulatiee with e ar akaelld]

Fielts (1d20 1 CR, wses G0 o Prefis ardfor Sulfix Lalzbey

Hl AL (non cumulative with amy protection/asmar)
+| A (not cumulative with armaor
H AL (ot cumulatsse with armor]
+| A |:n|_-|1: cumalatrve warks arrnor]
+2 AL {mot oumulasnee weth aresore)

Shields (1d2 - CR, uses 160 on Prefie andfor Suilis mbile)

+| AL [negates hand protection)
i | A [negates hand protecton)
12 AL neganes hand protection)
+3 AL (negates hand pratection)
+2 AL Quaseed as Libs (22) piercng wesapan; megacss haed protection)
+3 A0 (regabes barad probecticn)
+4 AL (megates band protection)

12 AL (regabes hand protection)

Dagmers (1420+CR, dses 1do0+ 23 on Prefix andfze Sufix takis)

42 cmt 19-200d, | Ib,, Small, Prercing

Lt e 192002, | e, Ting, Piercing

lebt, emit 1920022, 3 ke, Small, Piercing/slashing
ldd, erit [E-200x4, 2 ks, Liny, Percing

Ld4, orit 19203, | b, Smali, Preroing

ldé, ooz 19 2002, 2 ks, Small, PiercogSlashing

Swords [1420+0H, uses .0bl 25 on Prefir and/or Suffie tabls)

=12 Cilmerms

R Hasanry Cilowes

-2 Chzin Cloves

. B V) Light auntiets

33 Cauntless

=17 Sasn

| 3=21 Light Bl

2A=ET Bl

£5=-22 Heawry Gait

33 Plzte Lelt

] Buchler

=l Sl Ehiehds

| 7=21 Lasge skisld

9.5 Kite Shield -
iy Saikzd Shizld

23-23 Booe Shuld

AN-3z2 Tewaeisr Brnpled [Senall]
e Ciothit Sleakl -

Forg Throssiag Krife 1200)
1z Dagge

& 7 Dtk =

[E=21 Ko

2232 Balsnoed Knife (246
54 Lilade

| 4 Share Sword

T ol F e
10 S ar

[=13 F:al::llll:’!lr!f';é':

[4-"5 Frrcasc] S

[e=i7 Longsword

|8 Zrystal Sword
=20 Claymore

21-21 Two-Harded Swerd
2526 Whar Svertt e
2725 Chiark Sawsard

#9-30 Dastard Sword
Az Flamoerge

A% Cirzat Sward

Iy, cm 159=200=2, A, Bmall, Plescing
b, crie 19=200=2, 4 ke, Meadium, Slashag
I, cric 1E=20x2, 4 ks, Medium, Slashang
I, crin B=200 =2, 6 ks, Medium, Slashmg
48, crz 1% 2002, 4 bz, Medum, Shshing
148, cric 19=20=2, 4 ks, Mecurn, Slashesg
1d&, criz 132003, 5 ks, Meadwum, Slashing
T erie F9=202, 15 ., Larae, Slashing
1107, erit 19202, 13 lbs., Large, Slashing
I, eric 19202, 4 lbs Mediom, Slashing
2di”, ont 19 20«3, |5 bhy,, Largs, Shahing
2di, ot 19-20/<2 |Qths, Large, Shshing
2R, rm 1920022, 15 s, Laree, Slashiong
2, et =00, 15 s, Large, Slashing

a9

Qn
150
250

aon



=44

4548

45-50

31-55

=44

Clubs (1d20=CR, uses 1d&0+25 on Prefix and/or Suffix table)

I-7

B9

10-13
14-17
18-19
D023
2425
96 28
2930
3137

Ads

Cluk

Spibasrd Clhals
Mace (Light)
Swoepiler
Morning Star
Cirared Sft'ph'.r
Flait {1 aght})
War Hammer
Pl

Wl Dospler
Creat Maul

fedty, L =2, 3 fos. Medivm, Bludgearmg

1ddé, it =3, 5 los., Mediem, BludgeoningPierang
idt, crit »2, & Fs., Srmall, Bludgeon:ng

Idi, crit x2, 4 lbs,, Mediom, Bludgeoming

148, ert =2, & lhs., Medium, Bludgeoning/Pierang
148, crit %2, & Ths., Medium, Bhadgeomming

1d&, erie =2, 5 Ths., Medium, Bludgronmg

1d&, erit 23, 8 Ibs., Medwm, Bhelpeoning

1, crit w3, 25 s, Large. Bludgeaning

1dle, erit x2, & lhs., Medum, Bludgeoning

2467, crot =3, 30 b, Laige, Bludgeaning

Jaweting/Spears {1d20 +CR, uses 1860425 an Prefix and/or Sulfix table)

-7
H-10
LI=13
LI7
=203
21-23
PAPh
21
30. 32
in
Folzarims
-8
-4
13-20
2126
27-az
33+
Axes
-5
-8
D13
1318
1718
15200
2122
23 23
R
3033
A4-545
Ja+
s
=¥
.10
113
[4=20
21-23
2436
27-19
32
33+

Javelin (Lighe, 2d4)
Shaort Spear

L,L'Irl-j__l| Spear

Filurn (204
“Irident

Ulanee (Light, 24
Brandisiock

Threwaing 3pear (2d4)

Speturn
Pike (FHeawy)

Id4, crit =2, Rangs 30 ., | k., Medium, Piercing
led, erit 3, 3 lbe., Range 70 fi., Medium, Percing
148", @il =3, 9 lbs., Large, Piercing

16, crit x2, Range 20 fi., 4 Ibs., Medium, Prercing
1d12°, crit %2, 15 s, Large, Piercing

I8, ot =2, Range 10 ft., 4 lbs., Mediurn, Pracing
2d&", crit 23, 13 Ibs., Large, Puescing Slashing

148, criL =2, Kange 30 ft.. 3 Ik, Medium, Pierang
14127, erit 23, 15 Ibs., 1 arge, Piercing/ $laching
2di_ crit %3, 12 s, Large, Piercing

{120 1 TR, uses 1860+25 an Pretix and/for Suffix table)

Bardiche:

Woulge

Soythe

Poleaxe

Halbzemd {1 eany)
Wer Zcythe

|d&, erie %3, 10 Ths., Laspe, Slashng
244", ent x3, 15 los., Large, Slashing
247, el =4, 12 los,, Large, Piercing! Slashing
1d19°, eriz=d, 15 lbs., arge, Slashing
246, crit %3, L5 lbs., Largs, Piercmg/Sashirg
2d6’, crit 4, 15 T, Large, Piercng/Slashing

(1d20+ TR, uses Lkl&d+ 25 on Profis and/or Suffs table)

Hared Ao (Light)
Ao [Hamul)

Threrwing Axe (Light, 2i04)

| s Ao

Croubde Aoxe
Milicary Tick

Broad Axe

Battie Axe (Heenn)

Palarced Axe | Throwng, X4

Wilar Aue
Cireat Mooe
Oiant A

ledd, erie x4, 2 Ibs., Small, Slashmg

I, ent 23, 4 lbs., Medmen, Slashing

14, crit x2, Range 10 fi, 2 lbs., Small, Slasting
2d4°, orit %3, 12 ke, Large, Slashing

1d8, ot =3, 7 s, Mediem, Slashing

ldiz, art =4, & s, Medivm, Preroing

112", crt +3, 15 Tha., Large, Slashing

2088, it %3, 15 lbs., Large, Slashing

1ddés, criL =2, Range 10 ., 4 bs., Medium, Fashing
I, oric <3 10 s, Medium, Slashing

248, cnt =3, 20 lbs.. Large, Slashing

410", mrt e, 25 ks, Large, Slashmg

20+ CR, uses 13604 20 on Prefix ard/or Suffix table)

Shaart Paoa
Humier's B
Lengg D

A roes (448)
Camposize Pow
Short Battle Bosws
Short War Bowr
Lani Battle Bow
Lo Whlar Baowe

[eb&". exin xC3, Range &0 fi., 7 Fis., Mediumn, Piercing

Id5", erit #3, Hange 70 fi., 2 Ths., Medium, Piercing

148", crit »3, Range 100 L., 3 Tbs., Large, Mercing

Drarmigs: ns puer Lo

LdB’. cnt 3, Range 110 ft., 3 lbs., Large, Piercing

Fedd (=1 Surength I:-;:nl..'h.r:llI cric %3, Rarge 7O L, 2 lbs., Mediumn, Percing
16 (+2 Sirength bow!) , ot e, Range 7O £t | 2 lhs, Miabm. Piercing
1dd8 (+] Strength bow] ', erit x3, Range L0 ft.. 3 lbs., Lame, Piercing
1dd 1 2 srrength bonee) et =4, Bange |10 f., 3 b, Large. Piencing

Ea

I
200
30
13
g
i

0d
200
250

2ea
20
41l
dea
B0
4 za

oG
s

120
00

20

A0
150
200
250

20
dea
ol
4
40
F0e
250
4 pa
100
436
450

a0
=0
5
lea
Lan
LB0
ann
250
EHIH



5

a7l

-4

=11

a0

A1-20

=00

Crossheass (1200 CR, uses 1d60+730 an Prefiz and/or Suffiec table

I-3 Hoits {3t}

1 Lighe Crovsshones
|R-23 Bz {3y

25=12 Crassbaw (1 leawy)
5= Goles { 3dd)

Damage as per crosshoes

[g8, orit 1920, Range BU ft.. & Ibs, Small, Piercing
Dlarnimgze as per crossbone

[10°, et 19-20)=F, Bange (20 f., 9 b, Medium, Piercing
Damage as per crosshone

WWans (1420 CR, uzes 14E0+40 en Prefic and/or Suffix takhe)

=13 Ward Id? crit %2, | b, Small, Bhedgeainmg
1420 Bone Wansd I3, exmit 2, | |h., Sroall, Bludgeoning
1-25 e Warid 13, erit =2, |k, Small, Bledpeoning
26= Cirirw Wiznd I, exit =2, | b, Smatl, Bludgesriny

5l mwes (20 O, wses [de0=40 on Prefix and/or Suffiz table)

[~10 Short Staff 14", erit «2, 3 Ibs., Medium, Bludgeoning
19 Leng Smaff 146", arst 2, & Ibs., Large, Bludgeening

2026 Cinarked StalT
732 Barte Seall’
F3+ Widar SLalT

143, orie %7 & Ihs., Large, Dludgeconing
2d4, erit =2, 8 Ibs., Large, Bludgeorng
1107, ere =2, 10 0bs., Large, Bludaconing

Accsnories (204CH, wses LoD+ 30 on Prefix and/or Suthix table]

1=4 Charm Has its effect if carred on peron

[y Hing Wicem an hared, ome poer band

I Flag Ciraped cver bocy, ane per character

19 O Wk e, ane per charactes, can't use both shiekd and arb

0+ Armualer 7 Whorrom neck, cne per character

ey (1d20+CR, uses 1440 +30 an Prefix andfor Suffix table]

-7 Chaoped el Fall 1dé: | armetiss, 2 dinmend, 3 ermerald, 4 ruby, 3 sapphoe, f Lopaz
a-13 Flawes Jiesl Foll 1dé: | ameshwss, # dismoed, 3 emerald, 4 rubs 5 sapphine, & Lopae

yemrte

449 deael SRR
A2 Flonluss Jewel
T Perfiect Japr:
Irsacrilmee] squeslls

BT A
18 R
15 Bogl =

Ferishabsws [wee Perishalsles table)

Rall 1dé; | amesiest, £ dismond, 3 emerald, 4 rubsg 3 sapphice, & copaz
Rall 1dé: | wmedhyss, 2 diamond, 3 emerald, 4 rubey, 3 sapphive, G opaz
Rall, 1ei&: b ametirest, 2 dismond, 3 emersh, 4 ruls, 5 sapphire, & vopar
(2040 CR, 16100190 on the Suffix mble anly)

Can be read crce 1o szt the spel, sl minivam level necassary 1o el sgwi
Ser once a5 o trop, acts as 4 bl ol warding with the hsped spell’s etfect
Can be read ercis i gain 1he spell, allows one improvestesit dlass o its spell

"These mre wiekled with cao hands, and disalloass cee ol a shiekd
“First improvemeant is sither 11 die of danage, +1 ability damage, or +2 points of healing. Second imnprovemant is =2 =eve. lgnore

improvenents that don's apply.

&l

Len
Tn
Lea
150
lea

Al
&l
gL

10
50
al
100
200

an
'.'_n
100
a0

20

a0
[
254
A0
10ik

25
&0

1an



Prefixes (1d100)

1-20

1-33

Irnproves Aemar Glass (200 CR)
[ Sty
10 Fire

(NI b SLrong

li=h& rand

715 Waliant

[%=21 Gilorowes

22 Filessed

23 21 B Esmne

Ah=25 Samily

27-2R Haly

2h Giodly

lenprases saving throws (1d205CR)
Tareeriy

2 A

3 s

4 Oicher

g Pearl

G Beryl

H Cea

A s e

o Lagpis

I Grergundy

11 “largeeriras

i2 beary

i3 Joreds

i1 el

Ifi Purite

1h Cabalt

17 Czrnet

I Ceral

15 Crystal

20 “iridian

21 Clasiny

22 Cryzalite

2 Sapphire

24 Ruiby

23 Ambier

P Daarrrard

T Emneradd

28 Orbsidian

29 lopaz

30 Prismatic

a3l Sl

=1 AL
=] AC
i1 MG 12 agrinst missales
&AL
12 AL +3 aganal missibes
F3 AL
+3 AL +4 against missees
+4 AC
F AL, |5 agninst missiles
+5 AC
15 AL, +8 against missiles

+1 save va. acid

+1 sawve ws. cold

<] zave vs, fire

1] s s, Bighbrmnig

i1 s ws, remd influencing effects
+| sanE wh. paiaom

+| save vz, spells

+2 mave va. acid

+2 gave ve, cold

12 sve vs fine -

+2 mave ws bighuing

12 save wa. rind-enfluencing effecLs
+2 save Wa. DOison

+2 save vs spells

+3 save vs acud amd =174 acid damage
=3 saneiz v emaleland =174 cold damage

3 save s hire and =174 fire damage

£ wmvee wes linhitring and —1/4 lighining damage

+2 s v, mird-influenemg effects

+3 save ve, poison ard igore indial poisen demnags
i3 zave vs spells ared —1/4 spell damage

14 zave ws, acid mod =12 acid damage

14 e ws cobd and =102 cold rlarreaue

4 svn ws fire amd - 12 fire darmags

+4 save vs. lightning and 12 hghuning damage

=4 cavee vz, prind-nfluencing effects

+4 seve ve pasan and mrare secondary pueson damage

o4 save s spells and =12 spell damape

12 20 all e
+3 tor all saves

+4 Liv all saves

GP

2,000
2,500
3.7a0
5,000
&, 250
7,500
8750
LA, G
7 500
15.000
17500

S.000
2,000
2,000
2,000
2,000
2.0
Z 00
4.000
4,000
4,000
4000
4,000
4,000
4,000
i, 000
&, 200
&, DK
&, 00
0,000
& 000
& .000
LR
o
B.ehg
B o0
#0000
&.000
000
1,000
15,000
L& )



30 3% Afects foe s renctions (1204 CR])

40

41 43

40 43

l-53

|-
7-10
I

|2

(2 la

[T=19

20
=23
#d-73

EieE
All—

Suabaluaing
WWearving
Fhzsing
Ficking
Depleting

Hewelirg

Chaa
Sukjogating
Farigurg

Exraualing
Crvaradlining

Afferts fmgae (20 CR)

I}

L=

fi

| rprosees sklls ard spells (20 0]

2021
=23
240

Cursed (rall the bassatem s prelis roll

115
l5=25
2e=35
oLk
-5
BT,
T1-7a
TEIT
i

941
a2-23
-85
ER-3R
A=

Nireless
Frapged

Fhaichiars
Sy
SUNENonErs
Muonk s

Angels
Archery
Hﬂt‘hl—'rhﬂ'li.-\::‘
Mesromaness s
Priescs’ e,

Aach-Sngel’s

Foe-tial -
Yilreralse

Cilass

1 lyena’s e
Froge

PPach fiadie
Firass

Tir: DDA
CUrvatellnne

Weak o
Bernt
lssteana
[l
Charrisy

Chasen foe Aarfoterd nexl round; Will save (DG LS negates 3,000

Chazsin foe fatfbotad 1d4 sounds; Will save (D0 20 negsles

Chamsen e deals hall damape |99 rownds; Wil save (DO 25 negetes
Altacking unarmed does not prowokes attacks ol oppo enity

Clhasen foo takes 20 titiatrwve penalty for 2dd rounds;

Will save (DT 23] mimpateey

Clhaoser foo takes Soar effect (see PH); Wil save (D30 18] resgaies

Chaoser e charass w random new alignment far Idd+ 1 roueds;

WAl save (DO 2070 negates

Chosen foe can take ool partal actirs oo 204 reauncs;

Will save (D0 28) negates

Chesen foe takes decrepify ellec e 104 rounds; Wll sovve (DG 23] nepates
Chineor foe takes decrepfy effect for 244 rounds; Wil save (DO 28) negates
Chosen tor takes decrepgy ellect for 3d4 rounds; Wl save (DO 20) negates

Yoo recover trom being tined n folf the tree

‘v AT T L (BUgLE

+1 mrlgul'_ Al bk rank vt class skills {ELEDEL.'!'I:I.I'Iﬁ anby)
+1 rezlee attackrank o with class skills tharbarans anly)
+1 spmll vl frard wilh class skills (recramarcars anly)
+1 meelee artack/rani with class dalls (pakadns ondy)

i sgell level/rank wath-cless skils (siromesses only)

? ramped attackranks walh clags g5l (amazons anky)

2 melee attack ranks with clazs skills (barbasions only)
-2 spell lavelsranks wich clazs skills {necromsneers only)
=% melee atlackiranks withzlas shlls (palading only}

-2 apell levels/ranks with class skills (sorceresses anly)
e
—| AL

2 AC
=&ty all sEves d
User eannot cast spelis:. i
=1 spell level (f the vsar can cast such sell=}

Ay light souree n:'_:-.-l-iﬁ-. I st Fias a —10 fr radius
| artags

2 artach

S

e

Wheers weeapn deals damage rell 1d6: 2o a6, the weanon deals no damage and s

sl oy
Base damage i3 halved (robnd dowm)
Base damage is reduced = 1
Atracking weth this itersiuses ne damage
artack ared base carsage s halved reanc dansen’
2 ateack and base damage 5 reduced to |

Capricicus (ol 2za0 on Prefiz tahle v L8O instead of itent's normal rel)
Aftects visibilioy fld20 - CRY

I é
e
117
1521
2124
23+

Ciloimg
Chracular
Llrisesn
Hidder
RO |
atalking

Clows o a 30-fr. radns

Canstant see imeababoe o 00 1L

Llseem s rmaseales tor all beenies more than 30 17 oy

[ oo 1 mssbile Lo all beings more than 20 7 sy

Llse s wrvizatile L all beings moee than (0 f meey

Llzar is imeigible on any cound he or she does nol move | stzack o cost a spe

o3

[, 050
10,000
161, 6

10,000
L2000

12500

2,500
2500
2
2500
2500
3,001
3,000
q.000
3,000
Rl

el o L i [l el B b

£
5000
7an
10,000
12,50
1500500



a0 AFzots number of zastable spells {14201 CR)

g3 T

=T

+1 spell level O wuser can cast apelis)

+F zpell levele per day [if user cam cass spadls)
I3 zpell bevels per day (If user san cast spalls)
4 spell levels par dany (IF iser can case spells)
+5 spedl bevels per day [iF uzer can cast spells)
+i& sl beveels e day (i wser can cast spells)
+7 spall levels per day [if user can cast spells)
+& apedl levels per day (if user can cast spells)
19 speil levels per dane (iF umer o cast spells)

When user casts o spell, there s oa 1 10 that full preparacion i3 restorsd
Whir usier casts 2 ospell, thene ig & in 4 chance thar fidl preparatar ix restored
Whesrs wone kil 2 o nomiglee, vou gain back | spell of vour choee

Lser reduces ary damage by |74 if he or she loses ore prepared spell

Dowbles the duration of herbs
Doubles the duration of oals and resing
+1 o CH on base reasure tabie
Deeables the offect of Perls

Dovables the eftfect of ails and resins

il sawe ws cold

I osawae vs fire

+| s ws. lightning
+1 s v needanfiuencing effects
+| sawe v gz
+1 zave v spell

I | Constitution

¥l F‘.‘w.-cmnr:,.-

+| Intellgaence

+I Sirerpih

+1 Wisdom

Hl Charsma

kLA

+| attack

+2 rrngheis cdarisge

+5 it poinls

Il attack
tl attack, + 2 ws, vndead amed dernonic creatueres
H2 artack
+2 artack, % vs undead and demonic coeanares
+3 attachk
+3 awack, +4 v undead and demonic coatures
+4 attack
i 5 atack

-5 Lizard's
oo Spader's
1015 Rancen’s

14 17 Srutkuy
=21 Herpsnks
22-3 Cwaxe's
25-24 Dragons
i Whrm's

28 Hyvedra'’s
2010 Dievicas

al Festitied
ad Irivnphant
33 Wuloine
Mffects magical items (1d204+0R)
L Extering
-2 Chevrne
13-15 Fiortizitons
1&=113 Auapmenting
20— Carabyzing
Mffocts the user’s personal statistics [1d2042E)
|2 il sex

14 Red

S-n Crange
-8 Whute
Q-0 Green

[ Filiizk

E3=14 Tiaigh
15—1A Sl

17-14 Girilliant
[5=20C Mlighty
ZRE Yibrant
732 Fermefiy
25-26 Resilisnt
AT=HR Yilven
2820 Muzcular
A Healthy
Inproves actack soores (1d20+CE)
[-& Rircarer
T8 lrean

=13 e lver

=13 Steel

1L-19 Liald

Z0-21 Platimum
22 25 Mithril
2620 Ml tsnris:
I+ “Wierd

i 5 attack, swtra mxscesshul hil an s natural 20

&4

b
5,000
7,500
0000
12,500
5,000
i7,a00
20,000
22,500
22,500
25,000
24 000
27,2400

2.500
2,300
S.000
5,000
5,000

2,000
2000
2,000
2000
2000
2000
2.500

5oz

2500
2,500
2300
2,500
2300
2500
2,301
2500
2 a0

2500
Arshe
5,000
6.250
.00
8.750
10 000
12,500
15,000



TH-H2  Mas impeaveerd darmage (lE20+CR)

300

Gran

+1 darmage
i | damage, increase threas range by |
12 clarmigs
+2 damage, increass threat range by |
+3 clarrage
+3 darrage, moreass threal mrgs by |
+4 darnage, increase thraat rangs by
14 damage, increase Ureal rangs by 2
+1 darmage, increase threat rangs by 2

[mpeoves attack seores and bas enproved damagei 6204 CR)

-5 Jagged

&4 Ureadly

10 1% Wigious
1417 Heary
18-21 Brutal
2225 Mlassive
2a=29 Savage
333 Ruthless
3+ Merciless
-3 Sharp

H—= Firse

1013 Warrior's
417 =aldiers
18-2. hnight's
2225 Mastars
2620 Moppelparge-s
044 Laral’s

24 3¥ Champions
0+ Fings
Affects mems charges {d201CR)
[=l5 Plentiful

I& Jesters

174 Buuniifial

=1 attack; mirrease rorear g b 1
=l attack; morease treat ranga by 2

2 atzack: increase threat rangs by |
+2 atrack; increaze threat rangs by 2
3 atrack; increase threat range by |
+3 ateack; morease chreat mings by 2

for sachk attack, rall 2 leb and aded i to acback ard damasge Lolals

+4 attack; increass Cireal range by 1
I 4 atcack; incrsaze cthrgat range by 2
+5 artack; mcrease threar range by |

Twice raarrmal maxmum charges
Casls a randam spell from Suffic wable 91-00
Tleee bmes norreal i charges

2,300
5,000
5, 000
75040
7,300
103, 1)
12,500
15,000
17,500

3,000

7,500
1000
12,500
15,000
17,500
20,000
20000
22,200
25, 000

T.a00
10,000
1Z,200



Suffixes (1d100)

20 Reduces damage token (LH20+CR)

1-11

12-tF
|8 22
2324

-

of Health

oof Proslselson
ot Abwsarprlion
afLife

al Deflection

| poent ol darnage taken from each attack
= points of damage mken from each attack
-3 paints of damage miken (rom each atrack
—4 peints of damage taken trom cach attad

—4 poirts of damage taken from each stiack

21-2% Huas an eiTect when armacked {1d204 CR)

=10

18

9

26=27 irncrusees turabilicg (1d20+CR)

-0
=14
13-1¥
13 19
AN

1-&
9-10
11-14
1512

20+

3135 Increasss b points (|420-CR)

|—et

G-i3
14 0f
& 2
223
2425
FE—ET
ek
0050
it

35 43 Ingriesses ability scores {H20+CR]

-2
2
r
210

12
i3=14
15-1C
[¥-I8
[5-20

af Tharns

af Smhkes

ol Blacking

ot Sturdimess
of Strucrurs
ol thae Apes
ol Bomideng
al Uiy

ZR-30 Afects moreement (d20+CH)

of Pacmy

of the Haorse
of the (3
of Speed

ol Haste

of the Jackal

af thae P

af the Jagas

ol the Walf

al e Lagle

of the Tiper

of the Lien

oF the Mammath
of the Whale

ol the Colossus

of Yicalioy

et Dl lrsr Ly
af Erusrgy

al Srength
af the Lyns
af Lest

of Skill

of the Mlirl
of Might
e Lecgoard
af Wi

wl Mccuracy
ot Brilarae
aof Paveiar

of e Jauar
at Wi

of Precision

Suconsshul roelee attacks against the weares deal Teld povinils
of ddamage o the attacker

Successful meles artacks spainst the wearer deal 204 points
ol damage to the attacker

+2 A when attacking, +4 AL when mol altacking

ltem gams +3 hardness raung. +4 D

ltemn gains +5 hardness ramng, +12 D

liem cannot be damagnerd or destroysd

A items carrigd gan +3 hardness ratimg, +6 Dur
All items carned gain +3 hardness ratng, +12 Car,

+507% Maowe

Hahee all exhaustion penalties froen movemeant

Fanrnng dossn't cause exhaustion

£100% Mowve, +7 dedue bonus, can't be cmugghl flat-footed

1 150% Mowve, +4 Sodge banus, | extra par Lial action per rourul

4 bt pomits

+i3 bal pzints

+& tnit points

+10 hit pounts
FLE it peints
L5 e poind s
18 it pinls
=200 [l peants
=25 hit pints
+ 30 hit pounts

1| Constitutian
+| Dexlericy

+| Intelhgence
+| srength

+1 Wisdom

i 2 Constimumion
1 2 Deteniy
=2 Inrelligere
=2 Surength

=2 Wizdom

+3 Constitution
13 Dextoriny
+3 Irteleaee
+2 Strangth

+ 3 Wikl n

+4 Constioution
14 Dexterdy

B&

GP

2,500
3,000
7,500
10,0058
12,300

2500
3000
7 R0
7.500
10,000

2000
a.non
q.0n
01, oy
15,0000

2,500
5,000
a0
000
2.500
15,030
I7.200
20,000
22500
2,00

2.4500
2800
2,500
7400
2,500
5000
5,000
2.000
2,000
2000
7,500
Els A
7,500
a0
7,300
20,000
,onn.



28
e

i

|

it

di AR

h}

al-3%

e ]

ad
34
o)
i
A7
A8
A9
40

Cursed (roll the base itena’s suffis roll)

I=1Z
[E+d5

i S L
0
A 40
4142
43 dd
454
47—4a
S 1H
al
52
51
54
53
G}
T
58
54
&0
Gl
G
R
&6 4T
GH-H9
T
TI-HD
Bl-0
Q-0

vl ey
of the Ciant
of the Tiger
of i fe

=f Perfection
ol Wiearaiey

.ot the Tian

ot the Lion

of che Bk

af che Meoan
af e Rl

af thie Hemeens

ol the Zadiac

ot lears

af [

ot Birirt ey
of Decay

al Fragiliy

of the Vulture
of Dhzease

of Atrophy
of Dreslesoa
el Wisabkruens
vl e Ul

of the Piz

of llincss

of Paralysis
of Dirauming

ol Frailey

ol the Ral

of Trauble

of Hox

af Carruption
af Infeserinn
af Fuin

ol e Capaosied
al” Dhaend

of the Might
af the Dadk
oif thwe ot
of Passiely
wl the Sl

of the Faol

4 Intelhzencs:

4 Strength

4 YWizdom
=0 Caorstitution
=B Destierty
+9 Ineelhgence
+h Btrength
15 Wisdom
1tz all anility seores
+2 toall ability scores
+ 1 all alelivy s
+4 Lz all alshily scomes

+5 to all ability feores

i | point of damage tzken wich zack artack
+2 points of dammage taken with coch attack
lterr's usisal harrdress recocesd o 0
+2 damage, berms wsasl hardness rating s reduced pa 0
O the tirst wse in coenhal, ilem is dlestroned

L6 hit points

| Constitution

| Phexterity
=1 hdesllgzeer e
=l Srenath
—| Wiadam
—| to all abilicy scores

2 Constitution
—2 Decrority
—2 Intellgenne
=¥ Swrermtl
-2 Wizdam

2 wo all ability scares
Chamer cannet regain hit pounce while item is carned
Chamer cannot restore cast spalliwhils item s carmed
Spmslls theat affece che users reovnd Base ceeal ohispe s
1 spealll paeer cly st baes preparesl as b 1 level higher
2oapells per day sl e prepansd a0 1 leve] highoe
Spells cast in one action row Lake tull round
Ay light source carvied by user has a -0 it adus
Arry lighe source carried by user has o 20 ft. radius
Arvg hghe sonree rarmied by user has a =30 i racdines
—4 penaloy when attaghme wids thas iem
User allachs onee per vwen ronaneds wehen wsmg Uns siern

Jne random spell per day vanizshes after spell preparation

Cazncous iro’ again on Sutfio table vsing [0 nstead of iter's normal roll)

bmiprovns recovery (a2l HCHE)

1-15
Fie
Affecis apel
J Y

22
73-78
26-H

453+

of Eegenmration

il Resgzmumart]s

preparalin (hEE0+0R]

of Weanding
of the Sentinel
of Cuarding
of Megoton

rf Cemnsas

Ulser resgams | lost bt poenr pes ronnd

Liger regaing | lemporary alibly darrase per B0 minubes

| spell per day prepared as if | level lower

2 spells por day prepared as f each | level keweer
3 spells per day prepared as f each | leval kower
4 spells per doy prepared as f cach | level kower
5 spells per day prepared 2l each 1 level knver

T

[,
(10200
[,000
12, 500
[ 2,500
[2.500
[ 2,500
{2500

N,
20,0400
30,000
S REAH
50,000

S R - T " 1 - —

10, 0
17,500

.00
7500
10,000
12,500
15,000



ar-al

Hl=03

o =T

65Tl

TI-T3

Afferts spell masting in combas (14204 CR)

(-9 of the Approriece +7 enhancement bonus to Corcentration skill chedles
1013 of the Magus +4 enharcemenr banas o Concentratan skill checks
I-le of Balanoe Irvrunety 1o trip abiacks and entangements

17-18 of Sranility Immunity to stuns, Lip attacks, and entanglements
13= ol Harmany Immunity te stuns, disarmes, tip attacks, aoul entanglemenss
Improves rreanae linding {(1d20+CR)

-1 al Greed CR s +2 fir random gold an Base mable

13 al Chance CR s +2 for random magic item on tables

1926 of Wealth CRis 14 for random gold on Base Lable

AT+ of Fartuns TR is 44 for ramdom mages e oo tables

lrnpraves light sources (1420 +CR)

I-13 of Light Ay by source carmied by user i 110 ft. radius
4-18 ol Badiance Arvy Bight source carried by user is +20 It radivs

191 af the Sun Arry light source carried by user 15 +30 1L radivs
Riedizces elfects of hamards (1420 1 CR)

-4 af true Thied 1 5 to Disahle Mevice checks; 172 damage from raps
9-14 af Warmth Imrmune ke nundamaging cold effects

(h-ld uf Remedy P2 save vk, pS0N

1921 ol Ametiorahien’ + 8 save v, polsan

3221 of Defiame ~+H aEve v, powsan

M+ ot Purmng +3 save ve, powsany; |fday slow moemnn o [dd bers
Inereases damage (10204 CR)

-4 of Craftsmanship 41 darnage

58 arl (uality bl darmage, +2 damage vi. Large or higger creatunes
211 of Mauming +2 clamage

12-14 of Slwying 2 damage, 3 1barnage vs. Large or bigger craatires
1617 of Cives +3 damage

| of DlewasLation If masirmam base damags is ralled then trple dunage
|5 ol e Jestar Muktiply damags by 1d4; an a 4, ne darmage is deale
0 22 ol Carnage 4 cdarnape

234 af Slaughter +5 damage

[mprorees sminenum darmage {([AE0HCR]

1-8 of Muaaare Minimum base damage with U item iz 2

Az of Warth Mlinisrure: base damage wirh this ibem s 2

I6=20 ol Excellence Minmurm base damage with this tem is 4

2L af Performanoes Mirmmiern base damage willi this ibem s 5

Afects atLack sosed (1d20+CR) '

-8 af Feacdnmss +1 speed inmative Lonus

g9-15 of Alacnly 4+ 2 spead inshauve DOOUS

1615 if Awiless 3 sperd irabative bonus

200 ot Clwchness P spoed initiative bonus

58

2500
5,000
7508
10,000

20,000

7.300
10
10,20
12,500
=
2,500
3,730
R 104D

=]
5,00
3,000
7500
10,0
12,500

2,300
3,750
A.000
6,230
7.5
&, 75
10,000
10
2,500

2, 5
5,000
7,500
000
250
5,750
3,000
7,500



Te-80 Add:effects to damaged foe (1420+CR)

I3
4-5
7=
-2
= 13-14
13-4
e IEE
1% 20
e 2
22
23
24
25
26
a7
35
2930

T

of Frost

of Flarmie

of Shack

ol Bligzhl

af loe

of Fire

of Lightning
of Yenom

ool b Cilace
ol Burrang
of Thunder
ot Pestilerncs
of Vilenass

of the Crusadars

of Dlestracixon
ol Paril

ol the Bear

of the Crzzly

=1db paoints of eold damags
+1dd points of fire damage
¢ did paints Dflsgm-lirlg clarrsag:
|dé& pointz of darmage
+2edfr pomies ol cald damage
+2df pemils ol hre damags
+2dé points of lightning damage
+2d6 points of damase
i35 ponis of cald damage
246 peants of fire damags
+3cdty pomits of lohirmg dasmnggs
+3da pomnits of demaps
Wéaunds caused must be healed magieally, resgates regeneration
+1 cumnulative damage per successful monsecutive stlack Bgainst same foe
Foe takbics extra damage squal o 20 — Fe's B {0
Fioer sakes donibbe carmage. wielder akes normal damage
Hit krwicks foes 1001 lisck foel of migles range]
ik wrioncks fioe back 20 1t (oot of melee rangs)

282 Restores ona seocessiul it [Td20+0R)

-5
[
I0-1%
1907
1320
2023
2+

oof thae Lesacch
of thes Ol

ol e Bat

al Blosad

of the Talon
of the Yampire

ol thee Lasnse

Successful hit heals user Lot hi poinis

Succezzful hit against spclli;;:sfcr.r_f:ﬁmm 3 gl levels of user’s sorcercss spedls
Sucoessial hit agairst & gelloesier restares 3 spell levels of user’s necrormameer spells
Supcessful ot hzals user 136 hit points

Successlul Il against & spellcaster restoros ore of users cast soroeress spells
Suceezstul hit ageinet & spelleaster restores o ol user's cast necromance: spelis
Soccezsful hut heals user 244 ket pomis

83-84 Causes darnage o armor o weapons (d200 CR) :

ol Piercng

Foe's armor deserowed, Forbitude save negates (DO 5 domapes dealt)

B4 of Breakeng Fue's weapon desooyed, Fosticude save negates (D 15 demaps deall)
132 of Purcturing Fuoe's armor destioyed, Nortitude sove negates (DO 5 damaps dealt - 5)
ok af Smashirg Foe's weapon destroved, Fostisade save negates (D0 s damage deale 5
94 af Raskimg Fee's armor destroved, Fort save neastes (DC iz damage dealr + [0)
as ATl weapon proficiencies (1d20+CR) R
-1 ol Caze User garg proficianss, foe icem
14 of Simplcty Useer sgains pralivienssy ard VWeapeo Focus for item
A5 00 Affects available uses (1d20+ CR) ik
=3 of Mlary Fire one charpefarraw per round for frae (others cedinust be provided)
14+ of Plentsy Fire mweo chorges/armows per round o lree (others cost/must be provided)
GL-080 0 Al the casling ol & spelt (14201 TR
-7 af (Zpell Mame) Fiairmcdoorn [sn levoce! speell
a1 of (apell Mamz) Farwdare: Sl level spell
1315 af (3pell Mamme) Fardam 3:d level spell
1-1& af Identify Casls ederitify spel (from PH) a5 a sandard action
18-20 ol Towwert Por tal Creates a pareal allowing one-tme, here-and-hach passage toa base:

arhye those who step throueh the fFont of the pestal zam return back throusgh o,

-4 af (Spell Mame) Riaredoarn Tt feved speell
23-24 af (5pell Mame) Rarsdarn et lawal zpall
28+ of (Spell Mamme Randam 1at jewel speil

“Coridls ared —unes have 10 o Tisted gp value, Books howve 1S5 of Usted gpovaluee.
=W o skaves tees s masicnum 10010 charges, all ars rechargenble (exoept inscribsad spells).

&5

Z,500
2,300
2,500
2500
5,004
L, 0
5.000
5,000
T.500
7.500
7500
7,500
7,800
10,000
12,000
12,500
E2.500
15,000

7,500
13,000
10,000
E, 030
12,500
12 520
15.000

10,000
L2 540
12 900
5 0an
17,500

5.000
10,000

7.2
150100

2300
S0
7.300
T

10,000
PR AT
12,320
5000



4
Perishables (1d100)
M OTE: Potiane, herls, and elixins are imbibed: oils coat melee weapons: resng cost missie weApons,
MOTE: Mulcple potions, hers, anc eloars can be ingested withous ary mascitalicg aftects.

I8
a-13
i 1
1718

oo Lo Lo La e e
Do 00 el B DR T b e —

Sl

L
57
it
ik
Gl
4l

&3
S-th

Healing Pouon
Plaris Posticn

Peaduvenation Potan
Full Bejuvenabon Potion

Antidots

Full Artideote
Srarmma Potsan

Full Starmmra Pt
Resslcaation Potioa
Ll

Explosive Potion
Fulminazing Moton
Rancid Cas Porian
Coachang s Potion

Sranglam (as Poman

Acidic Pation
Eoergizeng Herb

Strengtherung Hert:

Empowenng Hern
Acrtal Herks
Elllil Herbs
Acdraic Her
Stalwart Herb
Hardy Hern
Fobust Her
Sage Herl:
Streved Herls
i | lerk:
Ind:go Herb
Cerulean Het
Riassar Herds
Vermilicon Herls
Crackhng Flerk:
Foraed | et
Swart Harb
Mtramentouas Herk
Wital Herk
Ervdurirg Hera
Llrgganie Herb
Fleat Fern

Lirisk Herb

Hwitt Herb
Darzling Herh
Foeacarlirg | laria
Brighi | lerls
Solar |Herk
Ohremnizcient Herb
Mistical Herk
Arcane Herk

Streengrn Eliwar

Reroll an Base Treasure table, subtable to result (

Feroll on Baze Treasure table, subtabla to resuls 1

Heals 4081 7 points of damage, restorus 4 presconasly cast spell levels
Heals 808+ 15 points of camage and restares 3 previously cest spell evsls
Raxsrores [id abalisy possibs losk b poesan

Riemsitooress all ahibiby poinds lesl Lo poizon

Megabes cufrent tatipus

Mezatss current fatipue, immune 1o fatigue-cawsing factors far 10 minatas
Heals all damage, dispels mind-mfuencing effecs

[d& fire, | point splazh, 30% fadurs chance

* 3t pomrs of damapss, i splash

s peairts of acid darmage: splash | burns 184 rooncts
Ponizom gas, see grenadelibe weapons

Foizon gas, see grenadelike weapons

Faoison gas, see grenadelike weapons

Idi& amid, splasn

+2 Strenath Far 10 rorales

+3 Breength fe 10 roinles

4 Blrensih fare 10 ominutes

+2 Desterity foe 10 minutes

i3 Dexterity for 10 minutes

4 Dexterty for [0 mirutes

+2 Comstitution for 10 rrenetes

+5 Cemstitution lor 10 minotes

+4 Constitution tor [0 menutes

12 Inezlligence for L) minutes

i3 Intelligense for 1) minures

t4 Inezligenoe for 0 minures

b2 e wn codd, 104 colld darmaoe far 10 minupes

+4 save vi cokl, =172 cold damage far |0 minJgtes

+2 zave vi. fire, =1/4 fire damage for 10 menutes

+4 zave va, fire. =172 fire damage for 10 minetes

42 savve ws, lightning, =174 lightring dareape for 10 ranwies
14 save ws lgheming, 152 hghtring damage for 10 rdnetes
+2 wave vk spsell =174 spell damage for 10 minctes

+4 save vi gpell, =172 spell damage for [0 minutes

+2 zave vi. paiscn, noinical damage, lsss 1 munutes

i-4 zave w5, poison, no secondary damags, basts 10 aminuotes
i 2 speed ingtiacree bonus for [0 minutes

14 zpeed metiacnee Doens Foe 00 oronules

+10 ft. speed bonus tomeee e 10 nules

+20 M. squesd boems W miowe for 10 minaces

+1 Inl-bevel spell, casl within |0 minutes (zpellcaster only)
+1 Znd-level spell, cast withen 10 mirunes [spellcasier onlky)
Bonus bt points, - 30% of current, for 10 minutes

Bonus kot poinTs, - 1N0% o currenr, foe 10 iirmles

+1 Intelipence for [0 mmutes

A el b marses =500 A casl weithin [0 minubes

All spell durabions doubled if cast within 19 minutes

+ & Strengt for ooe day

%)

GP
106G
50
1ad
500
[0
l1e]

2,500
I

iy
25

a0
[ls]
500
10
500
100
Ea00
1 14]
AL
L0
500
[
LS00
S0
L.O00
L0
b0
2,000
I.500
2 00
L5080
20
|00
2,000
[
2000
S0
S
S0
L
5400
L
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G

Drzxcterity Elixir
“oitahty Elisr
Intell:gence Elixir
i Blimir
Spiectral Fhxr
Fire Clixa

boe Lliser
Lightring Elixir
Mlagic Eleir
[sicnie Elowir
Paisen Elixir
Fruay Flimir
Acuracy Llixic
Camage Elxir
Dreferise Elixir
Life E_xir

Poreer Elmir
Agoraey U0
Pracisson Cil”
Maszzry Ol
Sharpness O
Paury Oil”
5u-..-;-.;_=|s?:‘-§-f5'§i?_i|h
etk O0l™
Flarderdng O
lrnpervicasnezs il
larnuniey 08
Shall Sl
Frortitucke (i
Blaekanida's Ol
Feumars nos Cil
Enchanten: il

*orster Boc Parr

s
o
WL
.

H
L

=2 Dexteriny for one day
2 Constitution for one doy
=2 bintesllgzernze e are chay
=2 Wizdom fior ore day
~& wa all absilities ko gne dasy
2 sawa s fire for cne day

i 2 sanes s,

2 sanee ws
+2 sawe v
+2 save v

+2 save v,

cold for one day

ichTring for o day

el faar e day

roind-niflusneing effects for one day
praizn lor one dey

+2 to al zaves for one day

|2 ateack for one day

owr mimemurr baze damaoe i 2 for one dey

1AL for ane dary

+5 L reasarran g e e ane day

+ 1 lar-lene] spell slot [spelicaster only) tor one day
12 attack | weapon (o [0 areows) for 10 munutes
2 aztack L weapon (o 10 areows} far 1 rosistes
+4 attack | weapon {or |0 amawes] for 10 e ndes
+2 el | owesispon (o 1 .u-‘% i 10 minutes
+4 clamage | weapne (or W arraves] on 1 mira Les
+4 damage | weapon (o 10 avawest foe 10 minues
15 damage | weapon [z [0 asrows) Jor 10 minuzes
ancinred weapon gives A0+ 2 far Tﬁﬁ?}im:s

12 A for 10 rinuzes

+4 A0t 10 mormires ‘:.H;.:'-:._ "-
Gairs proliciensy for this weanon for [0 minutes

Fepars all damiees o oee iens

Item gains -5 hardness foe [0 minuces

ltem becoones andestructible Fop one day

Wmpen typs permanently semaedl ol TE20440 an Daze luen Labks)
1l 2 then moll again on this tﬁ[:ﬂ;:ﬂra preawerr, 1 CHD L 133| Ll mHone
I leart

e

Birain i
Jawwbone
Eve

Ear
o R
Tl

Farg e

S

I} Scalp ; S
Il Splz=n

12 Fcal }ﬁlﬁ

bz

o

=] S I

e

! I . [} . . . - . W
S0 charnzs for o raeia mstmacd of anoel Resins are apolied o nissile weeaponz, oil: are applied o meles weapoas,

5,000
= 100
=000
3,000

13,000
2,500
2,500
2,500

2E00
3500
2,500
2500
2500
2 500
2 500
2500
2,500
1,00
1500
20
000
|00
2,000
2,500
1100
1,300
2,000
1, 0cn
1,000
1,500
3,000
3,500



CHAPTER FIVE: MONSTERS

As vou soon find yourself up to your eyehalls in bat  DiapLo 1l Dungeon Masters that reads something
demans, try ever so hard ta remember that your like: "Fer every tume you even suspect that your
uriginal poal was Lo loot the dungeon. Also try very  players have read Chapter Five of D:’ﬂb.‘ﬁ'.f_r:. dl:ll..\tt:la
hard to remember that the monsters’ best strategy  the number of monsters in each encounter.” It might
lar J.M-'IJ'id‘iZ"IE oxOCTion ar WOHT hands 15 to kill waLl be there. i |Thg'h‘t not. Cuess thare's DI'II':." e Wily Lo
Mrst. And hinally, always, krose Tar certain

always remermber,  no
mmatter how badly things
oo for yvou when you're

up ta your eyeballs in

bt demons Lhat want to
deo unta vou before vou
can da unto them, thal
vilike the computer game,
there s no "Save” com

rmancl. [T these dungs kill
vour characler, wiou'd better
biove S0 WY :I"Ll-.:-‘r'\"‘-'ﬁrtl'l}"
Fiends, Olherwise, its bacl
o Chaprar One.

READING THE
ENTRIES

Giot a copy of the [MUINGEOMS
B Dracoms Monster Moanu!?
This secticn i3 the same
sort of Lhmg, [Fvou dan't
have a copy, it bails
dowen o this: Monsiers
have all their impor Llanl game
abilities listed in columns of
statistics, amountng o the
game basic thanmg as the play-
ers character sheets,
Eich monster has a size,
a type (what species of
monster it isl, a class fwhat
kind of monster ois), Hit
Dice (with average hit
points, for those of you
wha forgot your dice),
all the pertinent combial
information: inibiabe
(how likely 1L s ta go
first), speed, AC, attack
honuses,  damage,  plus
ahilities, skills fears, argan-
izalion {and typical fum-
ber appearingl, Challenge
Rating, and algnment.
Any  special  artacks,
special defenses or other
important detadls are sted
tao, After that, a bunch of
text pives a brief sketch of what the
rmanster’s all about, how IL redcts 10
enemies, and any other mformaton
vou need to know ifvoure going to pitit
up aganst a gang of ambnbous heroes

DUNGED®N
MASTERS &NLY
BEY®ND THIS POINT

Oy, we don't really beheve that
you wren'L going o art least ook al
the pretty molures o this chap-
ter, Mor do we helisve Lhat
while looking at these pic
tures, you aren't occasion-
ally gaing o pesk at the
nurmhers nexd o therm—
wood  kmoewd, JUST O
see  what rthose
furnky clasys or harns
it the illustration do.
And hey, if vou're A
gaing to lock at
the  muambers,
woure bodmd to
cocasionally notice the word “special” in the Special
Artacks line. and then vou'll just have to glance over
at the rest of the Lext to see why the monster's
attacks nre so darn special, And if you're going
to do that, why not just read the whole text?

Co ahead. Heonestly, we don't mind, Just There's some information abaut how tough
remember, there might just be a line somewhers in the tung is (“How much experience do the adx-en_tur—
.Il:-:lll.)llﬁl._l_-l jr.'l.' Tl_" | {"!r'lll l::r”_-.l E-G‘I’.'.'!L a SpE:':iFll IMETructior rr_'pr Ers get If'l.'hl""'._. hEE!t IL?”::I TJ'IL-‘ dLlﬂgEﬁl'l Tenwesl dﬂtﬂl‘"rl-.lLl'IEE

&2



easure (see the Base Treasure
-able in Chapter Faur).

S, now you know the secret Lo
reading DI&BLO I monster

zntries. Wasn't that fun?

sl

Last Minute D&D Stuff
Gelore we get to the actual mon-
sters, here are a few details you
will meed if vou don't quite have a
~andle on the new DED rules.

First, take a look ar the abbrew
anen list on this page, If vou run
mwe a shortened word in the
Maonster chapler you don't know,
il prehalzly be bere,

Monsters, Type and Align-
ment: All monsters with the
.amt of the Frime Evils have the

F

Fortit

Imp. Init.

Kn. (rel.})— F

sublype "Evil” for the purpose
af all spells and magical effects.
All taunted crealures Lhal are
wt CUndead” or neural alse
ave the subtype "Law”™ or

‘Chaos” for the purpose of all
apells  and  magical ette
unless noted otherwise. This
includes just about all the mon-
sters described here except solems, which are neu-
tral magic constructs, All mensters are “always” in
gnment type, so we put it here instead of repeating

CL5

12 a buneh.

Face/Reach: Face is how muoch area a monster
takes up, and Reach is how Tar away it can attack in
meles combal.

Special Attacks and Resistances: The world of

[Japi0 1] has a few special attack forms. The most
comemon are cold, fire, lightning (electricity), mind con-
reol, and paison. Creatures might be resistant or
mune o one or more of these special actack forme.
i™ few other specials like acid and disease aren’t com-
an enough for most monsters to have resistance or
rarranity to them).,

Spectod Mote about Posons: Poisons are a special
altachk form. A character exposed to poison makes an
TEdA L Sl_'.'q.-'IT'Ig 'El'l LT ﬂgi].ﬂ st an .r'|t|a| [ -'i_"i_'l'_. tl"lE"._ 3]
minute later ancther saving throw against a secondary
ettect, Either, both, or neither effect may happen,
dzpending on how the saves go. Poison damage is wsu
2lly a temporary ability score loss, which means you'll

BTkt

vl belter, if you live.

&3

5 based on
vsed when

Sawves: Fortitude
Caonstitution  and
toughress is the main factor in
surviving the attack. Reflex is
based on Dexterity and is wsed
when dodging s more important
Will is used when a strong mind is
the best defenze

Special Qualities: These are
anmy monster special allities that
are not attacks. Sometimes they
will be imitations or weaknesses.

Abilities, Skills, and Feats:
These are just like player charac-
ters have. In penaral, bonuses and

[

penalties have already been added
in where they affect the numbers.
If vou see a skill with an asterisk
(¥} check the text description for
special details

Organization: How many of

T USTITHETTL

|.|"I'.-i Ly -C:-r TTNCAMMSTER %1l LAn
I_‘lFF_'i.:L [T 8] |-i'|'|l:| "‘:Elrllii'\.l."_iiil LILIL 1T COr e
place, (Unless vou want to play
"Mightmare Level™. )

Challenge Rating (CR): Rar
ings are for singles monsters,
Roughly, a four-character party
can handle about 4 erecounters
where CR and party level are equal. [T they're not
aqual. it gets a little more complicated. Cwerall. Hic
Dice have mare weight than number of creatures,
(see the DMC it yvou want to take this further)

But Where are These?
Information from the Monster Manool that Yo don't
Neaa WA

Climate/ Terrain: Since nearly all creatures detailed
in this hook are tainted by Prime Evil magic, and since
they tend to concentrate in places likewise tai i
clirmate or terraim Lypes are hstea,

Treasure: DIaslo 1 treasure is keyed 1o dungeon
level. See the Base Treasure table m Chapler Four Lo
wiork out how much treasure monsters have,

Advancement Range: &0 monsters often have an
advancement range, which just means you can have bigger
monsters of the same type with mare Hit Dice, attacks,
betrer saves, and 5o an. DaBLO [ creatures in general
dor't have advancement ranges. The vanery of creatunzs
within each broad types serves this flinction. In a1
To Hell and Back, vou'll see upgraded maonsters, but we
can T guarantae yvour Ps will appraciate that innovation

i =

PR e

pin]



Hit Dice:
Initiative:
Speed:

AC:
Attacks:
Dameage:
Face/Reach:
Sp. Attacks:

Sp. Qualities:

Saves:
Abilities:

Skills:

Feats:

Org.;
CR:
Alignment:

This sealy, scaveneing gquadruped s tcanted seath the dark
' EBING I
rrage of Baal. [t spits a caus L1 venam, then moves inan prey

Acid Beast
Medinm=Size
Magical Beast
Sl {16 hp)

+3 {Ches}

S0 it

T =i nal., +3 Dex)
Bitee +3 rroeles

Bite 1di 1 ledd semad
A fE by 5 LS B
Sanr Fodd el

(& ramged touch],
A puddle

Acid immumity
deatty puddis

F i3, B o6, W42
S0, DIG, I,
[2. W12, Chi
Listen |6, Spat +6

Aleremess

Pack (3-8)
.l:'

3

Chactic el

Erar seems weak ar coppled.
Acid Spit (Ex): Fach round. the acid beast can spit ils

wenmm (range incrernent 31 (et) against one ooponent as a
ranged touch attack. A foe that fails the Reflex save takes
acid damage tw one exposed iten in addition to personal
mury (see Chapter Two, Damape 1o Equipmeant). The
acid damage i3 cortinunus through two rounds, the
rounid it is projected and the following round.

Arid Puddie {Ex): Acid =pil thar hits forms a S-fooc puddle
centeres] o the foe struck IF the beasl misses, wse the
wrenadelke weapon able 1o determing the puddle’s loca-
tion. The puddie remams dangerous the round ic hics and
the [ollowing raund, dealing equal damages m bath rounds,

Death Puddle (Ex): A slan acid heast immediately
dissolves into an acidic S-fool puddle thar '

acts like e gord pooeffe 0 all ways,
Acid beasts are the weakest of their

rype. Amd: Spit, Reflex save (DO 13); acid ,J

clarmage 2d4

Poison spitters project poson rather than
acid. Foizon: Bice or spr. Fortitude save (DO 13);
imutial darnage 1d3 temporary Strength, secondary damage

Ld 3 termporary Strenglh,

ACID BEAST

Poisan Spitter
Medivm-Size
Magical Beast
410 {22 b}

i 3 {Dex)

50 Tt

L& (+3 mat., +3 Dex)
Bize 14 meles
Cite Zd4 +poson
5f. by5f/AR
Spit poison

[+T rangad touch),
acid puddie

Foisai imrnunity,
ddeath puddle

Fd, R+T, W42
=10, D16, C1D,

12, W2, Chi

Hede +4, Listen 0,
Spot th
Alertess

Fack (3-8
3

Chaatie el

&4

Fit Beast
Medium-5Size
Magical Beast
A1l (23 qp)

=3 (s

5 fr.

17 (44 mat., 1 3 Do
Bie —f meles
Fore 28 + 108 2ol
St by 9ft S5
apal. 2008 acxd

1;+':' rhrlgm:_ sk
acid puddle

Al irnmmarly,
daath r!l:-:‘l:llr..

3 sawe v mired
comibrd

F+7. R +8 W<+1
510, Do, CI0,

13, W2, Chb
Hirke =f, Listen =7
Spot + 7
Alerbess, Creat
Fortituck:

Pack {3-8)

4

Chacts mul

Lava Maw
Medium-Size
Magical Beast
1210 (G ke

13 (Dex)

S0 £t

T (+4 naL., =3 Dex)
Bite +12 rrshes

Gite 2d& - [0 fire
S0 Ly 5 F5 A
spit 2d10 Fre {aval
i+ |2 ranged touch]
aca ] puddle

Firg sy
deatly poddie.

+8A save Ve mind
contral

Foall, B4l W=¢
100 o, .
[4.WI2, Chi

Hide i 8, Listen +I0
Sl +10

Aleroness, Creat
Fartioade, lron Wl
Pach { 3-8

B

Chaotio evi

Pit beasts are a hulking, meaner version of the acid beast
Actd: Spil, Reflex save (DC 18} acid damaoge Zdd
Lava maws spew globs of molten rock
imstead of acid. Laver Spit,
Rt save (120 18, fire

damage ZdI0



Hit Dica:
Initiative:
Speed:
AC:

Attacks:
Dramage:
Face/Reach:
Sp. Attack:
Sp Qualities:

SAVEE:
Abilities:

Skills;
Feats:

Chrp.:

CR;
Alignment:

Hit Dice:
lnitiative:
Speed:
Al

Attachs:
Damage:
Face/Reach:
Sp. Attack:
Sp. Qualities:

Saveas:
A& hilities:

Shalls:
Feats:

Qre.

CR:
Aligmment:

BAT DEM®N

Desart Wing

Small Magical Beast
210 (11 byl

+3 (D)

Fly 30 fL. (avg.)

M (=3 D, =1 za0m)

Gite +4 reles

Firtes Tedii=1

S b3/t

Shaock |08

Filirdsighit {echolicaimn)

F+3, R+a8 W+l
S0, AT,

12, W3, Ché
Lizgtenn +7, Bpot 1 &
Wil Fuoc: (b}
Biroxad {2-8)

|

Memiral wvil

Gloom Bat

Emall Magical Beast
5d10 (27 hp)

4 (D)

Fly 30 1. fave.)

|7 {=d Dhawy =] s

L TN

Bite +7T rozles

Bite Zcd

St by SRR

Sk TR

Blodzight fechalocsran
Fd AL s sanged artacks
F—4, R =H "W +Z

30, Daa. CID,

4, W13 Chi

| sy =174, Squal. +100

Alertress, W For (hite

Broad §L-0)

=

2
Meurtral evil

Fiend

small Magical Beast
I (16 by

4 [Diex)

Fhy 30 ft. F {avg)

15 [+4 Do, +1 5]

Bite +3 meles
Pt Zc14

SR beSf /0
Shock 148

Plircdsight [rehobacation)

|
| o

F+3 B +7, W
S0, E, S,
2. W13, Ché
Listen +7, Hpot +7
Wty Fow (lnle]
Brood (2-58)

1

Meairal =l

Blood Lriver
Small Magical Beast
Ad1D (33 ko)
4 [Lhex)
Fly 5l 1L ()
8+ D, +1 sive
3 nat.)
Bive +75 42 mses
Buiras 2:43
SH.byofi /o
Shends T
Blindsight (echokcation)

=+5 B+ W =3
310, DS, CID,

13, W13, Chi
Listen =15, Saal +14

Aleroness, Wheap Foe (are)

Brood (-5,
Seearmn (2=200

1

-

Meutral el

£B

Blink Bat

Small Magical Beast
£110 (22 besy

=4 (M=)

Fly 30+ [avg ]

15 [+4 Dex +1 siee,
—| max )

Bitz + & melee

Bate 1dIid

3R by DR

mclsaght feduildocalion)
Flink

F +4, K +43, W +2

S DIE, 0,

15, W13, Chi

Listen 1LE, Spat o ]

Al lrvess, Wilsan Fo (o]

Rrod (-0
2

[eiral el

Dark Familiar
Small Magical Beast
Al {44 bl
4 Lex)
Fly 20T [awad
15 {+4 Duawe, +1 sive,

2 nat.)
Die —=53/—2 el
Pares 748
Sft b DS R
Slweck 1ad

Bhincsighs menckasation)

F +é&, Bo+I0, W -4
S0 D&, 2In,

I, Wls, Chi
Lisdesn +18, hp=al =17

Adirmisss, Wiean Froo dhane)

Biroed [1-061,
S (2=20]
4

Meistral 2wl



BAT DEM®N (CONT.)

A zingle bat dernon is an annoyance—in ewarms they are
dnrlgrrul_m. These creatures have all bean touched h‘-' evil,
arwd the beellborn ores are dosvenrightt lethal.

Like their smaller amarmal relarives, bat demons attack
direclly, swarneng foes and tearing off mouthfuls of flesh
with their sharp teeth, Their speoal attacks are covered in
indrvidual descriptions. All bat demans ger a +4 racial bonus
o Spal and Listen checks, They lase these bonuses i their
blirdseht is regaced,

Shock {Sp): The bat demen's first hite that hits in a round
delvers an addiional 1d8 points of electrical damage (like a
shacking graso spell).

Blindsight (Ex): Bat demnons
can s Dy eroillmg eghefre-
quetksy sounds, naucible
t= most other crea-
lures,  Chat
them: Lo locale
chiects  and

allors

crizalures

within 120 feet. A silance spell negales this and forces the
bat to rely on its weak vision, which has a meaximum range
of |1 feet.

Desert wings are abnormally large bar demons with a
taste for blood, Swarmes of six or more have been krown to
overponwer overconfident delvers,

Fiend: are a subspecies of deserl wing, brea for
VICIOUSTIESS

Blink bats can blink between dimensions as o supernar
ral power. Any hit against one must be confirmed by a spe-
cial die roll (30%) or miss (it blinked).

Gloom bats have darkness as a real compunent of their
flesh, granting a + 2 dodge bonus against ranged attacks.
Blood divers have a lermble itz
Dark familiars hove servad

demonic masters for cen-
turigs. In that ome, they
have prokaed up several
thaumaturaic tricks.

&b



Hit Crice:

Faul Crow

Emall Magical Beast

13+ T

Bioodhawk

Emall Magical Beast

Zd10+2 {13 hp)

BLO@DHAWK

Black Ra ptor

small Megical Baast

YWl04+3 (19 hps)

Clouwd Stalker

Small Magical Beast

5d10+5 (32 hp)

Initiative: +! (D) +2 (Do) +2 {Diex) +6 (Do, I, Irit
Spead: Fly 6 ft. (goad] Fiy 50 ft. (pood) Fiy 40 i, [good) Fls 40 tt. {goad)
AC: 12 (+1 Dexs. +1 size) hi+2 Dex, +1 siew) 16 {+2 Dex. +1 siee, 18 (=2 Dz, =1

i3 mar) size. -3 nat}
Attacks: 2 clavcs 1 3 meles 2 claws +5 melee 4 clawws +6 melee 2 claws —8 melze
Damage: Ulawe li4-1 Clave Iklb Ul 128 Clawe Jih
Face/Reach: Bf by Sf /58 5f. by SRS 56 by 55 f St by 3R 73R
Sp. Attack: Swoop SWoop Swoap Swnaog

Sp. Qualities:

Frres ressaslare 10,
elestriciny
resistance Al

Saves: CEd R 3w F+4, B +5, W + F+4, =5 W +2 F+h R 4h W =12
Abilities: 8. D13, CIZ, S0, 04, C12, Sin, DId, CI2 310, &4, T2,

2, W2, Che [2. W12, Ché 13, Wi2, Ché 14, Wi, Chi
Shills: Listen +3, Listen +3, Listzri +5, [ isten +7

Spe +20% St +47 Spar =0% Sp:..t +TF
Feats: Weap Fir {clavwes) Wezp Fin {olaws) Weap Fin (claws) [mg. Init.,

WWeap Fin g

'Drg.: Flrck [5-4) Fiwck {3 r’; Flock (34 Floscls |'3 Y]
CR: 112 | 2
Alignment: Mewlral 2l Frgniral el eutral evil P o] el

they claw waith ther talons, oot relernng
uritil they or Lheir prey are dead, Bilood-
hawks have a <+ 8 racial bonws o 3pot
checks in daylight,
Foul crows, [eeding pomartly al
rught, are easly dentfied by their eene,
glonaing, red eves Foul crowes are the least
danpercus species ol Sloodhawlk—Lhoogh
still formidable.
Bloadhawka are named for ther red-huaed
fealhers—and thair vnitarmed agoression, T heir
terrible cries and foul feeding habits are charae-
teristic of ther entire class of related Rals
Black raptors, inany gathenng of lesser car-
rion feeders, are accorded first scavenping
nghts. They are largen, meaner, and darker ver-
siony ol their cousing, and are rightly Geared by
man anc animal.
Cloud stalkers ans rare birds that have been
peersonially rased by the hand of a demonic master Fed ol
the sweer meats of elf and man since they were hatch-
hrgs, cloud stalkers cefy narure wath their abominalble
stee arsd cruel visaue,

Bloodhawks are native to mountain regons.
They are winged predacors wath large, fang-
roothed maws and razor-sharp elaws. and
gxlremely protective of their nests.
Some  sages hlame ther recent
aggressivensse on U presenoe of
Lhe Prime Evils, who have further
twisted the ugly carmon foawl.

Blocdhawks build nests of
wallle and the regurgitated
flesh and fir of ther prey
WhaEn A nest s encounlersed, a
new bloodhawk  emerces
every other round. Up o
ten bloodhawks may live i a
single communal nest. IF caught in
the nest, bloodhawhks can be eas-
ily dispatched by selting ther
nesls alipht.

Swoap (Ex): "When st attack-
ing, kloodhawis swoen on U fies
piving them a 12 bonus o attack
and damage ralls. Cnee no melze,

&7



Hit Diice:
Initiacive:

Speed:
AC:

Attachs:
Darmage:
Face/Reach:

Sp. Attacks:
sp. Qualities:

Savesx:

Abilities:

Shills:

Feats:

Ol
CR:
Alignment:

Vipers are hideous snabe like creatures
with arms and ather humanoid features.
Thay well serve Lhe legons of Hell
Freezing Charge (5p): Any time a
clawy wviper coold make & charge
arrack, it can mnake a leaping charge
thal does claw damags and affects

Tomb YWiper
Large Monstrous
Humanaid
a8 (22 bl
=5 i+| Dex
Imp. litl)
A
1T i+ D,

| size, +7 nat)
P olaws =5 melee
Lal =3 medes
Clvas 10541,
waul Idi=1
Moy S
[ e
Freezirg charge

Uz desdigs

F+l.R=5%W 15
512, DL 2, i,

1%, WiZ, Chid
Hicds +%,

1_|l_]'|'||:‘: FIh

IITIF It
Pluliatrack

rovad (7=5)

pu]
t
<&

hantce evil

the target as a s spell.

Uncanny Dodge (Ex): Claw vipers aan-
ral be farked. This defense denies & rogue
the ability o sneak attack a claw viper.

Skills: Clawy wvipers receive a +12

racial banus o Jurnp checks.

Tomb vipers a= the weakest of
the lat, constantly raking the brulali-

Ly ol their serpentire kin.

Claw vipers peefer o slash with
their claws rather than bite. Though
toueher than tomb vipaers, they oo are badlied by other vipsrs,

CLAW VIPER

Claw Yiper
Large Monstrous
FHumanoid

&8 (27 bp)

15 L+ o

Irpe lmit.)

30

18+ Dex,

~| size, =8 nat)

2 claws +45 1 | medese,
tail =4 meles

Claw [dé+l,

tard lda+1

S b B 1LY

[0 .

Freszing chaorgr

Uncanmy oidgs

F+2, R+, VW b4
SI12, THE, G,
17, Wiz, Chit

Hide + 10
Jummp 17,
Spac =10
lmip. It
Felistnattach
Brood (2 4)
3

Chaotie il

Salamander
Large Monstrous
Humanoid
TdB+T (38 hpl

5 (+1 Diex

mg. it}
ML
19 [+] Dex,

| sz, =% nat)
2 elawes 1 8+ 5 melee
ol +E& meles
Clawr [dB+2,
Lail Idée |
5. by )
10 f
Freezing charge
Llncarnay dodos,
fire resislance

aC

Fa+3 R b W =6
14, M2, CI2,

[&, W2, Chid
Hide <11

Jumnp +20,

Spot +11

I Iniz,
Mlltiatzack

Deood (2-5)
4

Chacitx: mwil

&8

Fit Wiper

Large Monstrous
Humanoid

adf =8 44 Ty

=5 =] Dex

Imp. Init.]

Al

19 (+] Daex

=1 size, 1% nat)

D s +10+5 melee,

cail 47 e
Cluw 1081 2

ol Idi =1

5 ft. by Gt/
15 .

Freprimg chargs
Uncanmy docdye,
fire resstanse
10, +4 save

Wi Daisam

Ft3,R+7, W7
14, DIz CIZ,

19, Wi2, Chil

Hode +12,

Jurnp =22,

Spot +12

Imp It Multactack,
Wizao Foe (elaeh

Bircwut (2-5]
5
Chaaric evil

polscn

R

Serpent Magus
Large Monstrous
Humanaoid
DAE+LE (98 b

1A (=7 Des

I lait

30 f.

200+2 Dex,

=l size, +7 1]
Zcluws HIEOT ol
tal =2 meles
Clany 18 +7,

tanill 1541

SF b 3L

10t

Fraezing charmne
noanry cJadze,
fire resisanioe

in, -2 save wn
azsem, +6 save
w5, il coearal
F+3, 848 +T
Sla, M4, 4.
LW ChiZ
Hide ~ 16

Jurmqa +29,

Spat +15
Blind-Fighs, Trepe el
Pelrtiar Lach,

Weap Fou (il
Brood (2

[

Chaotic el

Salamanders e n fiery lakes. They tend 1o
L reckless.
Pit vipers, on the other hand, are crafoy
beasts. seizing their foes, They gain o +i
racial saving throw bones asgainst

Serpent magi are far smarter Lhan
the brethren thew lead—they  also
enforce the separanion between lesser
and more powertul wizers | he
oreater vipers hardly care, buc the
magi spreard fear among ths
urderlings.

Serpent magh have a =2
racial saving throw  banos
amainst posen and a +5 racal
saving throws bomus against
i infhosne np etlecrs.



CORRUPT ROGUE

Dark Hunter Wile Hunter Dark Stalker Black Rogue Flesh Hunter

Medium-Size Medium-Size Medium-Size Meadium-Siza Medium-Size

Humeanaoid Humanaid Humanaoid Humanoid Humanoid
Hit Diice: TedH (4 bpsh ZedB 2 ) R {17 g 4d3 (18 hpl Td8+21 {52 hgl
Imitiakive: [y 12 (D 2 Dexi +2 [Dex) =2 (D)
Speed: 1IN LRI RN 0 0 f
AC: I i=1 Do 12 {+2 Diesc) 13 {12 Dex, l4 (+2 Dex, 22 (42 Dex,

+1 nat) +2 nath +dnatl

Attacks: Shork v <0 Shor b sword +1 Spear =8 e Bpetiar +4 el S +8 mmusles

rrcslose; o shorthowe misles; oe shoethowes o shorthons or shorthana: 2 o theoas

1| ranged 12 ranged +4 rangsd -3 ranged +& ranged
Damage: Shoet swoed o, Shart sweord Tadé; Spear lE+1; Spear ef+7; Spasar [dB+8;

o shirthenes |eds ar shwrehienes [ or shorthows |45 oo shorthone: 136 ar shorthow 448
Fape/Reach: Sft w2t idd Oft by oot 51, by LS T Sf. by 5 /5 L S by 3RS L

Sp. Qualitics:

+4 mve v,

poizan

+1 2 s v,
pOLEan

+12 s s
poiscn, damags
reduesbon 107=

Saves ol RopS W a2 Pl B, wWo+d F+1, R +5 W+ F-=1. R +5 %W =0 F+h B +7, W -7

Abilities: S0 008, I S0 Ole, 10, 513, M4 CII, 513, D4, CIT, S16, Dd, Tlé,
I8, Wi, Cha 12, Wil Chs I W, Chi 13, Wiz Chs 14, W14, Chi

Skills: Hide - 2, K. Hide +3, K. Hirlee =4, [, Hicks =5, ®n Hide +& En
fral b 0, Mo rel) =00, Menae ::'E'l . Moo = } i 2, Move iel) &, Muovs
Silerthy 12, Silentiy 13, Silerthy +4, Silently +4, Zilently —8,
Gearch +0 Gearch +, Sesmch +1, Amarch =2 Search +41,
Spst +1 Smn +1 Spot +2 Spot 14 Zpot 16

Feats: Lightrimg Lighzrrig Lightring Lightring Dedge, Lightning
[Hetlexes [Ref s Fies s Reatlemres Rirsamues

Org,: Party (1= Parcy [2-55 Party (3-5) Farty (47} Farcye (3-8)

CR: 174 | ics | 2 4

Alignment: Lhaatic evil Chaotz evil {haais: el Chuonin el Chaete mal

huniters are righcly feared when they appear in
martal lands.

Dark stalkers and black roswes olen
charge opponents with their spears. [they can
move 20 feet in a straight ling, they trear any
successlul Tal as & cratical b In addition, otk
dark stalkers and black rogues are more resist-

ant to poizon than lesser corrast rogues,
Flesh hunters have achieved uldmmace
corruption. and feed upon the flesh of mar-
tals whom thevve sliain, A seady influx of
Mesh and demonic inHuence srants Hesh
hunters terrible strenath. and the ability
shake off carmage that would f2ll a lesser baing

The carrupt rogues are Tormer mem
hars of the Sislerhood of e Sihl-
les: Eve whao have been rranaformed
throwgh the apency ol Thablo and
no) sarye e Pome Evils through
Lheir Lesser Ewil aervant Aadaniel
They have heean -:‘:|:|r1'|_||:|l,-:3-.|_'| inlo believing ihat
thair actions are for the wood and kil areone
i Lhszir wean

Corrupt rogues carry bowes as well as melee
wazanons, wwl light wach thern interchangeably
az the situation denands,

Dark hunters and vile hunters are (b lowe-
ert rank of corrupl rogue. Both dark and wile



FALLEN ©NE

Fallen Cne Carver Devilkin

Small Qutsider Small Outsider Small Outsider
Hit Dice: 172 d8 (2 Iy 1cd8 [ hp) 148 (4 o)
Initiative: 1 (M) | D | [Dex]
Spead: 30 A0 0. A0
AC: 10 =1 Dex (] D, 12 (=] Dex.

il sire) +1 sizs, +1 nat) il size, +2 nat)
Attacks: Short sword Shart s Short sword

+2 melee b2 rriorhss +2 melee
Damage: Shors seeord Ldb Shaort sword Ldb Shors sward 146
Face/Reach: S by SR VSR 51 by 5 R /5 fr. Sfc by 55 i
Saves: F+1E+0 w ol F+2 R +1, W+l F+2, R +1, W+l
Abilities: S0 Dg, 10 510, 09, CI0, S0, Dg, 10

15, W&, Ch7 15, W8, Ch7 15, W8, ChY
Shalls: H:de +4 Hicde +4 Iede +4

Lisrzn +3, Listen 13 Listen +3

Spot +3 Spor =3 Spot +3
Feats: Abertrisss Alertness Alertress
Org.: MPack (3-13 Pach [3-12) Mack (312}
CR: 16 & 112
Alignment: Chzotic ew Chaotic vl Chaatic ¢l

The grunts of the underworld, these demons are small
nasty, murderous creatures. They have a rough tnbal organi-
zation and are ruled by more powerful sharmans, who have
some magical abilities [see nest entry).

The fallen are courageous only in murmbers; klhng one of
thsic pachk cavses the rest to flee  they fail & Wisdom check
(G 14), unless a sharran s present.

Fallen anes are the lowest of the low. As a resull, they
e Lo b bad-temperad and violent, attacking anytbimg in
their math.

Carvers are anly mildly msane, bul thal nsanity grees
theern a low cunning and dangerous attitude.

Devilkin are fully insane and attack in gibbering mobs,
seehing o unnerve their foes.

Dark ones think nothing of the safety of their lellow
Faller Ones and gladly push their fellows into battle of it
means that they survive.

Warped fallen are the worst of a bad lol, and no
task 15 too monstrous for Lhem, if gathered in sufficient
mumbiers

Dark One
Small Dutsider
2a8 (7 hp)

=1 {Llex)

0.

13 (= Dex

+1 size, 13 nat)
St L aweard

+3 miles

short sword ldei |
5. by SL/S
F+3 R=2 "W +2
512, D9, <0,
15, W, Chi
Hide +5

Listen +3, Mowve
Silently + 3.,

Spot +1
Alertmess

Pachk (3123

|

Chantic eal

Warped One
Small Qutsider
4l {18 hp)

| {Dree)
20t
15 {1 Dex,

H rams, +5)
Sheart sweord

1+ meles
Shart swaord 1do+2
Bt by 3f75 TR
Fod, R+3 W+l
4, D3, C10,
15, W&, Chv
Hicdke 8.
Lasilaary +i,
Mowve Silertly —4,
Spac b
Alar s
FPack [3-13}
2
Cl

aate evil

7@



“Enraged™ “Demented'
Small Outsider Small Outsider
Hit DVice: 1dd ¢4 hpl Zd8 {¥ hp)
Initiative: +i) +ib
Speed: 50 R 30 fr
AC: LL g4l size) LZ {41 size,
= ral]
Attacks: Sheare s Shewrt sawored
2 meles Jmglee
Damags: Shoart sevord 15 Shork sened [dE
Face/Reach: S e BB SR by SRS R
Sp. Attacks: fre EOnE, rause Five bodr, saize
faallear carnes faallert cores
Sp. Qualities: Morale Morale
Saves: Fi2 R 2,%w 2 FiiRi3. w3
Abilities: S0, Dig, C11, S0, Do,
19 W3, Call 1%, W9, Chi2
Skills: Heal 110, Hide Heal 12, Hide
+, Lislen =3 =7, Lisien +4,
Spot =3 Mowee Silenily
2. 5pot 14
Peats: Mlertness Mlertmess
Org.: FE | per 2 SO | per 4
Fallern Cries vy
CR: | 2
Alignment: Chaclic 2l Chaotic ewil

“Deranged "
Small Outsider
3dE (13 hp)

+0]

A0

13 [+1 size,

+2 nar)

Shaort swiord

—4 melze

Short sword [d&+]
3 by S /O R
Fire bodt, raze
fallen one

Fire resiszance
10, mirale

F+3,R=3,W+3
512, i, COE,
ILL AL, Cal2
Heal +4. Hude
~&, Listen =4
Mave Silently

—&, mpelloratc

—4, Spel +E&

Alercness
AV lper d
Crewskin

2

Chataic el

FALLEN ©&NE SHAMAN

"Depraved"
Small Outsider
448 (18 hg)

+i

i

lo [+ e,

+5 rat)

Short sword

+3 mebes

Shaort sword 1d6-
St e 5D f
Fure bedl, raizs
falen ane

Fire resistance
30, rrorale

F+4, R+4, W +4 |

515 g, I,
[LL, %WILL. Chl3
Heal -5 Hide

+ 10, Lasren +7
Mowve Silenthy

+i&, Zpellerats

+3, Apeed +7

Alertness
% | per 4
Drark Cimes

e

o

Chmsirtic el

“Warped"
Small Ouesider
S48 (27 hy)
+(1
20 fr,
17 {41 sz,

& noth
Sheoet swoed
+T melee
Short sweord 1dG+2
SfbwSft/if
Frre buld, raige
faller one
Fire resistance
i, =4 save us
mined conree,
morale
F+3 B +5 W <&
sS4, 0, T
14, Wid, Chl2
Heal +11, Hide +14,
Kn. [arcana) =10,
Listen /3,
[Wloere Silench +9,
Soelleratt 10
Spot +13
Alertness
0% e 4
Warped Cines
3

Chacs eal

Fallen shamans are larser and definitely more authortanan
thar twir lesser brothers. IFa pack of fallen anes has at least
fzur mambers, rhara iz a 305 chance per four fallen that one
Faman is als> present.

Fire Bolf {Su): Once cer round, a fllen one shamar can
cast a flaming wissile ar a single foe within 100 feer as a par-
nal aztion, A successtul Reflex save (see entries) reduces
vamege by half

Morale {Su): T zzser falen ones do not break or run as long
a5 one of Dair sharmans 12 present.

Raise Faflen One {Sp): The shaman can bring hack to life
any fallen one or lesser shaman within 30 feat, as i using a
sree resurreciion spell. The revived tallen ore has full hit poinzs
arel can attack and functon normally the nexcround. Thiz s a
tall-rourd azeion

Enraged arc sharmans of the fallen anes. They tend e be
bogd-temzered and wiclent. Thair S Sole (DO 1) deals 1dG
points of damags.

Tl

Demented are shamans of the carvers. Their insanity
grves them a low cunmng ancd danperoas acitucle, T hear fire
bl (DG 121 deads 2d& poinls of darmmge.

Deranged are zhamans of the dewilkin, They are fully
ingane and ghber to wnnerve ther foes, [ lomans woch L F
Do or less and normal amimals muost moke o WAl save (DO
). Arimals that fail fles. humans ke & | Morale penalty to
thew attack ralls, Armor Class, and shill checks. Thear jies Dol
(D 130 deals 3dd poinls of damages,

Depraved are zhamans of the dark onss. They think
nothimg of the safety of their felloe fallen ones and put
Ui o survival first, Their fre bodr (DC [4] deals 4da
pounts of damages.

Warped are shamans of the warped fallen. The wiorst of
the: worst lol, no task ©s oo manstrous for therm, Their fre
oodt (DO 18} deal: 848 points of damaze. They have a 1 4
sanving thro bonus aganst minc-influencing eMec s



Hit Dice:
Initiative:
Speed:

AC:

Atracks:
Damage:
Face:

Sp. Attacks:
Bp. Qualities:

Saves:
Ahilities:

Oirg.:
CH:
Aligrimenit:

Carved figures, representing
grotesque human:s and

arnmals, are

ames  corrupted
ard  animated
by oennl, Moy

possessed of
harrid - life,
these story
horrors
hawe

spread

Lo ITany
deep Andd
dark parcs
of the world.
With o need

for  tood  or
weaber, gargoyles
stand motioniess
For daws of wesks
ar o time. Howeever,
should a merral drawy
near, they are quick o breas even
virars of rmmobility, and attack
Construct {Ex): lmmune Lo
rund-influgncing effects, poison,
disease, and similar effects, Mol
subjest to critical Fits, subduoal
aility darmage, ensrgy drain, or deatnh

=

from massive damoge.

Winged Demon
Medium-5ize
Construct

Al 0[5 baad

L Dex)

Fly 30 ft. [poar)

0 D, +7 mall
Slamn o ks

Slam Zdi

GARGOYLE

Gargoyle
Medium=Size
Congtruct

Bl [0 44 [y}

+1 (T

Fhy 20 o, (poar}

18 [+ Drem, +7 nat)
Slars =6 rreles

Slarm Sy

Blood Claw
Medium-5Size
Construct
L1 (60 ko)

| [Dex)
Fly 340 M. {poor]
1% {1 Dex, =8 nat,}
Slam 1 F mele

Slam 2db-1

Draath Wing
Medium-5ize
Construct

13d18 [V ko)

+1 (Tl

Fly 30 £ (paard

20 {4+ Dhes, 3 nat;
Elan +11 rinslese
Slarn Edid+ 3

Shee 5N R Shy 5L/ L 5by 5.9 B A Sto/htr.
+4 1o lrnlasbive wihen kaving stooe shapo
— %zone shaps {Damage reductian |00 110, spell imrmunily, cannol attack o move), Regenerare | hadar —

Construst, fire

.. . -
Construcr, fire Cronstmacl Coamia truer,

irmmanity elistrcaty irmmraity irmunicy alectriciny smrmonity
F-2,R+3, W12 Fr2 Bl W2 F+3, B +4wW -4 Fod Boea W +h
SHL T3, D= all, DI, C-, 513, M3, T Si4, DI3, -,

15, W, ChT 19, Wil, Ch7 I, w2, ChT (10, W2, Chy
Wing (2-T) Wing (2 ¥} W [2-T) Wirg (271

4 = [ 7
Meucral evil Meutral e

Mleyirral il

Mewtral ewl

anirmate form it has an additional
A mbietve bores,  unlsss
those attacked  have
sarmehony discoversd
s Lrwee malure.
Winged de-
mons arz, like all

warEovhes, Cape-
vle of g,
Winged  de-
TGS MAKE
uood guards,
espeacially for
Aoneribical
areas of Lhe
ain Wvar.
Gargoyles
are lairly malel-
gent and evil, and
s SCMETITES RETVE
a more  poseriul
master. In this case,
the warwovles wsually
act as soecial puardians
or Tessengers.

Blood claws maks up “or
e incelligence with a pure
ferocity, Thouzh stony, blood

clawes relist a kil ke the preca-

tors they are.

Death wings are tough, smart, and one of the moest

Stone Shape (Ex): Because it luoks exactly like a stone  harnble things a mortal sees before dying a swill, b=

status, the fir

iend gargoyle shifts from stone (erm o L&l dearh.

72



GOATIMAN

Moon Clan Might Clan
Medium-Size Medium-Size
Qutzsider Outsider

Hit Dica: =2 {01 hy) AEB+6 (19 by

Iruitiative: +1 {Dhext +1 (Thax)

Speed: 30t Ut

AL 5 (=1 Mham, 44 miak] IT (=1 Dhemw, +05 rad

Attachks: B b sk B+ rrees;
or bonghow 14 ar longbane 15
rarized Targed

Diarm ape: S |52 B iR+ 2
lzingooawr [dE gk ldd

FaceReach: Ot by 7RG R B by 5 RGA R

Ep. Attacks: +2 First meles

artack

SF. Duaalities:

F s Kod w4
G4, DIE 14
N2,%W1E Chl3
Intimdate 17,
Junp =T, Listen

+& Seardi +7,

Wienp boc {bow]
Frens Blark Sl

Saves: Fod R4 w4
Abilities: a4, D12, T2,

I W12, Cal3
Skills: Intumidate 9.

Jures =6, Lister +5

Hesrch +4

Spot 16

Feats: Weap Foc [bow)
Oep.: Hend {I=L2) Herd £1-17%
CR: 142 1
Aligriment: Chaoii e’ Lhaols evil

Warriors of Hell, the goatmen once
batiled each other for the amusemens:
of the Prime Ewils, Mow, they war
against all who sechk to stop their wvile
masters. | he soatmen are troken into
clans, the members of esch with their
onwe Doon from ther dack lords, These
voat-headed humanoids are armed with
curved hlades, and half of them carry
bovevs as weell

Moon Clan soatvan fesh haz a pale.
lurmiros glow:

Might Clan zoatmen blend with the
darbrwess Thus, Might Clan goatmen zet

Blood Clan
Medium=-5ize
Ouatsider

4edi=H (6

1 iDexl

S0t

200+ Dhas, +9 1rat]
Soe + rmeeks;

ar langbow 16
rarngeEd

Ao 1ol 04+ 2;
langboa 1d48*

5t b G AT
2 melee damage to
weanded foe

F+é K45 W a3
515, D, 14

3. Wiz Chil
Intinedate 14
fump =9, Listen
+8, Searcn 48,
Spot 48

Weap Pac [bow;
Foaml Blark Sha:l
Hezd {112

Fa

bl ewil

T3

Death Clan
Medivm=5ize
Outzider
Sedd=111 (32 by
+1 Dex)

30 te.

20 [+1 Dhax, =% nar)

A 8 el

or longow

+ 551+ 5 ranged
Aoep el 1-3:
lorghony 18

A Fre. by 55 R

+H s v,

mind contr
F4b, RBh W43
Slé, DA 14
113, WIlZ, Chl3
Intincidare | 1.
Jurmn =10, Liszen
=1 Search +37,
Hpot 49,

Wild, Lore —8

Wieap Fac (bow)
Pesirtt Blara« 30l
Herd {1-12]

a

Ul ewil

Hell Clan
Medium-Size
Chutsider

GelB+12 (39 ber)

t2 (D)

1 el

22 (+E D, =10}
B —0/-14/-9
meles; ar longbose
+IT + 12 =T ramyzal
B [ HIC+5;
longbonsy 18

E T TR R
M.garcard Blood

ip. atmacks

Fire resislanee 260

F+T, R+ W 16
R D14, Cl4
14 WI2, CAalg
H:de 18,
Imtirmiedade= +11
Jump +13, Lesten
+1L, zearch

Spot =10,

Wild, Lore +10
Vegap Foo (bow]
Fiamik Blank Sk
Ferd (1-17]

4

Clialic sl

a +2 atlack bonos to their brsl atiack o
any melze.

Blood Clan goatmen become faroe at
first blood, They pet & +2 damase bornos
apanst a2ny foe that has been wounded in
this combar.

Death Clan goatrnen are kilers
throush and throush. Ceath clan recers a
+3 racial saving throw bonus against
rring -intHuenicing etiects,

Hell Clan zoatmen are the ultimatz
tereor af thar kind, [hey have the special
attacks of the Nighe and Bloog Clans,



Hit Dvice:
Tnitiative:
Speed:

AL

Attacks:
Dramage:
Fase/Reach:
Sp. Qualities:

Haves:
Ahilities:

Oheg.:
CR:
Alignmert:

Clay
Medium-Size
Construct
10 {22 hy2)
| i)
20011,
fean't rum)
2000 Lex,
b ral)
Blars =5 rrieles
1S 3
S by SIS L
Camwstriet

F+lLR+0 W+l

514, DA, C—
I, W, Chl
Solitary

5

Maurmal

Blood Golem

GOLEM

Blood
Medium=5ize
Construct
Tdi0 (38 hp)
=1 [Dlex]

20 ft.

[canl rum)

13 -] Dex,

+i& nac)

Slam +8 males
IdE+5

Sft. by SRS
Caons Lruet

F+2 Rl W2
S16, D8, C—,
—. Wll, Chl
Solrary

3

Mautral

T4

Iron
Medium-Size
Construct
S0 (44 hp)

| {Dex)
20 Fe.
{can't run)
20 -l Des
+3 Tt
Slam 110 melee
206+86
5Tt ko 5 Ft00 R
Consoruct

F+2 R +1,W+2
318, D9, C

—. W1, Chi
Suliary

4

Mewutral

Clay Golem

Fire

Medium-Size
Construct

12410 (65 p)

[l

20 fr.

(eant rumd

18 (-1 Dex

F9 mat)

Slare =13 meles
Fdié4T 41 fire
IR oy S5
Canstrust, mmune to
fire, firz regeneration
Fa+d, & =4 W +4
=20, o, &—,

[—. Wl Chl
Solizary

&

“eomral




GOLEM (CONT.)

DCiagln wolems are temporary auvtoonatons, broaght il
existence by powertul necromancy spells. However, these
cresatures quickly disperse into dust whien thear Lime
rure out or when they are Sestroyed i combat,

The golem follows simple orders grven by its cre-
anon, When ordered o attack thie casier’s foas, they
attacs nearesr, then the next nearest, and so on.

Construct Defenses (Ex): Immune to mind-mfluenc-
inw effieces. poison, disease, and similar effacts, Mot sub-
iect to oritical hits, subdual, aklicy darmage, enserey dramm, or
death frem massive damage.

Fire Regeneration {Ex): For wweery 3 ponts of fire damage
a fire polern s dealt, it heals back | point of darmage

Clay golems are raised oy the Znd-level necromancer spell
Chav golen.

Blood golams are raised by the 4ih-leve] necromancer
spell dlood golern, ¥YWhen the blood golem strikes a living

Iron Golermn

foe, the caster is cured of | point of damage point e sach
2 points the oolem deals. When the golem is dealt dam-
age. the caster takes | point aof damage for each 2 dealt to
the goem.

Iron galems are raised by the 5th-level necromancer
spell imen polem from a metal magic itemn (not an arofact).
e golem has the powers granted by the items prelis
and sulTis of the item {see Chapter Fouwr: Magic lterms tor
details of these and the fron golem spell in Chaptar Three
for an example).

Fire golems are raised by the Oth-leve! necromancer spell
fire golam. The golem deals an additional 1dé pones of fire
darmage with each hit and is immune to fire darmage

Fire Ciolem

TE



Hit Dice:
Initiative:

Speed:

AC:
Attacks:

Damage:

Sp. Attacks:
Sp. Qualities:
Saves:
Abilities:

Skills:

Feats:

Org, !
CR:
Alignment:

MEGADEM®N

Balreg

Large Quisider

[2eE+63 {l=8 hpd

+5 (+1 D, =19 hnprersecd
Initiatovi)

0Ly 0l 1L {averane)

FRO0 s, 4 D, + 18 ratomal]

Huge greatsword (1900 14719

mmzhay or F olinees 4149 roshse,
wing 19 melee

| e preatsword ddd- 7

ol Bedf # 7, wairgz Lridion 4
breath wieagpon

Damiage reduction 207+,
vkl roser wematien 3,
spel-lise abiltes

F 413, B <9, W 15

Sir 23, Dex 13, Can 21

[nz 20, %Y1z 20, Tha 16

Bluli™+1 7, Chmb +20
Conzentration +19, Hids +4
Jump 119 Knowledze (arcana)
FE, Listen +21, Move Silenily
+17, Swarch +21, Spor +21
Cleoee, Great Cleave, Improved
ritabive, Fower Abtack
Sehitary oo losarn (2—4)

l&

Lawel i el

Fit Lord

Huge Qutsider

F7d8+70 (139 hp)

LI Dy 04 Improved
Imitiative]

A0 e, fly A0 Fr (awerags)

M size, 1] Dex, 120 natural)
Fuge preatsword 2004 135+9

medes; or 2 claws 110 meles,
wamg U meles

Huge greaieond 2ilE+8

claw [d81 & wing ld613
frsalh weapon

Crarrape reducmon 207+ %
outsicer, regensraton 3,
spell-like abilibes

F-l4 R+2%W +11

Sir 27, Dex |3, Con 23,

Ik 20, Wis 20, Cha 16

Bldl =19, Clireds +22
Concentrapon 121, Hide 18
Jurng 12D, Rnewdedpe (zicana)
+22, Listern 275, Mowe Sdently
F19, Search | 23, Spot 123
Cleave, Ureat Cleave, Impraved
lntiatnee, Pooveer Avack
Sobtary or team (2 4]

Id

Lol il

Th

Venmom Locd

Huge Outsider

19d48+75 (152 hp)

P o0l Bes, 2 lmproved

Irnitiadive |

A, fle A0 (i

2] size, | Dex 120 nemoral)

HMuge prealswond

=21 =18=11 rrlees;

or 2 ol HE meles,

wirig 1 meles

HII:__II‘. j:'-iﬂ.:_'n-'.w-.'-:'.rl‘l B+

clawe 1E10+9 . wing 1d&+5

Lireall wesapman

r:nn-.agr-. resciuerion A4+,

outsider, regencraton 3,

spell-like 2l les

F—=19,R =9 W +13

Str 24, Dex 13, Con 24

I 200 W 20, Chie 14

BlifF +2, Cleeh +25

Ceoncentration +23, Hids +7

Jumpp +25 Brsewledze (arcana)

=24, Lester +25 Move Silently
21.5earch 1 23, Spot 125

Clemes, Cheal Clesve, hnproved

[, Prowseer Srrack

Soltary or team (X 4]

20

| sl gl



MEGADEM®N (CONT.)

r‘*'1|1-__-..=‘.|'||ﬂ.|r1;_'-|1~; arsy the archetypal demong spewsed frorn 1l
hottest tires of the nechesworld. barn swith na other ourpase
tham as & seorge Lo mortal souls. Terrifying 1o beho'd, these
Naneds are orme o Hell's romst Darmmcable wee Ao i Che bat
tle tar the morcal raalm.

Cambat
Mepademans are formmcable opporents. They attack
witnaut hestaron, wielding ther massve greatswords
wilh disadly effect BEven disarmued they are capable of
inflicting zennus damage with ther razor-sharp claws and
rongh leathery wings, But their mosr fearsome weapon is
bz hzilish flery breach waithe which they cook thair oppso-
ments alive.

Flame Subtype (Ex): Fira immonicy, doukle damags
fromn cold exeept on o socoessiUT save,

Special Attacks:

Breath Weapon (Su): Cone aof
fire, 30 feet, every 149 rounds;
damage and save DC by

|r1|_:5-_~|_‘||+'|':_‘:-|' I':-;:\-..

Fpell ke abilines: Ar willhlasphemy, darecr gond,

detect magic; Z/dav——produce flame. pyrotechnics | day—
fire waell. These abilities are as the spells cast by a 15th-
Ieval sorcanarn

Qutsider Qualities: Culsiders bave derbvizon with a
range of 60 fezt. A slain cutsider cannot e raised or resor-
rec L, :1'l11f'“-|'.-.’:l|'| A ey ar mdracle snell can restore it o life.

Balrog: Balroos sometimes lead roops intg battle far
the glory of ther hellish masters. Sreaeh weapon: Darnae
110, Reflex save for half (DO 15).

Pit Lard: These horrifving creatures are often entrise
erd with messages and assignments too MPOrCant or ser-
vilivee Tor lesser heings. Graoth wacpna. Damape 24140,
Retlex save tor hald (DO 17,

¥enom Lord: When the forces of Hell simply carnct attood
1 g orcwnr] 1o therr enemies o lose a hattle, chey call
on theze awial creatures to lead the hizht
Mbaolutely merciless, the Venom
[ords are aghtly feared v one

and all. Bregrh weapon: Dams
age 3dl0. Reflex save for

half (DC 19)

17



SCAVENGER

Scavengar Plague Eater Shadow Beast
Emall Magical Small Magical Small Magical
Beast Beast Banst
Hit Dice: 1241041 (4 hp) IO+ {6 bp) 241042 (13 hel
Initiative: # +0 +| (D)
Speed: S0t 50 50 1t
ALC: 12 (=1 size 13 {+] size, 14 {+] Dex. 11 size,
+| mard =2 k) +2 riat)
Actacks: 2 clawes =2 melhes 2 claws +2 meles, 2 clanaes +b roedes,
Lite +1 meles bie 1 melee bale +3 melee
Damage: Claver 142, bine 1d3 Claw 142, bite 144 Clanar 105, bite 104
Face/Reach: S6 by 5R5 L 5 ft. by 5 f5./5 1. Sft by 550
Sp. Attachks: Multidestenty -
Fezried (i Luaths frowat clans hit, owo back clawes it far claw damage]
Fewver
Sp. Qualities: Scent Scent Heenl
Saves: F+3. R +2 W+l F4+3 R +2,W+0Q F+4, 5 14, W +0
Abilities: S8, D10, CL2, R, D0, C12, Si0, D12, Ci2,
12, WD, Cha 12, WID, Chi 12, Win, Cha
Feats: Weap Foc (claw) Wieap Foc (claw) Wieap Foc {claw)
Skills: Hide -4, Listen | 2, Hidle +4, Listan +2, Hiche +5%, Listen 1+ 2,
Spor +2 Spot 12 Spot 13
Org.: Pack (2-16) Pack (2-15) Pack {1-8]
CR: 13 172 1
Alignment: Meutral Meumral Meutral

These foul sareion sacers, hunted Lo nigh unte @xtinetion,
hawve bred in secret places Mow, they prowl in pachks,
ganging up on living prey. A strong defense often drives
them off

Multidexterity {Ex): & scavengsr makes all attacks as pri-
miary allacks.

Rend (Ex): A scavenger attacks with a bite and two claws.
If kot clavwes hit the sammse [oe the same round. the two rear
claves anlcanaricalby hiz as well,

Scant (Ex); A scavenger can track creatures by scent
within 2 30-foot radios (G0-foct downwind), They can also
rrack by seent (Wisdom check, DC 10, -2 per hour, ignore
surtace conditions and visibility].

Scavengers are thee leasl of the vanous types, a crouched
ariel dabiased bumanoid form with glowing reddish eves. They
reed primarily at mght

Plague eaters have more of A reddish hue to their
urvwashid fiar, and are extremely territonal. They often hunt
in areas where disease or plague creates a bounty of poten-
tal carrion. Diseaze (Exi: Bile, Make a Fortnude save (D 1]
o salMer initial damage of | pomt of temporary Constitution
ard secondary damage of | temporary point of Dexteriny and
| temporary poin of Consb b,

Shadow beasts hlend with the darkness. they have
2 14 circumstance bonus to Hide chechs in shadoany
conditicns.

T8

Boane Gnashar
Small Magical
Baast

2410+4 (L5 hp)
i [Dhe]

30 ft

14 {41 Drzx,

-
=& Ak

=i

2 claws +5 s,
bita +3 melee

Ciloraw Dok =1, Daivgs [l 2

§ fi. by 5 F G T

Seent, +0 zave v
mired comiinal, lsar
imnunity

F+3, B4, W0
Sz M2, 4
12,10, Chi
VWeap Foc [claw)
Hidie +5, Lisien +2,
Spot +3

Pask (1-4]

|

[eurral

Bone gnashers rominely descend in numbers upon their
selected prey, even in full daylight. The only way m dis-

perse them st kill evary
ane. They have a
+& racial saving

throw  banus
apainst roind-
influencing
effects,




Hit Dicg:
Initiative:
Speed:
Al
Attacks:

Damage:

Face/Reach:
S5p. Qualities:

Sanves:
Abilicies:

Feats:

Org.:
CR:
Aligrment:

Hit Dica:
[nitiative:
Speed:
AC:
Attacks:

Damage:

Face/Reach:
Sp. Qualities:

Saves:
Abilities:

Alignment:

Skeleton
Medivm-5ize Undead
102 el2+3 (6 bl

-

30 ft.

1Y

Short sword 10 melee;
o sharthons =U rangsd
Shiors sweard 1da;

ar sharthow 1dé

Sfe b afn/itt

F 40, R +0, W =2
s10, 01, C—,
—, WIin. Chll
Toughness

Band (312}

174

Mevtral 2l

Burning Dead
Medivm-Size Undead
3d12+3 {22 hp)

=1 (D)

M

12 [+] Dex, +3 nat]

| prgsword =2 melec:
or longbow +2 ranged
Longsword 1d8+1 and
144 Fire; or lenghow: |43
and |dé fire

5ft. by 5 RS R

Fure resistamce 30

F 4l R+2 W+3
512, D13, C—,

I WID, Chll
Toughness

Bard (3-12)

2

Meitral e

SKELET®N

Returned
Medivm-Size Undead
IdlZ2 13 {9 hpl

+0

30 it

I {1 ] nat}

Shwrt swmecrred =00 rroabog:
or lemghons: 40 ranpied
Shart swond 140,

o leeigliomes (08

5 F by 5 LS

Uridesd, half damage from slashing and piercing weapan:

F+0, B +0,W +2
SiL, DL, S—,
I—, W, Chil
Timaghiree

Band {3 12}

142

Mlgsieral gl

Horror

Medium=Size Undead
421243 (29 hp)
HioiDes)

it .

(5041 Dheer, 14 mat)
Largsword +2 rmeles;
ar lenalerey =3 ranoed
Lonozweeord 1481

o lenghoses |08

Sotoow bfes fr

Elscirnzisy risistano: 30

F—=I, B +2, W -4
SIE D3 Ees,

I—, WG, Chil

Ireq, Trud., Tomzprmess
Band {3 12)

3

el sl

T9

Bone Warrior
Medium-Size Undead
21243 {16 )

+i} (D)

M.

12 {+] e, =1 mat]
Shart sword + 2 meles:
o lengoow +2 rangsd
St seeortd llé+1

or kanghowe |42

5 F by E R0 AL

Cold rezistanze 10
F il K+ W -3
A1, 2 C—
l—. Wi, ChI
lzughness

Barul (=121

|

Mewtral evil

Hell Harraor
Medivm-Size Undead
allZ4.4 (42 bad

+5 I+ Do, =1 |n'|r!. |r'|||:,:f-
40 1=

|17 {+2Z Dex, +5 nat)
Lemgswors —d4 meles;

o longbows —4 ranged
Lorzswenril L+ wmd
142 eold: ar langboee 103
and 141 ccld

S ko 311

Lindead. half darmage fiam slashing ard pisrcirg weapons -

ke rezizrance 20
+4 AL weher rut

:-.rrnr_,klng

LR -3, W 45
SlA, D04, O—,

I— Wi, Call

lmp. Iniz., loughness
Qarel (=123

.1_

Mectral 2l



SKELET®N (CONT.)

Returned Mage
Medivm=Size Undead

Hit Dice: 2d1Z+3 (16 hp]
Initiative: +0

Speed: 0

AC: 117+ nacural)
Atcacks: Frusor + 1 rarged
Damage: Paison 245
Face/Reach: Ak by B LS L
Sp. Artacks: -

Sp. Qualities: Undead, half domagpe

from perang slaslhing

Saves: F+0 R+0, W - 2

Abilities: Ser 1], Diex 1L Can
it —, Wis 11, Chs 2

Feats: Tz mess

Chg.: Band (| —h

CR: I

Alignment: M entral ewil

Shelelons are e bones of the dead, animated by the spells of
riecromasicers anied demons. They are armed
with the weapons dwey were haried with:
rusled swords, decsyving maces, arnd axes.
Half of those encoantered (505 carry
bows and arrows. Those with meaise

wapons seek o close with living ene

rmies and destroy them. Those with
ranged weapons let others rush for-
ward, while they hang hack and fire

arronas irte the roeles,

Skeletons can be turned by a cleric
(see the lurmng Undead table in the Floe-

er 5 Handboak)

Undead: Tmmune Lo mind infliencing
effects, poison, sleep, paralysis, stunning,
ared Sisemse, Mot :.1_'.|‘:-_i-5-:|.‘.| tos critical hits,
subeisal, ahility damage, energy drain, or

death Irom massmve damage.

Skeletons are (e weaHest of these
mansters, but show a relentless tenacioy

i Lheir aclacks,

Returned are only distnguishable

fram others of their ilk Ly rotting bits of
remairing Fesh that anll eling to ther
undear bones,

Bone warriors are o mnora dan
werous [orm of skeleron. They often
sprve 2z puards inoeldritch remples
ara lost tombs.

Bane Mage

Medivm-Size Undead

31243 {22 hp)

+ | (D)

201

12 (+0 D, = natwral)
Cold +1 ranged

Cold 3dé
Bf by 5 f 0GR

Uredead. half damage
from piercimedslashing,
cold resistance (€

F+0,R=] W +3

Sar L2, Dex 12, Con—,
Ine—, Wiz ||, Cha 2
Tawphness

Bard (1-4)

3

Mesitral el

Horror Mage
Medium-Size Undead

Burning Dead Mage
Medium-Size Undead
Adl2+1 (249 hpd SA12=53 (45 Tyl

[+F Drem, =4 Imp. Inic.) 1+ Dome, +4 Irmga Il
20 ft. 2,
|5 {+] Des, =4 nalara?
Ay one emergy =4
ranged

14 {+] Dex, +3 natural}

Electriory 42 ranaed

Eleciricity 4dé Ay o wnergy Sdi
Lft be RS Sfr by DRSS
Lnck=asd, hal damage
frommn pereirg slashin g,

cald rezistance 30

Unidzad, half damage
froem paroirgy/slashing,
cokd resstarce [0,
fire resisiance 30

Fil R +2 %W =4 Fol R+2 W—4

Str 12, Dex L2, Con—, Sti L3, Dex 03 Con —,
e —, Wis |l, Cha 2 I —, ¥Wis 11, Cha 2
I, Trmk., Tomaghisess |J'|'||:! I, Toanahress
Band (| 4] Band [2-4)

4 a

Mestral sl Mevtral wwl

Burning dead were killed in helish conflagranons. They

cast a flickening red radiance swherevar
they o, Their meles blows deal an addi
tional 1d4 points of fire damage.
Horrors bear the il riclus of plore
terror Lhal kelled chem. They ae grare
rnanifestatiors of the weorat o the woarld.
Hell horrors are the peraona
servants of other crsaturss. Thay
circle their uppoenents at high speeds
kefore attacking, waining a +4 dodge
bomes Lo AL,
Skeleton mages sometnes lead a
band of ather skeletons. b wruth, a skele
ton mage is o amarter than a normal
skeleton. |ts ooly acdchbonal power 15 a
lethal blast of energy shor fiom s
hards. Skeleton mage blasts inthet 146
points of damaue per bt dee of the
shaleton mase, and a Porlinsds save
reduces this damage to half
Undead: Imrrure (o mend-influercing
cffects. poison, sleep, paralvsis, stEnting,
and disease. Mot suzpct o cnibical
hits. subdual clamage. abilicy dam-
ape, energy drain, o daarh friom
massive damape, Al Sheleton
varieties wirn ecenrding oo their
S HD value on the Turmmg Undead
o table 11 Lhe Plreger 5 Handbook.



SPIDER

Arach Poisen Spinner Flame Spider Spider Magus
Medium-Size Medium-Size Medium-Size Medium-5ize
Magical Beast Magical Beast Magical Beast Magical Beast
Hit Dice: Sl (1 hpl 4d10+4 (26 bl Sei0=100037 op) Al 12 (52 Ty
Iritiative: (PN il D, +4 5 (+2 Dex, 4 G+ Dese, —d
Trep. Tl b Lniz. ) Iz, [t
Speed: 0L, climb 20 . 30 f1., clemb 20 L 0L, el 20 3, clionb 3006
AC: I7 (+1 Dax, +5 nat) T (11 Dex, +6& rat) 18 {+2 Dex, +&natd D i+2 Dex. +7 nat)
Aitachs: Hite + 1 melee Bile +G meles Bite + 2 mleme Gite +5 rmelee
Damage: Hite ldé Gite |48 | File Zd4+2 Lite 2d4+2
Faca: AL by 505 fr At by 505 R Sf by dAJOR Sy 50t
Sp. Attacks: Froezar, weks Ponse, weeh Poison, wan [‘zison. web,

Ep. Qualities:

Rlesgzereration L

[ ba sntanglement

Fegeneratan 2

charged balz

Hemoneration 3

Saves: F+3 54 W+ Fi& R+5 Wl F +i&, B +0, W =1 Foof R+7 W =i
Albilities: 511, M2, CIL, 512, D2, Cl2, 14, 4, CI4, Sld, D4, Cld,
la3, Wl Chd 15, Wi, Ch3 13, Wll. Ch3 |8, W12, Cha
Shille: Clin 1%, Hide +8 Hde +i, Listen Clirrb +9, Hide =17, Clirnk + %, Heude +11
Ploas Soantly 4T, th, Maove Silenthy +5 Mave Salently +9 Wi Silerthy —10,
Spot -6 ol +iz Spor 18 Speot +10
Faars: Wizap Do (e g Loz, I, Inie,, Imp. |z
Weap Foc (hete) “Weap Foc [bite) Waap Foc (hite)
Org,: S (250 S (2=5) S (1) Srevarm (-3
CR: ¥ 4 5 i
Alignment: et al @il Meutral el Meutral evil Meutral evil

[hese el arachnids should ot be confused with
the oversiced spiders of other worlds. They are
exceptionally intelligent, cunning, and cruel.

They aften crawl on the ceiling, drop-
piny wats on amyonz below. They ars
immane s oentangling attacks, mchoed
iy Lher webs. Spiders have A 14
raciul boms 1o Mowve Silently and
Hire chacks,

Thizss !\..J"1"1I'|I:"_'I'ﬁ slash with ther
swordlihe mancdinlas, sock the
Eloed from their prey, and wse the
sarcasses as ncubators for Lher
YAILICTE,

Web (Ex): Spiders can cast a

vl wight times & days This s sini-

lar to an allock with & net, but masi-
mim range = A0 feel (range increment |0 feet) and is
eiliciive aganst foes of Medium size or less (see ™ Wemnons”
i Chapler T: Cquipment in the Sayers Handbook for net
artacks). The web anchors the fxe in place, allowing no
renwernenl. A entangled creahure can esaps warh & suc-
vessful Esvopse Artist check (DC 20} or burst it wilh a
Steengrh check (DC 28), Both are stundard actons (against
fire, weizls have & hit potncs).

Poison (Ex): Tha hite delivers a wrulent pomon Uhar
reqires a Forttede save (ses table

Arachs ame 1ol that much more

intelligent thar st orersized
spiders, | hey eat carricn us well as
[nve prey.

Poigon spinners |4y nestsn our-

meons, otten slesping on cailings 50

that they remam bodden from adven
rers untl chey attack.

Flame spiders can sulluse a
glow of fire, burming those they
Loch. Their webs are irimune to
normmal fire and to fire-lasecd spalls
of less than Ard level,

Spider magi can cast a 28
charped bolf as a Sth-level caster each

round £ not in meles, & suder mase in
mekee fights ane round, then retreacs a halt move ancd casts a
biolt {hoth partial actons)— this does not proveke an allack of
ppportunity. Itengages in continuous mebee only f eoonsred of
surrourded, Charged bolr (Sp): Range 35 fi., damage 2d8 [x3)
electrcal, Rellex save (D0 12) for half damage.

Type DC Initial Secondary
Arach I 142 Str L2 Ser
Foigon Spinnar 3 1d3 Sir 43 Ser
Flame Spider 4 Id3 Str {43 SiE
Spuder Maaus I ld Sor 1d2 Sir



TAINTED

Misshapen Disfigured Taintad Afflicted
Medium-Size Medium-5Size Medium=Size Medivm-Size
Magical Beast Magical Beast Magical Beast Magical Beast
Hit Dice: 2ed10+2 {13 hy) 35310+3 (19 b 3410+ 5 (32 hp) 7d10+7 {45 hg)
Initiative: 10 +0 +i i
Specd: S0 A0 fr. 30 f 30 .
AC: 12 (+2 nar) 12 {+3 r) I5 [+5 nat) 16 (¢ b nac)
Attacks: Dite =3 rrieles: Bre 1 4 meles P =7 melee Give + 10440 medes
Damage: Bae 1dé+] Bite Idé i | Bie 18 +7 Dice 11043
Faee/Reach: Sl by 5 f /5 5t by 5 fit/5 5 fr by 5 /5t M by 55 ft
Sp. Artacks: — Lightming breath {1d&/HDY

Jp. Qualities: Electraity Electricity Elecmcity
resistance [0 resistance 15 resistance 20
Saves: F+d, R W0 F+d B4+3 W F +5, B +4, W =3
Abilities: 13, D0, 213, 513, IO, CI3, 514, MMI, 13
13, Wi, Che 15, Wi, Cheé 6, W10, Che
Shkalis: Lisren +5 Licuern +8, Listen +10,
Spot +7 Spat <8 Spart +10
Feats: Alertness Aler s Alertness
Irear Wl
Org, Fack (1 &) Fack (2-5) Fack (3—5)
CR: | 3 4
Alignment: Peniral sl Meutral ewi Meutral ewvi

Tainted ave larpe-headed repulian creatures (hat can
hreathe electricity. While nor crealions of the Prime
Cuily, the stronger fainted are more affected by the
demans’ nllusnces.

Lightning Breath {Su): A tainted prefers to
breathe lightning balls rather than bite it switch
£5 o 115 bile only in melee combar. A tainied
breathes a bright ball of eleclricity as a
ringed toush attack that strikes a single foe
within [0 feet. A successful Reflex save
rerduces Lhe damage by half,

Electricity Resistance (Ex): Taintsd are
immiune Lo Lheir own breath weapons and
resizlanil o othar elecrricity allachs,

Misshapen ae the weakest of he tainted
Their hghtning balls {3C12) deal 2dé& pomis
of daimuge.

Damned
Medium-53iza
Magical Beast
aii+26 (97 hpl
+1 [Thze)

AU

EANEY BpTeS

=10 nar)

Bete +1T7 412047
il

Fite 2dB14

St by 3 LS5 R

Lletracivy

T b 25
Fié. Bi5 W +4
516, LI, 13,

I, W0, Cha
Listen +11

Spot +11

Alortness,
I Wl

Fack (4 71
i

Peatral o=l

damape.

Damned are thase thas have hrerally
died, gene o hell, and haen rasurrecied
through wnhoby rites. As such. their abili-
ties lranscend those of lesses taimied,
Their lightning balls (TxC 195 deal [3d6
points of damags,

showy  the

Electricizy
resistance Al
F+12, R +% W
I8, D13, Cl4,
17 W10, Chb
Jump +17
Listen +11

apot +1]
Aleroness,
Cirear Forticude.
Irzen WAl

Pack [5=31

9

Meutral evil

Disfigured have a more Dwisted visaze and
miusculature, Their isbening balls (DO 13] deal
Adé poinls of damape.,

Tainted influence of ther
demome: masters, | Their lightning balls (D4 15)
deal 5db points of damage.

Afflicted are even more cunning and
clemanic than lesser breeds. Their light-
ning, balls (DT 6] deal Tdg points of



Hit Dice:
Imitiative:
Speed:
AL
Aitacks:
Crarmage:
Face:

Sp. Attacks:
Sp. Qualities:

Saves:
Abilities:

Skills:

Fears:

Oeg.:
CR:
Alignmert:

Hit Dice:
Initiative:
Speed:

ALC:

Atrachks:
Damage:
Face/Reach:
Sp. Attachs:
Sp. Qualities:

Saves:
Ahilities:

Shills:

Feats:

Oirg.:
CR:

Aligriment:

Banizhed

Medium=5ize Undead
212 (13 b

—f (+2 Dex, —4 Imp. Inic.)
Fly 40 fr. {avg,}

15 {+2 Dex, 13 man)
Toch =3 melae

Touch 1dE fire

Eft b 55

VAMPIRE

Ghoul Lord
Medium-Size Undead
4412 (26 Ip)
+& [+2 Diex, +4 lwmp. Init.)
Fhy 4 . {ave.)
17 (=2 Dex, 1 5 nar)
Toeh +4 1zl
Touch 1410 fire
S5ft by 5t/ ft
Mletaor Tirg wall
- - Damace redustion 10/-1

Undead, cold resistance 20

F+0. R +2, W +4

514, D4, C—,

I %12, Chi2

Hige —7, K. [arcana) -5,
Listen =10, Mores Silenlly
+Il, Search +3,

Spelleraft 45, Spot + 10
I, It

Coterie (1-3]
4

Clhaats evi

Dark Lord
Medium-5ize Undead
Hdl 2 (5% b

14 [+2 Dex, +4 g liel]
Fly 40 java.)

20+2 Dax, +8 nat)
louch +6& melee

Touch 268 fire

5 fr by 5 RL/S

Metzarfire wall

F+1. B +5 W +5

Sl4, D4, <

12, Wi2, Chii

Hitle +5, Kin. farcana) +1
Listen +13. Maove Salenthy
+12, Search +7,
Spellerali =7, Spot +12
Mlertness, Imp, Irt..,
Lightr=ng Felexes
Coobire | =13]

5

Chactic el

Bleod Lord
Medium-5ize Undead
Td12 (45 1)

th (+2 Dex, —1 Imp. Imit.}
Fly 40 fi. {avg.)

21 (+Z Ds, +5 nat)
Towch +& meles

Towch 1dL0 and 1410 fire
S by 5045 (L

nnmhgﬁ reduction 0+ 1 —

F+2 B-+6,W+6
315. D15, C—,

[, W13, Chid
Hide 110, Fn (amema) =3,
Listen +15, Mowve Silently
114 Searsh +11.
Spelleraft =9, Soot +13
Aleruoess, o, Init |
Lightring Reflaxasz,
Weap Foc [mouch)
Colere (1-3)

7

Chactic el

Urdead, cold resstanc: 20 ——

F+a. R 15, W +&

515 D15, C

14, Wiz Chigd

Hide 110, Bin, (arsana) +9,
Listen 15, Move Sileaty
14, Seanch +10,
Spellcratt 1%, Spot +15
Alertiess, Imp. Dnic,,
Lsghtrurg Raolemes,

Weap Foc (touch)
Coterie (1-3}

b

Chaotc ovil

Might Lord

Medium-Size Undead

Al ['iﬁ |‘||a':|

+i5 (=2 D +4 I Laicd
Fhe 40t (g

10— D, 47 nac)
Tauck +4 meles

lauck [dI2 fire

30 by SF.05 fr

F+l.R=5 % +5

=19, LS, O

115, W12, Chid

Hike +2, . farcaral 17,
Liszen 14, Wloroe Silenily
+15, Search 18,
Spellorali =7, Spot 14
Alereness, e Irel,
Lizhlrang Kefsxos
Coaoriere [1-13]

[

Chachc gl



VAITPIRE (CONT.)

DIAELD wampires are guite
irlike Lo Tound i trach

vonal ADED worlds e e
Theze hellzpawan arz af ;‘h‘_%
#

drcleas) possessed of "
. : o__ =l J L]
a demonic fire that ! .
burns  throughout # o foes  ofF
&

Ealance,

but whern
I COMmes
o self
detirse

Zach war-
pire crgabes
its  own e

char unlilie. Fheev can !
e allected by spells A
that affect  aicher :?51
pwclead or dermcos "-‘a'
CrealurEs, Warmpires can
be turmed by 3 cleric [s=e
thee Turmng Unidead
Labiles 1
the Flovers W,
Banished
stil retoin some
desirz to reTur
te the stare of
ifee, though they
are usually con
sumed with rage
sainst the living.
Ghoul lords ars
more detached than
the Danished. killng
with merciess praci-
sionn, Wvhen  ghouls
see Zombie entry) are
in Lhe presence of ghool lords, they follow

Fleordbaok)
Yarnpires have
a 14 ragial
Stives Lex Ly

Ler;, Move
Silently, and
Sl chiecks

Lindead:

Immune wo rind-
e (R Mesicls
poison, sleep, paralves
stunming, angd disease.
Mol subjecl Lo
crilical hits,

suodual,

the ghoul lords” commands bbndly, even if nom
rally controlled by anather force.

Might lords desire the maximum carnage possible

at their fiery hands. They have been known 1o (orch their
o surrnundings Just for thelr amussment.

ATy CLATTEAEE, TR
drain, or death from
Massive Camags.
Meteor/Fire Wall (Sp):
Chiace every third round, & vampire

can blast vengeful firg across a room (as the meteor spell: Dark lords seck (he alimination oF lighe and lifz, destrosing
rarma 5 ML =30 TLAHLE: damage 3ot and an addivional  all sounces of illumination other than thair own fires,
ld&/HD in a 20 fr. radius) or credle o delensive fre wall, Blood lords are closest to rradmional vampires, tor chey

Wampires prefer to attack at range, but stand ther ground,  dram the blood o their npponents hefore bashecuing them oo
ralhier Lhan mamtaim ther distance, Thos, & single vampre onisps. The first [0 points of damage from a bloed lord
cezieds to cast a matsar, then protecl itsell with a jire wall.  attack is physical rather than fire-based.

Multiple vampires alternate their mateor attacks o try to keep

84



Hit Dige:
Initiative:
Speed:

AL
Attaeha:
Dramaae:
Face/Reach:
Sp. Attachks:

Sp. Qualities:

SAVES:
Abilities:

Skills:

Feats:

Ohr:

CR:
Alignimert:

Hit Dice;
Imitiative:
Spaed!

AC:
Attacks:
Crameagea:
FPace/Reach:
Sp. Attacks:

Sp. Qualities:

Saves:

Abilities:

Skills:

Feats:

Chrg:
CR:
A lipnment:

Ghost
Medium- 512 Undead
3dLE (19 hp

+4

Flw B0 (o)

[0 onar

Toaach +1 ez

Tiau:h 1012

9 by 3RS0

Lindend

Eol Rl W3

H—, D], C—,

17, W, TR0

Hde 5, Intirmulale +5
Iricit Direction 15,

| ostery 4+, Search 5
Semse Mot +5 Rpol =8
. DL,

Paroy (251

M eutral v

A pparition
Medium-Size Undead
AllZ {539 head

Gl Imp
Fiy 30 1L (pood)
20 (42 Dwex, M nat)
Toann 14 sl
Toich 120
BE. w3705 1.

WRAITH

Wraith

Medivm-Size Undead

AdlZ (26 by

+3 (Dex, Imp. Imic)

ily 30 fr. [good)

17 {+] Dwex, =G nach

Toiach +2 mebes

lowach 246

SIL by 51e.f5 fi.
Marorinlize actack

Specter
Medium-5ize LUindead
312 (22 hp)

b9 (D, I, Inet

Fly 350 . (s

1T {1 Do, +8 1imt]
lauch + 2 meles

Tenly Zeld

a5 e BEA T

Steal spell

Llindea

[nsazimiley ot wal [t he visibde Lo atback]
lurr resistance +|
o+l BR=2.%W +4
S D12, C—,
112, WLL, Chll
Flide =7 Intinudate 14,
Irtuat Traraction +&,
Listen + 8, Soarch +7
Sense Mothe 40, Spot 15
Alersnoss, Imop. et
Farty {2 8]
S

Mlonsral =il

Dark Shape
Medium=Size Undaad
dl2 045 hpl

—f& (Dex, hmp. It}

Fly 30 f. {pood)

22012 Dax, + 0 nat)
Towl —2 mels=

Tack 24110

a3t by 5RO

Ilanarial o allack

Fesr Liwasn

Trwrsnanilily sl wil
Uhndead, e
sesnlBncE +5
Foz2 Bod W +5
B— L4, O
4, W1, Chlik
Hice: ¥, [ntirmcdalae +8,
Iritait Directicn 18,
Listen +9, Search 19,
e Mot +8, Spol =3
Aler sz, Cambaz Refloxes,
Iereqr. e, Weaps o (oouch;
Farey (2 &)
5

Mt ral el

Srenl spell
Fear touch
Tzl e visilde to attack] —
IIndeac, ture
resiswance +1
F+Z F+4, W +3
55— DI§, C—,
14, W11, Call
I lide +9, Incimidaze 13,
[mtuet Chrackine =2,
Lizten +10, Soarcn +%
Zenze Motive -8, Spot 110
Alereaess, Cornbat Ratleses,
g iz, Weap Foo {teuch)
Par by Z—8]
[
Meursal ovil

&3

| Imidesmid

Torn resislancs —d
F+l.BE=2 %W +4

s, L3

15, WL U

Hide +5 Fmiawe =7,
Inturt Lheecoiam -7,
Listen +8. Search 18
Smnme Mictree =7 Spol +8
Aleromess, Ima. it
Py (2=81

4

Metral &l



WRAITH (CONT.)

Wraths are invisible, speclral undead. They matenalize w
attack as skelatal, bat-winged croeatures, rinaed by an aura of
eldritch energy. These creatures are distinct from vndead of
the same name in the Monster Manual tome.

Matarinlize Aftock (Su): A wrah matenalizes as an
incorporeal undead creature in order to attack, or when a
living creature moves within 3 feet. It gams an attack as a
free action as o1 materializes. Otherwase, this abihicy fune-
tions like the fovisdhiity spell (Mlayers Handbook, Chapler
I: Spells).

Manifestation (Su): All wraiths have this ability. As
ethereal creatures, they cannot affect or be allected by
anything in the material world, Yhen they manifest, they
hecomrme wisihle bim remain incorporeal. Once s wrath
artacks, iU rermaing visinle 2z long as 1z rermains insight {usu-
ally until it 1= destroved or driven off). Matenalized wraiths
can be turned by a clerc (see the Tormmeg Undead table in
the Fliver b Sloredioond) .

fncorpareal; Wvhile incorporeal, wratths can be harmed
only by other incarporeal creatures, +| or better magc
wazapons, or magc. T hey have a2 50% chance o gnore any
damage from a corporeal source, can pass through solid
ohiecrs at will. and maove silently.

Seeal Spell (Su): When a wraith hits a spellcaster, the
caster rmust make a Wil save (DO 13 or lose one spell slot of
nis o her choice for the rest of the day,

Undead: lrmune to mind-influencirg ellecls,  poison,
sleep. paralysis, stunning, and dissase. Mot subject to crtical
hirs, subdual, ablioy damage. enerey dran, o0 desth from
Mmassive camaoe,

Ghosts tend o remain in plage and appear when a foe
mioves next to themn. They then attack until ercher they or the
foe has been defaared.

Wraiths close with their opponents and attack. Those
taking mare than 10 points of damage retreat from batrle,
curn irvisible, and return o fipht ondl destroved. Wraiths
have [ turn resistance.

Specters haunt the most desolale ard deserted of places.
Thizy hate all life and light. Specters have a +2 Lurn ress lance,

Apparitions project & powerful supernatural aura of
fear. Any lving creature one strikes must maks a Will save
{DC 16} or Mee randomly for | round. Appantions have a +3
U res stance.

Dark shapes are so supernaturally Lerrible that any ving
creature ore slrikes aest make a Wl save (DO 17} or De
paralyzed with fear for 2d4 rounds. Dark shapes have a 14
furn resistance.

Bé



ZOITBIE

Plague Deowned
Bearer Carcass
Medium-Size Medium=Size
Undead Undead
Hudl2+0 [0+ 3
(50 hpl (a8 hpd

—| [Cex) | [Lex]

20 .. 2001

(A0 M, A (| D,
Fh nat) 1§ metl
Yam Sam

& rraslee S rewels
Slam 24812 Slam 44113

Shy S5

[lizemse

5y 5 s i

[rcraenimug

Ll l=azl Undead, fire
roenbanee 50,
camage reduction

LIEY

F+2, B+l, W= F+i, B+Z, W4T

Sle, BB, C Sle, D8, ©

l—, WG, Chil I—. Wi, Chil

Irzar WA, Trem WAl

Tougnness, Touganess,

Wizap oo (slam) “Woap Foc (slaon)

Pack (2-T) Pack (2-T)

4 G

Hurgry

Zombie Dead Ghoul

Medium-5Size Medium-Size Medium-Size

Undead Undead Undead
Hit Dice: 2 dlE+3 Idi2+3 dl2+3

TR P hp) [22 b
Initiative: | (Caet -1 [Dex) =1 (D)
Speed: 201 20 R 0
AC: 10 =0 Dhax, 101 D, L 1 Dex,

| mat) +1 nat) +.3 ALt

Attacks: Slam Slarn Slarr:

+1 e lee 11 medes L3 meles
Damage: Slarm 1dé] Slarn 148+ 1 Slare Zcd4=2
Faca: IbrSt/ofr Sy SRS R 5y 35 .
Sp. Attacks: —_— - Digease
Bp. Qualities: Parlial Al only —————

Undead |irnclesd Iinrdeard
Savas! F+3, =1, W+ F+, R-1, W0 Foil, Bid Wil
Abilities: LB DE S12. D8 C—, S04, DE, L—

l—, "W, Chil I—. W&, Chil I—, WA, CHl
Faata: Toughress Toa g loughness
Oeg.: Pack [3-12 Pack (3-12) Hack (2 &)
CR: 13 /2 : |
Alignment: Meutrzl evil Meural el Mizztrs] el

A zormme i3 an grimated corpse that canmet Sest
dealhn Aonbies can be lurmed by a clenc (s e

Meurral evil

e acral evil

reeguines a Fortituche save (DO 13}, to avaid an
immediate inmal damage of | point of tem

Turning Undead table in the Mlapers HondBoesl

Undead: [mamane 1o mind influsncing efecss 4
poison, sleep, paralysis, slunning, and SESSSSE = = ]
Mot subject mo critical hits, subdual, abdnySsss-
age, enargy drain, or death from masses
darnage

Zombies are weak, shambling automs-
tonz thar fallow simole orders from thes
Inaslers

Hungry dead are more powertul creatasss
that mindlzszalhy lust aftar the life-energy
ol the lhvang.

Ghouls zre stronger vet, and maost
often zerve &z tomb guardianz, Despite
this slowe speed, they retamn some knowd-
edue of tactics. Disecss (5ol Ther diseass

87

porary Consttution, Seconday damage
ig | point of wenporary Desrenry and |
point of temporary Consttution.

Plague bearers are bloated corpses,
swollen with pestileroe  Dieoese (S
Make a Forttude save (DO 18) or sufher

initial damage of 1d2 pones of temporary
Constitution and secondary damage of
d2 points of temporary Constitubion and
another Fortinucle saee (D 18) ar sutfera
permarmenl -point Charisma drain.
Drowned carcasses lost thoir lives in
the depths. Croweing (Sl Free Qrapple i@
allack hils, Any ving creaiars succeasfil
Iv prappled starts to drown see the
D805 unl the grapple 15 broken.



PLANNING DIABL® II M@®&NSTER ENCOUNTERS

Everything atter this chapler 15 an mtroductory adven-
ture to iAo 1T a httle something give you an idea of
b by cresiste vour onwn adventures.

The hardest part of designing encounlers 15 choos-
ing just how many encounters with what type of erea
tures will put the characters where you and the
players want therm 1o be. Toe few encounters, or too
weak creatures, and Lhe characters will be a collection
of 98-pound weaklings who get sand kicked in their
collective Mace by the big monsters. Too many encoun-
ters, or too powerful critters, and the players will scon
have a really thick notebook enttled "Famous Last
Words,” full of amusing sayings like “| think therere
only one or fwa of these tungs. . . .7 and "Well, they
baver 'L hivme so far. ..

The wdeal rox of monster power and numbser s the one
thar lets vour players' characters reach Lher full polental
as butt-kicking bad-to-the-hone adventurers with the
lezast amaunt of going through the pockerts of old charac-
ters tn equip new ones. You might also sprinkle a fow
extra healing and mana poticns about the adventures
Wou SeC up, i1 ooder to keep the action rolling.

Sure, the adventurers will burm through large quant:
ties of supplies. and may end up dead amyway Ne
amaunt of prior planmng on your part keeps players
fromm, say, splitling up to explore different parts of the
dungeon, or trying on the crown they just took orff that
skezleLan with the charred ring around its skull.

You can juggle the encounters a bit to make sure
that by the time the characters clear a dungecn level
of every last monster and bit of loot, they've all
advanced to the next level, if that's what yvou're after.
Aned why nat? Without plowing through underground
pazsages ke army ants at a bake sale, it just wouldn'L
seem hike DIADLO.

ADVENTURERS AND
THE SINGLE M&BNSTER

The Durceon MasTeERS Guide has even mare details
about how to arrange encounters so that defeauny a
given group af foes prowides the characters with a
desired amount of experience, Actually, the process 13
prelty straightforward—hut there's a lot of helpful text
and tables in the M.

For thase Diam o || Dungeon Masters wio wish to
carefully plan out how far and how fast the characters
advance, we strongly sugmest you refer to the chartin Lhe
DM, Chapter 7: Rewards. That chapter shows you how
to work out in detall how much experience the parcy
would gain from defeating an encounler of a grven Chal-
lenge Rating, and haw Lo eilher scale back or scale up the
encounter to hetter At Lhe plaver characters’ ahilities.

You decide how many encounters to pul i a given
sy, @ dungeon level—by choosing how many
experience points the adventurers gan by the time
they 've cleared it. By using the DOMG chart, find how
much experience a single encounter of a given Chal-
lenge Rating is worth to characters of the party's aver-
age level, then make enough encounters of that
Challenge Rating to give the desired Lotal.

[L's really simple. To help, we've created Lawo ads. The
first. the DIABLO Monster Challenge Rating Charr, lists
the mansters in this haok by Challenge Rating The sec-
ond is the mtroduclory acventure, 1t showes hiowee e
chose how much expernence we wanted the party e
have, and how many encounters of each Challenge
Rating that meant we put in. VWe've alsa ncluded some
guidelines for increasing ar decreasing the Challengs
Rating of each encounter, in case the party doesn't have
exactly the same nurmber of adventurers in it

FANESE]

(-3



TABLE 19: Diablo Monster Challenge Rating Chart

T s chart Lsts iapl o 1 rmonsters by their challenge rotings
(CR) and lists them a'prabetically You can use these lists for
making Up wour own adventures—tney are a guide to how
_',1|_|-.-.'F:"HJ' Che MONStErs Are

fpwwiant Motz In general, a monster’s Hic Dice are

i
=

more important than ow many monsters appear  you

pan’t just add the CRs of individual enonstars and hisee wour
encounter balance dead on, Ag wea said before, e GMG
Chapter 7: Rewards has ¢ more detailed system for fine-
tuning encounter balance, Right now. we suggest you just
lry 1o eyeball it and play around until you find out whal
Works far WL

CHALLEMGE RaTing 1/6
Fallen Ona (Faller: Cred

CHALLENGE RaTinG 1/4
Carver (Fallen Orne)

Dark Hunter (Corrupt Rogue)
Shehetorn {Skeleton)

CHALLENGE RATING 1/3
Scavenger {Suavenger)
Fombie {Lormiie)

CHALLENGE RaTinvg 1/2
Dievilkin (Fallen Cine)

Foul Crow (Bloodhawk)
Hungry Dead (Zombie)
Mlerary Clan {Goatman)
Plague Cater [Scavenger)
Returned (Skeletarn)

Wile Hunter (Corrupt Roguee)

CHALLENGE RATING |

Black Raptor {Bloodhawik)
Blaadhaak (Blocdhawl)
Bone Gnasher [Scavenger)
Bone Warrior {Skeleton)
Cark {One {Fallen One)

Dark Stalker (Corrupt Rogss)
Desert Wing {Bat Demaon)
“Enreged” {F One Sharman)
Fuerd (Bal Dennon)

Choul (Zormhie)

Misshapen (lanted)

Mighe Clan {(Goatrman)
Returmed Maze (Skeleton Mags)
Shadow Beast {Scavengss)

CHALLENGE RaTinG 2

Acid Beast (Aad Beast)
Arach (Spicer)

Rlack Rogoe (Corrupt Rogue)
Blink Bat (Bat Demon)

Bleasd Clan (Goatman;
Burning Dead (Skelewon)
Clay Golern (Galern)

Cloud Stalker (Bloodhanwk)
“Dementad” (E One Shaman)
“Deranged” (F One Shaman)
Cihost (Wraith)

Gloom Bat (Bat Demon)
Tomt Yiper (Claw Viper)
Warped One (Fallen One)

CHALLENGE RATING 3
Blood Diver (Bat Demon)
Blood Golem [(Galem)

Bone Mape (Skeleton Mage)
Claw Viper (Claw Viper)
Death Clan (Goatman)
“Zepraved” (F One Shanan)
Dishgured {Tamted)

Horror {Skeleton)

Poison Spitter (Acd Beast)
YWraith {VWraith)

CHALLENGE RammnG 4

Banished (Vampsne)

Burning Dead Mage
{Skeleton Mage)

Dark Farmbar (Bat Demon)

Flesh Hunter (Comupt Rogue)

Hell Clan {Goatman)

Hell Horror (Skeleton)

Iron Solem (Golem)

Pit Beast (Acd Beast)

Plague Bearer (Zomine)

Poison Spinnes (Speder)

Salamander (Clessr Viper|

Specrer (VWirankh)

Tainued | Taimtsd)

"Warped” (E One Shaman)

Winged Deman {Gargoyie)

CHALLENGE RaTinG 5
Apparition {Wra:lh)

Flame Spider (Spder)
Garpayle (Gargovle)

Choul Loard (Wamioire)

Horrar Mage {Skeleton Mage)
Pit Wiper (G s Winer)

CHALLENGE RATING &
Atflicted (Tanced)

Bload Claw (Cargayle)

Dark Shape (W raith)
Crowned Carcass (Zambia)
Fire Colem {(Galermn)

Lava Maw (Acid Beast)
Might Lord (VMarmpire]
Serpent Magus (Claw Viper)
Spider Magus (Spider]

CHALLENGE RATING 7
Dark Lard MVarmpire)
Death Wing {Carpayle)

CHALLENGE RATING B
Bloed Lord (Vampire}

CHALLENGE RATING 9
Damned § Tamtad)

CHALLENGE RaTinG 16
Balrog {Megademaon)

CHALLENGE RATING 1B
Pit Lard (Megademaon)

CHALLENGE Raming 20
Venom Lord (Megademon)



CHAPTER SIX: MORGEN KEEP

The great thing about ruins and dungeons and such is
thar they tend to have lots of leatures in common;
doors to break down, locks to be picked, traps to foil,
and so on, Designing the average dungeon can be as
simple as drawing a map, putting in a few doors and
similar obstacles, and plopping down some monsters
and treasure.

The great thing aboul DIABLO dungeons is that theyire
chock full of monsters and even more treasure! The
average party of adventurers muight gam a level after
cnly a play session or two, By the time the evil has been
vanguished in 2 given location, the heroes generally have
a huge pile of treasure and magic iterns to show for their
efforts. Not bad for a couple of days” wark!

USING THIS ADVENTURE

Margen Keep s a sample adventure, a guideline for
those of vou who have never designed dungeons of
waur awn before. It has an oudoor area, an under-
oround level, and a deep cave complex with running
and dangerous) water.

You can alse customize the monsters there, depend-
mg on how tough vour player characters are. ¥ theyre
just starting out as |st-level characlers, Lhe standard list
al tnonsters should be plenty for them to handle.

Oin the orher hand, if your heroes already have some
experience, vou can punch things up a bit, using one of
the alternative monster lists, or even make up cne of
your awn! Mothing says thal the same characters cant
earme back to the same rumed wwer agam and again,
each time facing the newer, tougher monsters that have
morver i since last wme {and mavbe lad & lew new
traps of their own too),

To run this adventure, vaull want a copy of the Play
er’s Hardbook and Lhe Durceon Masiers Cinde, Beyvond
that, its up to your imaginauon, and the courage and
abilities of the plavers’ characters. Give them a toush
battle, but make sure it pays off in the end!

Reading the Monster Lists

I'he letier corresponds to a location on the DM's map.
The letter may have a number il more than one mon-
sler 15 there Por example, two bloodhawks can be
found on Level | in each location marked "2A."

The first name given is the exact name of the crea-
ture encountered. The nama in parentheses is the mon-
ster bype under which the creature s detailed in
Chapter Frve.

LEVEL ®NE: THE RUINED KEEP

Thraugh a dark woods lie the ruins of an ancient
keep, Local rumors say that a calacamb beneasth the
keep contains long-lost treasures—but diabolical
maonsters have lately infested the ruins. The treas-
ures might sull be safe, but certanly nol for mioch
longer.

A winding, half~forgotten road leads to the gate of
the keep. Old shattered walls of stone poke our of the
tree cover. A fallen calk provides cover at a bend in the
road. and piles of loose rubble give testament o the
decrepit stare ot the place. A creaky plank connects all
that remains ot the keep's warchtowers. Inside, tha rub
ble of the collapsed ceiling fills the corners, and a crum
bling starway leads down into darkness.

Special Areas (See Map 1)

In the forest are Bloodhawks (2A = 2 Bloodbwerks).
They ignore anyone on the read or in the keep. They
attack only if someone goes into the woods and
approaches within 20 feel of them,

Tl-le- ':Clri'l_ll:ll. RUE.UIE'S arl IJ'I-_" Lorweerrs cam D I'E.‘i'l:'.I'IFflT._
anly by climbing the wall {unless the advenuorers have
some means of thang) A crode ladder leads up o the
eastern tower, and an old but sturdy plank connects the
twa towers. Climbing the wall requires a check (DC
13); chmbing the ladder s DC 10, Crossing the plank
requires a Balance check (Dex DC 10; PCs can “take
10" to cross it cautiously and safely unless they e being
attacked). The Dark Hunter and Yile Hunter an the .
LonwETS FAIN arrows down on anvone who approaches
their positions.

Monsters (for PCs levels 1-2)

A Poul Crow [Bloodhanesk)

B: Dark Hunrer (Corrupt Rogue)
C: Vile Hunter (Corrupt Rogue)

Mightmare Level Monsters (PCs level 3—4)
A Cloud Stalker (Bat Dermnom

B: Warped One (Fallen One)

: “Warped" Shaman (Fallen One Shaman)

Hell Level Monsters (PC level 5-64)
A Winged Dermon {Gargoyle)

B: Flesh Hunter {Corrupt Rogue)

_: Moon Clan (Goatiman)

e
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LEVEL TW®: THE CATAC®ITIBS

A crumbling starcase leads down frovm Lhe puned
keep to dark vaults Litonly b‘g&mﬁﬂhﬂs and candles.
Reinforced wooden doors close off many musty
srisas, and i other places, ron bﬂrﬁ separate rooms
with locked gates. Scattered &mong the rooms are
chests, karrels. and sarcophagr filled with ancient
treasures —or sleepming dangers.

Quests

Ir a bookease in the library in the center of the cata-
combs, the ancient diary of the keeps long-dead lord
tells of a secret passage leading out of the keep.

"Tn times of danger, the faithful well leads through
caverns old to safety in the forest beyond. But |
worry what will happen should cur ancestral castle
tall inta evil hands. | pray that should that happen,
brave heroes will guest into the caverns and retrieve
my grandfather's mystic weapon, Siegehammer, and
use 1t for the cause of good,”™

Undertaking this gquest is worth additional experience,
and puts a powerful weapon nto the hands of the
herces (see Level Three: The Caves.)

Special Areas (See Map 2)

Alsc in the library are two other books: one bearing
the necromancer spell weaken, the other a sorcer-
es5's book with the spell e blust. (Alternately, it the
party is higher level, the spells found could be slood
golem and flarme wave, or for even higher Fegec!
groups, corfusion and graater magic weapon )

Just south of the library is an ancient shrine. The
first adventurer ta pray at tus shrine hears a heaven-
by voice say: " | hy wounds be healed, thy spint be
strong.”

Thereafter, each adventurer who prays at the
shnne regains all lost damage and casc spells—thus
works only once for each plaver character,

En thE 'S.Dl_ll:h'l,l'l\.-'lr_"ﬁ‘l' cornesr l;.:ll_ L‘"‘iL' \_ﬂ.l.l_'l.-\_-\Jll:".ts a secret
goor hides the castle’s ancient treasure store. Finding
ihe secret door requires a Search check (0 18,

Fmally, in the northeast cornar of the catacombs
Bes the well spoken of in the diary from the library. [t
gdescends 20 feet down into runming water, Chimbing
down requires a Climb check (DT 15). Once charac-
gers are in the water, they need to use the Swim skill
to deal with the deep, fast-flowing current Uus
check i covered in the next section. The siream
leads to the underground caves of Level Three,



Monsters (PC level 1-2)
M Scavenger (Scavenger) q h

B: Plague Eater {Scavenger) atﬂtum ﬁ
e Bheleton (Sleleton)

O Fiend {Bat Demon)

E: Zombiz (Zombse)

F- Returned [Skeleton)

& Bone Warrior {Skeleton)
H: Burning 1Jead (Skeletan)
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Mightmare Level Monsters
(PCT level 3-4)
A A Geaszt (Acid Deast)

: Poizon Spitter (Acid Feast)

L 1'-:.-1#:|!|_H—'.-
i i

o

]

S mril il

T

s Haorrar {Skeleton)

D: Gloom Bat (Bat Dermon)
E

r

F

_9“ ik b

' Blaek Death (Zombie)
+ Burnmg Dead (Skeleton)

L Bamished (Vampire)
H: Chast {Wraith)

jitites g1
.':fll:i"-ul.hﬂ 1 *u_'-.'n.'.—'..u'-.l =

|
|

Hell Level Monsters

(PC level 5-6)

A Flame Spder (Spider)

B Spider Magous (Spider)

2; Hell Harror (Sheleton)

D: Dark Familiar {Bat Demaon)
E: Plarue Baarer {fambia)

[ Mighe Lord Warmpire)

0 Dark Lord Warmpire)

H: Dark Shape (Wraich)

e i i i i A |
g b b |
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Unique Magic [tems

Although the weapon Siegehummer 13
mizntoned ma book o dus level, it s One Sguare = 5 Feet
in the caves on Level Three

e



LEVEL THREE: THE CAVES

At the hattom of the well in the level above s an
underground Fver There is just enough roors for
somenne tn keep their head above the water bere

Breathing here isnT a problam. However, the current s
fast and characlers cont Leach botlam.

Cetting frem the well shaft of Level Twa to the
nowtheast cave o Level Three requres a Swam check
(DC 15 —remember to apply penalties for armar). Suc-
can floar along and leave the
rivar at will. Failure mmeans the character tabes 143
opomnts of subdual damage and must make an immedine
second checl ar ztart o drowen (requires Consulubicn
checks, see the DUWSCoN AMazTons Gude sechion on
Water Dangersh, The characters reach the northeast-
arn cave area 2 raunds atter faling into the rver The
current carries Lhern across the chamber in 2 mounds,
and throush the turmel inta the lake in 2 more. The lake
here iz calm enoupt Lo disperse e Toree of the our-
renl—its flow to the south s gentle,

CEEE Means a lIZl'I-‘1FE!|I:1-E!"

.
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Quests

Mo new quests begin here—art least, unless vou want
ene ta! In the westernmeost chamber of the cave syvstem
lieess thige |(:‘T]g-FUT5ULLE[I AETHISERTT 3 o .ql'-l'-!.élﬁ'ﬁ'ul'.ll'.l."l?l'."lr?u'.
See Umgue Magic Tuems, ™ below, for more infermmtion
an this wandrous treasoie.

Special Areas (See Map 3)

In the caves, moisture collects on the walls and floore—
a persistert dripping can be heard. Here and there are
ron gales, and rolbng wooden brdges span the water
where necessary. T he onby illurmination i swhatever the
adventurers bring with them.

The only unusual areas here are the underground
river and lake. Crossing either bridoe is easy, hur if more
than cre characler trigs w cross at a time, the bridge
collapses, sending the chiracters into the water below

Megpouanng the waler takes a Swirm check. Cvery-
where north of the lake. the DT s 15 I the onder-
around laka, the warer = considerably calmer (RO [0
agaim, rememhber to apply armor penaltizs,



Monsters (PC level 2-3)
& Fiend (Bat Demen)
B: Gloom Bat (Bat Demon)
C: Arach (Spider)
D: Arach (Spuder)
C: Fallen One (Fallen One)
F: Carver (Fallen One)
i Fallen One Shaman
(Fallen One)
H: Dark Stalker (Corrupt Rogue)
[: Misshapen (Tainted)
Jo Drevilkan |_F<1I en Cine)
B Misshapen (Tanted)
I+ Crushskull, a unigue demon
L: Warped One [Fallen One)

Mightmare Level Monsters
(PC level 4-5)
A Gloom Bart (Bar Demon)
B: Blink Bas iBat Demaon)
. Arach (Spider)
L¥: Blocd Diver (Bat Dermon)
E: Soul Killer (Fallen Cne)
F: Warped One (Fallen One)
S Warped One Shaman
(Fallen Onea)
H: Black Rogue (Corrupt Bogue)
I; Moon C.“n -C-c_.-,LLrn...r ]
J: Moon Clan (Goatrian)
E: Moon Clan {Goatman)
F—: Crushshull, a urique demon
L Disfigurad (Taintad)

Hell Leavel Monsters

(PC level 6-T)

A: Poison Spinner (Spder)

B: Flame Smder (Spder)

Z: Salamander (Claw Viper)

[ Blocd Clan [(Goatman)

= [histigured (Tainted)
lainted ¢ laimted]

O Wlaon Clan (Goalman)

H: Spider Magus {Spader)

I: Hell Horror {Skelaton)

J- Winged Demon (Gargoyle)

k- Gargovle {Gargovle)

b+ Crushskull, a unigue demon

L WWranth (VW raith)

Crushskull t|'||=. Demnn. [

TLEATICN

94

IC Crediires.
apen doars: whenever it 15 used Lo bash open a door,
add a +3 enhan
Strength ch

Damage
|d8+2 w3 8 Ik, B

+3 aganst undead and demonas creatines

Durability

hammer 15 worth an additional |
to the entire party. Siggehammer is worth 4,000 gp
the heroes elect to sell it at any time.

Unigue Monsters

Standing just outside the
entrance to the chambe
in Siegehammer wails 18 Crush
skull, a demon (see map, K-).
Crushshkull has been sent to
guard Sepehammer until more
powerful demons  arrive  to
destray it. He does not leave the
enclosed area. If he thinks he is
overmatched, he withdraws o
the back chamber. From there,
b sends out the bawo maonsters in
the cave (Fallen Ones—for high-
er level characters, Tainted or
Wraiths), while he lobs ffrefalis
trom behind his servants.

where-

Unique Magic Item:
Siegehammer

The ancestral weapon of the
family that once lived here, this
r_,LI EE" WA 'IIh"IrT'IrT'IE'_ Mas Wi al‘ll:l.f"l.l:-
ahbilities.

First, it has a +2 attack and
damage bonus, which increases
to +3 against undead or dermon-
Second, Siegehammer is designed Lo
CEMENT .::"::l”l-lj"'i L [he ".‘-.."in}lle-'."-En
1ech.
Crit.

Wt Durability

15413

Type

5 to Swength check against deors

Pouints Left/Masirnum Poiris

Completing the Quest

Successfully completng the guest to retrieve Siepe-
MO0 experence points



ML PLAYER

TA%t TRACE = RIFTr ALIGHMLHT
LECEI LI ALL CLWOLH HEICAT WEIZHT T AR

TITAL '-i-‘—':tl : IJI'_:_-I '-" J:::-I.Iu WU LUFEER . SPEED

| HP | | |
B o[ H WO CIC ]

R pEoa o Emomc  MmhE etk - ARMOR TYPE
|

"}
(=3 TTHH

w HE
ALURZ  PLRALTY

e [
TOTAL

ZKILL MAME o :'.;L.. ALY ey

- L L L P

~ O AICHERY MT -

FAVING THROWSE . T 4 A ! —
REFLEX z 7 p oy © AMIMAL FRIEATY rHAa - .
] L AFFHAINE T o
r— 0 RALANCES DER* - 7
0 BLUFrE rbwa +
U CLmEm sTE* - -
COMCERTRATIC HE CRLES O = 1
aeparrmy____ Jwr +
= REFIPHER SCHIPT -. - "
| ; M CIFLDMACYE THA _ - -
HANG E.D U LISAELE DLVILL MT -
ATT=CR dicninn RISCUISEE LHE - 1 .-
r ESCARE ARTISTE e - -
L FURLEXEE HT o ' b
WERHTIN FIAL ATTACH BOSIUS DAMACE CRITICAL 2_GATHESE IHEDEMAT SN cha - J b
HAMDLE AR WAL L N
U HEALE WIS - |
HNMLE WEICHT 3 TIRE LPICIAL PROIPE WY IES 7 HIGFi Ex® - | T
O INMUEHDD s - L L
INTIMNIEATER mH& -
WEA P OTAL ATTACK BOMUS | DAMAGE CRITICAL T INTUIT RIEFCTION e - - -
4 Jusim sTRY . . L
ENOWLEDCE [(AHCANA] M -
Lol L = KHCASLEDSE [BFLIG TN MT i -
U BMELEDGE [METLRE] MT ey
T WNOWLEDGE (&MY L] - 1
WLAETIN DAMAGE CRITHCAL O LISTEME ws L
L MUYE SILEMILTE OEx™ e W
RAMCE | WEICHT ; SPECIAL PROPERTIES Ll uER = ! !
corcRroAMm [ jews +
PICKRBOCKET O
M OPROFESSION [ jais _ - +
ARMCR BEOMUS o con PrnalTr T
HilFm LES -
M ECAYE INT o - __
MaAX DEY | SPELL F& A, SPECIAL PROFERTIES U SEAHLHE INT ,
SEMSE MOTIVER wis oo g
r SPCLLCRAFT ] i P Tl ?
ARMOR BONUS | CHECK 1 B et e s
Sk =IH - ]
— C TUMBLE oY - L L
SPTCIAL PHOIPEHTIES o TR G EHA, - .
M USE POSTE nEy _ - "
U WILGERMELY LOHLE wis o
R LT T LLLLl Ll - |
JIENE rin e B
S LTI T S Ty LE W] AEMLMITION 179 T
- - +
FLA i WA e W gl e e i e § U chond e A s (U e nnde

S BIR ra i Bl 1 o U 50 Poarmexson amnioc o pholoocpy for paroonal uos onlp LLR FENALIT, § ATh O2ThE

o e Do e g

#5



CAaMFalsk

CXPERILMCE POIHTE

TEM

&T.

I'EM

GEHERAL ARPRARAHLE

MARMEHE S

R ACL

I ELLG) D

LAl TNL

= r

SPELLELOKSSPELLY SAANTFEER

._JIEHDE [ - .
i_lwrl_! | -
Ir:lznn |:_| = —_

= CI0]

i e T
Es‘m |_|_—| _ -
[ [ [ ] - _ —
L i

= 10 -

EL{eR Bre:

— T TOTEL
- e WEICHT
<P CASRIED
H} FFL AT
MiEL
|
L Ll |
| 1
SAEL:. HE&N™Y WAY. LIFTOWER  AIFT OFF PIEH OR
LasD LTAR LEasD HEAD CROUND [SEETS
i T £ h1E L O oo HES LA

¥é




SMITE THE MINIONS OF EVIL!

B ased on the popular computer game by Blizzard Entertainment,

Diabla II: Diablerie recreates the world of DIABLO using the “
DUNGEONS & DRAGONS® roleplaying game system. Hﬁ | usat B
N j“'@l!f\-‘wwl
Between Diable II: Diablerie and the DUNGEONS & DRAGONS" BT Sy
Plager's Handbook, you have all the information you need 'f f =
to play your favorite computer game world: 1 ;3:-"5 o8 F i “'\
A step-by-step guide to creating Amazons, Barbarians, A f&? P

Paladins, Necromancers, and Sorceresses! et |
D L
A complete list of weapons and gear! '

Loads of DIABLO Il spells and magic items!

Enough monsters for adventure after
thrilling adventure!

A ready-to-run adventure with three
different lists of monsters!

Why are you slill looking at the back cover?

You can’t free the land from the clutches of an
ancient evil by browsing! Get in there and

grab some gold and glory!

Visit our website at www.wizards.com/dnd

d

|| www.blizzard.com —
EO0vaal# 17600
T N '1-|d. 5 -" 1 .':|:'|: [y L
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