


De<lktlled [0 lhe memory of
"limmhy Garrell "Gary" Jackson, Sr.

SPECIAL REFERENCE WORK

HANDBOOK
A Compiled Volnme of Informarion for Players and GameMasters

of HackMaster: The Role-Playing Game 4th Edition

© Copyright 200 I Kenzer and Company. All Rights Reserved.

HackMaster is based on the original Dungeons and Dragons@ rules created by E. Gary Gygax and Dave Arneson.

With respect to trademarks: HackMaslcr, the HackMam:r logo, Hacklopedia of Beasts. the Kenzer and Company logo. Knights of the Dinner Table.
Gary Jackson.The Game Must Go On logo, the Hard Eight Enterprises logo and Hard Eight Enterprises are trademarks of Kenzer and Company.

e Copyright 200 I Kcm;er and Company. All rights reserved.
Advanced Dungeons and Dragons,AO&D. :Ind Dungeons and Dragons are all trademarks owned by Wizards of the Coast, Inc.. a subsidiary of Hasbro.

Inc. and are used by Kenzcr and Company under license. ©200 I Wizards of the Coast. Inc.

!'U"USIIEIl'S NOT!'.:

Thi, is ~ work o( ficlion. !'Jam..." ch~TRefcn. pl~te~ and Inci
dencs "i,heT a,e ,h" ptudue, of rhe ~Ud'ot'5 imaginalion Or
1rc u~J fklilioll.ly. and Jll}' r"",,,,,,bbnce '0 JClual person•.
liv,ng Qr dead, c"cm, or l<.>alcs If cnurdy ooineid... n'al

This book is prolean! under illlernal;olla! "eJlie< Jnd crlJl),cigl" low., of d,e
!Jni,etl Sl~lc; of AmcriC>l. No l'~n o( ,hif book rna)' be reproduce<!. wllhoUI
lhc express wriffcn con~m of Kcnur and Company. l'crmillio,\ U i"nrcd 10
lhc purchmr of rhu produci 10 rcplOduce: p.cc,;on, of ,hi, book for personal
usc only. SJle 01 lmde of,,,eh r"produc,iol1~ i., .. riccly pl"l,ihi,,,,,!.

Qu~slions, Comments, Producr Orders?
Ken:«:r and Company
25667 I-lillvi,;w Coun
Mundelein II 60060

I'ho"e: (R47) 540-0029
F:IX: (8<17) 540-R065
E-m~il: (luC!;[ions@lkcmerco.tom
Visit Ollr website: w,vw.kenzerco.com

Mantrfucwrcd in [he
United Slales of America

Second Prinring: November 200 I



Reality Check, A Disclaimer

~ flCtiorud works colk'Clivdy known as MH:lCkM:1St~rM art' what is known as a famasy ruk....pbying l?mc. Some of the m;\tmal may flOl be sU;r:lblc (or
mildren and/or young re.tdm. wrnm is why we mongiy Sllggcsr parenctl discmion.

HacL:Masltf is a~ and as such,me crcIrors Iu\"e tried fO imbue it with a bit ofambi.ance WI rdkeu a mysrerious work! fr:lughr wim danga. nugic.
and wondrous crearura. We WdIlt 10 nnphasizc lbe ILTltI 'game'. HadcMaslef h.1$ \~ link fO do wilh reality_ l:! an c::scapc mcrlunism designtd 10 tn/a'­

lain pb)'m for a few hoolS, afta which the g;tme is shd~ 2nd~nc munu ro their'rcalliva.'

As a g;.1Il~ HackMasra throws pl1ym into situations (conflia) which mUSt be resM-ed using wil andlor any skills, weapons or other me:ms the play.
crs' in-gamc penonas may~ All of rhis action, mcourst. exists only in the: mind of those pbying the game. Such make-bdievt' conflicts are rcsoI\'t:d
with cqll:t1ly m:lke-beIi~ solutions. Some ('Onnicu are rcsoIval. pe:acdUJly through negotiation. parley and o,ht:r non-violent me:J.IK Sometimes rh()"rt'
rooked with magic. Oft rimes., hmvever, such conflicts arc resolv<.-d through force (i.e. violence). Again, all the action in HackMaster lakes place in (he
mind of the players and the GameM:t5tcr.

HackMaster has nothing LO do wilh admClring the nccult, dnlg U~, teen suicide, or r:mdorn :IOS of violence. -nle writers do nOI condone violence to

solve 'l'C:lllife' 5im,1tions, In fact, we frown on ie. Again - (his book is a work ofF.mtaS)' and the reader should remind him.'iC1(of that. If you CIll't SI.'pa­

r.ltc R.':ility from Emrasy)'Ol1 should pur this book down aud sa:k professional help. [Or:\I the very [eas{ make a photo-copy of this discbimer and review
ift>t:foft' and after EVERY session ofl-bckMmcr.l

JUSt so wc'n: dar on this - Attempting to worship the demons pn:scl1t(.'t! in Hacklopedi.1 will result in nothing bUI ridi<:uJl: frum yuur peers. (Our
ckmons arc 'made-up'). Likewise with the 'magic spells' presented in Ilack;"1aster; They're fake. M:Kk up. Not real. No mailer how hard you try to cast
Invisibility on )Tllll'Self, i{ just ain't gorma to 1uppt.'11. An:~ on the s:unt' sh«t of music hcr2 Good. NuffSaid

Discbimcr Addendum: The \'iews expnssed in this work arc soIdyt~ o(Hard Eight EmcrpriSd .md its saffand NOT lhos.c of KCllZer and Company
or itSml~ Rrnxmbrr this work is a parody ofg:.unes and the: people who play thtm (as wdI as mm IDem).

Foreword: Interrupt Illusion

It's hcm a long time gerting here friends, and it sct'ms a bir ironic thaI' the long journey we lim embarked upon years
ago has brought us righr back where we starred. Let us explain. Nor long afler we first published KnightS of the Dinner
Table magazine. letrers srarrcd coming in from readers saying, "I wam to play HackMasrer! Why don't you make it?" As
time passed those 'suggestions' slowly turned to demands. From the poim of view of our fans it wasn't a matrer of 'if'
HackMaster the RPG would become a realiry, it was 'when'.

The main problem with HackMasrcr was this - whenever we discuss«l the possibility of aClually designing the game
we were always raken back to the same in-yer-f.,ce dilemma: HackMaster began as a spoof of Advanced Dungeons and
Dragons. Over the years, it wem well beyond th:u original spoof, but the facr of rhe matter was STI LL the same - ar
rhe hean of HackMaster lay AD&D. Starting from scratch wouJd not only bt akin (0 reinvellling Ihe wheel; it would
also make HackMaster decidedJy differenl from what had been presented in the magaz.ine for so many )'l::US.

While developing HackMaster we knew that there could only be ONE way to do ir right. If only, we tOld ourselves,
we could acrually use the AD&D core rules as the basic engine thar everything "HackMaster" from rhe KnighL~ of the
Dinner Table comic book could be plugged into. (sigh). Shya' right - what wcre the chances ofTI-lAT ever happen­
ing? A gre:u nOlion but surely an impossibility, we rold ourselves.

Well, ir turns au I, the good folks ar Wizards of me Coasr were willing LO grallt LIS such :1 licensc.

Suddcnly, we found ourselves sranding on the shoulders of Giflnts (Giants in this case being all those talelllcd individ­
uals who havc contributed to the AD&D game over the last 2S years). We were literally handed the keys to lhc king­
dom and given a green light to spoof [he game we grew up playing. To all of us on the KODT Development lC:IIll,
AD&D was and is hallowed ground. As such, even though we took a wrecking crane and a crowb:u (0 L1lOSC rules, we
cerrainly didn't take this opportunity ro alrer the rules lightly.

And so, thar's how the journey Ix:gan to swing full circle. What began as a spoof took on a life of itS own and look its
crearors (and fans) on a wild and wonderful journey. And at the end of that journey it gently ~t those crearors down at
the place they began, playing (find now writing!) games based on lhe version of AD&D that they grew up loving. The
end resuh. lhe product you now hold in your hands (and the Hacklopcdia of Beasts and the GM's Guide) is a lad dif­
fcrenl than even we could guess. While it is indecd a side-splilting parody of the AD&D game, HackMastcr is every bit
a new version of that hallowed game. In facr, in a different time or place it could easily have been called "3e." Pbyers
of the original AD&D game will find Hackmastcr comfonably familiar, yet new and exciting.

As KODT character Dave Bm_well would say "Ir's time [0 party like we rolled an 18/99!!!"

cy~ R~~ ,c}~./.xIBr;an e1kc, Stcv?!;" ;son, Jolly B1aCkbu~v~,.et
The KODT Development Team
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Hord 8 I:"te~rises·

Whot do you WO"t to Hoc:k todoy?-

Grtttings friend,
You hold in four hands the long aW:lired 4th inc.unarion (edition) of the HackMastet Player's Ilandbook. This book (along with

a properly ccrllfi(.-d GameMasu:r) is your g:ueway ro the exciring world of HackMasler. "Whal is IlackMaslcr," you ask?

Quite simply, IlackMaster is a fantasy role-playing game with :m edge. Ir is rhe game ofchoice for those who know the difference
bcnyecn EpiC and Ordinary.

Let's nOl beat around the bush. Killin~ and breaking things -lhal's wh:1t bt:St sums up the H:lckMaster™ phenomenon. Now,
there are those individuals ofa weaker splril and minasct who would have you belicve [h:1I rnle-pbying is some arrsy-f:msy new :'1St
form ofemer[:\inment. They bdieve it should be used to develol) character, build inner strengTh :lIul"somchow rcwcave rhe sOCIal
fubric into somC'thing higher and stronger than lhe way we 1'0111]( it.

Thcre arc even misguided individuals who will c:'llirioll yOll that hack-n-slash and power gaming is a very bad thing. That it is
somehow inferior and develops dangerous hehavior thar is derrimC'nt:t1 to society. These same narsarers somehow feel thai those of
us who relish such guaiitit:S III our b'rlming .srylc.~ are somehow 1051. \Xlorse, these same ~ple fee the need to shepherd us awar.
from our Rrefetred form of gaming and u.sner us 10 rheir own nauseating 11IkC'ol/arm politically COrrc~CI brand of role.playing drive.
HOGWASH!! To them I say, "BaCk off. Jack!"

HackMaslcrThl , by gawd, is for the rest of us - for us poor clods who live in a world where we are forced to abide by Ihe rules
day 10 day. "Don't hit your sister wilh that Stick!" "Get ()ack 10 work! Lunch break is over!" "Did YO" make those copies of the
Gentry account?" We suffocate in our daily lives as we carry tht: yokes and harncs-'iCS thar society has pl:'lccd upon our unwilling
shouldcrs. Dammit!! The hean of a hero beatS within our ch~ts! Yet it is our sad doom that we arc relegated to fighting traffic and
nevcr-ending lines when all we really want to do is fight dragons and repel armies. Is there no c.~pe?!

HackMastcrThf is our e5C:lpe!! For those of us who love to see a burning building - who feel our lIlusclt:S tightt:n at the sight of
a good sword fight or br:l\vl. Ycs, HackMaster™ is the key - unlocking Chains and opc;ning doors 10 strange new worlds! It IS thc
game for the r~t of us!! ror those of' us who, if nor for the sad fuet we were born in a world conStrained by realiry, would be KINGS!!
H:tckMastcr™ is for Ihose who cravc power! We comC' from different walks oflife, we earn our living in differelll ways. and ycl we
have one lhillg_ in common: we love a good fight and we're not afraid to step up [0 lhe plate and accept a challenge. We're nOI ordi­
llary - we're -Extraordinary.

And we bloody well don't offer any excuses for our behavior or uur elloiee nfentertainmenr. HackM:'Ister™ is our licensC' lO }'ield
to that primordial urge that courses lhrough our veins. Killing and bre:tking things!! Indeed, thar's what Slims up HackMasterl'M
best. .

My friend, ifyoll :'Ire reading.!his, then you arc most likelY;l HackMaster™ player already and YOIl knnw whar rhis game is :TIl
ahollt. This book is for YOU!This book slands on the shoulders of' Ihree prevIous editiolls writlcll by my dear departed friend,
Timothy Garrerr ]:Tckson, rhe M:'Ister of Hack. I miss thc $.O.B. liard Eight really look a blow lU lhe gtll when news of his demise
arrived ar the offices. Some of LIS wondered if there would even be a 4th e(Jidon. But thoSt: doublS dicrn't hsr long. For as Gar' was
always fond of$.1ying, "The game must go on!" Indeed it must. .. and it will.

Armed with his original material, and lIlUllsands ofsuggcstions and requests sent in by fans over the years, I have personally head­
ed up the development of this 4th cdilion. It was a labor of love and:1:I1 honor to have betn afforded the opporrumrr. (Q rcfor&.e the
HackMasler™ legend for a new gencr.uion of garners. Ofcourse, the problem wirh af!)' 'new' edition of an established. set oT core
rules is that there tS some level of uuplicuiull Ih:1.I rhe previous editions wcre somehow flawed --less than perfect. Ho~sh! To sur­
vive in a comJX:l1tive market is to evolve. '10 cvolve is ro change - for Ihe bcrrer. I'm quite certain mat Ihere will someday be a 5th
edition, and a 6th and so on. Why? Bt."ClIISC, from Ihe playing of rhc game, we gain experiencc. And there is ALWAYS another expe­
rience level to strive toward.

If you are new to [he world of HackMaster™, I envy you. YOIl arc about 10 break thc chains and leave rhe ranks of the mundane
~nd rhe ordinary. After rea.~ing this book an~ finding ~ group of comrad~-in-a~l1~s.to join rOIl on your qucsr, YO}t ~ill be embar~­
mg on Ihe most rewardmg Journey of your life. More lmponalllly, you wtll be JOIlIIlIg the HackM:Tsters of EverKntghr™ and WIll
soon be chronicling your own advcntures and forging your own legends. ~_ :s-.~

Enough mlk! Be of( with you, noble hero! The gamc's afoot! c::::JU

Jo Jo Zckc
Director or HackMaslcr Development

Hard Eight Enterprises
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Chapter 1- Player Character Ability Scores

le:lrning Ability is lhe percentage probability that a char.Klcr can IC"MIi a
new skill/proficiency or that a magic-user can learn a particular spell.

Chance In uarn Skills/Proficiencies; Whenever a character attempts to
Icun " n"w ~kiJl. or train/sludy in :I. skill he already has in order to
il11lltove il (sec ChapIn 7: Skills, "Ialenls .10(1 ['roficiendes), Ihis is his
Dasc pl'rcentage chance of SUCCC$~. After pa}'ing any Iraining fecs and
completing rll<" training rime n:llllire<1 fnr Ihe desired ~killlhl' player
llIay make a l('ill'ning ch«;k, (Modifiers for lhal ~kill'.~ training or
coursc diflicuhy ll1~y apply.) If the l;:h~rnCler rolls the modified per­
centage: or k.,;s he h:l$ succl'SSful1y !t'al'l1('I1 (lr imlllnv<:<i Ihe skill. Ir hI'
fuils. he cannUl dllxk that skill again ulltil hc's p~id rhe lraining fee;
and completed the lraining time: unce again.

Chance III Learn Spells: A check i. rn~de: as rill' III~gic-us.cr comcs across
new spells. nOi as he advances in level. To makc the Chl'Ck. the magic­
user characler must havc acees.~ 10 a ~pell book cUlilainillll the spell. If
the phyer rolls the lisled percenr:tge or 1($$. his charJcler ('oin learn th...
.~pell allll copy it intO his own spell book. If lhe magie-lI5er fails the
roll. h"C1onnr chtck Ih31 ~P'l'lI again unlit he advances 10 the nCXt I,vel
(provided he still h:L~ access ro rhe ~pcJl).

Maximum Number of Spells per Lc"d indicatcs til... maximum number of
spells a magk-uscr on know from any panicuhr spe:ll lc\'cl. Once II lllagic-­
uSc'r has learned lhe maximum numbc:r of spells he is allowl.J in a gi\'en spell
le,·el. he cannOI add any more spells of thaI level rn his spell book (unk'SS he
dol'S 50 through spell rc5C<lrch). Once a spell is1earned. it eannUl be unlellrnl.J
:lnd replJced by a new spell.

For example, Karnak the magic--us.cr has an Inrelligence of 14. H.. cnrrelll­
Iy knuws nine 3rd-levd slIClk During all adv... nturl', he rimls a OlUSly oM ~pcJI

book on the shdvc.< of a dank. forgUlt ...n liurory. Blowing away Ihe dU~I, he
sees a ;lrd-level spell he ha.~ nevcr seen before! Excitl.J, he .it. down and GIrl"
fully sllldies the arcane nOlCS. His chance to learn the spell i.60%. Rolling
rhe dice, K:unak's player rolls a 37. He undersrdnd~ the: corious instructions
amI can copy them intO his o\\'n spell book. However, when he looks in his
spell hook, he r<::,li'lcs hc' already has nille 3rd level spells wrillen there. Hc
rells thl'" GM h" "".lOIS 10 repbce nne of his old spells with lhis new one. His
GM says, "and l':ImcJa Anrlerson wnuld likl': In be known for her illldlcci.
Sorry. il ain'l gOllna happen."

If Karnak had only eighl spells in his book, he could haY," Icarnt'lllhc spell
hccau!C he rolled the COrtCCl number. Howcver. ir the dit: roll had been glC1ter
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SIll'lIs he can menl(lr;7,C ~I one lime. Only tho~l' of thl' highe!t Illtdligenee can
comprehend the mighty ffi3gic of 9lh-level 5poclls.

lmdligenc, is iOlport:1.l1l to :1.11 ch~ractcrs Ix:a.usc it also dictatcs 110..... el~;ly
a pC (;tn brn and apply new ~kilk

This ability gives ooly a gl'.ncl':tl indication of a charaCter's Olemal acuity. A
....,mi-illldligenl characler (11Il 3 or 4) can spocak (wilh difficulty) and, let's JUSl
~ay, he's nor Ihe ~harpest 1001 in lhe shed. He is apt to reaCt instinctivdy and
impulsively. He is nor hopeless as a player charaCler (PC), bUI playing such a
chat-Ieter comcdy is nor e:lS)' unlC5S)'Qu arc an extrt:lIIely skilhl pla)'er (or you
100 arc nOi the sharpesl 1001 in the sht-d). A character with a low JlIlelligellct'
(Int ').7) could also be called dull-wim'd or slow. An intdligem person (Inl
II or (2) pick up new idt"<!S quickly and l('ill'lls (,:I$ily. A highly inlelligenl
chardcter (Int 13 or 14) is on(' who can solve mOSl Ilfoblems wilhour even Iry­
ing very hatd. Ollt' with excqlrinnal inlcllig....oce (Inl 15 or 16) is nlllicl'ably
above: thc norm. A gcnius characler (fill 17 nr 18) is brilli:ult.

A char:.l.cltr beyond genius is pOlenrially more dcver :lnd more brilli:ull than
can ~ibly be imagined. Howevcr, Ihe true opahililics of a mind lic 11U1 in
numbers such as IQ, Inlclligence scores. or whatever. M:l.IIY imelligellt, l've:n
brillialll, people in Ihe real world CUI tell you aU aoout SIring thl'Ory, '-!U:lIltUlll
physics or nuclcar ,oain reaClions, DUt don't know how to pump theil own gilS
or U!e an ATM card. Some ~il1lply fail to apply their lIIilld~ crc-,lIivdy ~Ild usc­
fully, thu~ falling far below their own potential. Don't rely 100 h('ilvily 011 your
chal':tCfer's Intelligence score: yoo mUSt provide your charaCler with the crr-uiv.
ity and l'nerg)' he supposedly pOssnses!

Number ofLanguagcs lisls Ihe numbc:r of additional b.nguagl'S your I:haroc­
ltr is cpable of le3rning beyond his native language. Every char~cter ('.In

speak his nalive bnguage, no marter what his Intelligence is. nlis knowledge
extends only 10 speaking lhe language: it does not include reading or writing.
You en purchase addilional known-languages using Building PointS (S<:(.
Chapter 4) but you can never know more languaga than your lme:lligeuce
allows. You on also learn new languages in thl· game fronl a ((-~cherIrUtor or
hy hanging OOt with other ch:lrdcters willing to teach you. (Again, yOll Gill
only learn a nlW langoagc if you haven't surpas:;ed the IlUlnber or 1~llg11ages

dict:t1cd by your Intelligence level.)

Furthermore, your GM can limit your language selcclion ha.sed on his cam­
Ilaign. h is perfectly fair 10 rule Ihat yoor fighrer from the Crevan Ste:p\X'S
hasn't learned lhe rongucs of Ihc Barrov.'S. simply 11l:I:'.Iu~e he ha~ never met
anyone who has been to the Barrows.

Spell Levelli~IS Ihe highe<1 levd of spells thaI on be ClSI by a magic-user
Wilh Ihis :lmOllOf nf InlClligence.



Chapter I- Player Character Ability Scores

T~ble IF:
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• No~ mat I~ is ALWAYS onlltled l<) IYYe one (I) wdtoItKk no n,..'.,.. how low his
Cluornma It.

Ih~n 60 or the spell h~d been grc:ttcr th:ln 7th levd (the ma~lInum It"Vd his
ImdliW:nc:e ~JtOW5 him 10 le~rn), he again would h.lvt Il«n prohihited (rOI11
lKIdiul; il to his colleaion.

Illusion Immunity is gainc:d b)' IIKISt" wilh Ql'epuonaUy high lllldltg<:nce
5COrcs. Those ....ith this immunity. whell coufrolll,"ti wilh a m:q;icaJ ~, nOf)c:e
50mC mlon.sislency or inaxma, in lilt illus.ioll or pitilll:&loill. :luu;un;IIica1ly
allOWln~ ltH:m 10 make dleir gying Ih....., All ~ndib :If" CUlllul~liyt"; thus,
:I ch:llxu:r wllh a 20 Intelligence is Il(l( (<'lIlkd by I~ or 2nd Icvd ill~ion spdb,

Srdl Mishap is Il\(~ ,h<UlCl: Uul :my $pdl ....'111 malfiJlletlon ",ith unm­
1mdr.i:lll'Sull', A rn<Igic-~1 ....IWJ apo:rK:nco: a spdl mIShap m1Y f.U1 \·icum to
a r.rndnm I)~ of in'l'ilnil)' Ot ph)·~C".d imp;Unnem wmplcs mdudc p1l'1nota.
rncgalom,mi~, nh~C:S$i"e compulsive disord,'T, uen'OU) IK, wandenng C)'C. ClI;.
Thcre !laM 1 eh;lIIu Ih:lI a rnal(unCliollin,K spell willlr:lI'e unusu.tl, even d15:l5­
trous, results which we:...,n'r al nil irucndcd. TIl" minur rhk o( th,')'( rrivi;l.llillle
-Ja:idenls~ shnuld 1101 deler players frolll .:merin!l till: field u( magic 1lSC. Rc.suhs
o( spcllmi_h"f'S 111l.' IIlQre (ully delaik.u in lhe HackM:lSler CM's Guide.

Wisdom
Wisdom (\Vis) dt:ICrilx'5 a ,om~ire of lhc:

ch;l,l'1clerio enlightenment, judgme:m. KWic.
willpo.....er, common 5rnSie and imuilioll. It also
is .ln indicniran nf""" dT«livdy a char.lClel
an I;l,kc k:amM Imo.. kdgc :lnd :lpply it.
WIldom:abo illtCL51ht dwxu~rio ro.isI:a1lU 10
1Tl1gKa\ alt:acX.. 11 is !he prime' rc:qui,ilt' ofcln-­
ics: I~ wllh WtSdom SCOI"e'i of 1(, or hightf
gam;l. 10% bonus to c:xpe:riena pnim~ c::lmcd
atria and druIds wilh WISdom scorcs o( 13 or
hlgher.tlso g;l1II bonus spells over and abo"" the
number rht:)' arc normally allow«i 10 U~.

Magical De(ense AdjuSIIIl"nl (li.,ed on
l:thle I Ie) applirs to S<lying thruw$ al-\Olinn
mJ.£ic~1 spdl~ Ihat allack lhe mind:
Beguiling. Charm, ""ar, Ilypnn~is, lIlusiolls,
roloSCSSion, Suggcslion, "IC. Thew bonu~

;l.nd pcnahit'S all' applird aUlom11ically, ....ilh·
OUI any conscious dfon from Ihe: ch:lrKI"r.

Bonu~ Spells an: the: number o( addilional
spdls a cleric (alld only a dme) is cmitled 10

h.,au~ o( his allenle WISdom. NOll' lh;l.l
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IhL'loC: spells an: aV;l.ihbJe only when the derie is tnrilled 10 sp"JL~ o( rhe appro
pri:tle: It'Vd. Bonu-s spell~;'In: cumulJlwe. so .l de:ri.: ....irh Wi",loOl o( 15 i~ tllli
Ikd to rwo hl·level bonus spells and one 2nd·Ic:,'t:1 hoU11S ~rcll

ChalKe of Spell F.ailun: SlatCS lhe pcm:m;agc chance Ih11 any ~niruhr

'1'0(11 fails wfwn (bl. Clerio ....ilh low WISdom scores run Ihe risk 01 h.I, 11I&
Ihdl spell. Ijuk:ll itWJppunune mome:nu. Roll perccnllte dice el.'t:ry tim.. the:
cleric GlSf-S a '1>cI1; ifIhe number roJlc:d 1Ii leu th;l.n or cqu~llo Ihe IISled dunce:
fill ~I (:lilure, the ~pd1 is expended with absolllldy no e/Tea y,.haI5Oe\'t:r.
Nnre th~r c1C1ic$ .. ilh W~om sctlra o( 13 or higher don'l need 10 worry
alVlllt rheir ~pel.ls (ailillj;.

Spell Immuniry glVt'll those c:xue:mdy wi", ehal':letel"S complcu: prou~lion

(rom cenain spells, spell-like nhiBrir.s, and magial items as lisl\.u. TIu,'se immu­
nirie., arc cumulative, ~o Ihat a ch:lrJCler Wilh a Wi~dom 0(23 is illllllUI1\' 10 aU
listed spells up to and including rh".", lisred on rhe 23 Wi:.dulil row,

Chance: to Imprs)\'c SkiliJ is Ihe h,1SC percent:lge ch:l.ncr that Ihe char.leter
Ie-alliS somethinK ~iJ;nifi(;lm while nuking a skill chtcl: 1nd h,,", imrmvnl his
llI;asI"ry of lh~l skill (Sec Chapler 7: Skills, T.denu and I'roficiendes).

Charisma
The Chansnu (Ou) score me.uurc:s a ch:araoeis pt"rsu;asiVClll'», po:r~lllai

ITl1gnCllSm and ~blIIlY to bU, It is nOi a rdl«lion o( physiod altr,6Uivcw::ss,
~Ithough unXllvc:neu «'n:linl)' p1.l)'S a mle:. It i, imponalll IU lI1I,har:lC1en,
bUI C'SpecUlly 10 IhOK: who OIUSt cluJ wilh nnnpb),rr ch:llXfel$ (NPCs). mer·
eenary hIrelings. relalOtn and imdliselll monSle"'. It ditnt('$ lhe lOul num­
ber of henchmen a charaet"r can rt'l:lin and atT«ls Ih" loyalty o( IJClldulltn,
hirellOgs, cmnia, sidekicks and n:t:lincrs.

Maximum Number u( Henchmen/Cronics/SideKicks SUtes the numlll:r u(

linn player dl;tra,ren whll will St'rve: as permJnenr retainers o( the pbye:r ch;lr­
nuel, It dOL'S IlOI :ln~u dIe number o( mercenary soldiers. men·ar-:lrms, St'rvi­
lOr, or ulhcr persons in the pay o( rhe character.

Loy:ahy Kase ,hnw~ the -SUbll':lClion ft\lttl, ur .wditiun to. the henchmen's
and OIher ~rvilOl"l" loplty scores (ill lhe CMC). This is cruci:lll dUring bJ.1­
tics, wh"n OlOl'1k hc:comes illlpolllUll.

Reaction Adjullment tndlCllCS Ihe pcn~hy or oonm due 10 Ih" ch3r:ICle:r
beaUX' uf his Ch:lI1sl1U when dealmg wllh nonpb)'t:f dul'1Cl"rs .lnd inldli·
,KCIll CIl:liIturcs. For eumple. Ibn encounters :II Ccnl:llur, 1n illldligelll crea·
ture. Ban's Ch:ulSma If only 6. He IS leu Iikdy 10 ImprCSlli Ihis cre:am..., rh:lll
loQllIl:Olle: dsc: mlghl ~. to he might w:am 10 Ihrnl.. aoom g<'lI;ng JOllInlllr d",
ill liis lKI''t:Oluring parry wllh ;'I hrgher Ch:llrisIlu 10 do Ih" t~tkinj;. bfgr
ltlllounts o( gold Ollso work,

Comelincss Mf)(!ifie:r indiClt('S lhe modifier, which shuuld be Inlll;l.lly
:lppli"c1 to rhe chal'.lCl,'r's ComclilleSii (thiii iii a one-time modifier).
A(terwards, as a clJar~Cter'ii Charisma is rais,xi or lowered, wheihcr by dlJca~e,

aging or aniraClS, Corndill''S~ should be similarly aACctcd on ;\ p"'inl-(or.point
basis (It loss o( Olle point ofCltarisma etju:als one poinl o( Comehnes. lonl.
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Table lG:

Effects of Comeliness
Comel1oen How othert Y;ew the Chna~ter

·1& or lower: Tho,e yiewlI\f:' duoractef" w,th Comelinen this low are rt9ulsld Ind IIorrl­
fled. SO., to lurn IWly or Inempt 10 dC$V'O)' the cre<lwre!Nt i, $0 oReM;"e
.0.I><o.igk If ,1><0 IndiYld",,1 wi,h low Comeh...:.. Is powerful, hi, 'ppe>"'."u
will n",ke oth.", ....1Il '" w.'" <D esape,or 'hey will ""p"""OC:" I r",nfno:c­
m.....t of a prI!YlOu.1y ,k"enn,ne<l awe (horror} ro.lCUDn. If bolh .,ewer Ind
Cre:.llu<e are of 1IYllllignment. the tlflU " 1h.11 of a pos<l,ye Cornelinen or the
..~tol.l.l.

_15 to .9- Tho", .iew;n~ ere."'r.. wi<ll Camel,n..", ,n <II" range di."l.>y dl't.u,,, ...1­
dence<l Dy <I .endency <D look _ay. ThO)' w,1I """Ie th" ,nd,.,d... l, Ind aCt 1>0,­
011'" general. Und.,.. 1\0 t',",umllaOC:II w,1I the Y,ewert <lctept thi, ch.nCI.r
unleu.1I are of e.a.llf"men...o that the neptiW Cornellnel1 t.n be reprd·
ed U politiYe.

.8 '0 I)- All Yi......"... will .,.;denee .......inn and, d~..., '0 be.WO'j I",on <0 ugly. Cre:I·
Utfe. If g,ven .n ""cu.e,~~r ,lie Indjyidwl w,1I be IIo<lOle and openly
aggres,....; otherwi•• tIIey will 1IHIf'"llly teind tOW<lrd rCJOCUDn.

• I 10 • 6: 5uth In If>d,,,IdUlI II limply "&'Y. The rUClinn <:yidonced will ,end 'OWlrd
une."" .nd I de.ke 10 g'" 1JfoH"'I lrom ,,>ell bru!i.hne,;. I. quickly "' po"lbU,.
If gNen the opporlunl<y, <lie duoracter·. CI",rk"" ran n/fse< ugIin",•. bu, tl".
,equkes <I fair .moun, of C<><>W!rl.1t1on .nd InteraclOon '" alw place.

+- 7 10 • 9: The homellM'I of tile IndfYldml wllIl>e luch th<It Inlrtill conm" will be of.
nega,,,,, >on. Thl< n~tI.., leelin~ will nOI be >t",,,gly ....lden<:l'<I. Hi.£h
Ch>d."", w,1I ,!"Ickly """"DffiII ,t il .ny co,we=tK>II and lnt"'l'"rwn.ol "It.,..·
ICUDn tramp'.... (Con"d"r I dWln Wlth a J6 Chans"" and I I».,e
Come~~ess roll of 9: he w,1I be ,t 8 when ylewed by .11 <:renu,el e><ct9t oIMr
dWIl'Yel • who will lee ~Im with Comelinen Idlusted by • 2 for C~ilrl.rnt.)

+ t~ to • 17: In~erut ,n ",ew,n. the ind,Yidualll IYldenced by thole In <:enae.. n he ls

1OOd·looklna. The reactinrl :adlustmenl II Increned by I percenu.e equill to
tile ComeliMll score of t~e Chil~tter IndlYldUll. 01 the opposite ~ will
.eek OU< .uth ch.~<:ter.s.•nd Ihey will bI: .1Ie<:te<l 0' if "nder 0 fl"i'''"e ,pell
"nl"" ,fie Will!om of ,uch Ind"'id ....l. ""C~, 5~ of Ihe cJ",racter·.
Ctomeline.. ,0ClI.

• 18 to +- 21: The beauty of the CNnUer will elule helds to tum ond helm 10 ~te,

1I."",oIon lor Inid.l ConUCl is.,. percen, eq""I,o 150% of Ihe Comelin..,
"ore. IndiYid",,1l of the opposite ..... will be ,fleeted .. ~ untler il F."""'t,,
.".,11 unles. th",rW"dom ""ceeds twO·th,rd. 0/ the cltaracter', Comehnfil
totll. Ind...,d ...11 0' the ..me 'I" will do likewi.e unlenWlsdom tOUI••t le.n
50% of the other clu.ruteri Comellnen Icore. Rejection of ~arsh nature Cln
elUle the IndMduII relecled to hlYe I reattlon II if the <:h.1~<:t"'" h.d I neg·
Irlvt! Comell""" of holf ,h" .w..1(po.";-')Ie",,",,_

• 22 to • 25: The stun"'"ll beauty and gorgeoos Ioob of I eh.1~cler with .0 h,th I
Comelines. w,1I be ,imlLar to thu of thole ofleuer belUty (18.21). H__.
IndiYIdll.l.ll wililCtulJIy flock lround the ehln~cer. lollow him Ind 1C1IC1"lI11y
behave loolllhly or In lome "",nner so II to lma<:t the Ittentlon of the <:har·
.,,"'". The lTaClion Idiuluneno: Is dooble tile KOrt! 0/ Comelin""" I.".• 22
Ctomelin.., eq.../I 44~ folCin,te.hke power will ,lfeet .11 <II0le. with
Wisdom 0/ re.. t!Iiln tw<>-<h'flk th" Corneli".,.. "ore 01 the ch.1..cter. II iln
llId... tdml 0/ the oppos'te s~ i. :Ktulily <:O/l""",sly SoYlht b~ • eho"c'er
w,th Cornehnl.. of 22_25. th.l Ind,.idu.1 will be effeetiYely F,uclnl1ed unlen
hfsWI,,'om 1118 or hither Relecdon Is Illbove

• 26 '0 + 10: Only """'ures 'rom other pl;in..... <!I!ml.gilWds. """".g>Wdde..... and ot!ler­
worldly be",&" 0/ unu.ual .or.. GO pollasS unearthly bI:luf)' 0/ th" lOrt.

Ruction .dJu.unent II double the ComelIness score. FIICln.te·like~
III«IS .11 el'cept those with Wisdom eqUlI to It le<lll 75% 0/ Comellne...
ucep' ,kat 19 or hiJJher Wi,dom .iw;)y> .11ows. ~lnl throw ""rsu, tI,,,
powe<. An indNId",,1 0/ <lie ""po."e leX who i. tonlCiou.1y lOugh, Dy <he
po......"'r 01 such Iln....rthly beaut)' .nd Come/II''''' ..,II alway. be under the
"."ell" 0/ til" Indl.Klml WIth .uch beauty Ilnl..., h" h.1l W ..dom of 211 or
more.
The ,,"ldnne_hke pow..- ofhilh Comellnen 1.llmlllr to Ihe 2nd-l....el spell 0/
the ..me lIlmt. Tho,e IUbje<:t to thll ~r will bI: tlpooled Dy Ihe u•."..
Ind t""" him "" ,,,,,,ed friend,m".nnr.M r.nrnp;>mOl'l, A _in~ .hrnw ."'.
..,• ."ell will neg;lle ,he elf"", 00. If Ihe Cornelin.... ""0' ""g,ulln n,>lure,
then D,lpd M"-llic_ Ant,magic Shell ilIId ,Im,lar .polll ..,II not .fleet the
Fa.cU\;lllon elf",..
Fu<onl1ed crtllurt, will follow the orders of characters wilh high
ComelinUI, proYided I roll of Jd6 doel noc ""<:eed tile Comell"",. eM ,he
thon<:I.".. 11.""".... Ih.. 're no, In the best Inte",,' 01 ,he creatul't ge' , + I
'" the doe. wh,le ,hOle tha, are hal.ln!otJl un .dd up '0 +- (, Or more 10 thiO
'011. II tile "'II " h'&h.... than the use(s Corneli~e".the f'a.c"\;lt...ff"'t I, bro­
,~

If I O<1<:e·Fnclmted <:ruwre has been b<ldly trilled Ind bre.ks free 01 thll
enrapturement, the crelWre will relct u II the cl'l;ln,,~ri Comelinel' Wl••
nept;'" .moun,- If tlte ere'llure hi. been wellr.r","ued.1t ,nay <rill "" M""dly
<D <lie character ...en after Ihe Fa!.C"",-Uon t... worn off,
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Slaning Honor Modifier Charisma afTeets Ol1l"S Honor. This

applies 10 yoor ~Iartillg HOllor only.

Comeliness

Comelioess rdlce!s lhe physiol 3nraCliveness. rocial grat:e amI personal

hcaUly of Ihe ~harac:t~r. If i~ uscd 1() determine inirial reactions to Ihe l.har~l.­

ler. and ehar:l~lell with a high Comdinos may affl"Ct 11](" wills and \1C1ions of
othlors. While Charisma ticals ~pl"CiliC'"dlly willt lc'"dd('r~hip ;tnd imCr1telion.,

lx:tWl.'Cli c:ltaraCt(·rs, Collldin("Ss deals wilh aur:l(ti"cncss and firsl imluessillns.

Comeliness is nor Charism:1. Ch:1rism:1. howcvcr. ClO affl."Cr Comeliness.

Comeliness IS modified by Ihe Comeliness Modifier JiS!l-d on tlte Charisma Table.

As Charisma i~ miscd or lowered, whcrher hy di_~e"-",,, .,ging or anifacl!,

Comclin"...~ ,hnuld he ,imibrly afTcCle.:! On :, poim-for-point bJsis (:I loss of

nne pIlii'll of ChariSill a equals nne pninl ofCom..lintss eqtJJlly lost).

In addition co the adjuslmeut to Comc!ille~"1 b;c;ed on the Charisma !>Core,

chara~lcl'li of cc"ain races mUSI lake an additional adjustml'nL to their

Comeliness s~ores. This r:lcial adi\l~lmcl'll applies unly when the reaction of

ChaJ":l~I~1'liof oth~r ra~es is cun~ernl.-d_ in ~irnilar f:c;hion to the way that ritlial

adjusulletm for Charisma apply ouly to thoSt: of othn t1!Cl'S. The p<:n:thil'S

and looll\l~CS art: l~ted in Table 213.

Comelint:£$ e:tn h:1I't an effect on creatures ofhunl:1n sort. (This category
indutlcs, bill is nm nec.!ss.1rily limited 10, humaos, demi-humans. humanoids.

giJnt-cbss, :1nrl biped;!l ~rc;tturcs of hum:1n-likc form and mO!iV'~lion.) 111e

effcm of Comeliness arc described In delail in ·l~ble IC.

Thc dfeCl or one'.~ Cnmeline~' upon mhen: is tr'mporary: on~ other char­

;ICI<: .... or crealU~knu'" a ~har,'Clt:r its efTeCt is nr'sarcd. and Ch:1risma is used

10 delermine rea~lion~ and hl1l0Wt:rS. In this way characters of high

Comc!in(S., and Inw Ch,uisma lIlay Immct il1l"re5I, hUi nOI long-term 1'01­
lowers aud allie.~ (be.1lll)' hcing only skin deep). Ultim:ue1y a character's

Honor {nr l.lck the,ct'lO has much more inlpa.:t on others' views or the ~har·

aCll" than his looks .

The dTt"<:ls of Ihe F;e;t;iuJle power (sec Table IC) do 1101 anCcI !ll(' <lbililiC'5

oflillo indi"idu:tl with respect to righting, Clmingofs"db, ele., and in no way
reduces till' subjl"Ct o:hnr'Jcter to a ~ombie-Itke ~Wle or n puppel for Ille high­
Comclinl"SS chamcrero Aelion~ perrormed hy a chamCler ",hilt: Fols~inatNI

may _,freCi alignment (.hough rhe)' would hay!' a good Jddidon to the

C'IIllt:lin(5.s chcck, say • J or + 4).

Mal;ic l.':In mildly and wmpurJrily afTe" the Comdiul'SS of a (re-JlllIC.
Illusion-based spell~ ~uch :is Change Sdf and Altl'r Sdf will r;tiS(' or lower

Comdilll'SS uy ~ maximum of I lX)illl. no Illaltcr wh;l( lhe linal form i~.

l1lu~ionsof cltar~l.tcr$ or C't~llIres wilh high Comeliness arc rfr"':liv(' only ror

~ silll;le lound. as thl· llaIUl~' of the F;I$(:inatiOIl is sllch that the afreclcd ch;tr-



Honor
As. m..ndontd 31 Ihe beginning of this chapler, the Honor ability is trealtd

a bil difftll':ntly lhan lhe other character abilities. For one lhing, you don't roll
3d6 to determine your Honor. Secondly, Honor llucUlatcs greatly dcpending
on the charaCler's actions and behavior

What the Numbers Mean

Now th~t you have finished crc~ljng the Ability &ores for YOllr cham'ter,
StOP and lakc a look at lhem. What dO<'S alilhis mean?

Let'S say you roll up a charactcr named· Ban,~ Here arc Ihe abilities ·Ban~

ended up with:
Str..nglh: 16
Dextl.'"rity: 12
Constitution: 10
Illldligence: R
Wisdom: 13
Charisma: 6
Comcliness: 5
Honor: 6
nan has suengrhs :Ind Wc:akllC$$CS, but il is up ro yOIl ro interpret whal lhe

numhers mean. ]-Iere arc JUSt IWn differ..nt ways these nUlllhers enule! he inter­
rretr'£l.

I) ihrt i~ in averag.. health (Con 10), bUI h..:~ prelty stronS (Str 16). Lr't'S
~.ay ht'.~ a big suy, hut ll<'Call_~" he Wa.~ hnrn poor he ha~ had ~ome htalth
prohlems. 1-11' wa.< raised on a F.trm and hi.~ rare0l5 kept him and hi~

brolhers working in till: l).fan ftdd~ in hath f;lir weather and foul. Bart
endured some sickness bec.tuse of such abuse, weakening his immune
system. Still. he's not exactly sickly. Malnutrition prohably aCCOUntS
for his less than stellar intelligencc (1m 8). Bur he has plenty of com­
mon sense. learning from the school of hard knncks. (Wisdom 13).
Backbreaking work was Ban's e1assroom, Bcc:ause he was raised work­
ing in the fields. poor Rut never had:tn opportunity to develop social
skills. Hi~ farmer-JOl: demeanor makes it hard for him 10 make new
friends (eha 6), II doesn'l help that he's nm 100 pleasin~ on the ~l'e

either (COlli 5).

U~ing this sctnarin, yOll could play B,ut as a hig, ruMic oaf wilh a t"lem for
manual bhor and an innale: wi~dom :Ihout how lhe wnrld worh.

2) BJrt has uv~ral good poillts - he is .monn (Str 1(,), wise (\'(lis 13) Jild
has developed his manual skills (Dcx 12). Unfortunately, his
Intelligence is low (8) fmm a Jack of study and opportuniry (all those
hours shoveling manure). Ibrt 's health isn't bad (Can 10). His low
Imelligence and Charisma (8. 6) arc a result of his Jack of comac, wifh
people outside hi~ family and involvement with aeademies.

Looking al lhe ~enrc:s thi_~ way, you could rby lIan as a shy, hnnish fdlnw
who'~ good al fixing things, (:.1n (:.lrry his weight and isn't afraid to pitch in and
work. JUSl don'l a.~k him to hnld an intdligem convr'rsalion.

Obviously, Ban's AbililY Scores (often called "Slat:t) arc not the grcat~'S1 in
the world. YCI il is possible 10 lurn these "disappoinling" SIaIS 'Imo a chJt'3Cter
who is buJI imert:Sling :I.lld fun to play. Too often players lx'CIJllle obsl.'SSl.-d with
"J;lJ()(i" stalS. As I\·c already melllion~-d, some player.; prefer to ~dlc-Jt~ and
fudg... the dice rolls in their favor in order to obtain a more dl'Sirable char>lcll'r.
These rule-benders do nOI lake imo aCCOUlll the spirit of HackMasll'r. They
imnll'(\jatdy givl' up on a char.lCler jf he dO<:$tlt haw a majority of abov...-aver­
age $(lfl'S, Th ... re are ~-Vl'n thoSl.' who fed a dtar.t(\er is hopck'SS ;fh(' does nOI
h'lve at 1C<t5t one abiliry of 17 or higher! Needlcn to say, these: players wOllld
nev"r ((Insider pbying a charaCl..r with an ahility SCO~ of 6 nr 7. Hut the l)c:;St
players realil.<: thai playing a charJctn with some nm-so-goo<1 scores is an oppor­
tunilY for lhern 10 do .'iI'lme rc::tl rnl ..-pJaying. 'nlr'!\(' are the charaners that JIl':
rttnemh"r<:<\ f.... r long..r than lhe spntl<'S.~, onl:-(\ime:nsional heroes creat<:<1 hy
immalUre g.lme:rs wlto f",,1 lh!")' C::m'l rlay" uni'lue hem,

In trulh. Bart's survi....Jbility has a lot less 10 do wilh his ability scorcs th~n

wilh your dcsire 10 role-play him. [f you give up on him, of COUfsc he won't
~urvil'd I-k-ck, hl' might not survive anyway, But if you t:ike an imercst in the
character and role-play him well. then even a charaCfer with the 10w~'St possible
scores on present a fun, challenging, and all·around exciting timl'. Dues he
have a Chal'isma of5? Why? Maybe he has a knack for provoking bar lights.
M"yhe hesturters. Or he I"ighl JUSI be Olle of those guys whn can't ralk with­
out rUlling hi.~ fnor in his mnuth.

His Dt:XlcrilY is a 3? Why? Perhaps he's missing a limb afll'r fighting ofT a
Slurm Wol[ Maybe he JUSt has all inncr ear problem.

The pooiltt iI: don'. bive up. Look at it a.~ ao opportunity to Cfeate a char­
acter unlike anyone else's - om: who could end up teaching you something
about the trut:' nature of Ittroism.
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First ofT, don't confuse I-IOllor with the alignmenl-based code ofhonor rhal
a Paladin or Cavalier must adhere to. lIonor ""t/flr i$ not a judgem..nt of
gOO(\ and evi1.

Individuals of high Honor arc nO!

Chapter I_ Player Character Ability Scores

aCler concentrates more fully on the illusion, weakening iu dTeeliveness.
Polymorphed figures can raise or lower Comeliness by 2 poinls from the orig­
mal, due to subde social elues that arc not visual bur !till perceived. while
Shapechange confers Ihe full Comeliness effcclS of the fmal form.

Generating Starting Honor:

Nme rhal it is impnrtant ro calculale your starting Honor after you've gone
lhrough a few other .<teps fir~a. Sc:c lhe Step hy Step characrer ,rcation proce­
durt in Ap~ndix I firsl. 1\ character's .~r.trIinc Honor is de:t ..rminr:<\ hyaver­
aging the previous 7 abilities. Add all seven abilitia(Str, Dex, lot, Wis, Con,
Chao Com) together and divide by 7. Round to tht ntawa inreger.

Now add your Ilonor Modifier from your Charisma. This giv~'S you your
swring 1101lor. Then (ollsult Table I H to get your additional Building Points
(sec Chaprer4). Your begillning I rOllOr call also be modifil-d by such things as
your Character Clas.< and Chamcter Ibckgroulld (see Chaptl'rs 3 ami 4).

n~"Cenarily good alld those with low
Honor arc not neccs.sarily evil. 1\

,-------------, cruel ryrant may very well posseu
Table IH: high Honor while a goodly knighl.

Beginning Honor Adjustment through unfonunalc eircumsl3lH:cs.
to Building Points lJJi~11l po5.S(:SS a miserJble Honor.

Hanor i.~ moll': a ml."3.~ur<, of th ..
d"..ds accomplishr'd by both th.. indi­
vidual (and somelimcs his blood·
line/clan) as well as those he associates
himself with (his rallY). It is an indi­
cation of such Ihings as success in
comb:l.l/politics, obedience 10 Ihe
parameters of one's character class,
loyalty. [:J..lelll and success. qualities
that can Ix: held by any duraclCr
regardless of alignmem. Adherence
to one's alignment and patron gawd
doc'S fal:\or imo Honor bur it's all a
mailer of context. A dtal1lCler wor­
shippiug an evil gawd l':ln do soml'
preHy nas()' things without il lellect­
ing on hi.< Ilonor.

To hal'e Honor is !o command
rcsp~'et. When one loses Honor. one
loses face. Honor i~ so es~emial to

the hero that it is rl'neCled in his very
countl'nance, People, and even mon­
~ttrs. call sen~l' how mudt Honor a

L --' PC ha~ ju,t by ~taJlding in his pres-
ence. And sometimes (if his Honor

is Ihrough Ihl' rool) they (">In tell jusl by looking al him. So much grdvity is
1)lac~'(\ on individual and group HOllor ill HackMastl'r thaI characters havl'
l><'en known 10 commit ritual suicide when it is deellloo Iheir Honor FaclOl
ha.~ h.,o,..n irrepamhly tmshed.

Honor can also dictale what a charaCler bound ro such a concept will do in
a gin'n silualion. For example. when the men of rhc blue and Ihe gray know­
ingl)' marchl'd across thai 'narrow deadly space' al Ceuy~burg 10 ceflain de~Hh

it was a POillt ofhollor. There was nothing elS!: for such 1IIl'lt of honor 10 do
placed in lhat siUlalion. Leaving the field ofb3tllc in the hands of the enemy
was Ullthinkabk - 50 dll'y fought.

Ch:tpter 5 dc:lls with HOllar in more detail alld how iI's used in the gamt.
II will explain how you Coln earn your 'Honor Oil" and how it's used to do
such Ihings as raise Fractional I\biliry Scores, ;IlTecl the outcome of mortal
combar. etc.

22



Player Character Races
Now dur you have: det:ennined me Ahilily Srora ofyour chancier. it's lime

to mOVl: 10 Ihe neu Slep - ~kctillg Uk: racial stock of your chamaer. This
is one of the most imponam decisions you will make in Ihe crl:<llion proct:S.~.

and tht~foo: it ~hould be done wilh a gr(';l( ItC':lI of ,hought and considel"3don.

NOle th;1Il when we spc:lk of a 'r~' ill Ha(lun~tcr, it has nothing 10 do
with what we in (untcmpor.lry society kllOw of F.lC~. i,e. Eunuian or A(rion.
In H:«:kMam~r, race simply [{"ref'S 10 thl.' (,\nlasy speci~ nf your Ch:l.r:lClcr. In
HacknUlster, there arc many rncC:!\ from which 10 choose.

Each race is difTncnt from the utln:rs lind (ach I'osses.scs sl}C(;;al powc:u and
aLilitil;'S. Each race also has irs own Iimil;llioll_~ as to wha. charactl'r d:ust:S to
choose fmm. Each ncb.! siock a1~ 11.1$ irs own advantages and disadvant:agc:s.
which you mUSI colUidcr. (In gcncr.aJ. hum:lns arc: superior to the otlleN I1iICC:S
for rt',uonJ you will discover:L$ you rt2d un.)

For game purposes. Ih"..., is a limilffi v.uieey of racial uocks from which 10
chno.<r. 'I'll")' are dW3n't':n. c:lven. gnome. gnomdmg. haJf-eh~. haJnilll;.
h.alf-orc. h;alf-ogrt', human and pixie fa.iry. Sume rxiaJ stocks have vananlS
(;also known a.I IUb-rxa) rudJ as grunge df, gnome' tilan. eeL NOIl-hUm:l1l
p1aycr charxtct I1iICCS m: referred to colleclivdy as ·d....... i·h"l1l2n· 11iICr'$.

In tn;Jny CUCI.b~ Sialemenu (stert'Orypc:s) arr mad.. concCTliing the rae"
in S"nec:lt You arr c:c:minly lIOI renrm«1 by melt' generalilfcs. Individua.lilY
is as lmporwll to me grunge df:lS it is 10 his human c.oum"rpan.

For tnmple. the Slalemem dut ~gnome tilans lend to be rude and 00110.·
iow when inebrialed~ may be true of most gnome litans bUI it ce:nOlilily docs
not mean your gnome lilan characler has to follow SOil. The racial desaip­
lions arr merdy Ihumlmail skdchc:s 10 hc:lp )'Ou gel a fed for rhe IXC.'. The
garden.variery gnome lil311 may h.llYe a wdl-dc::servcd ...,putation for being a
'mt:ln drunk' bUI Ihat does nOI mean your I;nomc tit,lll has to !>C.

Iksidt::.'t. if all gnome lilan player ch.llr.llcrcrs were carbon-copy dones of one
anolher, Ihe game would bog down and players would p;w OU\ om: by 011I:
from sheer boredom. Remember - your char.Il:1cr i~ only;lS good ;IS lhe SUln
toral of your inv(:Slmcm of time and (reativc input.

Only ce:rt.in d;w/levd reslrictions and olhcr esrablished paramClel1' of hi~

choSl'n race limit )'Our demi-human eharactcr. Pla)'t"r Char.lClCr dcrni·humans
reprC$Cnr individuals who are the excepLiun r~lh(r Ihan Ihe rule. This gives
you a 101 of latitude for J1~hillg OUI your character. Any given haUling thief

5hould be as much a unique individua.l as any human thiefwould be. So don'l
let the racial dCf,(riplions limit your po&1ibilities.

Ability Score Prerequisites for Deml-humans

lJ"mi-humall! (non-humans) have minimum and maximum mjuircl11cI1I5
for Iheir Ahility Scores. Jf you want to have a demi-human charact"r, 1111.'
AbililY Sco~ of rhe charaCler nUl${ r.1J1 wirhin rhe allowable: range indit'ated
for Ihat race. These arc inilbll'rerequbiru for race-selcction purpo!Cl only.

During game play. the ahilities of your c1laractl'r lIIay risc ~oov(' (or drop
below) the racial requiremelils lined in TaLie 2A, which lim IIII.' IllinihlU!1lS
and maximums for c:lch raec. The Ability Score requirelllclIl for male 1l1em­
bers ofeach race: are listed before: rhc s1uh, Ihc fl'luiremelll for fern~les arc li51­
ed after the slash. (And before you mn 10 whine about female ch~raClers tak·
ing hit! on cen:lin abilirie:s - Don'r! Our figures m: based 01\ meliculous
reo;earch lhal we w",nr 10 gu:al elTon and COP 10 conduct. The numbers arc:
accural" and Sf""'lk for lhemselves. Besides. 1t'11l01 ALWAYS the: female who
IlIkes Ih., hil on an Ability Score.)

Consult Table 2A before ffiwng any r.tCial adjUStments to (he AbililY Scores
ofyour character. If lhe bask KOn:s that you roUcd up meec tile requirt'menrs
for a p.inicubr rxc, your chancrer can be of mar ~. c:ven ifbler Ill0dirlOl­
lions change rhe Abiliry Scores SO they a:t«d the: mu.imwns or don't IIlC'l:t me
minimums. Once you Utwy lhe reqUIrc:menrs at the sran, you never havt 10
worry abour tbem again. Nore thar a pbycr can a1wa)"5 volunta.rily drop an
anrihure 10 meer the mnimum ablhry for a desired Dc:c:. Such poims dropped
~rc simply IOSI.

Any character ca.n be a hUlll~n, if Ihe playcr so desil'(';S. There are lin mini·
mum or maximum restrictions for human chal1ilCters.

Deml-human Ability Adjustments

If you choose to make your charactl'r a demi·humall, you now have: [0
adjusl SIlme of [he Abiliry Scores of your character. Th" adjU5ulIclits arc
lI1and~tory; alt characlers of rhe~e races r<:Ctive them. Even ifadjusrments raise
Ut lower your character's AbililY Scores heyond lhe minimums and IllaXlmUmS
Jhown on Table 2A. yuu do nutl.avc 10 Ilick a new race:. Tile adjusrments can
also raise a score 10 19 or higher ur luwer it tu 2 or lower (except Pixie f-airies).

T.lIblc 2A:
Ability Prerequisites for Deml·human Characters

Ability Ow,", Elf Gnome Gnomf!ling HalH/f Halnlng Half·Orc Half-O,re Pixie Fairy
STR MIF MIF MIF MI' MIF MI' MIF MIF MIF

MIN .. '" •• •• '" ... ." 1""14 1/1
MAX 11m 11111 11115 l1JIS 'Im 11fl~ Ill/I' I".' .....14

DEX

""'" C)/r 7n '" '" •• ,. •• -", 11m
MAX 11118 ."'., Ill/Ia 11111 IIiIS 18111 11/17 11/17 .,M

CON
MIN 11111 In .. '" •• 100lO lllU I""I~ In
MAX 1"1' Ill/IS 18111 18/1' 18/1' 1"'19 I"" 19,., 14/14

INT
",N '" .. ,. In •• •• '" '" ..
MAX 18/1S 11118 18/18 18/11 Ill/II IllII8 11/17 17/11 19119

W"
MIN '" '" '" 3Il 3Il '" 3Il 3Il 3Il
MAX Illill 11111 18111 11/11 18/18 11/16 14/14 Is/IS 1"1'

CH,
MIN m .. '" '" '" '" '" '" ..
MAX '16115 18119 18/18 18118 11/18 11/18 1111'1 HIlI 19119

COM
MIN '" •• '" '" ., ., '" 4- ..
MAX 15/14 IllII9 11/11 11/11 11/1' II/II 1111 I 11111 1'/19

23



Languages

Your l:haracu,;r aUlomalio:alJy knuw) hi~ lI~ti\"c langu;age (i.e. ~ gnome ~UIO­

matially knows how to spc~k gnollli~h). Df'mi-huOlans muSt choose Ih~'SC

languages from among those lisled in Ihc following racial dcscriptioll.~.

I-tul\l:!n PCs g""~r.llly .~Iart (h~ g.1nlc knowiug only their rl'giunallanguage­
the bUlJlUagc they grew up speaking.

Your cbaraclcr en SrMt OUI knowiul;: additinnal Iangung<:'$ bill yOIl 1Il11\[

purch:I'ie thelll by using nuildillg Puinu bee Chapter 7). The maximum nmn­
ber of b.nguaga your ChJr:lCler c.m knnw i~ c1kl:ul:"t! by his [Illdlig~'n~e (s..."C
Table 10).

Yuur
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Table 28:
Demi-human Ability Adjurtmenu
Adjultmenu
+1 Com.Uwdan;.1 Clwi5ma;.1 Cotndones:I
·1 Oaxunty.-I Cof'osowt-. +1~ f.,mn doe"""):
.1 ComeliMu n ..... ,... .... onty~ ·1 Come/iniro", (..... <riy)

ol~c·IWls6om;·I~

"1~ fGnomeTlUM(ltIlp)
oj~ol~~.I~_IWndom:-I Com_
·1 0......«11)': _I SuftlIIh
',e..-.
..I s.r.n,ct<; 0 t Cof'os~-1~ _l~
01 5mfntdI: 01 COIIIlJUNO<'l; _I WOldom; -1~e;
.l~.sCornehII
...~ +2 Oeo:~ 0 11rIc~. 0 1WIsdom., +1 0u01"lUN;
+l~

Ro<.

""'""

rc will ha\'C the opporruOlry 10 learn new languaga ~ lhey pmgr~.

CoM on gi\<e you 1Il0le illrOrmalioll un huw Ihil is done.

Racial Preferences

In addition 10 the: V:t!lOW ;l.nnhuta ofIhe duraCI~r IXI:'!Ii lisI"d in Ihi~ (hap­
r"r, there:lre also «,rrain likes ~l1d du;likn, which mWiT be cOlUidcn::d In scIecl­
lIIt:a neral rypc for your durxl"r. Mcmbers of nt<m races have their O'\'n scu
of plcjudkn and he:n::dilary or Ir.tdlll(:ma.l fttlinf;S loward m"mhc~ nf lhe:
Oth« I'"KC:S. YOllr gnome lilan may 1I0t havc anything winsl Orr;s perJOna.l.
ly, 001 )'Ou an he sun:: mal Ihe a.~ragc Orc is going 10 vicw your gOOIllf' (illln
wirh mmelllpt and disdain. TIll" dalinKJ a character b2.'i wllh lIIembeB or
other ""now nccs " ..II be aff~lcd by stICh rxial pref('ft'llU$, to) some ('1t..lIl.
especially wlien dealing wilh stnnge.rs or anmher rxc and mccling for Ihc
fifSl lime.

SimilOlrly, NPC'..s like hirdings........il SIWf, merchalllS and even monsters may
reaCI diffen::ntly til ""fious DCCl. llle following I"hle i" a gtneml guidI', "hi(h
~hnw~ how rhe various rac~'S rcacI IU each orhcr.

Chapter 2- Playcr Character Races

Deml·human Class Restrictions and Levcl limits

Th~ hUlTUn rue hu one 5pccialabiliry in I-bckMasrcr: Humans ClIn ch~
to be of any dass - fighter. nugic.uscr. cleric. Ihief, efe - :1m! Cln riSl' 10 gre:1I
kvd in any d;w.

The olher ract:5 tuve f.'"" .."r chni~ when ir comes 10 charolCler c1assn and
they an:: Wiwlly limlled In the kwllhq> can :1II3in. l'htosc- rrsrriclions rd1«1
t~ natunl trndencia of the races (dwarves cxcd in l~ am nf w:niue ami
md« bul dislike magic. etc_). The limiU' an:: high enough iO a dcmi-hum;l.n
can achiew power and importancc in ill leul one class. A h;l.lAmg. for ttlom­
pic, can become Ihe bc$f Ihidin l~ I,md. (,UI he aonot berome a gn:::rt fighl­
er. The aRis ;lie st;aektd against him in Ihilt ~Id.

M:any pb)'CfS and GMs in the pan 1u\"C lVIpcd :aboUI Ihe llrnlu Imposed on
demi-hum:n\1. They drem I~m Imf:air :and claim !hey dctr.lCl" from Iheir
enjoymenl of Ihe g;lme. Ju. ~uch. many of LhfS(' whincll \'icw Ihe d:us n::Jlnc­
lionlkvd IImil rult:lu 0plinn;l.1 and ch~ 10 disu:prd them.

How nice il would be if we could ALL cherry pick the rul we phy by w
th:u our chamclell arc NEVER put at a disadvanrage or inconvemeneed. Such
chal'3clcn will also NI~VI£R set' a ~nclion(.,j gam,; ur an ufficiallournamcn,;
Ihey are illegal and banntd from phy.

Aclmill~lIy, Ihe r('jjlrictiuns :l.nd limits on demi-humans hayc b~n :mifi­
dally impo1iC(! fnr Ihe sakc of play uahmce. The auilily of humans to assumc
any roll' and rcach any level i~ rheir only true aJY~mage uvcr Iheir ueml­
hum~n coLJlltcrparu. The del\li-hul\l~n r.a~ h3vr Iheir own unique power~

(slKb ;;l$ raciailalenuJabilities) Ihal make Ihem enreruinins In pby ~ ".uticu­
briy thl:" ~bility to Uc multi-classed (see Closmy). Th~ powers balancl:" Ihc:
"njnym"nl of play againSi thl" abililY to rise: in level.

Baidcs Ih~f, HackM:asler clurxters arc likely til be killed offbcfore!.hey
have a chance 10 worry :aboul how high a Ievd they an ~chieve ~n)'W:IY. $(I why
gn your hrc«hcs in a wad?

Table 2C presentS an easy n::f"rcnu 10 lhe: resuiclionsllimirs on l'1lCa, so
thai )VU an sckct Ihe neW Siock of your chaneler based on abililies genel'
aled and with an eye towards what d:w of ad~nrllrer IlK, c::h;ara;:tl:"1 will bco.
Most oolli·hwnan na:li an:: abk 10 work In twO or morc cl:u.seo. ~I the same
lim~ Some gain Abilily Scon:: bonusa u well. bul mosl;are limited:as to how
grc:.al ;a level they may ~nain in a given class.

Numbel'$ indicatc !he nuximum levd amuruble by ;l. ch;l.f3C(er or the IXt

in qlldlion.

~Now appe:arlng In :a race column indicua Ihar tht f:l("e in queniou i)
~uiCII:J rrom c;hoosin~ th~t ~rtjcular character class..

·U" appearlOg in ;l. mct column indiclll':\ Ihar a c1lar'a({er of the r.tcc in
qUClition hu no limlr.U1on:as to how high the char.tcre.r C1n go wilh r~'g<trd 10
level ill the appropriate. class.

Table 2C:

Demi-hunmn Class Restrictions and Level Llmitations l

Racial Stock of Character
Clm Ow>rl " G~ Gnomehng Half·elf Halfling Half"On:: Half"""lffl Pixie Fairy Human

""" " " • , ,. • • S " U

""'" ~ " ~ • ,. • ~ ~ ~ U....... " " " • ,. • U U • U....... ~ ~. ~ ~ ~ U U U ~ U......... " " ~l • ,. • U U • u
e..- ~ " ~ ~ ~ ~ ~ ~ • U

""" ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ U--. " " " • ,. • U U • U.... ~ ~ ~ ~ ~ ~ ~ ~ ~ U..- ~ ~ ~ ~ ~ ~ ~ ~ ~ U..... ~ " ~ ~ " ~ ~ ~ ~ U_.u-
~ " ~ ~ " ~ ~ ~ U U......... U " .,s

~ " ~ ~ ~ ~ U......... ~ " ~ ~ " ~ ~ ~ ~ U- ~ ~ " U ~ ~ ~ ~ U U

""" U " " U U U • ,
" U

A>w"", " " • U " ", U ,
~ U.... ~ ~ ~ ~ U ~ ~ ~ ~ U

J) The~ on the ~hul ~n: ""'...."'" by 2 lor demI..numlnl that .... not multi.c1antd.
1) Thuts oniy.
l) Tht IUl>nc. JIIOIIM uunr. In2)' bee......... ben«v.... Such <hJ~Cle" IIll rennClc<:l to 12th 1M nlIlf<

~J Grvn,. Incl woocI.tvu only. L.... lim'QlIOn 11
5) G_ rJQnl only. IAvtlllmlta.tlon 10.
6) The bloocI male It. n:lIrlCleci fTIItk:-<lSer speclanlL ChltCk w,th your GM for more "'lOrmallOn on rhl> d....
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Table 2D:
Racial Preferences

&sic Accepa.bility of Racial Type

RACE D~rl " Gnome Gnomelinc Hill-ell Haln",J!. Half-on:: Half-oJ!.re P,.,e n ...y Human
Dwo" , A G H N G' H H A N

" A , T T G T A N G' N
0- G T P T T G H H A N

Gnornoohnl G T T P T N A A H N
HIli-eli N , T T P N N A G T
Hlllllni G' G' T G N , N T T N
HIli_On: H A H A A N N A H T
I-blf-~ H N H A A T A N' H N
PhI... Fairy A G' A H G T H H P T
H"~ N N N N T N T N T ,
I, Only with reprd 10 tallfellows and IlOUIS. other hatlllnlJ In: rep~ wlfh tQlennce (T)
2. Only ItOUU I'1'prd dwa~ I1lccepuble. other holllinl" toIcnte d""" (T)
l Only ",llIcllow> n:vrd cl.eo", p>d <""'plny.o'...... ""In,ng< are toJe.n", (T).
~. Drow aM xru"X"~ lie tlO,,, toIennt 01 pilOtl fa,rlelo n other el_. (H)
S. I-Wf-og_ generally don't ee' alonC wah anyon. - 110' _ membeu 01 their own lund.

Dwarves

D",dr.....'!! art: a noble ran' oj" tktlli-hutl\<l.IIs thill d"'dl} dccl' !x-IH.·mh rhe erng­
gy Il\owuains and peaks of Garwec7.t Wurld. In the gre:u NetherDccp rhis
rugged rdce hal; forgl.,] grt:"dl Cilics aud wagt.,] ett'rnal war againsr thl.' f(lreC$ rof
chans and ~-il. MO'ir of rhe grtat ballle.s ag.,irlSl evil in Garw<'C7.t Wurld have
been won hccallSC ofalliance:;,; Der~n 5I.'Ver:l.1 different grllup~ of demi-humans,
which Wl.'rt.'" forgt'tlthrough d....'l\lvcn diplonHllic efforts. ·nll.j'\·e alwa)'$ ha:n th..
fim rn rl'Ctlf;nize such thl?Jts Jnd the first to react. It h:u been said thar all 01
rhe hrief peritKls of peace: in fhe: rc:thm wert: p:l.id for wifh dwarven lJlood.

The dwarves h:l.\"c much in common with the coane ruck Ihe:y chip 3W:l.Y 3t
and the precious gem) they love l(> hoard - hard and unyielding, bur with
much of wl"e henearh III", rugged 5urfacl:. Thl'Y are given to hard work and
care linle for mOSt types of humor. They haven'l the lime for if and thel? is
a1W;tys serious work to Uc dOtll.'. Tht·y ar", Strong, bravt· anrl tenacious. They
are also dl:pendable. Dwarve$ don't make promiscslightly, bm when they do,
fhey make every rca50nable effort to lu..ep lhem. Tht')' expect olhers to li\'l.' up
to rll",ir ag"'l'm",nr.~ as wi'll. Th.,- also havl' long m",mori~s and ar", unforgiv­
ing. To wrong a dw.trf is to make an enemy for life.

Dwarves enjoy beer, ale, mcad and evcn monger drink. Their chief love.
however, i} prl.'Cious mel;tl, particularly gold. They prill.' g<:lllS, ofcoursc, C$pc­
dally diamonds and opaque gelllS (l':Xct:pt purls, which they abhor). From
Iheir point of view. everylhing pl?cious dutlicsUcncafh the ~urfa(e belongs to

tlwlll. In fatl, they resent fhe meddlesoltle arte'llpl.~ of or her race!> ro exrmcr
and nline from the earth whar is rightfully theirs.

Most olher mces ~o:c dwarves.1$ a gre"dy, .~lL1bhorn. t;n,mpy folk. -n,.,- view
them ~ difficult, If nor impossible, ro ger aJong wirh. Men and dves in par­
lieul ... r find il difi!cull to understand why dw'~rvcs prefl:r the d;lltlI1nCSl' ofcaves
and mines 10 Ihl' brightness of an open glade.

I~r rJ,,,ir part, dwarve; hal'l' lillll: pafil'nct for ml'n and oth"r shonsiglul'd
mccs (since man's concerns seem so perty when Sl'(:n from a dwarv<n perspec­
tive). TI,ere is a feeling among dWlIHl'$ that men art' norhing 1110r" rhan a
bunch of bumbling idiots who insisl on breeding like mbbits. ovcr·
huming/farming the Iaml amlwho arc never s:uislied ullk'Ss lhtirt' eonqUl.'r
ing every hill or gbdl' rh"y Sl'e. Nl'Verthd~ss.dwarv~ .t1~o ue Illen as worlhy
allies who shine in times of trouble.

Dwarves .1150 tend (0 look upon elVC5 wirh disdain, who Ihey fccJ are nor
~riotU-rninde:d the w.ty thry should l.>c. They sec e1vl'!! as wasling their long
liv($ pursuing paStimes Ihar are downright silly .1ml frivolou.~. Howl'ver,.1s
prcvlously memioned, dwarves have been known ro band rogerher Wilh bUlh
men aud elves in li!tlcs of cri~b, atld long-Ierm tmdt' agrt'ClIIl."ltS .1IlJ .1l1iallc~

ar" common.

DwarvC) have n'l ltli~cd fa:ling.~ ahow the evil raC"'; rhar dwell brlow
ground and in rhe NetherDccp. however. They ha\'C an inrcnse harrccl of
011,':11, Goblins. <.'Vii giallls ;ttld dlOW. TIIC dire crt"~wn') 01 Ihe NerherD~p

often f"ar dwarves. and for good reason - the short. Stout dwarves arc urelcss
enemies of t'Vii and c!laos and :m' nOI shy about pf<:sslllg llll' ;ttl ...ek whcn
encountered. Until eirher rhe dwarves or fhl'ir foes ar... dcluoy...d. if iSlhl' goal
of rhe dwaNl:n ~cc 10 wage conSrant and hiller w~r againsl Iheir enemies
under file tant.. It is a slubooll1 fight (0 tilt' finish.

The standard dwar..en sub·r:l.ces art:: hill. mountain. deep. gully and gr.lY.
Ynu may specifY:l dwarv"n sub-rac/': for yuur charao...r. (Your GM h:u mort
mformarion on dw.tTVeS in Ihe: Haddop.:di:l. of Br:tSIS. which he: call shal? wilh

2S

P: Indl<ltel rhlt the rice III_rilly preferred. and dellinll wkll 1M ",e",!>eo 01 the ra<e
wlll be rO!flenCilaccon!lnl1)l

N: lhows thallhe nce;, ,houcht of netl, ... II)I, a',hou&h oome ,u\pkion will be "";den<ed.
G: mc>.n, t1u, con.ld,.,...ble pdwill ,"""t!l tDw:lrdo ,lie nce.
A: me.ou< ,ha, the race I. gree'ed w,th ~n"p"thy.

T: ,nd,atO!S that the r.l<e il ..ewe<! w,th tolerance :u>d &.nenll~ ICcepuble. ~ no, Io.ed.
H: ,oken, alUOf'lI h.llred for the rice In question.

you as nt'C(led). All rhe dwarv"n sllh·rac"-,, JO\'e the eanh anti dislike rbe se:a,
(i:xcept for Ihcso-caJled -SaJry Owarvcsn

- a cbn of dlV:tNCS who adapted 10

a lifl' of pirdl'y and ll.'rroriled the Giuge for Ill;t"y ycars. A f,·w 01 d"irnutn­
ber can srill be found.) Thdr shon, srocky builds make them ill-~uited for rid·
ing horses or Other large 1II0U!ll~ (aJthougil punil'S I)lCSt'nt no dimeulry), w
they l"nrl to h.c;l Irin" duhious and wary of thl'Sl' c~alllrl'S.

Dwarves rypically dwdl in hilly or IIlnllnrainous regions, They plefer Jife in
Ihe comfoning gloom :tnd solidity Ihal is found underground. They arc shan.
slocky feHow). e:l.sily identified by Iheir si"£C ~nd }hapc. TIley avet'lll;e 4 to 4
112 frer r;lli. They ha\"" ruddy ch""k~, hrighll.')'e$, :tnd dark hair. 111eir skin
is rypic.1Hy deep rom or light brown. Their hair is usually black. gr:l.Y. or brown,
and wow long, though '101 long l.'llough 10 impair vision in allY way. Thc:y
favor lonl; ~ards and mlmach~, 100. Dwarves, oolh maJe and female, vallIe
Iheir hcards highJy and lend ro groom rhern \"ery carefully. DWJrven dOlhing
tends 10 be simpJI' ;llld funcrion;ll. l:'.:lnh ron~ ;lre prefe:rrl.'<l. [)W;\lVen clorh

Dwarves At a Glance:
The Upside

R.adal Bonu~e",

• InfnvtllOll. Dwa...... an "" 60 f",1II th. dark
• $m... throw bonul on 1IVtt1".~ (SMTlbIe 2E)
• Snfnl throw boroUI saVl! vs. polron (See TJbl<l 2E)
· .1 on IO<hiu vs Ora. half.on:s. GobIin•. lnd HobJobIins"
· otru.Troll<. otN: MJ..R1,\tl:tnu.andn...", wff"r .. -4 to hi, dw.,,,,,,"

Initial Languages:
Common, cIwltrf. gnome:. znomelirl£. &obI,n. kobold. ore-

T~I"nU:

• Cetee.lIratHt or'!of'" ,n pIJ"it 1.5 on Id6
• DeteCl. new wnntllpal1l(e COflltroetlon I·S on leM
• De1ect ,1Idinll,lIiftinl_lI. or rooms 1-4 on 1<16
• Detect <lon"work tr:lp<. pIt>. and dl»dbll, I·] on Id6
• Delllml..... appro"'mJle depth underground 1-] OIl Id6

Allowable Clasl.l:
Clerk. t1ghte<. btroer1<tr. knlcht errlnt, battle milt. thltf.alllSlln (Leoel I'\!ltrlctionl

Ippl)l. See Tlble 2C)
Allowable Multl·Clls..,..,

RgIn.../.u<""ln. derkJ:ll.",..ln. flglner'I<k>,k Of fig!ller'/thief

Attribute Modili"n:
Dwarves p,n/luffer the followlnl bonu.e.slptNluts: • I Conlllwoon:.1 Ch.lrilntl:
·1 Come),ntll

Bulldlnl Potnc BonUI: 10
AddltlonalTalenUWllieh 1'1...,. b(lf'un;haJO:d:

Ac<JtII Ale<u"",,. "'",bid".t,,:>........Wtll Ob>er••tion. AM Ilonuo. Illlnd ficl>UnI. Il<ewIn&­
CIo-l. 10 "'- E.trth.COIllllrudon/Helllh Ilonus.Cro1;bow 1lMuI,~.. Sldn, o-c. E-Al.
0.,•• 1'oסioo. Oet""""'" Ap. Oow"""" Sllboloty.~. £v.Iu>.'e Gem•. up"n
Homer. Hit PoInt llonuI. IIhn10n It",,, !'b<c Ilonuo. Meld lmo S«>ne, M..... Senot..
P.dc e.on.... ItItt"tltKe. ShorI. S-.-d 80r , Siblon:tl Empathy, SileO. Sen.... Stealth. Slone
Tdl.Tou<hcd byYtwpin-.WvfwTvncr llonuI

The Downside
Owar-oe> ""'cr • lll% <han<c ""~ """Y dmo they ...., any ......,.. It=> ....................

armor. Ihoeld•• and (~tIIe <haracte< ~. !hoe/) ktm. thlt du(llielte~ obiIIlIeI T1III
penal" _ not apply If II... clll<x,...... loo,'" n""" or I <len< U""l a de..., ,,.,~

80"'" lor ....., v•. >pcI1I II "". ~ 0.. dw>rYCfI <ha....,« <hooIeo .... IlK""", • boule "'"Ie.
.. Thol advan.... I, 10.. ~ "'" chanetel' .hooIe. to lMIcom. • blotde~
-n.c "",nbC< 01~I dw>rf "", Inrn II limiIed by hi< In,eUlt""ce (.....Table ID) or by <he
Budd;", f'olnl1ltnln",C he devol.. to b"fJlf'!l.
-TIle ",len..TOII<hittl by yurpWl. is f,e.. Dw>,_ choo>"'ItIIe loo<tht mop d... MUST Ilk. 1;hI....,
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i~ wov("n from sueh materials as the (oa,sc hair of the mounUlin gO,II, flax
acquired from various hardy highland gr:Jss~ and wool. (Such doth is con­
sidered very rough :Illd uneomformble III the fQuch by many other races. cspe­
tially men and c1ws.)

Dwarves usually wear one or more ilicce~ of jewelry. though IhClie items arc
usually not of any great V3lue nor vcry oHenla,ious. Though dW;Hv~'S v;.lue
gems and precious me[als, they consider it in bad l35te (and unwise) to flaunt
wl'alth - it only invites trouble from oilIer.;. Female dwarvlos often braid
small gollj or sikcr ringle.s and o;:lIQrful wrnppillgs into their hair and bcallts.
In many dwarven eullUrt:S the female must keep her Ixard br:lided and rolled
up (coik-d) d~ly along lhe jaw line - Only 'Icning her beard down' for her
husband or lx:lrothed).

Dw:trv~ generally live lor 350 years and although they an: ~l11aJl in staturc.
they hal'e been hlcs.""d wilh numerous special abilirie.~ lhal help them 10 thril'e
in [heir rugged, underground lil'Cli. They arc nored for being pmicubrly resis­
tant to ma~ic and poisons. Bec-Juse dwarvC$ are a Sturdy race. lhey add une 10
their initial ConSliwlion scorcs. 1[owcvcr, bOOlUSC lhey arc" solita,'y people.
lcnding tOlV"Jrd distrusl of oUlsidas and aliter raet>.S, lhey subtraci one from
lheir initial Charisma §cores and one from lheir ComdinCSli.

,\ characrcr of fhc dwarven r:tee can be clcric, I1ghrer. berserker, knight
errJnt, oaule ll1a.l\e, thief. or assassin. He l....n also chouS!: 10 lJc a fighter/assas.
sin, dtritla.~sassin, fighter/cleric or fighter/thief.

Dwarvcs have found i[ u§cful [0 k-artl [II... languagl'$ of many of their :tHil'S
and cnemic&. [n addition to their own bnguas~, dwarve~ Of[Cl1 sp~ak lhe lan­
guages of gnomes, gnumding~, ~ublin~, kubolds, orcs. and lhe common
Hlngue, which is Frequently u:;c:d in tmde negotiations with other flU;CS. The
aClual number of languages is limitoo by the Inl<~lIi~ence of th~ player charac­
ter bee Table 1D) ur by the building pointshr:lining he dcvofes ro bnguagc&.

Dwarves arc cour:tgoous, [enaciOlls fighters who are ill disposed toward
ma.l\ie. They nl....er usc magical spells nor tl1lin lIS magic-user.;, unless UllY are
··louched by Yur(;'lin' the dW:lrven gawd of honor. (See Yurgain in lhe
HackMaster. Gawds and Dcmigawds supplcmclll). Such 'Iouchoo' DW:lrves
l:lCk the non-magical nature uf their fellow dwarves (SCI: b<:low) and arc able ro
become baltic mages. Only 5% of Dwarves arc.so touched. Player rhar.tctcr
dW2fVcn baltic mages are assurnoo to come from :unong this numher. The
pritt for choosing the OIreer path of u:mle mage is hi~ for Lhe dwarf howev­
er - he loses the hontl.I~~ tlI s.we vs. magic (.11:0: below) as well as the bonuses
he enjoys when mackin.!: Orcs or being :mackcd by Ogres and the likc.

F•A
I
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Dwarves can also lx"Collle derics and us... till' ~vells of that d35s.

BCl.... U$C of their non.lI1:tgil';;ll nature, dwarvl'S rl"Ceive a lwnus to saving
lhrow.~ :1g.1iMl att.lck~ fmm magical wand.~, Slaves, r(llls. :Jml spells. This
bontlS is tl for every 3112 poinls ofConstirtllion scorc. Thus, forcxample,
if a dwarf has a Constillltiun scure of 7 he gains 12 on these saving throws.
Thde bonuSl'.'t are summaril.cd on 'Iahle 2E.

Similarly, dw~rv~~ hal'e exceplional rcsi_~tancc to lO~ic subSlances. All dwar·
ven characlers make saving rhrowl againsl poison with the same bonuses thaI
Ih~y gCI ag:tinsl magk:tl allacks (sec Tallie.' 2El.

A dwarfs non-magil1l1nature C'Jn abo l"llUSC proUlems when he Ifies 10 use
a magical item. [n faCl, if a dwarf IIses a m~giOJI ilCm thaI is nOI specifically
cre:ued fur his class, lhere i~ a 20% chance lhe ilem will malfunClion. For
ex~mplc, if ~ (Iwarven fightcr uses a lIag of Iloiding - wllkh can be used by
any class, nOt JUSt I1ghters - each rime thc dwarf uses it thcrc is a 20% chance
that the bag dOCli nUl work r----------------,
properly. This ch~nccof mal- Table 2E:
function applies [0 rods. Constitution SaYing Throw Bonuses
s[aves, walld~, rings, amultts,

. I . I I Constitution Score Saving Throw Bonus
pOllOnS, lorns, Jewe san, 4.6 "I
lI1iscdlancou~ magic. 7.10 .02
llowever, dwar\'t:j; h"\'e 11.1) .0)
learned to maSler ccrtain 14.17 -4
typt.os of magiclll items b=Ju~ 18.20 -s
of their military nalllre. 21-24 "6
TheK objc<:ts _ spt.~ifiC'JlIy 15 +7
weapons, .Ihidlls, "rmor, L --'

gauntlets and girdles - :1«:: nor subjeCl to magical malfunction whcn used bY:l
dwarf of any class. This pl'nalty dOl.os nUl apply to dwarven deries usiflg cler­
ic items or In dwarven balrle nmges u~ing magic-user items.

This check is m~dc e:tch time a dwarf ll~ a magical ilcm. A malfunClion
affects only the curren! usc~ Ihc item may work properly the ncxt time. For
devkes thai are cOlllinually in opl'r.ttion, the check i~ lI1ade the first lime the
device is IIsM during an eOCOUlller. If lhe check is pas.~e<i, the dl'Vice fll[l('1;ons
normally unlil il is mrncd olT. Thus. a dwarf would havc to check upon don­
ning a Robl: of Blending but would nOt dll"Ck again \llllil he had taken Ihe
robe 01T ana then put it on ag.1i[1. If a cursed item malfunctions, lhe charac­
ter rl'{;ognizl"S its CUIRY ll:tture and l"':ln dispo~e of the item.
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The Races of HackMaster:

I. Human. Male

2. Dwarf, Male

3. Grel, Male

4. Human, Male

S, Dwarf, Male

6, Elf, Male

1. Gnome, Male

8. Halfling, Male

9. Pixie Fairy, Male

10. Haltling, Female

II. Half-ore, Male

12. Human, Unconscious

13. Dwarf, Female

14. Human, Male

I S. Human, Cowering

16, Half-elf, Male

27

17. Dwarf, Male

I 8. Gnomeling. Male

19. Gnome Titan, Male

20, Half-ogre, Male

21. Drow, Male

22. Dwarf, Male

23. Pixie Fairy, Female

24. Human, Female

1
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Ha.lnlngs At a Glance:
The Upside

Radal Bonuses:
· Ponlble Inlrwhlon: IS'" 01 ha~;n,~ ha..., nQrmal infl';lYi.1on (60·100' n"l:e)

Fallin, tho.. 2SX ~e I~nited inf,...,i""'" (30·100. nnge)
Olherwi..... h>lfl,ngs ha~ nor",,"1 y,sIon

, ~1IlI: throw bonus on G_es >'S. !N,iC (See Table 21;)
• $a'llnJ <hrow bonus on 1.""'1 >'S. pollon (See Table 21;)
, S</rpI'lle Sonul. OPpooe!Its suller a -1 penalt)'to their SUfJltUe die! roll~. II ,ke

h,lflIn, mU~1 open • door or ,creen to ..",dc. ,hi. p."..,I,y i. ~c"d '0_1.
Ini.ial lang"ages:

Common. h>1fl,ng. dwarf. elf. gnome, gnomehng. goblin. ao<l orc*
Talents:

, + I bon", to altllck rolls when "lin. <hrown _apon~ and IlIn"
, If stoYt or partlilly S,out blood. cha~er can detect ~ a P""te I~"n up or down

"..d" with 75% acc"racy
• II no". or partially "ou, blood. characu~r ""n de,errnine dlr&<ion ,,,,If me "me

Allow:o.bl" Cl....""":
Cleric. druld,l,glner ~rbanan. l>en;urker km!:ht erran.. <hiel.SGSltnS (lItu" only).

(L.....Ir..~lCdons apply. See Table 2e.)
Allowable Multl.Clanes:

FI,hltr/thlel
Attribute Modifiers:

I'blflin~ gain/.uKer ,he lollawi"l: bonu,Mlpen:l"Je~. ~I Dex.eri'y.. 1Stren.!:lh
Building Point Bon"" It
AdditionalTalentsWhich May be Purchued:

Acutt Alertness. Amb+cltxtrO<ls. Astute Observallon. Ilat.nc" Bonu~. Blind F"h.ing.
Brewin,. Dauer Bonu" Dwlc< Evil. hJ"'r1 Hal:l':lI:r. Hide. Opport"nis.. ReaCtion
B.ooo•. Sil>lin, Emp>.hy. Sixth ~""T.un.

The Downside
HaJllin" ... higilly y~l~ in lite ~la_e m>oi<t..

·The number oIlan,uile~ I hiHHn, can learn 11 IImh:ed by his In,ellige""e(.eeTabie I0) or
by <he &ildin, Poin .....,.. lnin' he "",,"0'''' W la"l:u.ges.

faih to gain lhi~' ability. there is a 25% chance ,hac Ile can has limited
infr:wision, which m~ans h~ can set' in ,he dark OUt 10 30 feet. Such
ha1l1ing ehar:lCfCrs arc of mixed lineage. of ei,her nouthallfdluw parentage
or SIOUflhairfOOI blood.

Silllilarly, halflings with any SlOtllish blood c.1n nOll: if a pa.......'£" j_~:1n up or
down gnde with 75% aC(uncy (roll a I, 2, or 3 on Id4), They on derermine
direction half the limc (roll a I. 2, or 3 011 IdG). These abililies func;tion only
wh..n the c;har:1c;1er j.~ concentr:lling nn ,he desired informacion ro lhe exclu·
sion of all dse. and only if lhe charac,er is pure or partially SWUI.

Ha1l1ing charactcrs h:l\'c a penal!)' of -I lO their initially generamJ Strength
:;cores, and tllt'y gain a l)(llIuS of .1 to Dexterity,

Till' namlard hallling sub·races arc hairfOOt. SWol, lallfdlow amI thllg.

Hairfc;er are rhe mos, COlllmon 'ypc, bUI for player charaCter.;. allY of Ihe
thre.: is acetproblc,

Hairloot Haltlings

The mOSI common 11.Ilfiing, luirfce, prefer rural scldngs, They are a
practical people, and tlll're ue many bakers, millers, farmers alltl innkeep­
ers in their ~dety. Averaging 3' tall, hairfeel are stockier than lheir cOttsil}!
are, Their complexions run fronl pale peach to ruddy u) dark urown, and
11,,:it eyl'$ arc usually black or dark brown. Their hair c;an 1M: hloncl, Ismwn,
rcd. bl3ek, and shadcs in berween - though wi,h few excepdon5 it is curly.
Hairfeel arc di~tillguished ftom od1l'r hal flings by dlt'ir lack of facbl hair,
Mos, h3irf~e, 3rt' I.lwfull;Md, ,hough pby!'r charaCien can be of any align.
ment. Hairfeet live abou, 100 years.

Stout Halflings

SWU15 arc 1101 as common as hairfccl, aud tcnd '0 bl' Stronger. S(OlilS I1Stl~

:Illy li,'e ap:trl fmlll human soci~lits, choosing in&tead (0 live ncar dW;lfVes,
There may Ix: some dwaryen ulood somewhere ill Lhe SWUIS' :tncil·1\t p:tSI,
Ruddy in complexion, Sl(luts vividly blush when plea~o or embarrn....'i/:O.
Their hair tends to be light, and their eyes usually arc blue, gray. or green,
Tiley favor pr.rc,il'ltl. sturdy dodll~, such as wdl·eurl-d kalhl'r, They ate tht
mm, indu5lrioU5 of all halflings, and art' evtl\ comforlablt :tround bodies of
wa,er and ooals. Most stou,s arc lawful good. though playel'S can choose any
alignm~n\ for their ch:lmCl"r~.

All sioms are able 10 see up III GO fee, in the (brk. Thty are: also able '0
d~lecl lht following:

U"lecl grade or slope in passage 1·5 on IdG

• Detect "n.'\:lf" walts, c~aing, and floors 1·7 on IdlO

3S

Chapter 2- Player Character Races

Determine apl,roximalc deplh undergroun<l 1-4 on Id6

Deterrnim' :'Pl'ro~iruale direction underground 1·) on 1,16

Because smuts arc so friendly wilh dwuvl'S, Ihey suITer a -I pcn;llty on reae·
tion rolls frolll elves. StQlll halnlngs usually live abom 140 ytars.

Tallfellow Haltlings

'111C5e halHings arc lhe talltst and &limmesl of ,heir kind, averaging a lillie
over 4' tall. Their favorite Itx:ale is tempelllte woodlands. 1\5 such. Ihry of,en
Ii,'c llearer 10 elves than humans. Th..y usually w..ar Ih.. ir hair long, sometimes
covered with small caps. Moreover, ,hey tend (0 wcar dOlhin! of greens and
tans W hdl' Ihem blellli itllo th.· woods. TallleJlows m:tke CJtcei ent carp<"lller.l,
,md ,hey oflen IiVi' in spacious aboVi'ground wooden houses. When ,h~,. nl...-d
10 'I'lIvd, laUfellowli prefer riding sll1alll'onics 10 walking. Mos, tallrcllow, arc
Iawrlll 801v1, bUl pbyer cI,,,raCl<:rs c.,n he of any alignment. Tallfellows uSlLal­
Iy live 3boUl 180 years,

'EIHfellnwli can delecl secret doors on a one·in,sIx chance (mil a I on IriG).
Because of their close lics with dVlOS. tallfdlows suflcr a ~2 reaCl;QlI roll penal­
ly vs. dw:l"'cs.

Thug Halflings

11".'.&1': halflings are the misllts, ,he bo,rom ntng ofhal fling society, Tlley:m
halflings who for one re:iliU1l or anodu:r have lUrn.-d Iheir backs on horing
hal fling society :tnd become thi"v~, Thu£; halflings' appearallct: can vary
greatly bcC:lIlse Ihey can be of any of the halfling liub-r.lces, but they usually
drt:S5 in Ir,-;uhcr annor, Ihe hallmark or alllhi~~.

TllCy hang ou, in small billlds, hiding Out in the d~r ftlr",,-, and gullits
n..ar nlajor Il'lIde mUles where they can prey on the weak.

Thug halOing, £'" a +2 10 De~lerity inslead oftile normal + I other halfiings
receive. They also receive. a -I penalty lO Wisdom I,,:cause of dleir lack ofedu­
l"lltion and discil'line.

11lug halOings' lives revoh'e around s'l'ltling. In f:'1ct. generations of thu£;
halfling.s have h~n :11 the head or several of GarweC7.e Wurld's maior thievcs'
guilds, Thugs generally live less than 80 years. 'l1tis is due, in brg(' part, W

their lLo~ious persollal hilb"s.

Thugs arc tlte only halllillgs who llllL Ve bct~rkc:rs or assassin~.

Half·Orc

Orcs are f..cund and crO$&breed with virtually every humanoid and demi­
human species cxcep, dves. The mongrd off,pring of Orcs and thcsl' o,her
species are knowlI by nOli-orcs as half·nrcs (nrc., hav<, rar more unple,lS.tn'
names for chem), Orc.goblins. Ore-hobgoblins, and Orc-humans arc the
mOSt COll1mon, Mon half-ol'CS ICnd to favor the orcish ',rain h..:tvily, allll
as .'uch ar~ for all praClical purposes Orcs, although 10% or thesc offspring
can itlSl abou, pa$S as brulish humans. These arc treated as humans with
Ir,-vels inSlead of I Ii, Dice. llnlf-orc play"r ch:tmeters are always parI of ,he
mos,-human IU%.

Half-Orcs At a Glance:
The Uplilde

Racial Bonu1<!s:
'InlnYllioll H.II.~~ can tee 60 leI": In the dark

lnltiallan."a.,,",
Co,",""", on:, dw~rl, goblin, hobgobhn, and ogre'

Talentt:
, Acti"", Sen.e of Smtll
'Aclltt Tastt

Allowable Cla"et:
elelic, IIgh.er, barb-,n.n, beuerker. knighr err:trl.. thief. a<",..in (Level remk<ions

apply. See Table lC)
Allowable M"lti·Cla.set:

Foght... (.... be"........ycfOOC. flgh... (or berserker)1thiel,
fl~ter (or benerb!r)Jllll1lln

Attribute Modifiers:
H.II.~~ f11n/,utrnr ,he following bon"<eS!p~""lti",, +1 Strength:

+1 Consti'u'k>n:·2 Ch:lriYlu,.] Comehne"
BulldlnX Point Bom..: 9
AdditlonalTalenU Which May be Purchased:

Acu,e Alertnus,AmbidextrOus,Altllck Sonul. Band FlgI'ldn" Damqe Bonul. [}en.e
Skln, Endurance. Mace BonOM, Siblin, Empa.hy

The Down$lde
, In human ao<lllatlling ~oc,euu.llalf..,rcl I""" a-2 ~cuon roll pen. It)'.

In clwarven. el..n 1nd ,nomlsh socltties, lIt"l' SUlltr a -.ol rtactlon roll penalt)',

• The number of Iangu.ges I h:lIf-orc On le.arn I~ IImlU!<l by h" l",eUlgence (.ee T.ble 10)
or by <he Bu11d1"l: PomWlnlnlng he d<wo,es '0 languagus,
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TIle product$ of human and orcish parenlS. these p~riahs arc generally unwel­

corn~' whcr~.....er Ihey go. TIlcir ~kin rAnges from peach to ulive to dl.'(;p t~n. and
their hair Gill be blond. red. brown, black, grAy. or any shade in lx-twwn.

Half-ura c:ln Ix: memhers of the following c1a.tSCS; cleric, fighler. h:lrbari:lJl,
lx.-rn:rker. kniglu err.uu. thid: a£sassin. They can he mulli-chssed in The fol­
lowing daw:s, lighter (or lx.-T:icrker)/deric, figJlter (ur b<:rn:rker)/thief. fighlCr
(or Iwr~rker)/:L"-~:I...~in. I [alf-ora can bc of any alignm(·nl. They alsu have
infravision, enabling them to ~ up to (iO' disr.tot in the dark.

I lalf-ores Gm chooS\.' frOI11 the lo!lowing language~; ('ummon, orc. dW:trf.
gohlin, hobgohlin. amI ogrc.

In human and halflirrg sucietil'S, half-urcs sufTer a -2 rl~Clion roll penalry.
In dwmvcn. dvcn and gnomish sodetil'S, they sulll'r a whupping -4 reaetiun
roll penahy.

Doth human and are cultures distrust half-ures because rhey remind
them of The other's racial ~tuck. Half-urcs adw,nee in arc culture by fhunr­
ing their ~llperior abiliry and bullying tht, others. III human culture. half­
orcs h:lve a few options. They CJn :Isrociate with pc<)ple who don'l car('
aboul appearance and like lhcm for lheir brule strength and sramina (i.e.,
a{ll'cnturers looking for an easier ride Through the dungeon). Half-orcs can
~Iso beat the living lar OUI uf any dung-head that snuh.~ him. looks at him
[unny. o! ('wn IUl'CIS his gate. Tire lattcr ml·thud can gCt you inlU mlllblc
wirh rhe lown guard, so ie's beSt IU do that wlu:n yuu're planning to Il'ave
town anyway. Most tend IOwar<1 neUlraliry with .~Iighr I.1w(,,1 and cviltcn­
dencit.~. but lawful good half-orcs are nOl unknown. Some halr-orc.~ have
split frum buth cullures 10 furm their own SOCiCTies in remore area,l. These
half-orcs worship thl·il' own gawd~ and (like mO~l hcrmits) :m: extremely
~u~picious of Strangers.

As a half-ore cha~Clcr, you need 10 hr:lce yourself for rihbing aboul your
looks. paremage and rung un the evolutiunary ladder. You don't nl'Cd rn rake
Ihar .,;rap. You're a half-orc. man! Orcs only live 10 Ix: limy ur su. su live ra~1

and hard. I( romc<)nc picks On you, kick his IlOClh in. Ifhes lougher, wait 'til
he's hurr. [flhey Olllnuml~ryou, wail amI C"t all their thmats from c:lr to C;lr
in their sleep. Once you realize lhe world has it Out for )'OU, yo" were de.,lr a
losing hand and you've gOt nothing 10 lose. your play will greatly imprnvt.
Orcr arc vicious. As a half-ore yuu should I~ sdcClh'cJy vicinus.

Half-Ogre

Thl' rl'it~Ol11e half-ugre is a hybrid. uffspring of one ogre and one human
pitrerll. They TlllIge in height frorrr 7 to 8 fCl·t and weigh frum 315 to 425
pnunck ~kin ronts ar,d hair color_ Vllry, but thl' 11l0~t {Urt1J1101l shildl'S of ~kill

for hJlf-ogres are brown. gray, hlack or dull yellnw. The ~kin may havc a sligh!
gmy-green Tim. TecTh and nails ;Ire aIW.l)'S orang... Mosl haJf-ngr~~ have
human-like lTes. Ihuugh ahOlll one in five have lhe whirl' pupils common 10

Ogtl'S. Tirey emit a nutiel'able body odur, which is not as SHong as lhal of a
full-blooded Ogr(·.

Half-oglcs Gln be a cleric. fighrer, barbarian, berserker. knighl drJlll. thier.
a£s:win. HlIlf-u~rcs an be of IIny alignmenT.

Bc(ausc of their tremendous size, hair-ogre; gain ..2 to rheir Strength ~n(1

..2 10 Their ConsTirution. They arc large (realUreS, and sufTer more damage
frum many lypl'S of Wl"JpunS. However. because of Their unanTacrive appear­
ance and OOdy odor, thl'y suffl'r -.'J Charisma and -5 Curm:line!>'i. !kc:tUSf,: o(
their childhond. hal(-ogro have poorly dcveloplxl minds (-2 10 lmelligl'ncc
and -I 10 Wisdom). Ogres rJise children with a '~I'<:cil;c bias ~gain,~t h",in_
work. A half-ogre raised in human lands will have had a bias placed upon him;
lllJled big. ugly and dumb, re~rdlCSli of potential his confIdence (and
Qlarisllla) drop, as dOl"$ hi~ learning. Luckily. wh<:n the poor half-ogre final­
ly rnu:hcs onc of the little humilllS he usually Lreak~ lhe br.l1·s collar bune.
renmr Of !iHllle other imporr;lnf pia:e of analomy.

I /;Ilf-ogrl'i spl:ak wrnmun (mure clearly and unimpcd<:d Than tme Ogres).
nwid1. orci~h. rroH. (I(JIle giant. and one other (usually human) language.
Hair-ogres posSC§l; infrJvi_~ion OUI to 30 feer. Their .sense ofslllcil is OClu:r than
an Ogre'!, bur it falls shorl of a IlUman's ahility.

I lalf-ogres sufTer a -2 penalty to their Juack rolls agilinst dwarves Jnd -4
,Igainsl gnom~. sine.. Iho~ .~mall", races are ~o skille<\ m bauling bigger folk.

I lair-ogres J"lVC no society or their own. If tlll'y live with Ogres. they arc
lhe quick-thinkin~ mel\1llc<:r.~ of rhe lribe. ('vcr on their 1{)('S (() prow them­
selves wOrThr, bUI (Onslanlly gelling slapllc<:d around and ailltsetl as rums. Ifa
half-ogre is reared in ~ human community. he learns 10 !iI'C wilh su_~picion and
fear, lind uflen turns 10 a miliTary or solifary occupation. He will likely hal'e
II gfC'~t irlft.liorilY complex and an eJllng disorder. developed and honed dur­
ing ad<llr:sccncc.
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Sl:lrling Hir Dic., Me <lnuhled:\I I.~I le"",l. progrl'-,,-~ing nnrmally at 2nd level
and abuve.

Half-ogres arc exrremely aggressive. gaining a t 1 to their Jttack bonus...~ and
damage rulls with one type uf melee weapon. [n addiTion. their inherent
louglll1cs.~ grarll,~ half-ogres il .. I I"'nus to saving rhrows vs. poi:;on.

I-Jalf-ngn:s have a nmur.ll Armor CbS) of 8. If the charactl'r Wl'~r~ armur
Ihat wnuld improve his AC 10 bener lhan 8, this has no ..fTeel. If Ihl." ChMJC­
ler wears ~rm()r that gi\'C) him an AC uf8 ur WUTSe, he gets a .. I 10 his Armor
CI.I5S.

Sec half-orc.~ f.... mher tip.! On playing social rejC<::ls and misfits.

Half.Ogres At a Glance:
The Upside

Rulli Bon"s...,
• InflTo'illon with ~ lO' I'VI'"
• H31f·OJrfl rece~ 3 t I to uvln, throwl nTlu. fIOlson
- Sl'In;ln, Hit Dice 3f'<l600blcd II 1st level

Inlll,,1 ....n,""I"S:
Com"""" ogre. ore. trOIt. ""',,, giant,.n<! ,noll·

TolenU,
, + t Oluclt 3nd ~m~e bonIl, wall one m..l.... Wllllpon
, Dense SkIn
, Tout!' Hide

Allow"bl" Cl~ues:

Cleric, flglu...... 1>3,1>3 .....", be""ric"•. ~nigb, ernn,. ,hief........in (t\!Vl!1 ~'ln~onj

3ppl~. See T~ble IC.)
AlIowlble Muld_Cla..e"

~"'
Attribute Modifoers:

H,lf'OJ'espinisuff<:r the followin, bonu<esJpen3~iel' +2 Stren(th: +1 Constlwrlon;
·1 Wi<dom. -2 In."ru~"n<:" •• l Chon,,,,";.S C<:Il""I;nes.

Building Point Bonus: 8
Addilion~IT;>.lenu Which May be P",chued:

ActNe Senle of Smell.Amhidexuou•• Blind FlghunJ. [);,,,,"&e Bonus. Endu~nce.
M3ce Bonus. SIblIIll Emplthy

The Downside
• H.lf.ogre qu.lify", l:Jrgc <T..... ures .nd ,"ff". more d,,,,,,,!,, Imm m.n~ we.pon•.
• C....uln .moller r:lees ""Joy eornb.:l. bo"u,e, .X:""" lull·"xr",.
• ·2 p<ln.lity 10 >tuck ,0U, agamu d......-...s.
, -'I penaity 10 0lW:~ rolls ","not I"""'e•.
- Their .rmor Ind other ,Irb COlts 100% tNt of humlnl.

• The numbe.- of I.nguog",. h>If-.ogre co" teJ",,, limlf~ b~ hi. In."Uigenc" (.e" T.bl" rOJ
or by the BuIlding Pomult~ln.rl,g he deYores to lo"guo,ge•.

Humans

Unlik.. the real world, humans in IlaekMasrcr an: treared as a single ran·.
Th:Il's nUt to say all humans arc the same, A hU0l3n charaeler CJn be
CaUC-Asian, AfriC'drl-Aml:ricllll, Asian. Hoosier. ell.'. It'~ really up tU yuu. There
a... no specif1c rul~~ when it cnmes rn human mcial variants. 'Thar's b<.'Causc

Humans At a Glance:
The Upside

R;>.cial Bon".o"
• Can rIll to any Ie..t 1<1 cho,oo cb".
, C~n choose .ny ellan.«er ,,,"".

Initial Lionguages:
Comn"",.h"""n~

Talents:
MUll be purcllased

AII_lIble Clu....:

"'"Allow;>.ble Muttl·Clanu:
None. Hum.n. mil' only du.l·eliS!

Attribute Madmen:
H"mon, a,. the norm alld rece,.e no modin.... for 3fffibur.el.

Blinding POinl Bonus.: 10
AddldonalTalenu Which May to. PUrChUlld:

Acroballc: Skill Suite. Acute A1ermell. Ambldextrou•. Mtu,e Ob.e......tlon. Al""k
Ronus,6abncll BonuI.Bllnd Flthtlnt. ~tKt Secret Doon.Endursnce. Experience
flonu>. Gn.c" Under Pres,ur<:. Hi, Poin, Bonu•. K~en SI,ht, L~IS SI~ep,

Opporrunr.t. Phototr:lphic Memory, Re<i":Il,,:e. Seelun,. G,.",pin,o: H,nd•. S<bhnl\
Empothy. S,xlh Sclnll.Tough HI<i8

The Downside
N<mo

'The number of LUlguog",. human """ leam t, liml.ed by hl1 In.elllgence (<l",T,1>Ic (0) or
by the BUIldIng Po,nWlfJlnrng hll dllYOte> to ,,"n,g...geo.
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ALL humans share the same special ability. Th~y l-:.ln choo~~ ;my dlara(lcr
d:us and ri~e {U :lny level in lUI)' d;l.~~.

Compared wilh memhers of orher r:l(::c:.~, hununs :lrc much more !JQ(.iilblc
:lnd lolerant of tho~e unlike IheJ1l~lvc:s (cxcepl. ofcoum', during Ih~·pre-lc:cn

formalive YC'i1r) when IIlty IllcrcilC$sly and m~licinu~ly pUlllmtl each OlhNS'
q;0'\ illlo nmhing). Humans arc willing 10 advenlllre wiTh JUSt aboul anyom:.
of any raec. if il funltcrs th~ir aims. This includes "highfallllin·· dvcs, Ixl­
ligcr~m dwarvl."lo or even cantankerous gnOlllC$.

Humans are also the mon flcxihle and adapl:I.bl~ of lhe raet':>, driven by ~

dwp Lurio~ilY aoom lhe world arQund them. There is an almnsr innal'" driv'"
Ih~[ movCS men lO e"plore Iheir surroundings with an eye on expanding :l.Od
exerting their IOfluence and comro!.

This conSlanl wanderlust brings humans imo almost con~t:ull confliel with
members of mher races. 11 al~o accounts for lhe d~eply held haired lhal lhe
member:5 of lIlany races Irav~ fOI humans.

Howcver, in spire nf rheir knack for making elwmics, humans SI."('1ll well
l"quipPI:d {U deal with this ploblem. Ikcause of rhrir almnSI limidl'S.( ahililics
unrr:<rriClecl by the .~horrcomings of Othu races, humans are adepl al esult­
lishing bases of power ~nd ~ccomp1ishinlllhin~ of which members of Other
races only dr~am. They also multiply likt tllbbit~ ~nd sl're:l{llh('mSf'k..~ lih fI

manif~"St pl~gll~ across thl' land•.

EkC2U.l~ humans ar~ th~· )'ltrdstick by whkl. Ihl' Olhcr f:1nm.y !':lCo; :1<., com­
I"'~<l rhey rc:<:ei"" no modifius or special skills.

Pixie Fairies

(;"rw""'.l: Wurld i.~ home 10 many mysterious r:lees, bur none is more m~g­

il;al ~nd mYSlcriou.< th"n lh" hybrid pixie fJiry. With strong ret delicate and
lx·~U1iful wing..(. lhc.(C tiny crealUr"",, rtaching only ont or ",,'0 feet tall. Oil
aboul the glades and SlInny past It"::. nf the laO/I. This race is the result of cross
breeding betW~'<:1l pixies and fairit'S, [hough no one is quite Sit... how this hap­
pen~d. Whatever tht' reasoll, the R'Suh has bcrll Ihe crealion of a lundSOllle
.Ipt(:ies. Pixie fairics have skin 1Il1lC'i v~lying from SIlOW while 10 m~llve lO

orang~ and eolorfulmagic-imbuing tattoos dl'Corating Iheir bodies.

Thc.<:r frail c...atures have btaUliful, shimmering, inscct-like wings, which
resemhle Ihrn;e of lite: dragonfly. Two pairs of wings grace each side of ,heir
11Ildit'S. Primary wing.( a... larger, and a~ on tOP of tht s((:ondary wings. Pixie
faidt'S usc lheir prim~ry wings lO g"in lift and propulsion. The s((:ondary,
smaller wings help pixie fairil$ Illaneuver. TIlt'lr wings come in :l variety of
hues, but mosr ~re briglllly 1'010....1, with an iridescent sh""n.

Human children sometimes S:ly lhar if YCIU Sl"C th~ glilllm~r uf a pixie fairy's
wings in the moonlight, :lnd if you wish upon rhar fairy. your wish will come
trlle. This i~. nf (ours<', a compl"'te crock so don't W:!ste your time.

The fuce of a pillie fairy h:l!i I>IllOe of me angular qualili~'S of the e1vcs wich
some fealllI'CS resc:mbling small human children. ~ue!l u large, innocent-look­
ing eyes and pouring lips. Thl')' posseu- twO alllennae. which ~prout upward
fmm the inner edge of ellher eyebrow. The female of the spc:cia has sli);!ltly
larger anlennae. This is the easiest way for a rrained observer (0 distinguish
the sex of a pixie fairy, since they :lppc:lr andmgynous; lacking any Olher ph}'~­

ical feature that would indk:ue their gender.

Pix.ie fairil'S don't have individual lct1h, I'luhc-r lhey ha\'e twO cresc"nl-shJpo:d
hony-ridges which span t11~· upper and low~·r jaw as would rows of trelh.

Due to lheir incredibly high melabolisms, pixic fairies havc a vcr)' shOT! life
span g/."llt'rally only len to fifteen ye~rs. However. Ihe:re is some good news.
Wh~lI a f'lterit' dil'S, ifhe is nOl raised wilhill tWO w",,\c.(. he i~ reincarnat",d Id4
months from his date of death and comes back as a pixie miry. Pixie fairits
~mc'l;e from the womb at aboUt 1/4 Ihe si"le (If ~ full adult. They reach full
~i:«" il; about 3 1II0nth~' and have idelilkal Ability Scores of Iheir former incar­
nalion including b'e], prolici~ncil'S, lalcllts and hit pointS. Howcver, Ihey
automalically mUSI roll for a minor quirk Oil Table 6F :md rill')' lack ALL ~kills

Ihey had previou~ly wirh thc exception of the Pi"ie Fairy language.

Gradu"lIy, lhree monrhs afrer Iheir re-binh, Ihe pixie f;airy begins 10 regain
full awareness of hi~ former self. Each day after the 3 monlh mark he can
attempl IQ make a skill du:ck for nne (I) of the skills h... formerly held al a
.10% modifier to Ihe die roll. If he i~ stlect:S.~ful he has rcg:lint:d Lhal skill.
TIlt.' next day he ~"ltn roUto Set' ifhe r~t.airrs anOlherskill and '0 on. If lheskill
dtl'C~' f.ul~ he has lost all memory of Ihal skill and musl terrain (incurring th"
normal f~a and trilining time) ifllc wishes 10 rq;ailllh~1 skill. In 'pite of chi~

aUloma,ic reinc'ilfnation feillu .... of their race, a pixie fairy Clln only be RaiSC(l,
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Reincarnaled Ill' Resurr",t.,d a number of limes equal to his inilial
Con~lillllion score jusl like an)' olher Ch:U:leler.

Pixie fuiries usually choose their birth lIlo1hCl'~ bdorl' dying (if po~sibl..).
M:lking such arrang~menlS i~ very ~criou~ businl'Ss and u~ually rake plac!" a5
pat! of Pixie Mcel (sec Pillie Ml't:t below). A pi"ie fairy who ha~ made arrange­
nlencs with a birth mother prior to dying regains 100% of his f<,,>n11er Honor.
If ~uch :.tn arral1);Clll~·nt hasn'c bc~'n madl'. Ihe pillie fairy 1ll1l51 rcetkulate his
11I.'ginnin); honor using the rull'S ill ChaplCrl.

BecalW' of Ihdr Illtlabolism and the fa" Ih"f fhey arc magiC'JI cre;,rtur~'S

th ... ir susten:lIlee requirements differ from other races. Pi"i~ fairia actually
feed on erranl magical energics (the residual energia k.ft u.:hind by Itlilgi(:l]
spells. llems, elc.) which tend 10 accumulate in certain nrc plams and in'iet:l~.

For this fCasOn pillie fairil'S must p:l.y 3 timl"S the normal COSIS for daily pfnvi.
.lions rhal OIher charJCll'rs pay. Although they caL a tllllch low..... quamily of
food as compared to rheir larger counterparu. their di~'t is so sclenive and
rcslriclive fhat rhey incur a greater eOSl for acquiring such provision~.

I IOlVcver. a pixie fairy is able til forage enough fuuJ to Sllscain itself in ~ny
environmenT where plam and ill~t:Ct lill.- arc plentiful withoul ~ny checks and
withotlt any COSI (although thi~ tah'S 4-8 hours PCI day).

Pixi" flirieo<;' high 1ll~labolimts allow lhem co heal an CXtr.l hil poinl 1)I.·r d;,ry
mort chan ocher c...alures wilh the s,11l\e COIUlitlltion.

Pillie fairies arc never )urpri~ed by 011.("1 living crC.lIUre( due to chl' tele­
patlti, impulses picked up hy lheir ~ntennae .1n1I ...nhancal with the Emphkrin
Tribal Taltoo. In addilion, any inlelligellt creature thaI associafcs wilh an mdl­
vidual!,ixic fliry for al 1c.,St twO w.,.,ks hecomes telepalhically linked wirh lhe
pixic f:1...rie. Pt'l¥In~ IIIlL' linked who remain within a lll' r:lIlgc of their pixi~

fail)' coho" will g.-rin the ability of never heingsurprised.

Pixie fairies can ltIrn invisihle once per day for J duration of one lUrn per
level of c"llI.'riencc. Howewr, lhey can ONLY HIII1 invisible hy flying. If
fCStrained. cnnfllled til a ti!o\llt ~pale, elL., no invi~ibility is ros)ihle. They Cltl
wear armor (which mUSl be lailur~-d to fit at grc'JI (osc) bur doing ..... rn:lkes it
impouible to fly. Pixie f:liry armur docs 1101 prol<X"t tht· eXIKl:>cd wing~. Many
dedicated pix.ie fairy warriors have had their WiligS CUI nIT Sl) Ihey C:1Il wear
armor mure efTeuivdy. Such CTt'1lturl") rdy 011 butlerfly or moch moultl.~ and
C'Jn pursue ch~ cawl;l''' charaefCr c1~ss if they chonse.

PiKie Fairies At a Glance:
The Upside

Rub.1 BonUS/!I:
- Fly ~I 18" pIl!r round
- Can use GI~n, MQ<h.nd Buuerf!y moun..
• ••1 bonu.1CI hi. in moun'ed ~omb,n or IlyirIt COI1lb>.
• He>l 'n ex"'" N. pol". per <by

· N~ <ufllrl-.ed
, Te!l!'p>thk: Iwk,ng
•Wh.... I h,'1' d,,,, "- IS re,ncam~ted w,thin I~ month.
, MI)' c~n ~ F~1l!rie I'lIanlOfn IpIl!lI ooce per dIy
, AI fifth~ <her ml)' QlI. Minor Sphen:o 01 Perturn.u,m ~I CHlCe per day

tnltl.1 ....n,u.'e"'
Cornm'l<', e1.i<h,I'1OfI'i>h. bu..erlly. bird. pO"tI IIi"""

Talenu:
•Tllm ,,,,,,,ible O<I<e pe-r d.)<

Allowabl/! CI~JI/!s:

Cloerlc,lIJII.er, benl:ri<er. avooller. knlJl>. cr~n •. -..:iC·II<"r.llIlI.oo"l<L Of' <hoe!
(\.eYe1 ,"'tr;ctlon. "PPIJ. See T~b'" 2el

Allowable Muld·CI....o",,:
f'iW tefllfUl:'C·uolll'

AUrlbottl Moditi/!rs:
• I Intelli.....e. ~ IW,ldom. ~1 Dexlerity:-6 Strefl(th:.2 Chlrn.ma: +) Corneline>'

8ultdlnl Polne Bonus: I~

AddlclonalT.lenti Which H.y b" Pun::h••ed:
Acn>b;o,k Skill Sui.e. Aw." Alert"""_ AmbldutrOU<. NIUtll Ob._uon. A,~ck

Bonu<. Blind Fightlnl, herie Kind M.>r{J;l1 Arts, Flutter. Hot PO"'t Bonul.~n SIth\,
Ma«i< Bonuo

The Downside
, Pllflll! hlrle. moll ~ J tim",'he llI' value lor Ihclr <biIJ lood ''''lul,em""", unle!;.

titer !once lor 'IIdr food
• Thll!)' t-e • yery !.l>c>r. 1,le .~n - re<'e~11)' onl)' len to fmeen yean
· Pix", hilla <100" ~t the tweflty hi, point.kicker oWr Chll'lClers receive ~I ~".

~I.lnnud they fftelve only I 10 htl polnl k1c~,
'They 11.0 only let hlK the hil polnf3 rolJed lor ""ch __I ("",""eel up)

~The number 01 un3''''R''' ~ pi_Ie birr em lea,,, I. hml..,d by h" ImeHIJ:8Ilce (see Tabte 10)
or by the Buoldlng Pohu......... inrng he devol.. to language.
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procas, magical hcm~ C'Jn he made from the curecl ~kiulle3Ihcr.

ThlJ iJ something Crds and Olh.. r r.Jces have discol'Cred am! uflen
lake ;tdvanrage of. t\ rair of Shewkrin Gloyes makes the perfect
glfl for Ihal t:lnger-Iype p"'l"$On in yilUr life. An.!" t3rtrwll:d pixie
fairy :trm makes all cxcdlelll wand.

Oblaining T~IlUOS: Tattoos may be: pun:h:u.ed with 81's dur­
jng the characler crC':l.eion I'rocl.'SS (ill which case only lulf tl.e
tOlal CON penalry is sulTCTI.-d (round up). OlllClwiso: any 6th
leyel pixie birr can apply uibitl lattoos to himsclf, OIlier pixie
f.,irics or even gld, if compdled Ihrough force or dm.... t ofbodi·
Iy h~rm - ~'er voluntarily. Spcci~1 inks m'I.~1 be used. ThO('
can be prepared by any piIie fail)' but rcqui", lhe :I.\hcs from a
~lIliI.lcd lream's rem:lim: and ehe: bk.od of;<n Aarnt 110..011.
Olher laflOO mk formuw. can he, concocted. hm its up ro Ill("
GM 10 decide tf Ihe mixlU"" wolks. 1nc:rcforc, yOlI IU\'e your­
sdf open for a I'Oy.lII hose-job from Ihe sct=n-mnnkcy, so don't
ny 10 gellhe Tre;uuJA:arnt formub unless }'Ou'r" R:l.ily daprr.lle.
A Gorc:cuptne quill mUM be used itS Ihe n«d.Iing.itgcm_

Woodland Thrall

AI firth leyel. a pixie fairy may call a woodland ("mlure tU blUJme iu
ehT:lIJ once per week. 111e summoned ('fe<lture seryt."S the pixit'" f:lliry fur IJ20
rla)·s am! lhen r('turns co the wild. While in til ... piIie fail)"s sc:n'ice. the
woodlal11l rhlOll! nl~ any cOlllmand (to the limils of it~ ~bililit"S) tht'" pl~ie

fJiry !jives it - including gi\ing it~ life. r"()r ('"(arnpl\:, a rixie fairy with a
squirrel u a thr.Jll LOulrl order the squirrel 10 leap i'IlO the face of ~ lII:1.gic·
user «uting a lil)('1[ and rhe ,quirrel would dn il (""'en .hough ir would cel
t.:unly mean hl~ deaTh onr.e rhr magic<llscr recO\"l.'n from the surprise). Your
GM has the def:l.llJ on rhrall-summoning.

Pixie Dust

lW:r.U5l' I.ixi(' l"airio literally oou wilh magic, whrn their
~I dri~ on theil skil' it flakes orr in sm;,ill ditIlJruf[·lilu: !!Old.
en panielo known:lli I'ixie DUSI, A fO\'ing ad'TlltUICt pisie f;tiry
gelKrally doesn't produce eflOugh Pixie Dust to h,1\'1' ~ny 11:,,1

value or UK. HO"-'tVtr, If" plltK- faIry s1~ and grooms himsdfin Ihe j,;lom­

area on a rollllnc ~Ili (liuch h In a age), it will xcumuuI.. enough I'ix~ DU5t
10 make halYt:litlng and g;;llhcnnc II of $DnW' valu.. [0 an}'Orlr "il1inG 10 sp"nd
Ihe IIIl1C KraplOg il up and $ClImC i..

BP COST'
S
S,
10
S
o
10
10

"10

""""·1 CON
-I CON
·1 CON
-I CON
.1 CON

o
-2 CON
.1 CON
·1 CON
·1 CON

loation
Uppo.."",
'-""".......,
"" .~
""~...............,
-"""L.oww Ann (bo<h l & R)

"-"""

Table 2F:
Pixie Fairy Tribill Tattoos

Effects •
• 1!'C. o.pln.. :all~ .rQdu
• 1!'C.~I :all milMle ~tw:'"

~I wClwlsm>""""'......
Oetacl EviP"""'

~en lMn& o-arure­
., wAi Sr;n

., to Hot Poinu (per Ie¥el)
~] to SnflIIh
•• too-..
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~ Ill' CDsl. P\oI, bory dwx-.. DII """ Iluildinc I'oonu dunoIc die ~nctet" craOon process to pUrdlU'

~~ TntoOS purdwed -" IluiIdinc I'oonu rcsuk in only sen; olIN: .oaf ComoruOon
pwIalIy (1'OUIIded ..,~ pIKe.

.. eo- -2 to" MlXb ......................
- Wi:w1cs lib tIM spell 01 tIM _ -.
- n.. _ o.lrw to pixie bwIn and ,;-u- m- ~th;e ability.whoch ,..- "*" .......-............
"""'"~ .... wtlo lUI pwe bones on! aIowed to lOW! tribII uo.--. Sa! "'" I'd~ b" <kaiIs.
On!, _ QUOO 01 NodI '>'P"'- • .....-.

Type/Name

""""......
y-
T.-
n'"........
"'"""'"""""'""""""" -l....-

Pixie MeetIThe Running:

()ncr rvrry six yun all pixie fairies nlUS( Inake a pilgrillli\ge ofsons back to
the Villitge of the Elden the IndilionitJ founJing yilugclhumeb.ml of their
p.lttit'ul..r d.... (01" week.luuK feliliv-,U. The: ionrnl;)' 10 lhe Mea is a chn­
gntJw. lime fur pWe.- f1.irks bcnme ,;rungc dves take advanrage of the huge
migruwn IU lie in wait and ambush Ihe wok folk (who Ihc:y cat in order to
make me of Iheir l1I:lgical energlt'S).

Thc: festival culminates wilh all the attendees pooling Iheir magic into the
Amber Horde (5« Hacklupo.'dia uf Ik,ua,;: Pixie Fail)'). Aflerwards. all the
pooled m:lgiC'.tl enel'k,Y is returned in tIle furm of ~hal"C$. The amoum of mag­
ical enl·tg,l' l'"lldt pisie fairy );l"lS back is b»cJ un his rol1"eot Honor and level
rd..tiV\.· til Ihe other pisie fitinl'S pMlicip:uinJ:. This procc:sli has no circa on the
ell<tl1lCll'I ill game tertiI). [t iii <t mailer uf tr:tdilion aud paying homage fO the
cbtl. HUWC'o'cr. any pixie f<liry who chooSl:li nOf fO aflend Pixie Mcel suffers all
immooiatc luu of 50% of his Honor for orrcn~ing his f':I.ciallllibal peelS.

Comb.lI: Pixie fairic:!i normally 11..... Wc::lpotl~ sill~1 to their own Siallne.
When u.~itlg such a weaplln, a pixie fairy may alf':l.ck whill.' fIl0Ulllt-J al flO
penalty. I'ixi" f.1iri,,\ ~et a .2 hontl~ to hit in mOUllicti cOllluat or flying cum·
hal. Thry :11<0 recei\'C' 11 ,I bonus on any iou~1 or ch:ugc attacb.

Getting Arnuud: Pixi... fairies gene(;llly h:lVe wings. All pixie f.1irics wirh
winGi are capahle offlying and nl:lY do Ml with a normallltlcnClIlllbt,tcu lllon'"·
mClll rJtC' of 18". Pixie f:liries CUI w:llk :II a f':I.lt' of <\-, SO obyiously th\.")' I'll"
fer to fly. Many pixie f.1iries al<o ririe giane butterfly mounes. A mounted piAie
f:liry em tr:lvd al a (;lIe of 2(;" when mountl.'d UI1 a giam butterfly and 3(;"
wh..n monnlcd on a giant mOth.

Special Abilitiu: All pixie faities have th .. followinG inn~te ahilitic:!i bce:lusc
ofrheir magical natUra:

Firsr leve! - May CUt F.Jerie PI."Olom $pc:J1 nna per rby.
Fifth Lc~'d - May CUt Minor Sphere of l'enurh.uion spell once PC' d~y.

Tribal Tattoo Magle

Pixie F..irlcs" are allowed fO we it lipeeiit! form of m:l£:ic calltd uibal taltoo
magic. Such 1;1II00! JCrve as focal points which allow the piIie fairy to dr:1W
from his own inherem mJg1ca1 energies 10 achieve: pctpe'lualspcll-like ...".ull$.
BccaUK [he l:mOO! dnw fheir power directly from Ihe piIie f~il)' rheft' is ~ sig­
nlflCl.nt dnwbxk.: ex:h UIlOO pcrmitoemly removes ~ poim or o.ore of the
pixie birr's Comtiflllilln.

Pixie.- blry chalX1el"ll nuy tu\'I: as many f;l1I00! U Ihey tuye sIou available
(one [itt100 pcr sloe. six fOlal sIorli). 5101 loclIUol\li arc U follows; forchad (IW(I
slou), upper ann (left), upper ann (ngtu), Iowrr itrm (left), lower:urn (righl).
unain r;moo rypa can only go in a specific slot. Once a lallOO has broen
p1accd if canllOl Ix TeIllO\-ro and rtpl.xed WIth itnolher.

Talfoos do nUl. tnnKC1IJ Ihe ft'inC':trn:llion proceu and :tre Ihtu lost whcn
it pisK f.il)' din.

\r~mi"f: Pixie fitiry lalUXlS mmimK' to funclion when the cturactCt dies.
Thus it is prlSSihk to din :t pixie fairy and, if lhe lallOO isn't danuged in tI.e
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• H.rkM:l.,ter t. a proln,nion d.." and .. "",'ricu.d. Ilqinninl rh.~te... <I"""t rhoose
to be H.rkM:l5ler <I",. ch:tfl<len.

Karnak W:l) emhrdlleJ with Wh:lt he ~":JW. Hi~ imercst pitlued, I.e fulluwed
t1w mage afrcr his performance back to his tent. Hc beggr:<1 the old man to
show him how the tricks were: done. He imisred on knowing the sc:crcr. How
did the old mall m~k.. the town crier disappear and thtu rtappear ill the nude?
To thc mage's surprisr:. hc disc::o\'cRxlthc young Karnack had a mind for things
magic and showed gre:u promise. He rook The yOUlh under his wing and made

After choo~in&your dl:J.r:lCler'.~ r:l.ce lht' next major Sll~r is to select hi~ chnr­

acter class. What's:.J. character d:lSS you ~ay? Well. think of it :u- your dlarac­
ter's chosen profession or cart'er. II's what your Ch3r:tclcr h:l.S devoTed m0.51 of
his lime and energy training :1.1 in the ycnrs ['fiol to cnlt"ring dll' galllc,
Rcmcmlx:r, :IS :l.dvclIlUrcrs, player dl3raclcrs stand om from the rest the world.

They have thaI litde extra something which has equipped them for the life of
:J. hero. l'crh:J.ps it:J. sen_~ of purpose. Or mayhc it:~ JUSt :Ill unsh.lbhlc helicf
th~1 they're going to break aWJy from the hurndnJll1 existence shal("tluy their

peets :lnd do something epic.

For whalever lcaron your I:hamctcr has that extra bit of drive :Ind determi­
nation which has ;l.lIowed him 10 rise up abo~ the I':mk.1 of 1.t:ro-lcveJdom and
obt~in lSI level.

Inddem~lly, ir is ~T rhi.~ junclllre: in your ch~raCfcr's life th~r rhe rwo of yOIl
(player :llld char.tcrer) meet - lhaT momenl where he's !iCt his eye on lhe
future and is aboul 10 strike Olll on his own. I~lll whJt hroughl him 10 lhis
moment of cbriry? Th~ e):rlan~,ions arc numerous. Perhaps his far her was
killed hy a vile rouge-ore and revenge Wal; the catalysl. Or, mayhe, lhe rumors
of a dislanl waf spurred on by a noble cause havc drawn lhc ch~r.l.cler 0111 of
lhe crowd. Whatever the r~l1, it b c..rmin Ii.. ~i>"111 the greater part ofhi~

formarive ycars preparing himself for thc C'lltl by working hard at various
endeavors and readying himself for adulThood and evenrually rhl.'. life of an
adventurer, When you choose a chal'acter elass you arc funhe, defining jus,
who your charac::ter is and how he plans on making his way in rhe world,

leI') lake Karnack the l11agic-ll~r al; an e~all1ple. Now Kanmek didn't just
wake up onc morning, roll oUt of bed and :U1110UnCC, "Eureka! ['m:l magic
user!" Howahsuul, He would have STartcd down such ~ "veer path years
before ,hroug], Clreful Mudy and lI<el'anltiun, III Karn:lc::k's case, he W1lS a
young scrdp of a lad whcn his father {Ook him to the summer festivals in thc
gmnd impcri~1 dry of GorCmOJly.l.

Once rhere, his f.uher lefl him in lhe "1re of a Streel enteflainer while he
raceJ uff tu gamule the family's fortune away at the Blink Dawg fighls. FOf
hours young Karnack sat llIcslllcri'l.ed as a lhird-rale mage performed sim­
ple illusions ~nd p~r1or rricks for rhe nmUSelllelll of the wide eyed children
(efr in his c::are.

Fighter
Group
fight/lf"

Illlrbarll~

Berserbr
C...I;"r

D>rk Itnith.
Knight ...."'nt

M~'

Patadl~

IUn.er

Table 3A:
Character Class Groupings

Magic-User Cleric ThIef
Group Group Group

t1oglc...,er Cleric Th,er
Illulionin Dru,d Illlrd

!belle maie Auuu~

Blood .....e

HackMaster
Clau­

H.dfigt"....
H.ckMagtl
HacKteric

Hlcknul'"
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arrangemelll.~ wilh Karn~ck'~ (1lher to ler rhe boy come work for him for six
monlhs :IS an npprcnrice.

As rhe }'Cars passed. Karnack hit lhe books for hours each day. He struggled
wilh the mcnlal disciplil1('S and wrl'Stkd with conceptS Ihat sIT'dined the lirn­
its of his undersranding. [t was a hard. arduous effort bUI slowly, step by SlCP
he aClJuired rhe skills and huilt rhe found~rion of knowledge and wisdom
rClJuired for him 10 evelllually Icarn rhe secrets of thc areanc. Whcre count­
less other apprentices before him (;Ime up tICking, Karnack proved he had
wl1al it lOok to he a magic-mcT.

As it is for mOSl of the chuaclcr classes in Hack/l.·laslCr. Your characler is
assumed to have cnmplered a grear de.11 of prerequisire rl":1ining and guid~nce

l>cfore l>cginning his adventuring c::arl'Cr. Now, armed wiTh rhat knowledge.
your charaCler feels he has le~rned ~Il he Co1n from his reachers and memors.
Filled with c::onfidcnce Jnd ~cllc::d Wilh pridc, hc fcds he is ready 10 mikc OUI
on hi.~ own ~nd make ~ n~llle for himself.

Character Class Groupings
The characler classes arc divided into five basic groups accordiug to gent'r­

al occupations: fighrcr, magic-usC!, cleric. thiefand Haclu\hslcr. Within each
group arc several sub cI:ISSeS, which represent some type of spteialiZiltioll. All
das5C$ wilhin a group share lhc same c::ombat alld S'dving throw progrcssiolls,
K1Ch charaCTer class wilhin a group has different sJX'ci~1 powers and abilifies
,hat arc available only 10 Iha\ class. Stell player lllun ~dce::t a specific charac­
fer class or subclass. [Note: lk sure to pay allention to mdallimimtiollS and
TC$uicrions whcn choosing a class,]

Figluc::r. magic::-u!iCr. cleric::, and thid are Ihe standard clam:s. TI"y ar~' his­
lori",1 and legendary ~n;herypes Ih~t are: common 10 many difl"rt'nt cultures.
Thus. they are apprOpriale to any son of HackMaster game campaign. The
HackMaster d:llStS are restricted. They call ollly be obtaineJ through game
play (i.e. you cannot c!loose to hecome one. yOIl have to earn it).

Fighter Classes

There are nine suhda5.'ICS of lhe fighrer group: fighter, barh.uian, Oc("S(:rker,
cav:tlier. dark knight, knight erram, monk. paladin and ranger. All arc wdl
rrained in rhe use of \VC:apons aodlor skilled in Ihe martial ans, The following
is a brief thumbnail of t:ach class;

Fighter: The basic figlner is the backbone of any good HackMastcr cam­
paign. He reprcsent~ the individual disciplined in rhe haltle ~m such :IS the
champion, swordsman, wldier and brawler. Fighters live or die by their
knowledge of weapons ~nd \,letia. They can be found whcrever [he clashing
of ~word~ Cllt be hcard, al the frOllt of any [':mlc. cOlill'Sting toe-to·tOt: wilh
monsters and villains or serving:lS a proleCtOr of a small village that pays him
well for hj~ scrviccs. A good fighter n~'l.x1~ to Ix- strong and ht."dhhy ifhe hopl'S
to survive.

Barbarian: The barbarian is ~dep' at the many skills lIecl"SS.lrY for survival
in a bostile, ulIcivililCJ wilJcrnl'S~. Barbariam arc tough and unusually hardy.

Ikrserkcr: The Ix-r~rh'r is it fighll'r whu is wired for oottle rdge. They fight
:IS normal Ftghters but under cert;!in circumslanctj (such as laking large
amounts of dalllage or when dt."dling Ollt lhc sallie 10 oth~'rs) they arc prone to

going hersetk and being Imnsformed into an unsloppable butchering
l11:lChine. Monal combitl is so cngrained in the mind of the bern:rh'r that he
mUSl eng-1ge in it every day or risk losing his status, as well as hit points,
auribulc IX/illts and evell HOllor.



Table lB:
Hit Dice, Spell Ability, and Class levelUmlt
Hit Die H;Utimum II Spell Class level

Type Hit Dite Ability Umit 8P Sanu!

'" • ,- ~~ "'" ,. ,.. 2l (Hlerophant of oh" ublt) "'" • ~ ~. "'"
, 00 - ,

'"
, •• .~

,
'" " ~ - "'"

, ,.. .- "'" • 00 ••• S

" " 00 21 (S.G.o.H.otF,S.W.) "'"
, ,..' - "'" " "... 00"' ".. " ". - ,.. " ,.. - ,.. " ,.. .- ".. " ,.. - •

" " ~- .- "" " 00- - ,
" " ,..- - ,

Spec"l Spec..) -, - NA

""'" ""'" Spec"1 ~~ N_
Special SpecIal Sp","

~"' '"'Sf>e<:iol !1>cciol Special .-. NA
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to magical research. A magic'uscr OHIST rely on knowkdg... ;lI1d wil (Q survive.
Magic.u.<;e,.,.. arr: mr~ly !.~~n adv~nTuring wilhout a relinue nf fighlers and nTen­

al-arm.~.

Magic.uscr: The ba~ic m:lwc-user sTudies alll)'l>CS of magic ~nd learns a

wid... varil·ty uf )pclls. His uroad l"'Jnl;e make!>" him well suited w the dcmand~

of advcnwring.

Ibnle Mage: The balde mage is perhaps Ihe most respected (.md feared)
of magic-U!iers. The name of lhe class says if all. These baIlie-hardened indi­

"iduals focus on a special form of melllal di.'iCiplinc lhal allows lhem to caSt

.~pells in lhe thick of combal with lillie chanCe uf rnj~h:'II ur iUlerrupliun.
ISanle mag~ have accc.<i.~ ro all magk-u......r spells !lUI when it comes hI ballie

.~pells (Iho.«: of the missill: or I:irr:hall varlef)' as well as mOSt ~p<:lIs eilher offen·

sive or defen.~ivc: in nalUre) lhl:)' arc ......COOl'l ro none.

BlouJ Mage: The dc'ldly [,1000.1 mag.... is an optional magic-us<:r spccialist
das~, not det:liled in lhi~ buok. The bluo,J m;lge, ur ucerl/m;mecr. approach.

es and pmctiecs magic in a solllewhat unonl>odux manlle•. InSlead uf dmw·
ing errant magiC11 ellergies from wilhoUl and channeling them, th ... blood

magt. derives his power and GIstS his s!X"lIs by dl';"lwing upon the lir...·en...rgi<'S
nf his nwn body (ann of tbo.'Oe around him). Most magic-uscrs con~ider lhis a

very rt:ck.less and dangerous pmeticl: and blood ma&t:.~ arc shunned 11)' mages
from other schools of lhought.

Illusionisr: The i1lusionl~t is anOther example of ~ magic-user specialist.

The iIlusinni5t spends his srtldics pmcricing illusion and phanmsm magic.

While the fraditional magic-ll.ler (genemli5t) c.ln cast the 5.1nlC spells as lhe

iUusionisl, illusionists excel Sr hcyond a magic-user within their .Ipccialf)'.

This excellence in illusion-type magic bean a COSt. ThL'Y cannot cast quite the

variety of spells lhal other magic-us~ncan. and thL'}' eannol learn spells out­
side of illusory ~pclls as CllSily as a magic-uscr of like intelligence.

Cleric Classes

• Clonal spcoll ~b<hty up 10 4th levIll spcoll•. fim ~ined ~(91h IIMI,
.. D<uHl .pe-llab<lity lIf' '0 ltd leYeI .palll'. fin, glint<l ~f 8th level:~nel m",i'-uler spelllb<lity up fO 2nt!

lwei. flm plne.clll 9th level.
- AI 10th level (11th level with reptd 10 InUllnl) thlevel pin tile Iblll!,), to ruel mi(k-<Jler {and 11111'

.ionis!) "",lis fmm lCl"Oll.
Some of tile .ffKfS of bard <.or,£! reloemble tl'" elf"".... of >pen.,
InformatIOn 00 the H~,kM'SlerCL1.... i. player rewilled.

Class of
Character
CLERIC

DN"
FIGHTER

Barbarian
Be"erl<er
c......l.....
Dark Knli:h'
Knlsht Emnl

Moo'
1':\I.t!ln
R'''ller

MAGlC·USER
8,>.<tlc ""'to
1lIood'"",
IIII1J1onln

THIEf
Ana.S\ln...,

HACK/1ASTER­
Hlodtfi&!ller
HICkN:l,J1
HJ.CKlerlc

Chapter 1- Character Classes

Cavalier: Thc cavalier is a knight in service to some gawd, nnble, OMl:r nr
special cause. Though not ncec.'f5arily nf good alignment. the c.w:llier is us,,- A cleric sees to thl: spiritual neMS of a communif}'. r:lce, nr Incation.

ally of nohte or arislocwie origin. Cleric: -1l1e cleric is a generic cleric (of~ny nl)'lhns) whn tenlls 10 lhe need.~

Dark Knight: The dark knight is the antilhesis orthe pabdin. a cnnniving of a communiI)'. I-Ie i.~ horh prorector ann healer. lie is 110t purdy defensive•
.and d.uludly warrior, a symbol of alltb:ll is wicked anI! wrong in the world. however. When cvilthrcatem. the cleric is wdl5uired rosee!': i. OUl on its nwn
Like the p:lbl!in he is a m:ln of purpose bUl he doesn'tllgln for good -mthn ground and destroy it.

he tirelessly lights against it. r---------------="""":-----------------,
Knigbr Ermnt. Knights ermnt Me glory hounds similar 1(0

cava1ier~ but dl"y owe no all,,~i:TJ1ce to gawds. noblc orders or
spt'Cial causes. Rather they fight for their own personal egos and
for lheir own selfish rcasnns - usually ro exact \'eng""lnce nr to
.o;crde a hcredit':lry grudge againsl .m cuemy. They 'U~ knights
with a ~illgle rnindcJu.,ss. Thuugh technically ofgood ali~nl1ll,:nt

they arc allowr,:d to u.j.C evil means to achieve llJeir aims as long.u
the end result is good.

Monk: Monks an: students who spend lheir livl'S practicing
manial arts of the bod)'. As such, they rely very linle on armor
and weapons and can g:Jin .~peebl :lhiliti ...... rcbtcd to their :lltltne­
ment of mind and spiril.

Paladin: The pabdin is a w:trrior boln and pure. lhc exemplar
of e"crylhitlg good and true. Lik., tilt' lighter, the pal~din is a
mall uf cumbal bm also a man of Honor. The paladin lives for
fhc idt'lt1:; of riglucousncss, justie.... honesty. piety. and chivalry.
He strives to he:l living example of {h~ vinues so lhal others
might Icarll from him as well as gain by his aCtiOIlS.

Ibngcr: The mnger is a warrior ~nd a woodsman. I-I ... is
skilled wilh weapons and is knowledGcahlc in Imcking anI!
woodcmft. The ranger nft,," prol"CtS ann guides l(\sl tnlVders
and hon<::SI Jll:asant-folk. A nlnger [1el:<ls to u.... strong ~nd wisc to

the ways of nature to live a fuHlif.,.

Magic-User Classes

The magie.user slrives 10 be a m.uter of magical energies.
shaping them and casfing {hem as spells. To do so, he sfLJdit5
sll';"lnge longUt5 and olw:ure faeu and d"yOl<::S much of hi.~ lime
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'"'" headir'c ond\IdeIlII"l'~ -.0'" 01 til-.~ IWMd ...., tit' the dlo. In
..,man Is~ proscrilMd lro tM~ 01 me ........

.. Clwvttn S' he.p OMOC~ tM fontbOw 0/' III"l' wapon __ IX III
iIolcd'- n-e 100 poo.>do 01 bod,.~ OMOC lilt dlt huvy uonb_ 0/' pole
...... III uceu; 01100 &<>ld pion ......~~~ swonII

- A thoe( IN)' use • """'" swonI, bn»dIwortL or ~word bul not I bI5ant -.I or a......... ..-
CIericI mls'" be IIlowed diIrer"tno: wupon1 dtpen<Ilrc upon ....... detty.
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,..,..,..,..
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'"'",..,.,,..
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T~blc 3C:
Armor and Weapons Permitted by Class

au",
Character """" ..... -'CUJ\lC .. .. dub, lbl """-.-.-
""'" ..""""'" ...... dIiD,ae-. dMt.

~.KlMIQI".

~~lUlI"
AC>mll .. "" ..--. .. - ""........ "" "" ...,......

"" "" ..
"'" ' ....... .. .. ..
KnocI- frnn< .. - ""' .....-...... -........ - dull. erosmo... daaer.

hand .............
pole .nn. Sf'C'V. 1W1....... "" .~ ""~ ... .... ..,"

MAGIC-USfP. robe1Iprmenl1 - cbu-". O&rt. ltllfl"..""' .... .~ - • .... lhor! $WOI'd. StilII'..... "... -.~ - dIuer. dart, nail'
IlllllJonlit robe1I~'nwent1 - dqaef'. cIIrt, Itllfl"

THICF .nr lip to ,- dub..cr;da'l.
.wd6e<! ~all>lt< <l~ ........d"·

0/' elYftl chillro nWl
A>~"" .."" .~ ....... III"l' lip to duInlnaIl - dub, daaer. dart, jr41Wl.

.u... 1dmlar.1pCW.1d.
bMan:llwuni br<»cI .....:ord.

Iooic •........,j, ItIon -.I

"-'0<."'"-- .. - ............ .. - ...... dart. tIlort -.f.lall'....""" .. .. duIl. ...'--r.1fti(~lOll"........... ...... .. ..

llad<i:ighl"r: The I rackfi~hlel is :I lruc IlIl1Slcr uf Ihc An uf H:I.(:k.
like Ihe ""fSCrkcr, he ('".,In HackFl'Cluy ~nd H~ckLU51 10 bannle :tn
UIl'>IOpp:tbJe bUlchering m<lchinc. Even beller, he C3n beslOW Ihls power
on those who fighl hy hIs side. I..q;t:nd h.3..~ il Ihal ;>rmies hnt: f... llel1
umkr Ihe hanm ofbul II single IlackFig.lucr. Whcrt'll!i f.dlen fij;',hleD h,we
bridges alld rO<Kb n;,ulJ<:d afler Ihem, Ihe f:t.llen H<lekFighler Iw (1IlC$:md

nnions n:uned In his honor.

IIKkMag~ TIle HiKkM~ is <I nl"ll,ic-uscr ....;rh pow'Cn ttl<ll "Wf
lhe irmgifUrion. These: powenul m1gcs h"ve ip«Ul "hilllits such 1!

Impl'O\"Cd simula.l;ling. eh:tin ClSIing, spell finny and spdJ jaclting
Memhel$hip in Ihis plelligious d:t<;s is limiled to the vtty hoi. A m:tgic­
1l5C'f must rim obtain membership in one of the SCOl:I ffUglc $OCIctlCS (i.e.
die Circk of SeqUQIC:ra1 M..glCks. the Bl1ek Hmds ClC.) before Ihey can
CVC1I hope ofhccoming" l·hckM~.

HacKleric;: These diStinguIShed w.trrior-ekrics h;lI"t· been h;u'ldpickcd
by their ?:lImn g:t.....ds 10 promote Ihelr work Oil G"",'«U Wluld.

L.,-_:-::::-:-:_.,-__.,- .,- .,-_.,-_.,- -' Q:trged wiTh winning convertS, huilding Ir:mple<> :lod flgh,ins Ihe t:nC'-
DrUId: The drUid M'tvt'S Ihe au.S( of n:llure lind ncuulIlity; Ihe wildcmcss nllCS of Ihe f:lilh tht HacKleric's joh is among lhl' mOSl Jill1geruus :,inJ !In_

is his cnmnillnity. lie uses his special POW"l"$IO prOlecl it and 10 preKfVe h:tl- rowing 10 be found since he is bound 10 dntw lhe ire of other g~wdl. demons
anCt in lilt w\llld.

• TIlt HlOCkMllt&l' Cbu.s a PfOI_.oon..da.. and .,. rclukle<l. A cNI""'''' "',...
pro'K"l 10 tl>e required Ie I. and meet all pr...equ.1<Iti al wei! u rnake a iU«..iful
·nlled',.,.l befonI ob..1nin,l!Ud)' .. !MI' (Iulft.

Thief Clanes

111'" lhit.f t-an be found Ihroughour Ihe world. whertVC'r IJoffipie 1}1Iher anll
moncy ch:tngC5 h1nds. While m.Jny lhi~d arc moliV;lIed only by;ll desi('t 10

llmall foruml' in IhC' e:lSit'S1 W3Y f'I"\-.sihlc. <;Qnle IhiCVt'$ ha..c noblt· ~im~; Ihcy
use Iheir skills 10 COfrCCI injusticC', spn:~d guud will, or eonlribure 10 Ihe sue­
cm of lUI lId\'ellturinK group.

Thn:f: '10 ~ccomplish his g«tls.. for good Qr ill. Ihe thief is ~ skilled pllfer­
C'r, Cunning. nimbll.'f'IeSS a.nd steallh:II"C hiJ. h111nurb. Whelhcr he lurM his
I;uelll apm:1 innocent p;(55(rmy and wcahhy merdunu or oppr..-ln :tllli
mo!Ulen 11;1 choice for Ihe thief 10 nuke.

Auulin: The assassin is tramed for onc simple- purpose: sldhhy killing of
mdivlduili. Like- 10 Ihid they ~K' skilled in \l:cahh 10Ad nimbkmss bUI focus
mort on the :lfl of <laling lives OVCT sttllling puw:»iol1$.

8m!.: The bud IS 1lso" Ihll':r, bUI wilh a !Wi\!. I lis snenglh is his plc:u:.tnt
md ch:trming pr:rson:tlity. Wilh il lIfld his ..... ilS he mitka his "'"<ly rhrough the
wmld. A b'lld is a talented lIIWiicu.n and ~ w:t.lkmg slorehouse of gossip.....11
taln, and lott"o He learns a link bn about C\eryrhing lhal~hi~ f"alh: he
is :t J:tek-of.lll.tndcs bUI ma.5lcr of none. While m~ny b<ards art KOUlttfll:l),
Ihelr slona and $/lnss a!"C' wdc.nme 31mnSI cverywhclt'. They arc also ~dept al
confldener: g;tme<> ami running ~ms.

HackMaster Classes (Restricted)

TIle ll:tckMa.~leIS ale a sjX"Cial $uiw of d:l)~c~ rCiiCtvcd for Ihose eharaelcn
of incredibly high Honor whu h:,ive pro"en Ihemscll'C5 ","orfhy of the tide
beforc bulh tlie VwUs :lnd fcllow members of lhelr race. These f<::ll.rome ch:lr-

Table 30:
Class Ability Requirements

CharaClcr
CLus '" 0,,, Coo ,., w....... •
"""""" " " " <17--. 17 """""" " " " " """' .... 17 " "'....- " "...... " " " " "....... " • Il

'- Il Il " "-- •
..""'- Il Il Il •-- " • "- " •
""" •
""'" ""'"' •
A>~~ " Il "... Il Il- "HaclcMop9 "HKK~· "HukSw",,' Il " " " "

CN

17
17

17

"
"""""

•
"

"
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fighter
Ability Requirements:

Sueogth 9
Prime Requisite:
S~ncm [pIn 10% ~p bonu~ If

Sir i~ r6 or hish~rl

Hit Dice Type:
dlO .

Allowed Races'

'"Allowed Alignments:
My (10 1001: al <hoserr nCIllI
type ~rlowi itl

Building Point Bonus:
to 8P

Chapter ). Character Classes

and their agellis. To equip the HacKieric for his lIliMiun he hu Ucen UcSlUWloJ
with spfiiaJ ;twe.in~piring p·owers from lhe gawds 1I1em~e!l'C'S.

HackSsassin: Th.. HackS~lSSin i~ powerful hybrid with thief, :Issassin and
munk abilities. Thl')' ufteu abamlull l,heir gi"cn nal11l'S to take un names that
..mOle (car in oth..rs. (Such as lliath Whisper, Death Lurking, Shadow
\'\tarliur, ell.) \'\fhilc die HackFiglttel is a master of dw an of hack, lhc
I-bckssassin is a ma5lCr of SlCalth and quick death,

Notes Regarding Character Class Table] B:

Cbss (If Character is ~d(-e~pbnntory. Mlllri_das..~ have h.:cn omitted, hut
ccrrain facu perraining to them all: given hereafter.

Hit Diel' Type sltow~ the type ufuil.' (0 Ix: tolkoJ by a chanteH:r ofthl' appro­
pri.lle c1;L..... at C'ach levd of e"periC'nce he has gained 50 as to detamine how
many hit poilllS dll.' char.Kter has. Mulli-classl.'d ehar,l(:ters ul.'termiul.' dlcir hll
!lOints a~ follows:

I. Roll the hit dil.' (or dicd ,tppropriate to cadi class die charncter
is professing.

2, TOlal lhc ~Ulll of all dice tolled, and :tdd conSlillltion bonus for
each die rollcd.

3. Divide the tOlal b)' the chamcter's classes {rwn or three), <Irap"
ping f!'>lctions under 112. rounding fmcrions of 112 or greater
ul' In Ihe nnt whoJe nmnher.

4. TIte 1Iuml...:r ueri"eu (quolicl1l) is the numbl'r of hi I !,Qims lhe
multi·classed chamctcr gains With thc risc in that experience
Icvd.

MaximullI Number of Hit Dice .tssun\l"~ lhal lite cltilrllcu:r has no l'aCiill
limitation to prevenr rise COmmenSltr:lle wirh the number of hir dicc. NOle
rlt'll additioJl;11 hir p'JiJlrs ilfl: srill j;o1inoo wirh iLlcre:tsc in levd, C"'c:n rhl)ugl> nl)
additional hit dice can be. in those C.1SCS where Ihcre is no class (or race) k-vel
limit.

Spell Ability simpl)' indiC:llCS wherh.. r or n(ll rhe: chs:; ofChil,."crc:r is ahle In

employ spells.

Class lA:"el Limit tells how high in levels lltc chanKtcr can progress in thl'
class in question. As shown. mosr charaClcr classes do nQI hal'c any upper
limit. although raciill limimrions mighr afTl'(:l nQl1-humill1 or dcmi.human
characters,

Building Point Bonus indie:ttl'S how man)' uuildillJ; paims Ihe dass cun­
IrihulC'S 1<1 IIII' chJt":ICler backgmund process (See Chapter 4: Character
Priors).

Class Ability Score Requirements

Each of the char.tcter c1:t.~~ has minimum scores in VJrious abiliries. A
e!t:mKler mu~t sali~f)' dll"SC minimums 10 Ix: of lhal cla~s. If youl' chanl(ll"'s
scorcs m: tOO IQW for him to bclong to an)' chamelcr class. ask your GM for
"I:nnjs~ion 10 rolisc 0111' Qf lhem IQ tht." minimum rC(luir..'d in orda to qualify
fQr a class or to crcate an entirel), new character. If you desperarely wanl your
character to bdQl1g to II pilrtkulilr class, hw ha"C' SCQrcs rhar lire t/)() low. )'1ll1

should use the Ability Score adjusrment Icchniqucs described in Chapter I to
try to get your character 10 qualify for th.. desired class.

Character Class Descriptions
The complete cltaracter class descriptions Ihat follow give the specific,

detailtxl information you need about eadl class. Thl"SC arc orgalli£l'll aCCQrd­
IIlg to groups. Information that applies IQ the entire group is presenred at thc
Slall of lh~' .section. Each CharaClcr class within the group is rhen ,·xpbincd.

The descriptions usc game t('".IllS th~l m~y be unfamiliar IQ you; man)' Qf
thesc arc explained in this leXt (or you llIay look rhe rcrms up in lhe Clossary).

Ahilir)' Requircmeols: Thc minimum scores in the liSll-a auilities that the
,hal1lCter nllm possc.~~ in oreler 10 choose that panicul.lr character class.

Prime RequiSite: The abilit), score or scam that arc most impofl:ll1t to a
particular class. A fighler must lx· ~lrong and a llIagic-uiiCr must be illtdligl"l1l;
their prime requisitcs, therefore, arc Strength and Inrelligencc. respecrively.
Sume ,har"ClCr da~Sl'S hav('" IllQIC lhall Qlle plim('" rC'<\uisitc. Any characrl'r
who has a score of 16 or more in all his prime rC<']uililCS gains a 10% honus ro
hi~ expcricncc IX'im a\\'luds.
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Hit Dice Type: The type of dic dtl' phYl.'r gCl~ tQ roll each level itS lite clHlr­
aCler ad\':lnccs ro dctcrmine how many new hil poinls he receives.

Allowed Ral't:s: RaCt'S lhal ('I1ll clIOOSl' this particular ehar.lCll'r class. If )'OUr
mcc iso'l lisroo yOll can'r choosc rhis class. (Unlcs.( of course the word 'any'
.Ippear! in this block.)

AlIowcd Alignmenrs: Indicares which alignments the char:cClers of this c1a!j$
c.1n be. Many classes such as the JXlladin or dark knight:lre rcstriclcd tQ a par­
rinlbr alignment(s),

Building I'oint Bonus: HolY many building l)Dinls (BPs) you receive for
sdl'(:ling Ihis c1a'\,~. These: arc added to your starting huilding points (and any
BPs you rccei"l'll fo' )'out race).

I'rogression Tahle: E.lch class has ils own unique progression table with the
following information.

I~perience I'oinu: A nlC'asure of wh:1t !I waraCler has l"arl1tx1 and how h"
has improved his ~kilJ during lhe ((Jurse of his advcnlllr~"$. Chal1lctefS earn
expcrience paims by completing advellturt.'S, acquiring uea:.ure, killing mon­
SIClS and by dQing things specifically relatcd f() {heir clas,l. Chamcrers accu­
nlulate experi<":nce poittls fmm adventll~ to advc,lIlurt. Wh ..n they aCCUJl}lI­
ble t."nQugh, Ihey rise 10 tile nur Ic.:vel of uJ>crience. gllining additional ~hili­

lies and powers. The progression tables for e::tcll dlar.lcter grou!, list lhe tolal,
accumulated expericnce poines needed 10 r<:;lch <:;lch Ievcl.

NQre lhat ad"allceml'lIl i~ 1101 aUlornalic. YQU InUSl ~Ix.·nd Ihe I'('(luired
amotlltl of time and money tr.lilling ueforc rising 10 rill.' nl.'Xl eXI-'l'riellCc level.
YQltr GM will lell yOIl the rcquircmenls for advancement when the time
comes,

Level: A measufC Qf thc charaCler's powcr. A heginning charactcr stam at
ht le"d. '1" advance 10 th~ next level, the character mUSt earn :I n.....luisiL<":
number of u!'Criencc poinl$ ilnd CQmplel~' rhe required rmining. Differenr
charaCler cla.'iSCS improve al differelll r:ucs. Each incrt.-.I5C in level im!'rovcs lhc
characrer's sllrvivahililY and skills.

-ntle: Each l;xpcriencc: b'el has itS own name or title

The Fighter Classes
nle light~'r c1a5Sl'S cnCQmpass the charllc­

ler d:l5Sl'S ofherO<.'S who llIake lheir way in
rhc wQrld primorily by skillot arms: Iighrers.
barbarians, herserkers, cavaliers, dark
knights, knights err:trlt, mQnh, paladins,
and r.lngers. Figlttel"S" are alluwcd to usc any
weapon though ccrrain classes F.l\'or r!'>lining
in ... specific we:lpon(s) or wc:opon I)'pe(.~).

All save lhe monk can WC'llr any lype of
armor. The disaJ""ullagl.' fighlers Ita"l.' is
Ihat rhey :Ire rcmicrcd in lhcir selection of
magical ilems and spdls.

All fightcrs gain thc ability 10 make morc
lhan one mcle.!; !I11:tck per round .15 they rise
in level. ·I"hle 3E .dlOWS how many md..e
11lllleks mOSI ty~ of fighrers ean make per fOund, a~ ... flul<:I;nn of lheir lev·
els. Sec Table 3T for monk ehar.lcters.

The priucipal auriburc of a fightcr is Strenglh. ·Il> bc<:omc a fighter. a d'ar­
acrer mUSI have a minimum Strength score of9. A good Dexteril), rating i~

also useful whcn trying to dodge a frcakin' two-handed-sword being swung at
yOllr h".,d. A figheer who has a Strength score (his prime requisite) of 16 Qr
lIIore g.tlns a 10% bonu$ eo the experic:ncc poinrs he cam.•. Also. high
Slrength gives tlte fighter a heller chance to hit an oppon~'m alld l.'llablcs him
to cause more damagc.

The fiPrter is an expoert in weal"OllS and, ifltc i5 de,"cr. lactics ,tlld ~\I':tll1;)'.

He lives knowing thaI death always lingers ncar. One bad fumule, olle ill­
rimed miss with his bladc could mcan curtains for lhe fighrcr. For thar fC:tSOn
fighter.~ live h.1l'r1and fast. They don't havl" tillle for whiners Qr for lhQSC whQ
dOn'l ~harc Iheir IQVC of a gOQ(J lighl. And lhe)' makc no ~I'0logics for living
by their Sll'ords.

Fighlt."IS can havt." an)' alignmelll: good or !"Vii, Iawful.u chaOtic, Or nculml.
The eonce!'ts of HUllur and glury I1Ic:m morl.' to lighlers limn most. In faCt
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sllch notions drive lhem TO 00 rhings Ih~1 Ihosc nm f.Jmili~r in rhe art <,fhaek
can truly "ndcr.~l.lnd. Figlllcr.~ ~ha~ a hond with OIhers of Iheir profeMioll­
even thoSol' who oprosc lhem. '1l1e w:lrrior lmdhion seems to be llllh'crsal and
il is nUl uncommon fur grt::n warriors 10 look across die banlefield and
exchange bows of respecl before Co;lgaging in mOTlal comba!.

Ali I m;Ulcr of weapon~, dll.· figlller is rhe onLy characler able 10 ha"e weapon
spcci<lliz..1lion and wcaron m<lSrcry. (Sec Chapler 7). \Veapon spcciali7;lrion
enahle.i the figlucr to u~" a panicular W"apCltl willt cxc"ptinnal ~kill, improv­
ing his chancd; 10 hir and CaltSC' glealer el:lmag(" willt rhar wcaron. A fighfn
dlaracter is nut rl"<!uire:d to ~pl-c:iali'tc in a Wl"dIXll1; the dloi;:e is Ill' to the phy-

cr. Hllf it i.~ a grear advantage you should coMider for no OIher character dass,
nm ('ven r,loger nr palaoin, is allowco weapoo spcciali1~11;on .ll1d maslery.

While figlllers Gnnot C'.lSt magiol ~1x:lls, dll'y C'An usc many magical items.
including potion.~, pTOlection scrolls, mO~1 rings, and all forms of enchanled
armor, weapons, and shieJds.

Who:on 3 tightcr alr:lin~ ~hh b-el (~mes a "l.orrl"), he h:L~ a chana: nf
attmcting men-1lt"arms (f(l[]u\+'tls). lliesc solditrs, having heard oj dll: fighttt's
grl~tt ft"~ls. cOllle for the dl:l1lCe III Kilin f~Illc. adventure, and cash. TheY:lrc
lor.u as 10llg as they ~re well 11'C'3ted. successful. and paid wcll. Abusive tn'at­
melll or a di.'I.'1SlrotLS campaign willlikcly lcad to gmmhling, dc:...ertinn, ami po.~

sillly l\\miny. To allraet lite tnen, lhe lighler tnusr havt a C'".l$lle or ~lrol1gltold

Ranger level
'.1

8·14
OS·
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leader (and suggested magl",l items)
5lh·I""..1fight..... pine maol••hteld, battle """ t 2
5lh·level flghtal'. pbre ""'01. sh,eld '1.lpur '1, d..lUer • I
6th.level ~rhtl!f'. pine ",.11 ~ I, lhleld.lpur +t,d,,"er +1.p1us 3rd-le+rel nrht·
er.spllnt m.ll.shleld. Cronbow of Dliunee
7"'_""e1 ~gh'er. plo.e moll "I. shield "I. b",,"" 'word +1. h",,"Y WoIr"""'"
with Horseshoes of Speed
GM'IOption

Elite U",r~

10 mounled kni.hu; In·Iev~1 fighte" wtth f.e~ plote. Ii'l" Inleld. bnee.
bn:>.tdsword. mommg JllIr. ~nd he*"Y W:lr IIol'1e with full b*rding
10 h •..Jeyel elven fl.hu~·rlm:lJk-"'e .. with chain mall.lonsswon:l.1on& bow.
diger
10 Be...erh.,.,.; lnd·level figllu,r" with I"......,. .rmor.•h>cld. b:mJ....e.
b<o.:I.d.word
20 upert arc:he"; Ist·I_1 f,ghlt.rs "'Olh 1\utlded lu"'er :trnlOf.loog bows 0<

eronbowl ('lto htt. or bow lpO<iilliution)
30 Inllon<ry: In.!eoel flghtel'1 with plale 11\311. bod, Iklelo1. Ipeor.1IIort sword
GM's Option (pepJI CWoIlry. e>.Je riders. deml.num,ns.Jlege (rIsl". e.....)

00

91_99

51-75

41-45

u·"
00

11.]0

91·'J'l

76_90

Die ROil
01_50

Table 3G:
Fighter'5 Followers

RoH perc:entJle dice and.tId your Honor d,e on uch of the followmg sub·ubles ofTable 3G;
onee for the le.der of "'e trOOps. ome lor trOOp1.•nd ome f« • bodygu.rd (1Ioolellold
gUlrd1) unil..
Die Roll

CO""
41-75
76·'Xl

Die Roll
01.10

TroopllFoliowers (all om·level)
10 <;;I""lry wan ring n"uL ~"eld. 3 1",c1i"... long ..."M.lund ue; 100 inbntr,
w,'" =I~ ",.il. polurmt • club
20 Infantry w,th ",10m m.a. mornil\l: sur. lund ""e; 60 inf.mry "','" le,ther
armor. pike. short lword
4(1 Infllntry wi'" chain ",.ii. hewy cronbow. lhort sword; 20 Infantry wi'"
eh,ln mall,llgh. ertl..bow. ",lIit:lry Iorl<
10 ov>Iry wnh binded mail. shocld.lollCe, bi.mM sword.....cc; 10 """,,1'1' w,th
""Ie """I, .h,eld, ton"e, km~ .word, ""'''''' 30 o.,l,y w,'" .tudded """her
"IIIor.sh,eId.l:ince.1oflg 'wOM

00 GM's Option (IlMtl.1'WlS. neadhunteN, ",med pusanu.ll<tn-l\e:t>y uY;llry.ecc.)
*Player ..Ieets <)'pl.

AIt:lcks/Round
II"""nd

i/1 rtl.md,
21rotlnd

5f2 rotlndl

Table 3E:
Fighter Melee Attacks per Round

Bartlarian. Dark Knight.
~rscrkl'r, Knighl Errant

Cavalier level Paladin level
I~ 14

&·10 7·1 I
11·15 11-17
16' 18'

FlghIer level,.
7·11
Il-18

".

Al f.n.t level fitlll..... n.,,_ 20 PO"'" ~ IdIO. Th .. '_'''y·p<"n. ·klCker· '" ,,,,,e..cd al
f,m level only.

- FiChle" pin 3 h,p. per level iffer tho 9th.
- 150.000 e~perlence polno per level for ..ell additiol\allevel beyond the 11th.

and si1£.,bk manor Janos around il. Uoth tile tighttr's Ilonor and Fa'lle f.JClors
will innuena: how I11a"y, and what caliber of rolluweO' he \lIlmCI~.

A.t he claims and rules this land, soldiers journey tu his domain, dlere[)y
i"crt:~ing his puwer. Funherrn()re, d,c fighter call t:lX and dcvelup IhCliC:
bnd~. gaining a ~Ieady inCOllle from Ihem. Your GM has inrorlllalion aboul
!}lining aud runninG:l barony.

In ~ddilion to regul"r men-~I-~rlll~. Ihe 9lh-kvd lightcr ~lso altraclS an elite
bodyguard (his "hou~ehold guards"). t\!though rhes(" soldiers arc still merce­
naries, Ihey h~,'c greater loyall)' 10 their Lord than do conlmon soldiers. In
relurn, th~y ~xpect bttter trtatmcm and mort' pay lhan thc common s"ldier
rcceive~. Again ynur I Jonor and Fam... I:"Clors will influcnce what typc of men
),ou ~1ll'llCI and how quickly yuu gaill thl·l1l.

A fighter can hole! property, incltttling a c.1$lle or stl'Ollghold, long before he
r/:'Achcs 9lh kvel. However, it is only whell he r.:adll'S Lhis level dlat hi~ naml" is
so widely known that he autolOaticlly atIraC[5 the loyall)' of olher Fighlers. If
a lightet below 91h level achicvCll a Fame faCtor of 100 or more (see Chapter 5)

Barbarian
Ability Requirements;

StrenJlh 15'.ConllilUClon 15...
o.."ll!f'i<y 14...Wisdom <17

Prime Requisite:
None

Hit Dice,Type:

'"Allowed Races;
Hm,,;m, Grel, H~K-o.-u. Holf·
OR'05. Holfl,,'ll'

Allowed Alignments;
Iny non.llwful .111ft"'e.\{

Building Point Bonus:
18P

aud h'CI's a Stronlo;hold, he C'An aho allmCl foltowe~ by roJlilllo; on ·I:lble 3G til
the same way a 91h level figluer may.

Barbarians
-nle barhJriJn elaM is a sub..class offightcr.

Bamari.,n chamcters are aoepl al Ihe many
skills n<:ccssary lor *urviV"dl in a hostilc wilJer­
ll<$S. Thl.':iC skills include rapid mo\ocnwm.
climbing. usc of m:l.ny wtapom, cerrain
"siXth sensus" and many secondary and ler·
liary abililics. Barbarians are luug!. and
hardy, and n,..cewcr quidcly from damage. A
bar[)ariJn must have: strenglh and eonslilU"
I ion sc;ores of no I~ Iha n 15 t:lch, a dexr...ri­
.y &cur" of I" 1)1' better, :tnd a wisclOt11loCor" ()f
no gn::uer th;.n IG. 111e bar[);lrian is consid..
ert:d to have no principal :Iuribule, and :IS

sllch does nOt !}lin any honus to earned t'Xpe­

rienee: poi illS. A pJayer charaCler 0,1m.1rian
lllllnOt Ix: a dl"ract"r wilh twu d:IS$(.'S.

Barbarians gain a bonus to lheir armor class of double lheir Dex bonus, but
lInly if the 11l'lllur wurn is not of the Fdirly bulky ur bulky typ·e. IfF~irl)' 1.1Ulky
or bulky armor is worn. the bonus is normal. TIl(" reaction/allacking adiust..
ment rennins the 8;lme for the barlJarian's Dexleril)'. In addition, barbJrian~

gain double the nMmat Con bonus for hit points.

Barharians cm be of any lion-lawful alignmcllI. Thcy do nOI IISC alignment
language of an)' SOrt, however, and initially the barbarian knows only how to
speak hi~ raciaJ or trihaltnngue .lI,tl th", common IOngu.... A h:uharian must
learn how lu r""td and w,it'" ifhe desires these skills. A barb;lrian can I",arn bn_
guagcs according to his Intelligence, JUSt as any uther chardeter OUl.

Ihrb.uians are rough and hardy fighters, h:m!cned by the 'I.,V;tg'" lane!s of
lheir birth. TIley have J2-sidl'ti hit dice and receive a d 10 lheir base Illuve·
ment rolle. (A human barbariall would have a base movement Qr IS. i\
halfling barbarian would have a base Olovemtnt of9.)

level
Title
"',~
VOn'"

Swordsman
H.ro

5Wo1.hbuckk!r
Mynnidon
Ch,mpion
5."""",

Lonl
Lord (10th Level)
Lord (II'" l~)

Experience
Level,

l
l

•
5,
1,,
""

Table JF:
Fighter Progres:iioll Table

Ia·Sided
Dice for

Accumulated
Hit Poinu
20 -+-Idill"

l
)

•
5

•
1,,..,.),.,

Experience
Polnu
0-2,000

1001-4.000
4.001 -8.000
8.001_18.000
18.001·)5.000
35.001.70.000

70.001.125.000
125.001-250,000
2.SO.oo 1·500.000
500.001-750.000

750.00 1.1.000.000-
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They usc the combat tables for normal fishter.~, :md may ttSt' allY snrl o(
w<'apoll, "~hi<,ld and armor. The initial number of Wl'aPOtt~ lhe LarLariall U~l'!l'

mUSI includ... lhe hand axe, knife, and ~pear. Additional wcapons ha,~d Upoll
thc barbariall's narive area will bC' eho.sell by the GM.

B,uuali,lIls in }lenl."r'.I1 delen JIla~ic and Ihnsc who usc il. They will. at low
levels of expefll."nCe, refuse ro employ any son of Illagic item if thry r<'C<lgnil.e
II as such. They will often 5t:(':k to dlO'ltroy ma!;ic ite,m. alld if slIcc.".dill rhey
rl."ceil·<' :1l1 experiellce-roint aW'Jl'd as if thty p<>sS(")i>t:d lhe destroyed item~.

Whil... lnagic-U>ers will be shunned initially, and always viewed wifh suspicion,

Table JH:
Barbarian Progression Table

12-Sided
Dice 'or

Experience EJcp. Accumulated
Polnu lavel Hit Painu level Tide
0.6,000 I 10+1d11· &..w.rian

6.001.11.000 1 1 &rbarian
11.001·14,(100 J J B.1rbarbn

2'1.001·"8.000 " " &rban.n
48,001·80,000 ~ ~ B.a,ba".n
8O,OOI.I~.OOO 6 6 B.a'barlln
150.ool·17~.ooo 7 7 61rbarlan
115.001_500,000 8 8" Borbaran

SOO.Ol)I·I.000.000 9 8." IlMt>orbn
1.000.001.(.500.000 10 8+8 B.a~rQn

1.500.001.2.000,000- II 8+ 12 Chllmun 01 the Horde
• A' Ii'"~ barbarion. =e..... 10 poinl$" Id12. This ~l'f point 'klcker'l, rec.tved at

f1", If:w,1 only.
... Ba,ba".", pin" lip, J>"r level .Iter d'" 8th.
- 500.000 e~peroence pOint> pet' IlMIl fo, Nth .dthtJon.1ll"",,1 .bove LI", II tho

ckric Spl'lls o( the type used uy sh:un:lI\s and witch doctors art nO! so viewed,
though high levcl cleric spells arc suspect.

A In.ruariall'~ natunu :m:u:k auililics allow him ro srrikc Cfeatures rh:t1would
normally be immune fO non.magical atl:lck!;u the barbarLlJl rises in lev<'l. AI
4th level the barbarian can a(ftcl cr..atur~ which r"quire ~ • 1 or fx-licr
weapon to hit, whil .. a 6Ih-It:V<'I harbarian C.111 srrike ClC,Hurts which R'tjuire 11.

t J wrnpon '0 hit. Simila.ly, at Sih kvcl, tltl." uarbarian can hil crl."aturt.':5
rt.'tjuirinll a + 5 wt."al'0n III hit. and al 10lh level can hun Cre;UllrCS requiring a
+ 7 weapon ro hlf. Ar 12th level, a bJ.rbarian can affect creatu...",; hurmed nor­
mally only by Wl'3pons of + 9 or I)('u"r. Th" h.1rhariall, despile lhe auiliry to
hit such cre:llur~, dC'CS no, gain a bonus "to hil" or inflict additionlll dall\~e

lx'CluSC of lhi~ wuilily. 0nly uaruariam have this abiliry among all the playcr
dtanClcr classes.

All uaruariatls have the fullowing bnnuSC!i ro rheir uving throws: They arc
4 versus poison. + 3 ve~U! paralyl:uion, death magic, p"triflcation, alld

polymorph, and. 2 v,,~u"~ rod,.~'a(fand w;",d and hrca,h wC'~pon. l3albarians
g.1in IlO henef'it to tlu:ir saving throw ver~us ~pelJ at Slllf!, uut }lain a + I to iuch
savinll lhrows fur every fuur levels auained.

Barbarian Talents

The baruarian char'Jcler rl'Ceives the flllJowiog ulenu auromaTic.1lJy:

Climb cliffs and frees: The barbari:lll can dimu uces and lIatul':ll dilTs (ur
loogcs, mountains, ClC.) wilh 11. u<tSe chance ofsucce~ uf60% plus 2% per level
ufaperienee. Racial, armor and DcxlCrity modifie~ as described in thl' thiers
seclion apply. Barbarians may also climb waJl.~ o( Olhe' kind_ Ollee Ihey hal'e
had the "pporrunity .0 praelkc scJlin& lhal particular type of surface.

Hide in natural surroundings: Barbarians can hide io nall",,1 surro\lnding~

that are !;amiliar If> lhe eharncfer wilh ~ base chance of I0% 1,lus 5% per level.
This is similar IU how a thief would hide in ~hadow.s. Racial. armor and
DexteriTY modifiel'l' as described in the Thiers section apply.

Survri~e: Baruariall~ surpriiiC oppooents on a 5 io 10 chance, or 6 III 10 i(
they arc in f:l.mi!iar rerrain. Barh.lrian.~ arc Ihemselves surprised 10% o( the
f1mc or only '3% in familiar terrain.

Back protl'Ction: Any attempt to att:lCk a barbarian from bchllld. inclucl­
ing sllch mack! by :l-~assins or Ihieves. has a 5% ehancl' per levl'l of being
t1et(':cfed and counu'.rNl. ThaI i~. if a harhari.m ,1"t<:Cls a back all;lck h 5%
ch~llce m 1St I~'fl. 10% ~t 2nd, CIC.) !Ill," ualuarian avoid~ lhe altalk form.
Till." forml" ualk auack 1K~01ll1'li a nurmll.l attack. TIle barlJ:uian is also then
enlitled fO alrack fhe sneaky wuss even Ihough the barbarian may already havc
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cugagfd in what would othelwise ha\'e 1x'C1l his full normal comhat for ,hat
ruulld.

Leapi"}l alld sprin}li"}l: Barbarians arc aille In leap up 10 a m;tximum dis­
lance of 10 fect (orward, 3 (CCt backward, or"'\ fcci upward from a Mantling
Slart. If the barbarian is Jllle 10 move fredy and gel a ,unning ~f':trt, lhe for­
warrll"ap can rallge from! G-2: I leet (15 , dG), and lhe upward leap from 4111
10 G fcci (4 , <14, l'ad, pip equaling 1I2 fout). Spriogill~ under similar condi­
lioni gh'l"S an upward distance o( 4-7 (ecf, defX'ndlOg on the surfae.. USt"d as a
SICP to gain height and spring.

Deleci illusion: B.marians have a 5% chance per level of determining thai
some ~ighl. sound or other sensory phenomenon is aClUaJly an ill'L'i/ln/pllan­
taslll spell. This detl'Clion t:lkc~ on.. mund of intense ",ruliny. Rlogmd1ess of
till: h:1lbarian's level. the chance to leal'll the ttue naturt.· of such spells may
nl'Ver exceed 75%.

DeWel magi!': Ba,bari:ms haw a 25% chalice ofdeteClin}l :my SOft of magit
uther than the illusion/phantasm vanery. This ag.1in takes one round o(Scruti­

ny, and applies 10 itcms or spells, but not to persons who arc Jhl" to eflecl
m.lgit. For ...lch It:Vcllh,, harharian gains be)""lll{lthe 1<1 If\'cl, Ihc hMh\uian
g:lillS an :Idditiollal 5% to hi~ u~' chance uf detection. Huwever, t!lii chance
may nl"'er exceed 90% regardless of lhe harbarian's level o( cxperiencl:. The
type o( magic IS never re\'eall'd by this .Ihility since to th" barharian "lInl.Lj;ic
is thl' saml' - bad.

leaders-hip: When dealing wilh OIher barbarians, a barbarian adds his level
o( experience to hiS charisma SCOIl! to gel an efff'Cliv.. dlarisllla effecl nn mhe,
harharians. Comdine,"S ,Iocs nOt aff<:Cf, nor is il affew:d by. this Juilily.

Table 31:
Barbarian Powe.r/Ablllty Acquisitions

level ActiOM and Abllilles
1 HI)' nsodaul freely wlth deria
) May U:H! map" po,Ion1
" May u:H! ....,... W$pOn••

MI)' mike C""oo..... hit ooly by + I weapon..
Gainl + I on gOOl'\l: WOWI _.UI ope",

~ Hay use map: Irmor
6 HI)' Inodlte wl1h mqlc.wen _Wneceulryl

May .trike c.... rura I>k only by + J weapon1

7 HI)' u,,, we:opon.like mi..:...I,n<'OU. ITI<lP: lcem.
8 HI)' ..socbte wlth 1mJIe.........., - occaslon>.lIy,

May lrrike c....wra hlf only by + S we.poM.

Gain. + 2 on AVIne thl'OW1 ......Ul <peII.
HI)' 1ummon I blrbarlln IlonIe (SM The B.arbulan Horde lICtIon)

9 May ,,,e pro~ion "Crofl'

10 May '"e mos' "'"* 1cem11V11bble to fTu-......
May m,u cnlIture1 hk only by + 7 -.pon•.

I2 Gai.... 1 on "'VII'tt th"""" _.u, "fI"lI.
Hily .fli~e crellturti h'l only by + 9~I.

Barbarian Skills

In addirion ro Ihe lalents listed aOO\'e, C'o'ery barbarian possesses all of the
following skills. Th~ skills are generally not usahle (c"rt.,inly nOll to lheir
(ull<'.~l potenlial) in enVirons unfamiliar to the barbarian, although lhe ~kills

can lx, applied 10 a new l....."<lle wilh dilTerin}l nOrJ, f1luna. and climate. aftl'r
.Uolll one momh of tromping aoout the area.

Survival: The b:rrbarian has ~lIthc nl'Ce~sary skill) (or ua~ic survival in lhe
wild, including huming. ~tnaJl animal trapping. food galhering. shelter build­
ing, body covering, and fire building.

Firn aid: This skill allows Ihe: barbarian to bind wounds. SCI sprains or bro.
ken bones. and COnCOCt nalUral antidotcs and natural cures for diseases. In
g:tmc term.~. ,his trao.d:lI~ to ,h" harharian imm<:<:lialely regaining I hil poinl,
and lherC'JflCl hf regaills hil I/<Jims at twice lilt: nonm,l nne, regaining 2 hit
l'Oillls per day if rCliling. and I hit point per day even i( acrive and adventur­
ing. The harbarian can also bind wounds fO prevent further loss in hit poilllS
ofother character). Such ff(ir:st aid" rcsmr<"S 1, hit poillt immedi:uely, and th"n
incr"a-<lO'l hi'-point 'e<:overy hy 100% if Ihe b:orbarian cOlllinues 10 admini<le:r
aid and curC:S. WhCll dealillg with natural poison and illllcss, lhe uarLariall hib
~ 10% chalice uf elTf.'Cling a CUrt. If the poison or disease is known and is of
narural origin, this chance o( success rises to:t percenlage ..qual to 5U plus the
victim's romtittn;on ",ort:.



Berserkers

• Al fim revellx"urken ...e",,.. 20 poInu • Idll Thill_nty poi<lt 'klc:ker' 11 r«er.ed
'1 firn level onlJo.

.. berl~rken II,n 04 lI,p. per levelafler tile 9th.
- 500.000 expe~nce poInll pe' ievoll for eacllalldidonor revel.~ ,h" I h".

AJJ!o, the lx:rl>l:rk...r has nu coutrQI OVCI his Il<."rkrking (dUlugh h" all "Vell_
tuaU)' learn [0 ~df-inJuce [he condition to sollie cxtent), This lllJkt-:. him a
deadl)'. fearsome warrior who can bc as much a mellace to himsdf (and
fri"nds) as to his cnemies. Once enraged, the berserker is transformed IntO an
un~loppahle hlltchl'lillg machine. Th" M,I.~[ers of HJck C311 it "unhridled

ragl'", TYl-'k;,lIy rh;~ 'lbiliry of lhe Ill.,;crker only reve.,l, it!Oelf durin\; rnorl.ll
eomba[ again~t a superior foc or whell he (or his pany) is dtarly OUlllumbert...L
Something ~bolll rhe clash of arms and adrenaline ru:;h uf [l)C-lU-tOC coml>11
cau.""< .he berserker to snJp and become almosl superhuman (or superdemr­
hum;," ,].< rhe Olse: may b,,) fnr .<hort period~ uf time.

The art of hack is a W:lY of life for member~ of this c1us and [he love ofba[­
de ovcr.dladows all dse ill Ihe lil~ of the berserker, They arc (lmolls for dymg
young and f.lS!, In fuel Ihe idea of growing old ami f"ehl" :md dying a 'sof[
death' rt"l'uISl.'!i the bern:rker. Make no mistakl' about it thb i~ not a char­
acrer class for rhe wuss of hean and unly rhe ",un skilbl I'l.tyel'!l' should

Level Title....w._
RlteHonl u
RalC~'ICI'
B:lttlcllane
B.oIleLard

Ilil....Mallcr
IlilUl"o.rw:...
BatdeR.qer
Boanel1<er

~kMLord

Most"r a.r."rklr

Berserker
Ability Relluirements:

5l1' 17.,Con 15+
Prime Requisite:

SlI"englh .nd Cammuuon
Hit Dice Type,

.12
Allowed Races:
.~

Allowed Alignments'
IllY chark

Building Point Bonus...

Exp.
Level

I,
1,,
•,
••
""

Table ]J:
Berserker Progression Table

12-Sided
Dice for
Aeeum.

Hit Poinu
2(I+ld!1·,,,,

•,...,-,,-,
9+ 12

Experlenee
Poinu
[)'6.000

6.00 r- rlOOll
IlooI_H.ooo
2HIOt-48,ooo
~8.00t.80,OOO

80.00 1·1 50.000
r5O,OOI_175.000
27S.ool-5OO.ooo

500.001.1.000,000
1.000,OO1.I.SOO.OOO

1.500,001.2,000,000"·

The l-I<:r...,rk"f i, a liglll~r wire'd fur baule r.lgc.
n,CS{" fl'afsomc warrinrs allack as nnrmal fighl­
ers IJllI under l'l"rtaill (irCUI11~tallle~ (~u~h a~ !Uk­
ing large affiounrs of damage: or when dealing
/lllt the ~lme 10 others) rhe)' art; able [0 t:Jp into
puwl'rfuluut dallgclollsly IlIlJlrediel~ble rage an,l
go lx:n.erk (also known lIS running amok). Th'$
allows rhem lO achieve a furiuus mill' uf mind
bordering on inunlry that enables them to fight
longer, harder, .,nd mor" S3vagcJy than any ehar­
lllll'r has a right to. When not bt·rscrked. thc
berserker has a lot in commun with lite uarbar­
ian. except it's obviolls from the wrld lnok in his
e)'e that he has a [ruly S3\'Jge Jnd inhum:lO tit;·
IIll'lll ill hi~ 1't'I'i>Onaliry. This appC:lrancc tcnds tl) gre'1Ily dimuh and unsettle
[hose he meets. 11lercfurt". l>cr~erkers do not :JHrJlI followers.
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disband bcnl'Jdt him will be pelted with vegetables dtl' lll'Xt tilll\' hc relllrn, to
his homcl:llld and lose Honor.

In addition to the nurmallJarbarians ill lhe hurdl" the Il'adl'r at the horde
will gain rwo aides, each of a level equal 10 one-halfofthe leader's level (round­
('(\ dow,,). Each aid,· will have tWO ",,-,ist.um of aile half [hc .tide's level. An
Hth-lewl baruariall would dWlefore have a horde of 27S n",n plus tWO 4th­
k-vcl aides and four 2nd-b·d :wistants to thu:.c aidl.... TIle horde ,n:l)' include
shamans, witch doctors, or clerics, depending on the natuTC of [he uaruarians.
IhdMrian sh"mans "nd witch doctors gJin wisdom bonllscs and may usc
magic items of allY :iun as appliO::lblc. Normal cieri.:., will have full .,(>"11 e;lp.l­
bilir)'. but in all l':lSl... iJaruariall ahility-)(ore natislio. ;lllplr. [hlbari~n derics
:Ire alway~ non-player chal'3clers.

The Barbarian Horde

Upon r""dtinlo; 8th levd or a Fame FaclOr of 100. a uariJarian Ilia)' ~ulmllon
a b.lTbarb.n horde. This horde call only be summoned in the native rerrirory
uf tlte barLarian, from amollg iJalbal'iallS ot"hb Laekglound. A b~rbari:tn h(1[(le
can number:lS m:tn)' members as irs leader's experience-point tornl diVIded by
1000. Thus. a h:ubarian who h.l~ jll<t reacherl Rlh level can S"lher a 27;­
member horde, and one wltu has JUSt r":ldled 9th b'cl (all h~ve a SOO-nll',n­
ber horde. Those below 8th level may sUlIlmon a horde numberlllg rwice their
Fame Factor (as 10l1g:lS it is 100 or grealer).

A horde lakes a week to gather inthc barb:uian's homc lerricory, and must
have a slOlted purpose. such a~ ~Tcar ap~rl rhe Collcge of rvbgic in Fangaric
hriek h)' brick" o1r " Rc.'\(:lle I'rinces._ Maddyn fmm Rntglil" ur "Ser~ under
Ddphinius .he Cleric in his iJatll" against tltl· orcs", Deviating from tlie pro
daimed purpose by tht' horde or its leader may cause rhe horde ro disb.llId.
Member~ uf disiJiludl-d Itord~ will rl·tullI by the quickest alld saf~t rOIlll'" ro
their homelands,

A b~rb3rian horde an only be kepi \Ogc[her filT u man)' weeks as [he uar­
barian leader has leveb of expf'rienee. At the end of this lime. the horde is Il.!U­

ally disLalldl-d. Exn'plions may Ix: lI1~de it" largl· alllOunt~ of IfI:'JSU'l' i1re di~­

rribmed ro Ihe members or extenuating circumstances eXIst. (i.e. if the le:tder
has all effC(tive Charisma of 23 or more wirll respecl 10 orher harbarian., if rhe
leader of rhe horde is a rribal leader :IS well. or if an unalrnincd goal is in ea.sy
I"l:"J"h). Each of Ihc..;e ~pecial circumstances which apply would eXlend [he
duratiun of the horde oy \·2 wccks at most, A triual leadtr who Ita.:. hi~ horde
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Outdoor crnf" Thi~skill ;ndudd phn[ and animal de[ectlon;u a 3rd levcl
druid. direetiun dc[crmination, ami thl' aoility [(J I'lcdiu wl'athcr ;IS if rhe spdl
of lhal nJlIll' were C;l~l by a .'ird-Ievd druid.

Tl'3cking: A hJrbariJn'~ tr.lcking skill is equal [0 lhar ofa mnger of [he same
Icvcl. bUI a iJariJariall Illlly only track in thl' Ollldoor<,

Finally. a barbarian ....·ill have 01'" or more 'If lhe following lertiary skills
depending on the locale or r;uhurt" frum which he urigill:.lu:s. Which ~kill~ arc
applicahlc are delermined b)' lhe GM accordin(; [0 the oalll~ of the camp.1ign.

Animal handlins: Th" ham.lrian can h.lt1dle and domcsllcare wild animals.
Usuall)' this iii rl':itricted tu dogs, iJm C\.Ould include an;mals such a< woke<,
large birds and gianl ColIS.

Horsemanship: The harharian is skillcd in u.ing his hurse in eumlm. This
abiJiry includt":S rhe handling oftlr:tf[ Icam.•.

tong distance signaliug: The barbarian is 011:lhl" of "sinl; [he Sijjllaling
methods at his native land (including liuch lhings u drums, smoke, or mirror
fla<hl$) III communicale OVer long disl.lne:l."S.

Running: This skill enables the barbari:ll1 to move: at full speed (TWice nor­
mal mon'lllelll r~tl') for ItO floss than three full days before lJ~villg rn "resl" hy
~pcnding a d:ty moveng at normal l":ne. Similarly. endurance will be rwie,;: nor­
mal for movemelll s;[uadnns.

Small craft, paddl~, The barbarian is skill~d in the building and u«, of

smalll"1lnocs and hide wats.

Small emft, rowed; This ~kill indudl'S the· huildillg (If wooden hm,. :met
[he rowing andfor s.liling of Ihese boars.

Sound mimicry. The barbarran with rhis skill Qn mimir; variou~ sounds,
inclmling hinl or animal c:tll.~. eirher for th" p"rpo'il' of lurin!; [hose Cre'.IlUrt"S
or for signaling.

Snan: building: This ~kill allow~ lhc l>nbarian 10 l:otlStruCI dl:'~df:.llls, f!it~.

"nd OIher .r:t~ for brg" and evell v"ry large animals. Senliem e~llurcs can
alsu faU prt"Y to thes<: tl'3l'li.

Natin' territory; Man)' of a barbarian's abiliriC$ dep,end on rhe narive ter­
mory of Ihe charaCTer. It is l1landamry that barhariall dlal'3ctcn; cOllle from
an nur-of-the-w;lY harbaric .<Iate or area within Garw"o-" \'(Iurld. TypiC3l1y
they arc avem"n. del'Vi~hes. numads. or tribcsm<'lI, Only ~udl ulH.ivilitl'(]
h.lcksround~ call gener:lte the rll'Ct~ry surroundUlj;S 10 produce mdl\'lduals
of the wxk frolll which u,uba,iall lighters woultl be dl.IWn.

As barbarians rise in level. they J;aill further ahil;ties. <ome of wliicll hJV"
been nOTed above. Funhcr. sume of the limil';llium placed un the uarhariall
are relaxt:(l or lifted. The I'r01:rcssion i< nudined in I:thl" 31.
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~([tmpt to run one. When a berserker die~ in combat (and hI.' will) he'~ not 10

be mourned or pitied. Sueh a noble deadl is 10 be cdehraled.

No ont knows eX3C11y where Ihe berserker's abilities come from. It's com­
monly helieved such individuals have bc-cn touched by the g.1wds of war, who
10"e IO$Ct' a goo(l fight. Then there a;e others who simply hdicvc rhc h.::rserk·
a is a sick individual who's rna~ll'ry of tht ~fl of hack I'u~hcd him owr the
brink of saniry. It's alro believed by ,rome thaI such 'muchl-J' individuals havl.'
been chosen by higher powers I{\ protect thcir people and arc meanl to IISC
their special p<1wers ro fun her ,'lOme nohle c:.1lL~e or :lim (or lhe b"1wck In ("lCt,
many whures reV('re Ihe 1'1'01'('11 lx'lS('rker wilh gl~l respt-"'I and :lwe. lligh
IeI'd lx:~rkl.'n ('.In :Lchil.'vl.' ~ form uf'cdebrilY' which ('.Ill h~ve l.'nurmuus div­
idends such as free room and hoard. gifu, and the besrowing of lands. ride,o;
and honors. ~Nerkcrs gain. I to their Fall\e Factor per IeI'd.

To becomc a hcrscrker ~ characler mun possess thc right SlUff. Fil"lit of all
he muM bve a Strenglh ahililY SCme <'If 17 Of more.lIld a COMliltlli<'l1l <'If 15
(II more. SC.'((Indly. lhe char:leter Il1U~1 lake thl' quirks I bckFrcnty and
H~ckLust during lhe crl.'~tiun proc=. but witllOUI till.' bl;uciall-J building
point bonus for picking these quirks.

A basl.'rker whu has a Cunstitutiun of 16 ur grl.':lter gains a 10% wnus to

:III el:perience points a.rned. Berserkers a.n e:lrn :In individu:ll experience
rmilll aW~fll for bra"ely in inili.llinl; cnrnb:ll. 'I hi.~ awarci i.~ wOflh 200 expe­
rience p()inl~, The berserker c1mr:ICler mtl~t he lh... one who le~(I~ hi~ ~i(le inro
lo,mll.' against a supnior for,,~. lx·lorC' cht, fOl':> :ll!ilCk.

A hell\erker em he g....-xl. n,"-ulral. "r "l'iI, bill must he ch~otic in ~lignlllent.

WhilC' IhC')' an: often loy;d. truslWunhy, and noble, tIJty have ~ wild and willful
nalure that k':lv($ Ihem :Jw:lYS unprediCt~hlc. "mere:iTt: no l':I.ci~llilllil:l.tion~ur
restriClions for the berserker. It is trulY:ln cqual opponuniry chaf3crer cla.ss.

A lx:m:rker c~n usc any weapon ur armor a'·:libbll.'. Ht lI\ay UJiC ~ shidd but
whenevcr he goes benerk. he must dispense of ilny shield he is a.rrying until
he com~ c1nwn. Although he em use any we.1pon. he ,I",,~ not hegin wilh as
lIlany wl.'apon proficicncil'S as a normid fighter. InSlt"'dd of four inilial Wl-apon
proliciencics. Ihe berserker has only two. Thereafler, ...."'apon pmfieiencies:ife
gained;lt the normal rare. Berscrkers C3nnOl usc profiCIency slots for mis.~ilc

weapons like thrown axes, bows. crossbows. slings or c1artS. 111<': berserker lives
10 (Icstrny thingli in h,lIlcl-ln-hand combar and Invc" eo I"ok his npponenr in

du~ l.')'e whl'n Ill.' slays him. If a ht.:rsl·rker ,,([~cks ~11 enl'lllY with a rangl":! or
thrown ",capon he loses Honor.

Going Berserk

All lx:tscrkers have till.' "loilily tu ~gul.ll:rselk" ilnd run amok duriug cumbat.
Their quirks (HackFrtn7.y :lnd HackLuSl -- Sec Ch~pler 6: Quirks ~nd Fbws)
enable them t<'l entff lhis State of mind and all" trrggered by taking a eert3in
~lllounl of damage in onc lound (1IackFrem.y) or dealing our a cert:lin
amuulII of damagl.' in une ruund (HackLust). TIll' bl.'rscrker class is unique in
Ih:lt it is rhe only class :llJowed ro have oolh Haekfrell1:Y :lnd H:lekLusl 35
quirks; all other chancters are only allowed to have one or the othcr. II is
elllirdy possible f()r a berserker's mge III be triggered by Imrh quirks:lr the $:Illle
time - lhereby having twu damage qUOtas to ful/ill (one fur l';leh quirk ­
ouch!!). The quirks work cxacdy as desctihed in Chapler 6. hut lhe berserker
also gains rhe following addition31 advalll:lgcs and disadvanragc.\. when
~rserking:

Advantages:
Strength. The bl.'nerker's Stren~lh increul'S by 2 puintJi. Thl· dlaracter

gains all honuses (Io-hir, damage, weighl allow;inee, elc.) for his
increJsed Strength.

Ilit Points. The Ikrscrker instill1lly gains onc addirional hir poinl for
l.'very levI.'! uf eXpl.'rience. TIll.' hil puims gailll.'d du not heal exisling
wounch: they.1fe simply added to the cham.crer's currenl loral. The.'it'
addiri<'lnal hit poilils can caUSt lhe chJracter's 100aii0 exceM the nor­
llIal maKilllum rhe characler i~ allowoo.

Armur Class. TIle \.H:t~rker'~ ba::.e Armor Class impw"I'S by 1 fur eVI'ry
b·d of the chal':l.cter, 10 a llIuimum uf AC O. 'nli~ adjuslmelll is lU

lhe characrer's normal unarmored raling. A 5th levcllx:rscrker fight­
ing wilhout 3rrnor would have an Armor Class of,. This Armor Cbss
adjuSllnenl (an be combined wirh mooific:uions for ])cxu."rily, magic:.11
ill.'mS and Spl.'lIs. TIlis Ixmu~ dUI"S nut ~pply if lhe charJcter is ",,,,aring
amlOr. In Ihis e:ue. rhe armor's AC is uscd. nOl th~l creatl.'d by lhe
berserk fury. A IOrh level berserker in chain m3il would slill h3ve an
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AC uf, whl.'n he ellll'red intU hi~ \.H:rscrk ragl.'. Nutl' that a bcrs('rktl
is nor prevenred from wC3ring armor. cilher in norm:ll comb:lt or when
berserk, hlll wearing armor n"b"11e.~ rhis benefit.

KO Re~Llhs. The berserker. whill.' bl.'rsl.'rk, is immunc 10 KO rcsuh~ from
lhe Punching and Wrcsding rules, and I3kcs onl), h31( damage fTOm
bare-handed :lllaek, fro", lhoc 1'111"".

Charms and Spells: \'(fJlile berscrk. the dlal':l.Ctc:r gains;\ , 2 to:lll saving
lhrows \'S. charms or mental-based arrack!. (These include such spells
as lhe ",i7.1((1 spells Charm l'er.'Il'ln, Befriend. I-Iypnnri.~m. Irril:lrion,
R~y uf Enfl.'ebletlll.'lll, SI'3re. Geas, and the deril spdls Curlllllalld.
Charm l'erson or Mammal. EllIltrall. Cloak of Bm.\'ery. and Symhol).

I-Ie al...., gelS J • 4 10 .'.We .lgainsl lhe wi23rd ~pdls Blindlless, I'roadus'
Unconrrollablc· Fit (,( Laughler, 110ld l'etson. Charm Monsu'r, and
Confusion. and the deric spells Hold Person ~nd Huld Anilll~1.

The ElIlOli<'ln spell has no eOte:r <'In lhe berserker, unless tht caster cho!oC
till.' Fear (l'Sult. If Fe::~r was chosen, lhe berserkel gets ~ notm;rl s~ving

throw: ifhe makes il. he continues on:L~ before. bUl ifhe fails ii, he is
premalurely snall~d <'l1Jl ofhis bc::rSl'rk sute, with all (he normal dFects
of cuming uuc of Ihe berserk sr~le (bw he doesn'l surfe( any olher felr
cffect). The Felr spell h:ls exattl)' Ihe same effect: If he ~:lves, Iherl' is
nn effeCl and ifhe {I~n'l $.1\'e, ht's sll,lpped out of lhe berserk state.

Ifhe f~i1s a saving thlUW ag~inst Ch~nn MunSlcr, he simply counts lhc
C:Luer :IS one of his ~lIit:S; lJe dOt:Sn't come OUt of lhe bl.'rscrk statl··or
obey the C3Ster's commands.

I\eing hel"lierk offers no re;ll proteClion (mill Finger of De3lh. excepl th~r

the Spl.'l1 dli.-cls du UOt lake place ltllliltlle char.lCter ha~ (om... O(lt of
his berserk sme. If the berserker S:tves, he docsn'l suffer the 2d8 +1
damage ulIlil immedialely ..fler he SMp.~ Ollt of the berserk srale. Ifll"
f~ils to S:I\'e, hI.' dUl':lll't dil.' until he snap:. UUl of the lx:rSt.'lk Slate.

Disadvantages:
In addilion to lhe henefirs, (he herserk filry has several speciallimil:llions

:Llld conJiC'Iuences. MallY uf these rdb:t the sa'".Ij;I· and unpredicl:lbk·
nalUte o(benerkers. .

Singlc-M intlc,lne.~~. ()n(e a chamcler gOCll: herserk, h" mllSI emer mdee

(Ollllo:U Wilh the enemy. n,ough lltl.' bl'rscrkcr I;1ln pick and cho<'lsc his
t:lrgers, he C:lnnOl hang back from banle until he hn fulfilled his dam­
ilge '11101.1 for his IlackPren1.Y and/or HackLlIst '1l1irb.

Once in COlllh~l, a berserk chamCler caonm change 0pponenls unrillhe
l'urrent fcx: is I·ilhn slain ur 1l1.'1"S and canllut be pursul-d. The lestric+
tion on changing opponents applies only afler rhe bcnerkcr has actu:ll­
I)' entered in1tl comh3!. If nm actually engaged in melee, the chatacfer
mUSl JIluve and a(lack whillev('r enemy is doses!. 110,,,,,v("r, if he slill

has a damage quom to fulfill and fhere arc no fcl<.'S eo t.:t;Jgage he MUST
aflack :In ally.

Retreat. OnCl' a I.x:f)Crkl.'r has (·m...rtd his bailie fur)'. he (".In not relr('lll
from combal until either hi.~ dJm~ge quot:l is fulfilled or he OOml':l
down due In lhe pas.sage of rime.

ws~ uf Powers. As soon as the:: berselk rage (:l1(ls. all powers gained
(increased Strength. hit poillls. Armor Class and Charm rI.'Si~talll'e)

vanish. Full damagl" is now applied Jnd any damage suffered is t3ken
from lhl" Icmp()[';lry hil p<1inls firsr. Only after allihese hit points are
lusl doc'S lhe chanCier suffer actual wuunds. Thus il is I>ossibie for a
hcrserker ro drop dead from his wounds :lfrer toming down.

r.."hansdon. I\erscrking C.~lI be I'hysic:.1lly dn;ning. I~e:r.~rk...rs don't

come dowl! from their H~ckFrcllq/HackLust ill hl4 turns a~

described in the quirk description. BeclUSC of the inrensit}' Ill' lheir
mgl" (:lnrl training) l\el"lierkel'll <'lnly rem~in I-..,rserk f()f :I llumber of

munds e'luallu thl·ir Comtilution.
I\s soon as the character SlOpS being herserk. he mUSI make a saving throw

v<. dealh. If lhe s.~ving rhmw is sucec.~sflll, the charJCltr is unarr~ted

by his fury. Should he fail Ihl' savin~ throw, dll' b<otSt.'rker is immet:li­
alely drnincd :lnd el:h:lUSled. The ch~nCler'sStrtnl;dl i§ r<.-ducr.-J by 5
(from its llonn:ll non-berserk st:lle) and remains reduecd until fhe ehar­
aCler has lime 10 rc:J1. Slrenglh recovel'll al the mle of 1 poinr I-..,r turn
of fl'St. The ch~f1Icter l-:lllnut I;U lx-nctk again until his Strenglh ltaI
relurned to its norll\31Ievc1.

Rcaclion Morlifier: The b."rsc:rker chamCier receives a - 3 reaclion from
:Ill NPCs (except fruIll uther bers<:rkl.'ls) bccause of hi~ wild-eyed

deme3nor.



Hack Pangs

A heficrker is so uusI:noo with cOllluat Ihat hc mUSl eJ1g<lge ill il onCC" per
day or suffer peoalfies at defined on The followinj; t:lblc. All penalties arc
Clll1lUblil'e. A berserker who dot.! nOt engage in combat longer than 15 days
10!'CS Id8 hi! poinlS pcr day. ()nce rhe herserker enl}lges someone in real 0001­

ual, all penaltil'S will Ix· rClllo"cd Ont turn afTcr the combat has hCl;un,

Self·lnduced HackFrenzy

At 3rd IeI'd whcnever the ul'rscrker knows a fight is t;ollling, he c.~n allempi
to selfinducc a berserk rage. even if there is no fight currcmly going Ull. This
i~n'l an inst:lmanfOl1S pl'OCeM. He mUSt spend a linle time to "psy'h himself
up: 11 rakes a full flIrn (tcn comhar mumls) UI go hf,n;rrk. In thai time, the
,h:n:lctCf is growling, moaning, ullering imprccuions, etc. It's impos..ihle In

be quiet when ttying [(} go bt:m:rk in this manner.

At Ihe l'nd of a full turn of pn:panuion, he b«OIllC$ krserk. lie mils (or
his damage qllora and mllSt immedi:l.ldy engage Ihe enemy.
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Uncenllin Status: Wlll'n tile: ucrscrk(,"r goes lx-I$/.'I'k, YOli will nec<l tn

inform your GM of your hir poim tOial. From that point until tll(,"

fieht is don~ and the herserker has returned fO norm~1. your GM will
keep track of YOllr hit points. lIe won'T tell yOLl how much d.muge
you've taken for each hit, nor how many hit IJ<'ims you hiwe kfT. Your
GM will also roll all saves for fhe henerker while hc's enrdged, It's very
pos.~ibl" fnr a b<',r~rker to be nickled ~nl:l dimed 10 demh and fhe play­
er nOf even know it unTil he drops dead. Alier all, the character Co1n
fed no pain.,.so you caunot kt'Cp trAck of how dose he i~ to death.

Ranged Weapons: While lX.'fierk, the ch:lI1lcter c:"n usc: no ranglxl
weapons. He kills only in hand-To-hand or mdl~-weapon cumu:'l1.

Ohlivious 10 Missiles. While b<.'.rserk, lhe character cannot fake cuver
against miS'ile fire.

Friend or Foe? If, whilc the charACter is bers<.'rk, another chara(ler tri",
somclhing hc can imerpref as auack (fur instance. shu\"l'S him dear of
an incoming aU3ck) the berurker must rol11d20 \'S, his Intelligence.
If he succeeds (that is, rolls hi~ Intelligence <;cor" nr 11'..'iS), he's dimly
aware thal his friend is 110t llilacking him. lfhe fails (rolls higher rhan
his Infelligence). he now Thinks his friend is all cnemy, alll.l COlllinues
to Think so until the fight is done and hc is no longer berserk.

Taunting: Tho:' -nUll'll spell is alltOm~riCllly succeMful, and will c:lUSC the
bcrxrker lU aUalldoJl J.i~ current enemy :l.l1d lush to atlack lhe T"unter.
Such Ihing'i as mocking jigs:rnd launling ~kills will have a sinlilar et1(.cI.

Table 3K:
Berserker Lack of Haek Table

level TItle
(HooellWl)

(u.near)
Armiger,
x,,,ifcr
&qUI""

Kmght Pll>be
Knlcht 8KlHIior

Knl&hl
GJ"iInd KnIJht

B;,nIlC'et
Ch....~II~r
Dvaher

CmIIier, II th
CmIller, 12th

ClYJller ComlNnder
C"""II~, Com"",nde'
C"""lier Comm:lnd~r
C:raher Com....nder
Donllflr Co:Jm.maoder
Ca-al,., CommlInder
ClYJIlflr CommJl\der
Canlie' C"",,,,,,ndcr

Cavalier
Ability Requirements:

SI' IS".Con IS",Dex 15+,
In,IO+,W.. IO'.Com9'

Prime Requisite:
N~.

Hit DIce Type:

'"Allowed Races:
Hum~n.Elves, H~Ir.~lves,
Gnome llnno. Pix~ F:dry

Allowed Alignments:
~ny good ~llgnment lniw.lly

Building Point 8onu~:,..,

10'"
10..)
10"6
10+9

10.. 12
10+15
10.. 18
10+21
10+24
10+21
10..30

"'p.
Level,,,

2,
•
S

•,
••
"""12

"""""""

Table JL:
Cavalier Progression Table

12-Sided
Dice for
Accum.

Hit PQlna
21" 1rf.4·

2"
IdlO+2"",,

•
S

•,
•,

Experience

Points
(.I,sao. _SOl)

(·SOI· .1).,.soo
2,S01.5,ooo

S,OOI.IO.ooo
to,ool_18,500
l8,5'01·17,000
31,ool-3S,ooo
85.00 1.140,000
I~O,OOI·220.000

220,OOI-JOO.000
300.001.600,000
600,001·900.000

900,001.1,200,000
1,200,00 1·1.500,000
1,500,00 1.1,800,000
1,800,00 1·2,1 00.000
2. t00.00 1_2,~OO,llOll

2.400,00 1.2,100,000
2,700.001-1.000.000
3.000.001 ·).300.000

3,)00,001.3,600,000-
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Cavaliers
Cavaliers arc often wgarlkd :15 iTrrog.~nt, r----------­

JX.'mpous uaslarUs. They 1"01110 be rbpi.sed by
IllOSl people were iT not for their pmWI'..'I.~ in
ballII'. They flfC elidst, (h.tuyin~tic pigs who
look down on juS! about evet'}'bod)' they meet
except for (lTher e:t\':IliCI1i or IlUUlcs. Evetl when
thl')' IIll'Cl olher ca,·aliers. ThC"fC i~ a ddiniTe
riY1Llry th:1I inC\·;tHbly re;l1'S its ugly he"".

The character dass of cavalier has nu primc
rl'lluisilc, ami as a rc..'ulT CilVulicrs do nm s"in
experifnce'poim hunu5<'.S for sUp<'rior abili­
ties. A C.1v<tlicr mUSt have minimuOl ability
scores of 15 in Stretlgth. Dexlerity, and
ConstilU(ion, anJ SCOl'C!; of 10 in ItTldligellce
and 'Wisdum. A lllvaJier chal'dcll'r mUSl inilial·
Iy Uc of good alignmclll (lawfitl good. nCUlml L _
gond, or chamic (;ood). l11f C3v,l.1ier atlacks and makes Sowing throws as a fight.
er, bUI gains addilional abilities with cerrain weapons and modilicl\ lU (cflain
saving throws. Cavaliers:ln: nut emitbJ 10 the Ix:nl·fiLS ofW...."pOll sp("(iali~arion,

In nrdff to hct::ome:t cavalier, a charaCter must be in service to some gawd,
noble, order, or spedal causc, The GM will dcrcrmitU: if this rc:quircmclIl C:dn
be mel wiThin The limits of Ihe campaign, and if it is l.>eing p.opedy Iller by
thc CllV"dlier ,hardCter. 111t Cllvalier mll~1 alwaY!' pbce honor, br.lvcl)·, and p<.'r­
sonal dcoos in lhe fnrefrom ofh;_~ aCtivily, .lIld mUSI adhere 10 a special code
of chivalry/honor (described below). If a cavalier's Honor drops into the dis·
honorable e:negory he immediarely SlIffcfi an experience poims penalty to

gained c:<pcriencc equal to 10% of his level.

A i::lvalier charat:la mUSI be of proper social class, and is usually of nuule or
aristocratic origin, Only thosc characters uf upper d:w. social Sl:ItU~ Inay
immlxliatcly emer imo the l"":ll".llin class. Those of low(-r ,weial standing arc
)i;cnerally cxcludl>J lrum b«ollling cavaliers, bUt cenain rnemh~r.~ of lower
:>ocial classes may be so honored hf,C:1I15t' the~' gfner.tlly work ch~Jp, Such J

character lllll.lt he sponrorea l>y iT higher authority ofgreater Slat us, and hegllls
fifil as a u-Ievel Horseman (a relainer for a Knighl). Then a O·levcl1.:l.ncCf, and
finall)' becomes a 1St-level Arrni~er of the C:.lvalier elass. The O·kvd 'Ior;;o:man
slam; 3t ·1500 expericlIce "oims illId has Id4. I illirial hit poims (I'h,-~, of
cour$/.', the 20 hit I'oim kicker commOFl to all char:IClt'rs). The Horseman
hceonl<:'\ :1 bncer at -500 expt:rienct' points and gains anmher d4 roll for
cumulative hit poinl.l, The L:lneer becomes a I sT·level cavalier:u 0 CXl'eril'l1(e

Penalty
~o

-1rf.4 hkpolnn
.\ Sir
.IDe:.r.
~<lcl ~ minor menul quirk
·2OX to ~1Ill<l1l ~nd pro/lclency checks
·1 Coo
-I dB hit P0lnU
-I WI<
-ICon.nd~IWls

Idd ~ ""'lor ml:ntal qui",
-I StrJl\d -I Dvr
-20% CO Honor
-SO'l' to Honor

Number of [);,ys
Wllhout Combu,

2
2

•
S

•,
8,
"""",.II

Ir
II

II

If q.... Iif'lCOtian for I" I""el r~ulr,"" progrmslon thro<lgh the two 0.1_1 gr;Tdel. then hIt
dice for 1st leY1!I Ire )rf.4 • 21. bYt in ~U adler <:llel: Id l2+20 "WUeJ.

» /4. chaJ"ilctor whose lOCi.l1 $undlng qualIfies 111m or 111'1' for Immed,lte e~tI'lInce IntO the
ea....lier ell.u bef:ins II ~ IIt.level Armlger with Id I0 + 2 hll points, He rolls Id 12 P'l'
level there~fter until IOrh level.

- CJ""lien pin 3 hI" PC' level ~fter ll>o: IOtIl,
- ]00.000 ""pcF~ce pain.. per levet for each 1"",,1 boyond tho 20th
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poin(". :I.nd I?ins anorher d4 in hil poinrs. In WiltroUt, a dl.lr.Kter whoM:
soci.ll sl;anding quallfil'S him fnt immaliJl<: enlDncc infO rhe- uvalier dioM
IxgUU:IS a hl-kvcl Armi~r wirh IdlO • 22 hit pnim~. The- Char.lCICl'S hit­
pOlm bonus for high OOMUluuon (ir :lppliClhle) is fi~r received ar eirher
Honcm:ln or Arn'llgcr IcvcI. and is rhen applied 10 neh addilioo,,1 hir die from
second kvd on :u norm:lL The spcci:ll :lblllllcs of ,he (:Iv:llier d:w arr only
g<iiotll .. hen tile <hancttT :lH:lins Armiger SDllIS.

Hum.ln", gnome lir:lns, pillie-h.ilks, dvn, aud h:ilf-c1vo:s may b.:comc COIV­
alien;, HO'Wt"V<I". rncmbe-n of rhe buer rwo nces (:Inr'lOr qualify unless the)- .lre
of gny or high elf Slod: (or, for Iulf-dvl'S, d~t"nded from such Slodr) .md
unlas IhC')" .1rr from or 5pnn~rc:dby a noble houloC.".

uvahers arc nOI hmned In ""'hM:h WC'Jp"ns Ihey can u..c-, hllr cerlaill
wCJ.pons art prefCTm:1 over orhers. such Ihat a cavalitt will seek proficiency ill
,hrsc w(':llJ(ln§ beforr ll"".lrning IKher wapum. Thc:sc: weapons an: rnc lance

(required of tht" lu·lc:vd Armiger). long sword, broad 5wonl. IuSlard sword.
roon ~ord. horscmall's m;Ke, hol$Clllan's flail. hOl'$l:'man'> mililary pick, d:lg­

ger, loCimit:lr, .1"d j:lvdin. Duly after these Vo"C'.1pom have been masrered nuy
rile ClIvalier become proficienr in Ihe usc ofOlhl'r lypt";S. Weapon' rhar d"al nur
damage,ell a diSrOlI1CI' (including pole :lrm.~ with Iht" t"J(ct"lltion of a lltn((' uS«!
dismounll:d anrl mi~sile w~'apous) ClIlI imo ljUI'lirlUII rlre ovalicr'.\' pe~nnal

lW.lvcry, and "~u(h arc avuided.

The cav~lin g~ins tXlIlU§(.'S "ro hit" with ccruin WC'.Ipons as he advances III

Il'\'d. 1l1~')(' "w..:tJ.lOn~ uf choicc- and Iheir :lllcndant honus<:s alt::

• At hllt'Vd, rhc u..-,Jier is I I -tu hil" wirh rhe bnce. ifuscd while
mounllxl.
At Jrd kvd, Ihe t".lvalicr ii. I "ro hu" wllh cllher the broad
sword, 10nK ~wurd, or scimlt:lr (player's choict).
AI 5tll kvd, thc ov:dicr is. I "10 hil" wllh ellher the hOl'Sl."nun·s
1I1<ll.t", hun;o:m:lll's fl:U1, or honc:man's military pick (playt:r's
dlO~).

" At 7rh Icvd. Inc COI\':Ilier IS • 2 "'0 hll" wllh rhe bnu, if I1Sc'\t while
mounlC:d.
At 9th Icvd, ,he c::w.l!ia IS • 2 "10 hll" ""Ih I'llher Ihe brood sword,
!unit ","'Old. or somrW" (depending upon ",har was dv-n :11 3n!....).

• AI Illh IC\-d, the ovalicr is. 2 "10 hi," wllh Inc norseman's macC',
hOISCman'1 flail. or horseman's milirary pick (dep::ndlng upnn
wh.1t wu chosen .11 jth b'd).
At I3lh 1('\'...1, rile cavaiitT ii + 3 "to hit" wLlh the lance, If used
while m(lullll-d.

At hight'l Ie"ds, rhe pruWI.'S~iun dlXril,,:a above increue.~ 10 a similar f"'sh­
~.Thpl~"rohlr"~nma~IO~~andd~nmall~I~Q~

alier 10 hil cr".Hllfr"l lh~l (~n ollly bl" hir by magic wcaJ.lOn~. Nurc Ih:1I lhc
highcr pluses llIusr lM: takcu iu thc ~-arne weapun :IS chosen ar lower levels. so
rh:lIltny nvalier has effecTIvely Ihrce "weapons ofchoice: (A C1valier Clnnm
be • I wllh rhe IonS sword and. 2 wilh rhe "dmilaf:1l 9rh level, but ~ol,J
be • 2 Wilh rhe lnng swolll if ,h;l, W.l~ tlle w"-.IlJOn dll»t:u :011 3rd lC'\"el.)

The t:nali"r may make mulriple allacks wilh a "wC'.Ipon of dlOicc":IS iftllc
dlJ.r.lcler were 5 levds higher Ih"n aclU;a! ou f;lt :u aU;lCQ per round are oon­
«("Ill('(! (e'g., a 3rd-kvd C:iv:Uier em an:iCk 3 limes every 2 rounds wllh ;a
..npun ofchOIce. as opposed ro I anaek p::r round with somC' mhC'r ordioJry

....~Jponl. AI 161h kvd.lnd ,I.hm'e, rhe ca""li« ClIn auxk .3 linltS ptr loulld

...ilh .1 ...npall of choK.l;'.

Th.. lance i$ 1M prd"trred Wtllpun of tilt" cav;ali..,J, and proticialt')' WIlh II is
rC'quim.! :II thC' tirK IC\-d. Tht' a\':I1ier h:u :I bonus 10 danuge cqUJ.1 10 the
dunac:r's 1c:vc:1 of orpenl:'nct wnrn usinS a boee ",hill' mounred. When lhe
ca,-;;du:r IS dismllUnrc:d .loci usillg a lance, dam.1ge is + I A heavy lanct ulini

...hile dismounled is ut"ltrc:d as an "",1 pike:, wirh tdipcc1 ro aU spedfiClrions
al:CPI length, ......ighr, and speed OOor. A medium or lighl bnu used while

dlSmounred rs ue;uM as J sp""'r.

A n\'"1liet'~ cxP'C'nise in weapons ;llIows rhe av",ller rO usc: rht full parry
maneuver wllh w(Olpons of proflci..ncy I11or.. dTecli\'dy than tighlelS on,
Should a CJvalitr chOO'OC rn p~rry fluhl'r rllan att"ck, he g;lill~ "n AC bollU~

«Iu;lIIO Iii~ It'\'d. If" c".lV;lli~·r p:lrril'S, he annOI all;\ek in Ihar round. even If
he i~ capOlble of making muiliple artAcks in a single' round.

To the C~V",Jicr, armor i~ as much :l.l b:ldge of5l0llion ;IS it is a means of pro­
reerion. Thus. Ihe CIV<loher will alwJYs SC'ek to own Ihe ve'ry lle'il ana finl'Sr-
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lju.1lilY armor he an atTord. In Ihls endtavor, Olp!H'ar.lOce is as impmlarn ;l\

funclion, so fngraving, inlOlying, and decoration of ,he armor will a1W.1YS be
al!d<'(1 1'l.uC' armor is rht" ta..-oI1iC'r') liNI dlOiu"; other pn:ferenel:i' r:mkmg

llt:uC'.llh Ih:lt arc: (in order of dl:i'IDhllil}') pbre mall. handed or splrm mail.
chain mall, sale mail, and rinS m...a. 1..c;lrhC'r. Sludded 1(.1Iher, ;lnd lladdrd
umor MC' WOrn by porx!r fJCflple. and:os such att" bcnnrll tilt" nv-oI1il'r's uati..,n,
such Ih:u rhl' c:lvalicr ..... ilI nOI llt: C;lUgilt dt"ltd in thoc: umur lYJll'S- ThIS snob­
bWlIlt"Slo applies t"Irn in the: CUI' of nugial armor, so ,hal dulO mall. 2 "'111
nOl be worn If normal handed or .\Vlmr m,l.ll on he purch~.

Moumed cumhal :Ina honcm:lnshlp :In: speclll provinces of Ihe Q\<.Ii1er
c1us. 1\ hum;an ct\'aller {bul nOl ... n df or a half-d.O nuke.. ,1.11 :1IIx:b fmm
norscback ~ if rht" ch:lDerl'r .....n' I In"'! highrr This iflCfC'.ISt applks only ro
horses, mnt.lIll~ IlSOlhl.. as St,.ros by uvalicrs at higlK'"r levd, and thoK- mounu

al'Vwvoo by rhe GM.

All Glv;lliers arc villually bolll ;Iud bm.! 10 Ihe ~lc. wi1h those of loser
;lbility ;llduum.ly Irained:lt rhe 0 level. A Cll""llcr IS 8'j% unlikely ro be Ihro\\ n
from rhe uddle. and 8'j% unlIkely to hl' Injured if hi~ moum falk 'Illi,
chanct: is inc~~ by I % for each level ~hovc rhe fi,SI,

As a e::tvalicr IOcreascs In level, he iml'fOVl'S ~rill funhC'r in hllr.;r,m:lll,lIip,
and in the handlins of Olh~r Crcalllle'i a~ mOllnr~, IlorStlllallship ;llIili,k-s
incre;lsc:l§ fol1ow~;

I\r 1(11 IC'VC'I, Ih~ ,av-ali..r (ao v:luh imo till.' saddl(' wilh lIulky
armor and ha,'" Ill .. stud una..rway in a single SC'glllcnr
At 4th lcw:l, a f~mall' dven cavatit"r (and nnlY;l fe'Ill:J1e df) lila)
h3ndlt: and ride a unicorn as:l SIe:td.
I\r 'jth 1~llnc c:IY.liier e.ln urgt his mOUn! to grc:lltr sptt"d Ihan
normal. Tht: :addiuorul sp«cl possihlC' <'(lu...l~ a 2" bonus 10 move­
menr r:ne. Jnd em be stl.nained fin up 10 (, IUm... The :Kldilion­
al speed rhus g;uncd has r'IO III dTccu L1pon Ihl' mount, ahhough
r'IOrnuI ICSI ...00 fccdmg arc Jlwa)"S n~.
AI 71h level rht" uv:dKr un handle ;and ride .1 fl"'I?SU-~:OS a S1eftl

Ar 91h 1t:Vd. Ihe c:a,-;;dler an handk and rid.., a hippogrilT ;l~ J
Sleed.
AI lllh level. rhe o",,!Ier on h,l.ndlt and rid.. a grilTon or a sim­
ilar (rearore (GM's judgment) as a need•

1'~ (JvaliC'r" nl(M.l1ll will be rric-ndly 10 and will aceepl tht: ClIvalicr as long
;l~ ir is propcII)' rr/,";lled. OfCOUI)(', In<llurn ufKouU aliKnml'lll Will nm allow
:IllY (,If Ihc: C'\"il wn 10 come' near 111 thc:sc: casc:s, and VIce \"CU.1.

A cavalier's knowledge ofliof'll('s (,I.nd, :It hil;hC'r levd~, other mOtlnt§) all(l\'o')
rhe (;lv,l.lrer 10 esum:lle the rrbllvr wonh of a ~IC'cd. A alvalier Clll e_amine
;lny IIlOUnt and delermine ifir has low worrh (one_chird or fewer of Ih.. mu
rnJllIn posslbl( hu poinr:s for Ihe crC',Hurd, .1Vef:ll;e wonh, or high wonh (rwo
rhirds or bcw:::r of rhe' nlJximum pos,ihle hir poillr.~), Auy SIf:C(1 ~dcclcd by II
,av.1lier Will have ~2 hit poinrs p,:r hit die (up w the m:uillllllll hir poinl~ for
rhe erc:lIure),

A Clvatil'r Ill:tkl:i' all Sllying throws llS 11 lighter. Such chanclers are, huw.
I'Vl'r, immune co fnr (magk.ll or odwrwisc) uf .1ny son. All C:lv:lhen r.ulr·
ace.l pmtt''CIion from I~ol.f aUD in.1 10 fuol r.adius, so Ihu all a1hc:d tre:i1ura
.....ilhill rht" Dclil~l ale ~imil;lrly imlllune. III addilion, magical or m"gi,.likC'
phl'nomella rhar alTC'Cc rh .. mind arc 90% unlikdy ro h.1vc :Iny dT«t un rhe
cavalil'r. ThiJ: includl'S po.....ers such :is Ikguilillg. Charm, I1ominuioo,
!Iold, lIypnosis, Magie Jar. I'olos6sion. Slttp, Suggestioll, and rhe Psionl(
MInd B1asr, but nOI the tlTt"C1S of high C.omdin~. This 90% immunity is
10 addlllon co any 5:lving Ihrow fnr the' cavalief, if appliClblt. Ctvatirl1 also
SOlrt at • 1. versus all formJ: of il1clJ:ion ~pdk

C:aV:iticrs ofgood a1ignmcol ...'" aM.. 10 fUllC1ion:l1 neg:nivc hl[ pomr IOrals.
unlike rltt"lTlbers of olhcrdou')('S. or cavalit"f'5 (If nc:umd or evil a1ignmenl5- The
numill:'r 01 nt"gJli\'t hit poinu rllt" u..-,Jic:l (.'.1.11 fUIIClion ar is dc::lt"rmmc:d by Ih..
Clvalicr's hil paims .1.1 IS( It"'d (1\ 13). Wllcn a 1lt1r.lti,..: number ofhu pomlS
i.~ rra<.hcd, Ille e:tvalit"r Ilf>t'::l, nUl bceorm' uu<.omciou~. but GIn n..,lunger atl.1ck
and mU~1 reu, hind "'T1und~. ~ncl <:«k fun her hcaJing, Otvalicn heal:u ulher
characleu, hur IhnSt: of Sood alisnm..nl j}lin an addi'ional 1·'1IXlillls fUI nih
full wt:l'k of norlllal healinG-

A~ a llll'lllbcr of the social upvcr Iht~R"S'. the ('";lvali~r has a CO.lI of arms and
armoriul bearing, Thi~ bearing b rlLc dcvil:e: ,,"om upon the (,avalier's shldd 10
i,ltnrify hilllsdf un rhe: b~(llc:11du alld in tuurnaml'nl. The armorial bearing
Illay 1>1' niH kl'pl (llI'ercd whill' traveling, and must be: boldly prc.sc:nlcd when
an I'nCOlllHer occu~ with crc;\rul15 Ihul mighr unuerstancltllc impurt uf such
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~ dcvlCl:. In ~ddllion. :11 4th lev<:I the ~":,Iv:.dio:r I1l~Y fly a pcllHon on his bnce
on Ihe ~lIldidd. A dupli~le of Ihis h~ule: flag is hdd Ily the Cltnlier's re:t:lin
ers. ami muks the territory of the ~v:alil:r. If the ~lIie flag is 1051. dishonor
I."nSUe!> (-20% 10 Ilooor), and the cavalier m'15t make every effim 10 regain Ihe
Has. Ifill." docs, lI..Jf of the lost Ilril)('lr may ~ tq;;iintd.

FitUily, ClV;llien may expect full hospil:ality - food, lodging, and wllal~('r

~ is needed (within rc:ason under the citcllntSlantt5) - from all other cav:l­
lien; of rhe gme aiignmeOl_ Such hospiulity is likcwtsc due lTom ail gentle,
nobk, and roya.l hou.~holt:k :acrording 10 Iheir rcI,uionshlpl bawcen various
poIitiClt.l divisions 111.1.1 mighl be wncerncd.

The Clvalier mUSI foUow a code of condllCt and nllia, akin 10 chiv:alry.
Upon being I'NOrn ro knighthood (by a cava.licr of al lean 2 Il:\~ lIiglJt:r, in a
ceremony as simple as a dubbing wilh the I'NOrd or a full rirua.! offu,ing. vigil,
s:acrtd vOWS, and «lebr:uion). the cavaiiu mUSI pledge hirmdf ro Ihis code:.
Failure to sustain the oath is nOt sufficienl rea_~n 10 I't!'VOke knighlhood, unless
the order or liCKe of lI,e C'otvalier spccifiCltlly demands such. In Ihe lalter CISC',

the ava.lier becomes a mere fighter, Ihough weapon spedali,;rrinn is Il(lr
g3ined and the privilege of wl.':I.pons of choice is relainl-d.

A CltV'.Iliel must SC'rve S()mcone or M'me callo;c • norm31ly 3 !}lwd, greuer
l1(Juk, onkr ofklliglllhood, or the like. -111e C1valier IIllm 5CCk 10 sUSlain a spe­
cial code ofhonor tailon.-d s!"'I.'ifiC'otliy for his cia». '111is code o(hOllor holil~ dl:~r

the knighrly vinues :llld Ihe cude ofclliv:alry. TIll,' knighlly viflllCS ~rc Ihc:IC:

Chapter ]. Charactcr Classcs

Whil" all C1va!i"n:tre iniliaUy ofgood alignmenr, Iherc: arc ClI':lJien of neo­
tral :tnd evil alignment as well. Alignment eh.1lnge can occur up 10 4th level
wilhoul pen.lIry, if the change is wdl rcuoncd. AI 41h I(\.'CI :lIld beyond. any
ch.1lns" o( alignmenr ll';,1;uhs in Ihe usu~1 pen.1lllics. Neutral :tnd ~il Clv:llien
do nor r"l:tin lhe :lbilily to (uncrion ~t :a Ocgalll'C hll-poiOl rOD!. Evil Clva.licn
may usc poison, bul ClnllOl ignorc Ihe obltg:trion ofhospir:tlity (Ihough gucsu
may be housed in a sub-sDndard m.llnncr). The dl:\icc (If an. (l'i! ClI':Iiier i)
made known Ihroughoul rhe land. ~nd F;ood cav:&iicn:an: dUly bound tU IlulI(
down .1Iod demoy lhose cavaliers of (l'il aiignment. Finaily. (I'll and nCUtm
cav:lllCn h.1ive limitarions on the rypcs of follo....~n mey c:m 1I11rX1.

C:tV;llien; have special requircmellls on lbe types of followen. henchmen.
ami rClaineB Ihey nuy have.

Folio....~: Unlike ()(h« ChU:KI"rs. Glvalicrs begin 10 alfr.Kt follm"'Cfl(:tr rd­
alivdy low levd. TIltS" troops.1lrt" men-al-arms. -l1Jcir numbers :tlwi type' ~re
dClcrminni as foUow$:

AI 4th level: 1--4 men-:tl-arms
At 51h level: 2-R mell-al·arms
At 6tJllnd: 3·12 mell-:tl·~rms

At 71h level: 6-24 men·al-arms
At 8111Ie\'d: 12--48 men-ar-arms
At 91h level: 24-96 lIlen-~I-arnl$

At lOri, level: 4R-I92 men-at-arnu

The C:.ivalio:r code of hOIlQr milS! be rigidly :ufhered 10 .lit ail lilllC'S, .lind
includes Ihe following high ideal$:

Noble SCrvKc chc:crfuily rt:ndeml
Dd"ense of :Iny etu.rgc Ullltt death
Courage .lind enlerprisc in cMxdil:ncc 10 rule
Respea (or:lll peen:rnd tquili
Httnor tO.1l11 above your ,sullon
Obedience and respect: from .1111 benealh yttur jUlion
Scorn for tOOse ....ho .1Ile I~y and ignoble (this includcs knightly

linlilalions on wtap'tms and armor)
MiiilU)' plOWC5S exercised in Se:tVice 10 )'Our lord
Coun~ to a1lladid- (whose Comeliness is grC'.1lter Ih.1ln 15)
Wu is the flowering of chivalry
B~{IIe: IS the rCSI of mmhood
ComNI is glory
Never shirk a l;uk
Person:tll.llnry "IMlve .111 in hattIe
D~':lth to all who oppose th" cau.""
Dt.-~dl bi,-for(' dishonor

The number r:lllges givcn aoove lire folloVo'~-d on II pcr-Ievel ba.is. .lind arc
nOI comulati~. If the dice mil for follO\Vl.'Tl !?ined .111 a new levd i~ t'tlual to

or lower than the number of (ollowen ~ Clvalier currenliy has. then no new
follO'o'~n are gained at 111.111 lcvd. Example: A roll o( I d4 .11 4rh kvd indicucs
rh~1 lhe ovalier arnxu 3 foUO'o''C"n. When rlre cavalier auaills Sih kvd, 2d4
arc rolled. ~nd If the resull is 2 or 3, then no new (ollowers:an: gainni (<&nUIII­
ing Ih:ll lhe original followen arr stili in Ihe cavalier's st;l"I'Kc:).

Whenever ~ number of new fol\oolo'crJ is pinC'C!. roll pcra:nliie dice and rd'tt
to Table 3M 10 detnmine I\ow they:lre equipped_

Libcraiity
UnsdruhnCH

Good Fa.im
Pride

Glory
Court~y Brotvo:ry

"""'"01·50

SI.1§

".90

"..,

T~b1e 3M:
Cavalier Follower Gear

followers eqUIpped WIth:

Ucl'lt c:Ml1ry In ,..... II\I~ Ind ohlllkl. nm wm ) ja¥riM.1on& ........... and'*"" an: or,~ Inf:Intr)I In l.CaIio m:tiI, wKh pole _ 01 c/loo(e and....
HI"M)' onJ>tKI)' on sphnt 11IIoI WIth ..--, ll2l" .,.j tw>d~ or. haY)'
itIholt')' in t.atlMor armor witll pIb .,.j lhort 1""'OI'li
C,oubowmtn In cl\aln ITlIP witll heiIYY croubow 1M lhort SWOO'd: or,
cl'Olibowmen In chlln mllW wIIh liJh. ,rossbow lrod mU,ury Ion..
Clvllry In bln6ed mlll.1Id Jhleld wkh bn.... arod ~n'. nlace;Ol',
av>lry in "udded If:a,h~ w1lh lool,K ,word and hOrS&ftUn', n.~. EOlh...
type will be mOl/flied 00 medium wlfho"'....

in enforcing this code, Ihe GM m~y reducc or dimin.llte experience thai i~

gained lIy the cavalier ifiu !}lining viol.1ltcs Ihe: SPlnt or lcm:r of the code. A C1V­

.lIlier ....ho retrcars (rom hanle, even 10 savt fdlow parry members, would receive
halfopcricnce (or tbe bcasrs sbin in his rcrrc.:tr. Simibrly,:t cavalier who sc:olds
a sassy pri1lCCSS he's ICSCUtd will!?in no expc:rience, since his ~ions wcre: not
lIpprovai of by tll(' code. Norl(' rml C'o·cn nc:tllr:tl :md evil cav:alicn:ll1.' bound by
this- cutk, bul ill their easel' the obedience is ro non-good nuuelS.

)u; a rt:SUlr of lbe code ;and dcsirr for ~l{le, cav:lhers canntM be romrollC'C!
in baltk silU.1Itions. '11\ey will eha'};" any enemy In sight. with the follOWIng
order of pn:faenclf":

I. Pu\Ol~rfui mOIlStCfS (dr.lgons. demons, gi.1lnfs, nc.) .serving enemy
kaden. men the Ic:adas themselves

2. Opponenl C1va.1im. dark lmightli, kllighu err.lllt or paladins
(if the Clvalicf is evil) ofgreat rtnO'Ntt, crn:my flags and siandards

3. Opponem caV;tlry of noble or c1ile srarw
4. Other opponent cava.lry
5. Opponenl elite footmen
6. Oppon"nl camp and he:tdqu:trlers
7. Opponent melee trOOp~

8. L:vies or peasants

'l'ne cavalier's charge will Dc made .11 full speed, rtl/;ardlcS5 o(army coh~'Sion,

inlervening friendly uoops, or other such considcr:l.lion,.
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The cal'alier musl go In :I loc:rle where such mco-at-arms arc Jocall'ti in
order to allraCllhl'SC folJowcn. Those follow<:nlost arc nOI rcpbo:d excepl by
troops gained .lit higher l(l'ek A cavalier's followers wiil nOI demand W3£cs or
ulary, but mlDt be ("d. cared (ur. and rev..udcd a-lll,ilable for tile GIlnditions.

NaullIl cl.\'.1Ilicn will aHIlICI meO·.1II·~rms only when Ihey champion a spe­
cific, nt\itr.U ause, 'lieh as .serving for :I druic:l to protecl cre:uurl'$ of Ihc
woudI;lIId_ Tht:SC followers wilt 1101 lemain if Ihe cav:alin goes elscwhell'.

Evil cavaliers will only allr:tC1 h.1indiu, hrigant:k .lind lhe likt: as fol1owcn. An
evil Clvalia couid allJXI ora 01 huhgoblins if ill lhe corrcel are:.t If nKlMlelS
of 1 • 1 hit dIce or grCller sm:ngth ~rr coruidc:m:I. mlu~-c the 100ai number of
foJlO'o'"Cn :temrdingly, if ,he result wouid orherwise O\~rcompcru:tle ror penal­
lies of using.such cre:ulIIC$..

!-or eYl'ry grOllp of20 U'OOpi rhal serve a Clv:alier, there wiil be a lighler fol­
lowerllC'.1ldcr of 5rh level, dlt:S.SCtI in plale m;lil and micld with a ~Hlc;uc • 2.
For ~"V(ry 60 rroups Ihere will be a 611l·level fighter bd", (wirh pbre 013,1 • 1
and shield.lon~rc1 + 2)• .1IIIIJ:.l 3rd-k'l'''' figillci lieUtCn.llnf (plare O1ail, hal­
Ilc axe). These g.1lim will be madc as the totalO1cn-al-arms in the ",valier's $Cr­
vice rcxh appropriale totals. Thc:sc le.1lders WIll nOI be rcpl:lc.d if ~13ill.

although rhe clv:llier may rr:<:nlit m"rcenariCllIO uke {he:ir pbCl:. Evil Clv:tliers
may allr-~C1 1110115"::" as lc-~d.rs (a troll instc:ld o( a 6th-level fighler, for
inSTance). There is a J % per k"l'c1 ..hallce that all el1(OUlllerc<! intelligent
11I0nSIer of (ewer hit dice ~nd simibr .lIlignmem willlxculIle a (olluwer o( tlte
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evil avalier. Thl"rl" i~ ~ 5% llC'r Il:Vd ehanet' Ih31 sueh intdligt'nt mOMtt'n will
bl: disposed lO eoopt"r.ne with, or:1I ll:utl'ernain neutral 10, the cavaliet, rro­
viding Ihe evil cav:llier', armori~lbeuinli: and shidd art: known.

Cavaliers and Henchmen

A cav:llier m~y ha\'e 15 many henchmen :IS indicated by the Ch;ariml:l Tabk·
I F, with a bonus of _ 3 10 Ihat number for cav:llicB of good alignmell1 or a
bonus of _ 1 for neuual or evil cavalie". The I)'pt$ ofhenchnlen th.at a caw­
lin will (or can) acccpt an: bucd on the alignment of the cavalier:

AI lOOn ali a cavalier ofgood alignmcm rcxht"l <llh Ic.-vd (Knight Plebe). the
cavalirr mWiI xquirt al lealil One m:uner. TheK fCQineB can be dlher
AnnigelS (1C"d I). or ScufifeB (kvd 2), or both. Upon becoming a Knigt\l
(6rh Icvd). an r:.5lJllire (bel 3) mlm he :Ktdcd In the gaff. Upon becoming a
Gn.nd Knight (7m kveI), a Ilorscm:ln 10 act aJ a henld and a l...anar to act as
a guard mun be adckd. At 81h Ic.-vd, the Bannem must bring at least an addi­
lionaI. mounled m.an-al-ums to hu ,uffof rtt:uncB- All cavalier m:UflCB will
.serve for nOlhing more Ihan care, upk«p, and tr:r.ining. u applicable. GilU
m: always accqxcd, ofcourse.

As. a O1cv.l.licr (91h level), Iht' cavalier nuy willingly lI'.avd with or withour
his group or ret:ainers. AI lower levels, Ihe m:met of a C:livaJit'1 C1n require the
Civalier 10 tnvc! without rcuitKn. A caV'.uier is rcsponsiWc for the actions of
h.Ir (oUowen and retaineB, and is reqUired 10 ilUure that others or the C1valier
d;rn livre up 10 the sl:lIldatili nr Ihe dow.
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Table IN:
Dark Knight Progrenion Table

10 S,ded
Dice for

Aceumuilled
HIIPo'm:,.
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•
5,,
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'-12
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9'21
"}4
'_27
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Experience

""""G-t1SO
t7Sl...s.soo
S,soI.t2.ooo
11.001·14,000
24.ool--4S.ooo
4S.ool·'S.000

95,oo1.11S.OOO
17S,ooI·3so,ooo
3SQ.OO1.700.000

700.001-1.050.000
I,OSO,ooI.I.400.ooo­
1.400.001-1.750,000
1.15@O1-2.100.000
2.100.001 2.450.000
2.4so.ool - 2.800.000
1.800.0CII - 3,. so.ooo
3.lso.ool -l.SOO.OOO
l,Soo,oo I - 3.8S0.000
3.850.001 - 4.200.000
4.200.001 - Uso.ooo

• Iv.lin.r. darilluIojlu...-1O~. 1410. Thos.-.qr ponc'b;bt' Io;-.~
at fint otiy.

- Dri~p").ptr ....... IlIt... ~9(h.
- 3so.ooo txpet\IfICtl palI'Ia per~ kit nctIlddiDoNl \roId ..... <he II dl.

ingly perform a good act, he 1051:S Ihe SlalUS of being a dark knighl immcdi­
alclyand irrcvoc::ably. All bencfiu:rre then losl and no decc:I or OIapc ihon or
th" intervention of:r Ikmnn Prince C1n reslore the character to dark knighl
Slatus: I-Ie is ~er arler a lighter with an allitude problem. The charactel's level
remaiN unchanged when litis occurs and apcriellcc points musl be :rdjuSotcd
accordingly. Thereafler the charactcr IS bound by Ihe rules ror fighten. He
does nOf gaio the benefits or weapon spccia.liz.lIion since he did nOllClCCI Ihis
ro,r his .:haraclr'r al Ihe .~Iarl.

Evil
Qma
Fighlers

uvalien (evil)
Magic-useB

TIlicYcs
Auassins

Neutn.1
Druids
Egllen

uv.alien
Magic-users

ThiC"C$

"'''''

Good
Cleria
F~ten

C...ava!ieB (good)
Magic-liSCO'

Paladins

"'''''
CaVil.Jiers and Reuiners

Hun"'..

Hit Dice Type:
01'

Allowed Races::

Allowed Alignments::
chaotic: evll

Building Point Bonus,,,,,

Dark Knight
(aka Anti.Paladin)

Ability RequIrements:
SII" I}-.Con 9_.W'51) ••
Cha 17

PrIme Requlslte(s):
Wi,dom ...d Chon",,"

If Ihe dark knight eommllS a good act while en,hantcd or ,ontrolkd by
magic. hc 10Sd his llark knight StJIUS until he an Jtonr' for the deed. This lou
of St:rtuS means Ihe chal'llcter loses all hi~ ~pecial ~hilities and essr:mially fllnc_
tiuni :l.5 a lighter (without wl:~pon .p<-.:ialitation) of tht' same l~eJ. Regaining
hi~ SlafUS tequires completion of IOniC horrifie drunken bender 10 oncc ~g:rill

prnv~ his WOrth and h~rden his hla,k hean. He gains no opcrien'e priur til
or dming tllr' CnlHSr' or Ihis hemler, and rq;.,ins his standing:u a dark knighr
only upon sobetinK up.

A dark knil>ht h:u the following special powers:

- He c:rn delect the presence orKood intent up to 60 feel aW"~y by COil­
alllrJling 011 locHing good in a particular dirc<;lion. This ern be
dnnl: as often :lS desired. hill eJeh .1Helllpt lakes one round. This
ability delectS both good-aligned monSlers and charaClers.

A dark knighl is immune 10 all rorms of direarc bm is ORen a carn­
er or wille rtally na~'Y plagllt'!i. Any pe':l'S<ln awx:i:rting with .1 dJrk
knight is 10% likely llC'f day of becollling infeocd with a r.l.Odnm
affiktion:ll determined in Table 30. TIle drects of thC$C arninions
llrc described In Ihe H~ckManer GameManer's Guide.

lie can also inni" lerrible
wounds un othefi .imply by v,'Wo!i Table JO:
slapping them. The dark klllglu Da.rk Knight Communicable
infliClS 2 hil poinUi per experience Disease Table
1C'VC'i as well :lI caWiing Ihe loss or dlOO Oisc'lSC:
1-4 Honor points fO the victim_ 01-10 ~/Ie:sh

11-20 ore sh/fIcIa
He can usc IhlS power only once 21.)0 ..... P""

per day. ) 1-40 bbdl pbcutt

A dark k.lli..11I i. iUlfOUltdr'd .. I·SO rowooc deadl
&' SI.6Q bUdeath

by an aura of evil wilh II 1G-(ool 61-70 ~dath

r:rdiur. Wilhin Ihil r.tdius. all 71-80 burtIoncdftdl
Mjmllloncd and specifically good 81.90 _ ulltl •

'I.(l(l oa- -
crC:ltures s.ufTcr a I penalty 10 '- -'

so

Dark KnightS
'Ine dark knighl is Ihe antilhCc(is or the p.,l.

~dio, a 'onoivillg and daslardly warrior who
dliulllJion~ ~Il IIL:n is evil. M~IIY han' uicd
~nd railed fO live up 10 Ihl: relipollliibilitieli of
the dark knight since it is commonly 35!1umed
fhM Ite is a "lonsc Clllllon" who has no pur­
pose other than ll) lCrtorilc Ih~' coulltrysid('.
Nothing 'ould be r:mher rrvm the ulIlh.
While he would a:minly enjoy such a'tivilics.
the d;uk knight h:u fir more important work
10 3ttend 10. Upon his liholiiders rC'St~ the job
or cm;uring the downrail or aU Ulat is jusl and
rightCOUS in the wolld. It is not an easy rask.!
While Ihe !"air-haired golden boy J»ladin h15
the facile l;uk of leading a hunch or losed
whose nalura! itldillalion is 10 meekly Hike L -'

orden and rooper.ue, me dark kllighllllUSt dirt."Ct a bickeling rabble or blood­
thlrsry kiUel"l inlo Khieving Ihe ovenrching~l or the triumph orevil. There
is no rest fOf Ihe wicked. A Machiavellian Qp.1bility for politie.tl manipub.
lion is csscntial ror success (rherernre Ihe minimum Charisma 17). He must
abo ha"e minimum abililY scom; of Sw:ugdl 12, ConSlillllion 12 and
Wudom 13. Wisdom ar'ld Charisma are lbe prime requisites or tbe tWk
knight. A dnk knighl who h15 a WISdom ICOrc of 16 or morc gains a 10%
bonus 10 Iht' experience poillls he tarns, A dalk knigltl mllSl be chaotic evil
in a1ignmcol and must always remain ch;M)li( C\'i1. A dark knighl who wanger
alignment. cirber ddibcrJtdy or inadvenemJy, loses all his special J'O"'ff$.

Mlll'lC'fimcs only lemporanly bul OIht'r lima rol'C'Vet. He em UK :IIIY 'Napon
and !'\'C:lr 1IIy rypc of armor.

Chaoi and evil d«dr an: Ihe liquor :And smokes or a dmt knight. If :I dark
knight cve:r knowingly perfornu a lawful aer. he mUll seck a high-level (7th or
more) cleric of ch:lOlic C\'iI alignmr'nt. rnnreu his kind dM:!.. and do penantt
as prt'SCribcd by the cleric. If a dalk knighl should~ knowingly and wiU-



Table lP:
Darie Knight's Followers
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thtlr att:ttk rolls. revrdleu of whom lhey lI.ltack. They lIrc further sut..jcct to

lI. -2 pc:nJlty on 311 SJviog throws. Crt3turt.li aff"C(:ted by Ihis aUr2 can cuily
Spol iu SQuret.

A dark knight using an unholy.sword projtcu a eircle of power 10 flXl in
diamrt..-I .... lIm Ihe sword is unshc:uhal and hdd. l11is powtt dispel.c h05l1k
m~ of a b·d up tu th..- <b& knight's e~periencc I~M. (An unholy Wo'ord is
a \~ry specl.11 ....=pon: if your dlik knigllt ae;-quitl$ Ollt'. the GM ....iII ('ltplain
i[$ mher powers.)

A dark knlgill PU\lI the power 10 «I1Il1II;'lnd undead whell he rnches Jrll
1~1. Ht afTtcU lhese monsten the Umt as doo:l deric IWV It"Vdslown-for
almpk, ar 3rd I.....-d be has rhe comnund power of a !sl-k'.'d ~il cleric. ()tt
lhe stelion on clerics for mo'e derails on Ihis abilil)~)

A rl;..k knight mOlY all for his mounl upon n::tching 4rh k-,·eI. Qr anylinl"­
thtreafter. This S1«'d n«'d nOI be a horse: il nuy be whJttver SOrt of crC:l.lure
IS appropn.llC 10 Ihe chanetcr amI may even be a Nightm3'e (as II.:cid...d hy
the GM). A dark knight's warhone is a very spt'Cialll.nim:l1. L.umIt-d by fatt 10
Ihe knavt. '/llt d.uk knight doa not rally ~C;tll" rh... animal. nor dun dIe
ho'li(' insllllllly apl"...;lr in f,nnr of him, Rathtr, tht charactcr musl Sfe::tl his
wll.,hurn: in :;0111... IllClllor.t..le way, mOSI frequently hy a specific qUe.~1 ;II Ihe
beh/.'jt of a Nefarian.

A dll.rk kniglll Coin elISt deric spells onCt: he r.-aches 91h levo:!. He Cln cast nnly
spells of the divin~tion, necromll.lllie. ltnd ~urlllnoning type. (Spdl 'y~ :l,r
id~nlirted In Appendix 0.) nl~ ~cqui~iliullalld (~tillg of Ihcsc spdli ltlJid~ by
Ihe rules given for d~ria.. Th~ spell progrcssion and ClSting IIc-vd are lisll:d in
Tablt 3Q. Unliko: II cktic. the tiuic knight docs not vin ctlr2 spells fur a high
WlSdum SW~. 11lc tWX knight cannot ('tit spells from cknc: or droid scrolls
nOl'" an he II$(: c:k:ric ltrnu urUcss ili()' are a1lvwn1w the warrior group.

Knights Errant

Knixht Errant
(aka Rogue Knight)

Ability RequiremenU:
SIr 1~ •. COIIt()<o.w" 0 ••
Cha t h Comeliness IS'

Prime Req"I~lte(s):

Sv.nith and Ch.r1lmJ
Hit DiceTypll:

."
Allowed Races:

""Allowed Alignmenu:..,-
Building Point Bonus:

'"

Knights errant are similar to Cllv:tliers blll
they owe no allegiance TO gawtU. noblc ord...rs.
Spcei'll Clust':$ or codes of conduCI. Rather
they fight for Iho:ir nWn personal reasons ­
lCiually involving vengcance or to scule a
hercdimy grudgc (hloud v...ndmas). Or:;o
thty cI,lim. If the trulh be known. most
knight ermntS figl.. nUl nfa !:en..... ofl'Jttleoego
lind glury.

Thc:y an: kllighu with .1 singlc mmdcdncss.
'/lley ha"e sllch :t warped v;o:w of morality :tnd
Ihe world thaI ll\()St knights errant IIclLlally
bellCVC rhey arc noble and of good a1il/;nmellt.
-Illc:y beliet~ in fighling 'Nil' on th...ir remu
and nOl having tho:ir hands tio:d by tht samt
lIlorak restr2inu tN<" Cll\':lliers and p:tl:wlim mUSI .slavishly adhtrt 10. Unllk~

olher ebuc:s Ihis .sI.o:v.....d v~ of Ihe world a110l/l'S cturllClns of Ihe kniGhl
emot cI.w to use evil means to achieve Ihelr ainu as lonl/; :u they o.n IUSlify
thcir ae;-lions. and IIrgtlC that Ihe e-nd result funhen rbelr bKKld vcndnra. They
aft' IIl.1loltU of well jw:tifio.tion lind :t:S such ha,oo: Slralo:r wiggle rOOIll Wllhto
th...lr chosen a1ignmcm than ocher chaIaCtc:r c1;u$CS.

For ~mplo:, II knighl o:rr.tnf could hom down a viJ.Iagt filled with lnnoum
women and children ill ordtr to Ret th~ 'bad guy' lind ju.u;fy his acl;ons by ur'
ing. "Well, ifht (dlt bad guy) had l.'SCtpc:d h... would h:lvc cnded ull killing fu
mort" innocem people." As W:lrpc:d as it )QuntU this type urlogic is e-llough to
S...t tht knight trr.l.nt ofT rhe hook lIS far:t:S altgnmem violadulls.

Chapter ]- Charncter Classei

A lbrk kniglll aUr.lCIS a body of followcn upon raching 9lh level or ~'Sl..b­
li~hing a g:trrison. l11est nllrnhskllll~ :lI"O: oflo:n more trouble rhan Iher lire
wonh though. Ho: Colli still hire soldiers and specialists 10 hol.~ter his forces and
keep them in ItoCo

/I. dark knigh' lT1.1y employ unly cvillU'lIchmen (or those who act in wch a
IT1.1nner when allgnmcm u unknown). A cbrk knight will cooper.tt... witll allY­
one only :t:S long lIS ir is to his adv:tnfllgc 10 do so. Ht" williry to show them
the way to slash and bum ones way through life through boIh Iursh words and
deals. Hc ....ill fIOt abid..- til... company of IhOSoe who commil gc.oo or nght­
row acu and will mercilessly taunt th...m at any given opporruniry.

Lad.r (and IUllfttrd rNlcIaI iUms)
s~ ¥_.pQ•• mail.~ baltlil alW .2
Sctw.wl d>ric ~pbuollllll, IllIotld .1. opar .I.d:lgcr .1
~ dIorlc knI&ht. pbuo maY • I. "'ldd, >pear • r.~ + I. pM )'d­
'-l ~ctwu. spllnt mall. 1hleld. Cronbow of DImn<:.
7tl\.!evd dirk ~pb.<eINU.1.1hlfid .I,brwd~ "2.l>u'1_
hon.c willi Hon,"",,- of~
GM'. Opllon (.......... d.mon)00

91."

Table 3Q:
Dark Knight Spell Proxrenion

Dark Knitht eu"", .... e-
LM e- o 2 J •, 0 I

10 2 2

" 2 2 ,
"

, 2 ,
"

, , , 0.. • J , ,
"

, J , , ,
" • J , , ,
" ~

, J J ,
" ,- J J J ,
" .. J J J ,
,~ .. , J J J

• M.lltl.....m I~U IbUl1)'

5I

Ole Roll
OI·SO

SI,76

7l-91

00

TroopoJFollowl'rs
10Wa'1 moon.ed 1QblIn. with rlnJ =11, """I 'hlekl.l \>vel"".1ong .word,
&. hand ne; tOO JOblln. wi'h ....Ie =11, " ....11 ""~"""'t.won! & dub
20 ore. wilh .plln. mall. momtnl ,ur, & hInd UG:60 or" with .uI. INII.
Iu.llH,rd &.hor! .wo,d
20 znoll. with d~ln rNll.....'1 cronbow. & lonVword; 20 moll. with
d>loin m.oll. Ii&/>t croubow & .ullu.....·\IOIlI••
2S bupan with medium lhl<!ld & buta,d .word;)O~ uvaJrr
wlth 1Ich' warhorse. banded mall. medium .hield, bonee & """ .word
CM'. 0pti0II (cian'l.lI'OIoJ

Justification

l.e.~t a knight crranl ehar:lCler he accused of being tOO viul...m or ~ggl~'Ssive

3nd have lIi~ Ilono, or align1ll0:1ll Ilrought inlO qU/.'jtion. he must follow cer­
(:lin rule~ lx.forc initiating eomlm. TIIC right ofjustifiCltinn is a IlOwerfnltool
for Ihc knighr err2nl and he hidt'S IJcltind it likt' a Idlon shield 10 l:.'iCIpl' lhe
wr.llh of the g3wds. II II onen Ihe only rhing sr2nding UeIWC<:1l him ~nd II. hOI
rillle reuihulinn at tho: hands of thost who monilor alignml'lIt infr2cl;ons and
acts of dishonor.

1\o:Iow aro: silf rypicl justifiutions tht knight cmOl might II$(: 10 aplain hiS
actions.

I. Ifyou et\COUllltr SOmc'Ont brandishing a wo::zpon. you CUt an.Kt
him. JU5tifiC2tion: It wu obviously sdf-dcfmsc.

2. If you ~noounll'r someof\c who i.s armed but dues IlOt Ilave- a
Wo::Ipolt in his h:.mds.. you en allxk him. JUSlirlCluon: Thi.s IS
Illl.'rcly the good taelol n~ against an obvKiusly wOllh)' oppo­
nau. By ·dr2....ing bd'Ol"t" the othe! guy- you art able 10 ,.,'OK!
his nathery.

3. If you encounter someont :tnd you annOI dctCmtlllt if he IS

arm«l or nl)( (no visibl... \lo·...apoos). you cm :luuk htm.
Juniflc:uion: He prub:thly !tad «Inn-a1C'd WCllpons. Once he i.~

subdued or killed. you ClIO find OUI ifho: was "c:urying·.
4. If you encounter someone who IS clarly unarmed, you C-oIl\

all;lck him. Ju.uificllion; Ht could be:t monk, spell-e:L'ltl'r. have
illvisible We:lpons, or 1Vt'31lOns implanted in his body. or he SC'rv­
ing:iS II. Jt'Coy or char.c....r bait. On(~' ~gain, II.fto:r ho: i~ ~lIllltu('(1

or killed. YOll cn find OUlII.OOUI his true intClllions.
5. If you encounler ~omoone who is IIOt only dearly unarmed hut

otherwise arrears 10 he an -innflC~nl civili3n"; you musl trt:1I



l~1

Title
'NtyvotJrcI Warrior
M"I"Jded MiU",nc

KnlJht 01 the Whi<pe<ing Wind
K<llghl 01 Dr<itlllt

Knl&h~ of <he Shootinl 5t1f'l
Knl"'t 01 Shiltlnl Sand<

R0l"" Knllh'
R"""" KnlJht Mut.....

Knlthl Ernnt
Knighc Ernnt (10th r.-IIJ

K.E.( II <h level)
K.E.( 12m level)
K.E.(I]m level)
K.E.( I~th 1eYel)
K.E.( 15m levlIl)
K.E.{ 16th r-I)
K.t(11th I_I)
K.E.( I8ch ~I)
K.E.f19th lewd)

K.E.(2Oth '-'I. ""'.1

Experience
l~1

I
1,
•
5

•,
8,
""11

"..
"""""10

Table 3R:
Knight Errant ProgressIon Table

10 Sided

Dice for
Accumulated

Hit Poll1l<
20+ldlll'"

1,,
5,,
8...,.,,.,,.,

"1'12
'+15
9+18
'+21
9+'2~

9+27
9"30
,."

Expenenee
Poillts

."'0
2.751-5,500

5.501-12.000
12.001.24.000
24.001-45.000
45.001.95.000
95.001-175.000
175.00 1-350,000
350.00 I .700,000

700,001.1.050.000
1,050.ool·I,400.~

1.400,001 -1.750.000
1.7SO.oo 1 - 2.1 00.000
2.100,001 - 2.4SO.OOO
2,450.001 -:2.800.000
2,800,001 _ ].150.000
].150.001 - ].500.000
3.500.001 - ].850.000
3.8SO.OO 1- 4.200.000
4.200.001 - 4,550.000
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whether they d~J"\'e the eredil or not. A knight err:rnt can be:l (;\llotlS Il1dl­
vidll~1 with nO imcrett.' other d1an killing hil ellemy :I.' 'I"ickly as llOS.,ihle and
making on'with any spoils. 01 he call be a cbll1-limbcd, heroic figllte, 'I hero
who always fighrs and never kills if he doesn't have to. And lhcy (;;tn do all
thi~, and grt away wit.h it, JS long as rhey demonstrare at Irast SOniC token
dTon in furthering their cause or achicving their ultimale ,·cnge"nce.

The knight err:lnl has one additional skill in his bag of Hicks which olher
ch"""CI"r~ don't ha,,/: _:' tc:llnn·lik" abiliTy to .,hun ill f<:<:ling loward himself
or those with whom Ill' tr:weh wilh. If a knight "rrant i, accuscd of a crimI'
or sc:Indalized by some deed or 3CI he did which w;u vicwcd unfOl,·orJ.uly uy
an Il1dividu:l1 or grollp, lhe knrghl erranl C.ln publicly apologile. Anyonc who
is Jpologiu-d to by a knight errolllt must sa"e \'S. :lpology with a -5 modifier
(:ICC Apologies/Fnrgivelle\.1 in Ch,'pr"r 5). If the ~1Ve fails, lite indi"idlMI or

group must illllm'l!iatd)' furgive the knight l'rnllll (iududing any fille:>, 1>Cllal
ties etc.). Furthermore. lhe knighl errant has the abiliry to turn ching,; around
,;0 lh:1I hi~ accU!;er~ and those: who h:lrlmred ill fe.:-Jing tow.ard htm become Ihe
targCl of :lIlY blame (.r ill feding, If a .\.we ''5. apology results io :' n:lluml 1,
thc ubll1e h:lS shiftl'l! to till' p<:tSOIl(S) making tlu: SlI.VC.

Knight errant~ receive the proficienci.,,; :md skill~: riding (l.lIld-hascd)
armorer, ulind-fighting, euJur.lJlCl·, gaming, SOlial etiqucHc al\\l wear>(lll
smilhing for free:lS pari of lheir pre-advcnturing training.

Knight errams, lx:C-dUSC of Ilreir illtt'nsiw training, also get a fr('(' we~pJ:1n

spc:cialiution. This doesn't cost any of thl·ir beginning WI:"~POIl prolici<'lIcies:
they still ger all four of lhose. ~nd ger thi.~ spcdalilliion free.

Tlrc cxploits and deeds of knight crrams tl'ud to uc'Corne 1110re infamou'i
than rhose of olher fighlers and spread quicker. A knight ",rr:>.Ill'S F~me f~clOr

i. multiplied by 1.25 to rentet this faCi. Of course, this makes it more diffi·
cult for 1hem 10 110 thing' in .1t:Crel "" Ihey rise in level. Some tmuhll:.~oll1e

NPC is alwa)'s rcn"'lllbcriug "the tall, fair-haired knight crram" who was :11

the scene of lhe action. which makes it very c:uy for ~hc :l.uthorilics to fulluw
the hemc.s' tf'Jil.

In addirion. because or lhe bdlflc-vaniry inheren\ lO this d:lSS, any knil(ht
errant running into anOther knight errant with a higher Fame Factor th:ln his
mvn l1lu,1 challenge that knight "rrant to a due1. There's a prop·cr prorocollor
such duds and y01l1' GM will explaio Ihem 10 yOll whell Ihe time cnm~. The
victor of:>. kni);lu errJ.m dud rcccin:s 25% of his uppunelll's Falltl' ~"d 10%
of his Honor (0 add ro his own.

A knight CrrJlIl may build his 0\\11 sllongholJ alld hi Ie henchmcn as 1I1(lSt
orher characrers can bm he ncvcr g3ins followcrs J.lnomalil-aJly lI.S a norm:>.l
fightcr docs.

l. While fbgs mUSI always Ix: regarded with suspicion. A whilc
tlag may ~ a bardr b:lnner, a signal flag, an ;lfl;lek ....'3rning. a
trirk, elc. A fl.lg by itsc:lf means little.

2. TIlere muu be dear verualaekttowkdgmetlt of surrender. If
your enemies arc screaming hysterio.lly or babbling in sonu: for­
eign bngu.age, this docs nOI count as a surrcndrr, reprdless of
what else they arc doing.

J. TIllowillg down of wC\lpons il a rcquiretnelll for Mlrrcnd"r.
NOIe Ih~t if the weapons are dos<' enou~h lU Il;rJ.t:. up again or
Ihe~ IS a possibiliry ofhidden weapons. Ihe condition is nOI ful­
filiaL 111<:;,lIy, opponent., (:;Ill he required to suip to the poine
where it can be vcrifl.....llltal they ~l\" nOI amwcl. Still, cautiOIl
is advi!iCd (sec #4 above).

4. Fleeing is an obvious atlempI 10 nank Ihe parry, so rclrc.1Iing
enemies (:;III be ~tI~cked in The hack. Rememl,.,r Ihe old aibgc::
"Killthcm befure they rUli aW1ly, so Ihey WOIl't COllll' t:.ack lO

fighl anOTher day."
5. Any hesitation on the part of those suspiciously surrendering,

indudinl; asking for conditions, hegging for mtrey without per­
miSiiol1, falling down from wounds, trying 10 SlOp hleeding,
Ctc., is merc1y a trick, and dOl'S nut constitute a valid surrenJer.

6. Ewn when someone aClllatly surrenders, you gel one last
.Iwing in, ll<'Cause your .mn W.!S in mOtion from the I.IST one
(~ame applies 10 trigger fingers nn cmssbows).

I. If ),our enclTlil'S arc k110wn lO takc 110 ptiSOlle:rs (or you have
heard rumors to that df<:i::t. or you h:l.I'c suspiciuns dUI il might
be $0), then yOli do nm have 10 gram them quarter.

2. If prisoners hr:wme.m inconvenience, you can lie lhem up .md
kave Ihem in Ihe wildernes.1 or dungN"l. 111e laws of Il"u'r"
will r<'Soh'e till' situation.

J. ['risnners arc rcsponsiblc for thcir own upkecp, including thc
C051.1 of restr.lining thcm. How the knight errant gers his monry
back is a IIe,sonal dloicc.

4. Pri'ioners (:I.n be required to do menial work for the p.arty. If
the level of work sustained docs nOl kill the prisoners. then il is
not 100 much.

5. Strkt 1l1e:JSIlrC'i arc nce.'lled to keep prisoner, in line. Any
mClhod that docs nO! ddiberJldy kill l'aptivl'l; is approllri:l.te.
NOle rh:l! accidental kill lOgs arc aecept:lhle.

6. In the case of exceptionally dangerous or troublnome prison­
ers, it is OK to kill ~ few;l.' ex~mrlcs to the resl.

all SOIlle: OCClSions. enemic:s m'ly attempt to use a comllat maneuver known
:lS "sum:nd.:r" before Uf durin); cumbat. Must ch~rJcters wuuld Ix: honor­
bound to acknowledge such acts and ,ICCept the surrender. The knighl erram,
howcver, is a litllc more scrutini1.ing an,1 strecl .\.'1"")'.
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III" situJlion with extreme caution and initiate au.1C:k.
JU~lification: Probable C~u$C -I:eehle 01,1 pe<1ple, minor~. crip.
pb, elC. could vcry wdl be e11cmit:S in dis);uisc:, thl')' (QuId Ix:
using illusions, elc. Any aCt sllch as w:l.l'ing or ralking (i.e., cast­
ing spells) em he interpretC'1 ".~ h".~til", and then y"ll (;In atrack
them in sdf-ddellse.

6. Anyone who ~voids, runs aw:l.Y or allel1lpt:i 10 e"ade the party is
guilry of somelhing, so he C.ln he .\llJcked. JuslifiC:llion:
1\'e01ually, h" woulcll'rohably have don" harm In OIhers if yOll
hadn't urougla him down.

Surrender

Prisoners

Al tim('S it lila)' be una"oidablc that a )tHrl'nJ('1 Il'"d(ls 10 the taking
of pmoners. Creat care is needed IJc:C2US1: of thl." nicks pri~oncn; are
knowll to pia),.

III the c3mp:l.ign, the knight crr-JIll is a ~howy, high pro/ill' urJ.ggarr. Hc
performs dangerous or almosl reckless stums in combat and loves co brag
~bol1t them ~fterwMd~. Tltey love to he the c"mer of .attcntion dnd usually
attlltet <:rowds of admircrs whrrcver thcy go. Jk.l:~\lSC: they ("xerci'e their hr.,\;.
ging righu so indiscriminately Ihey oftcn r<-ccive a lot of crc:Jit fOI ur~"e dl't.'l!s

• A. first tevel "mght ".nnlS ,"'....... 20 po,nlS' IdIO. TIus rwonl)' po,nl·locke..' Is received
~t r~l IeYel only.

.. KIIl"'1 ern.nl.l I~in l hps per Iewl ~fler me 9tl1.
- 350.000 experience polnu per I~I lor "..h ~dd~~llevel.\>oYc the 20Ut.
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Monks

• Al rom '""'~ mo/lks ""'eNc 10 po;nu. ld6. This IW<Inty poInl 'kkQr'" .-.c.,o,ed ~t r....1
~.. """.

Table JT:
Monk Ability Table

Open Hand...- Attacks Opon
Anno< per Mme H,'",.... Cb" ...... ........ "'......, , W ... ,~, • IS' •• ,.

] , IS' •• ,.,
• • IS' '" ", ] Ir '" ,.
• , Ir '" ,., , ,r '" ].'

• , ,r , 1.11

• , ,~ , J_ll
10 0 lO" , )·1]

" 0 "" '" 4·1)

" 0 ,r '" 4·16
II .' "" '" ."" ., ,." ] .,.
IS ., ". , 2.24

" ., ". , 4-14

" .' ,r • 4_14

" ~ ,r • 6·14

" ., " • " S·lO

" • lO' • 8-]1 •

" ., ]I' , ."
~ Unln" w1dl ~ sbsh ondic:l~ uln ~tlXks ~ftw !he ~op.-..~ IIUIllMr of rOllnck, ~e. ~4

mons 5 attKlu II« 4 rounds. wIIIl tIM~ mxk corrwlC II tIM .-III oi tIM round

""""".
spe.. r ..od ~uff IkclIl$C ~ nlonk's aLililY 10 dooge: blUW5 and arry oUt dcv.u­
lOlling un3rmc:rlSllikcs de:pe:'nds J!\ltauy on unn:nri<:u:d mo\~nr. he C1nnOl
~r armor IKir USC" a wlicld.

Wilh retprcr ro mmhl.l, monks :llIXIt a~ ligilltfS. Howt"\'t'r, they add onf­
h;rlf nf J hir roim rn-Ievd of apttiC'nu: to the: amoUnt ofthm~ rhey scon:
.... he:n Ihey it~lIy allal.1t :Ill opponc:nl with :I .....cpon. 1111s simulatcs
lheir srudy and Itnowkdge: of WC"~POIU and :IO:lromy. AI 151 lcvd :I monk
~cnrt:$ ~ • 112 HP ofdamage, whe:n: x equals Ihe: danugc done by [nc we.1pon
usro and 112 equals the number of hll polnlS of damage for Ixing lim Ic....cI.
A 2nd level monk docs x .. I when he JCC)rcs a hll, a Jrd \n'el docs ~ • 1 112.
aud so on all the way 10 Supcnor Gnnd Dragon Masrtr of Ihe I'our kasonJI
Winds who KOres x .. 10 112 liP damage. Monks of m..di3n lc:vel 311.1 aho...e
:lClllJlIy fight Ix-£Ier WilhoUI we;r!"'ns, II.<iog the;r open h:llld~, despite lht'
\\!Capon damJgt bonus Ihey r~d<·r.

OPO:ll hand comb:ll d3m:lge i5 shown on Table 3T. [n Jddilion, rhe monk
It:!)" a chance 10 5nlO, or even kHl, an oppont:lll. An Oppnllt'nI i\ 11Iume,d hY:l
monk for 1-6 (d6) mel~ rounds if Ihe <cole of rhe mOllk's "LO bit" dit score
r:xe:eeds tht minimum numhrr relluirl'(1 lor a hi .. by 5 or l\lore. (i.e. if IS b
fCl:J.uired. a score of 20 woulel illdiollC: a StUll or anytim\' the monlt innl~b tWU
dice of pcnl'1r:nino damage.) TIl(' dlanet: IU kill is a JK'rec:nlage whICh cqu;tl.l
rhe ;trmor d:lS'l (AC) of the opponelll. mooified by the numDcr of cxpcncnee
1C'\·ds ~bo..-t ~I wliKh the monk h;rs :luamcd. AC·I is ~ neg:llIvc ch~nce: fIX
killing. as an example, but:l monk of9lh lcvd (rwo ~brwe 7rh) would ;tU,.,..,.l
III\) (h~rKt of killing somronc: wllh:ln AC of -I. Nore lhat I) Ihe monk musl
scOlt :I liit, :IIld 2) the: hit mun Ilun r~ oppone:nt. and J) lhe pcn:cnuk diu
scurf must be cqU:l1 ro or lea than lhe armor ebsJ of I~ S1unlU'C! opponenl•
moclified by Ihe monlt·s /cvrls O'YU 7th, in order to SCOlt a kill. Open hand
fighung ako .1Uows Ihe ronn!.: muhij)k :luads at such lime alo "he- munlt halo
~lI;1lnM me t:llpcrio:nu k..-ds ~o"'n in the nlC)I1lt·s abililY lable.

Monks m:akc: U<'lng IhJU\l\"S on rhe lable' used by thin·c:s. hur lhe)- j?in ar­
I;lin advamaga. Non-magICal mWilles (arrows. boill. hullCll. rhrown d.lggers.
rhrown 1~\'CIIOs. Ihnwl'll 5pCars. ClC.) Ih:ll would normally hil UII be: dodged
or knocked aside' if t~ monk is :lble 10 make his S<lvinJ!\ UIWW ~in.lt JK'uifi­
(;IliOn for tad! suc;h polemial hil. In oll,tr rcspt'ClS, if 11 monk makc:s h" uv­
mg rhrow ;r(;.1insl an allaclt form. lilt monk will suslain no damage from Ihl;
all;rck, even if Ihe :llIack fUllll "'as 11 Fill"baiJ. for inu;lOcc:. At 9111 level
(Ma.(rer) or higher, a mouk .. ho fails 10 make: hi.l nving Ihrow Will sull mSfalll
Illlr nne-half the IOtal potemial dalllaw" which the ~rGlck form could deliver, If
!)\)S)iblc. lliat if. a Fireball would do 50% of fOial d.1mage, lJul the: gm~ of a
basilisk would niH pmify rhe monk.

At 1.11 levd of aperiencc, a monk i5 lIS likdy 10 be surprncd :Ill any mhe:r
char.lcr.:r, i.e. 30%. This e:hall'e: gOl'S t10"'11 to 28%:11 2nd level. and II rherc­

S)

'"'"r..
'"""-......

~oI.n.WWh

........"''"'"'"
......"'-"-"..............-_.....

t1wer 01""" Nonh W-.d
~ 01 rIM! 'f'fty Wnt
MH_ 01 !he Souch Wond
Hasl*'" 01 u.. EMtWncl

.....dW_
Hntw 01 Autumn
Mas_ 01 !5prirla

Mw..... ofs.....-
GI'MlIII"WI... of 8Iood
Gnnd I1uI*'" oI\Ienom

GnJld HIlt« 01~s
Su~Gralld

0raaoll "''''I''~ of th.
Fou~ S.....onal Winds

Monk
Ability Requi~menu:

SCI n •. DvlIS·.Con II·.
W.. 15....... 12.

Prime Requisite(s):

"_
HIt Diu Type:..
Allowed !bces:

"""'"Allowed Alignments:.....
Buildinl Point Bonul:

''''

Table JS:
Monk Progression Table

"...,
0." '"

Accumul:uitd
HOI F'olnu
10"1116·

]

•,
•,
••
10

""""IS
"""",.
21

"

"""""",,....,,
],,
•,
••
"""I]
"IS
"""",.
21

bperlenc.......,...
1.001-).000
).0014.,000

6.001-10.000
10,ooI.n.000
u.oo1...0.000
.0.00 1-70.000
70,or)l-1I0,000
IIG.OOI-l.a.ooo
160.001-220.000
nO.OOI-«Xl.OOO
400.001-650.000
,so.oot.f90,OOO

19O,OO1·1,ISO.OOO
1.1 so.oo I-I JOO.ooo
IJOO,oo I_I ,600.000
1,600.001-1.000.000
1,000.OClI.2,.2SO.000
USO,llOI-'UOO,OOO
1.500.001·).o00.ooo

).000.001'

The monk i5 a subc:lau of !ighu:r who h;u r----------,
honed hIS 5kd15 In ITI.lniJ.! am. Allhough 001

any Khkp off lhe SUNI ClIn qualil; 10 hr a
monk. rhey arr pc:rhaps.. rhe nK)!l &.ully dur­
J.Cler dU!. Upon allalning rhe lirle of
Supc:nor Grand Dragon Masrer of tM ["Our
Snson:&l '.X'inw. he: is able to InAlCl up 10 128
pumU' ofw.~ In a SlOgIc: roond. Many of
tl.... munlt'~ abililil:$ arr Nsc:d on ngomus
ph)'$iCll lmning. Howc:va. then: an: olhc:rs
Ihat are basro on a I'seudo-magKaI c:untml of
mind. body and spirit. This m)'llicism is IKH

usro in the $aIlle way ali cleric or nugic-UJCr
magic. Spdl likt tffects m-oo nUl be: IIrc:parcd
ahc:;ld of time. nor must thl')' be pr~fI:d for. A L ...J
monk's mysriC1lt pOWtrs arc gained lb II rnuh of )'can of study on how lhe
minel and spirit cao manipulate Ihe phy~k~l world.

To Ix- ,I mook a c.har:lClc:r mUSI haye Ihe following minimum auililY S!:orO':
!'Itrc:ngrh 12, Wisdom 15, Dem'I'ity 15, Illldli~c:nce: 12 and COnSrilUliOn II.
Monks Ill'VCI' J!\ain allY uJK'ril'occ: poinu bonuses. Dexterlry gives them no
llnuor d;c,) adjuslme:nt. Al filll level. mooks pm 2d6 for hil points. The:y
gain Id6 per level therc:afrer.

Monk., arc mon:t51k aC$lhctic.s "'ho pr~lIk\' riJ(OfflUli menial :lnd phpical
Ir.lining :lnd di5Cipline in order 10 ",",onk' )uJK'rior figllle:n who need nOt rely
on ;rrmnr and ....Tarons. T1lI:rtfore:, they Illun :&I","~)')' be lawful in a1ignme:",.
<lIthough Ihl:)" can hr evil. good, or nct.Ilr.U with r($pt:t"1 10 their :lpproxh ro
Lrv.fulneu. A ronn!': who, for ;Iny Ir.I5()n, b.cs llli> Ia",Cul :&Iignmenr Iosa :&II
monk ~blillies ;rnd mUSl hrgin :again as a lirsc Ic:-·d ell;uacln in a new ebsJ ifhe
wuhcs ro mnrinuc 10 gain sl.:ills and abililies. Non pla~ clurKle:r mon\u; Will

Ix aligned as rollows: 15110(, bwful good, 35'" la.....fulllC'lllr.U, 50% b.wfuI C'VII.
Why so tn.1ny NI'C monks rum OUl 10 Ix evil u a m)'ltety. Pnhaps thc:y'n: JUSI
pusc:d Jr tht world for having had 10 spend Iheir lives cooped up in:l morwtety
<::lung nI% :lnd ludungal Utt slump$ with their Nll" h:lncls all day.

As 5peeiali!iu in unarmed e:OlllNI, monks n:o;i\'c only mInimal lIalO108 10

lh~ USC' of moo we:lf'Ons. Ilowevtr, lhost wtapol1$ from :lmong Ihe: lisl Ih.u
they art lI:1incd with may Ix used ..... ilh a ,I to hit bonus. All other we:apons
ouy Ix used wilh;r _1 10 hit penalry NOle lltat tllif pl"nahy docs nOI apply If
Ihe wc~f'On is used :as an ~imprn"i._1 ..·t:al)(ln~ as descrilx:d below. F:lvored
monk weapons mclude duh. erOMhow, daggcr, hand lOle, javelin, pole arm,
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'lfter goe$ dnwn 2% per I"vd, Sl'l tlltr" is only a 26% chance ofsurprising a 3rd
It'I'd Illonk, 24% chance at 4th level. 22% chancc at 5th levd, etc.

Monks hav" the following thief abilifie.l: which rhey perform aT The indiC:lf­
l'(j level of 1l1351Cry. DC~leriry and 'lrrll"r mrnlifi"rs al.o;o apply as dc'M:ribo:! in
the thiefs k...:tion, Th(> abilities art':

I. Find Tr~l's 10% t 3% peT l(>vel
2. Mo\'e Silently 15% t S% per Il'Vel
3. Hide in Shadow.~ 10% t 5% per levcl
4. Hl'3.r Noise 10% t 2% per lcvel
S. C1imh W"II~ 60% t 2% per levd

Monks can escape raking damage from falling as folJow5:
At 2nd level, a monk can full up fO 10'
At 4th l(vd, a mnnk CJII fall up 10 20'
AI 6th kvel, a monk t3n full up rl) 30'
At 13th level. a monk 1,11I fall allY diSTance widu.lu[ 5u5raining dal11~ge.

A monk need not he in proximity [0 any physial aids such :IS a wall fO break
his fllil. Till' 1ll0nk'5 ability to avoid danlage fmm a fall is ba.o;.,d on hi~ rrain­
ing and m:utery oflearniug how to fXlsition himsclf and bnd and roll pm[lCr­
Iy (btcakF.lII). He must. however, have his hands :Uld feet free in ol'd(>r to U5('
[his skill. Tossing a monk, who is bound in any way. off ofa cliff would resul[
in a hig red <pbrr..r mark :I[ Ih" bottom.

WiTh each experience bod, monks Kain a nl'W mystic-.J ~1'1'Cial al.oility.
These arc described as follows.

I) Ill,imi,btillg Display -l'he monk an display an intimidating
murine of Ilunches, blocks. kicks or other ,macks ill ~uch a
bewildering manner [hal [hore I'itwing tht show will hesitare to
walch :l.lld thus lo~ an action. Tllis ClIn be USloJ in combat to
autonlJrially gain initiative for the firsl COmbal round btl! [he
monk must spl,<:ilie:tlly Stale lhat he is using hi~ inrill,idarillg
display ability for this fO occur. A monk cannOi use in[imida[­
ing display whilc llnually engaged in combal.

2) Improvise Weapon - At second Icvcllhe monk gains [he unon­
ny ability 10 tum viflually allY ordinary objcct imo a weapon.
Eumples include c1lOpSlicks, chairs. c1o[hing, dlM~d 3l1illlah and
shoebcrs. Treat these attacks as a normalunarmcd strikc by tht
monk witl. eotrcsl'OndinK damage. 111c adl"Jlllage to this is evi­
dem if the monk is fighring someThing tha[ hc would not want
10 touch with his harc hands such as anima[oo pilts of disgust­
ing OO"tl:, fin: clcmemals, I'oreul'inl~ or even orcs with fl':llly
p<lflr hygien".

3) Pass Without Trace - A monk ClIn traverse any lerr~in widlout
leaving a mark but hc may only move at 1/4 of his normal
movemelll nne.

4) Self-Healing - Al ,lIh levd the monk gains the abilil}' 10 hcal
damage on his body. The amOll1ll of damage, which ''In he
healed, is 2-5 hit poims (d4 t I), and fhis amOUllT illcre:ciI'S by
I hit point with I'ach C!l"pericnce level gained [hereafter. This
may be done once per day.

5) Really Intimidating I)i~pby - This "hili[y is similar [0 [he first
level imimidating disl'lay abililY except that those vicwing the
monk who rail to make a saving fhrow vcrsus petrification will
sit and w~tch the show for as 10llg as th(> monk call k~p ir lip,

6) Wcapon Strike - When using a wcapon other rhan his own hody,
a monk c-~n sl'l"Cifkll11y target an auack on all 0ppollellf:~

wcapon. The AC of rhe WC:lpon is o'ue 10 minus any dexteri­
ty modifier [he wielder may have. The dfcc,ive armor cbu of
a magic weap",n is furfhcr modified down for each I'lus it is
ellchantcd wirh. If the allack i.~ sllc~flll, rh" wl':apon musr
save versus a crushing blow otherwise i[ bccomcs brokcn and
"s<:le.<;.~,

7) Resist Di:;(:llK - At 7th Cllperienc(' level a monk is nor sllhject r(l
diseases of any sorr.

8) Painful Suike - A monk call lise rhis abiliry (lnce J"'r opponent.
If represems thc mOllk's ahiliry ro strike an 0pfXlnent in a criti­
cal sPO!. The- imem to m"ke a rainflrl strike llI'lJil he declared
prior fO makillg a fO hit roll. Damage done from a succCS5ful
p~inful strike attack can only be healed by magical or mystical
means.
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9) Resist Spells - Beguiling, Charms. Hypnosis. alld SU)(gestion
spells have only ~ 50% d'allce of affC'Cting a 1ll0llk (}f the 9[h
level of e~pericncc. That is, the monk is 50% resisranl ro such
lll:l.gie. This rt:£islllllee illt:re:Ul~ 5% per level theTl""fler, so lhal
ar 10th levd .~llch sf""I1_~ helVe hill a 45% chancc of:Iffl':C1inl; [he
monk. 40% ~[ 11th level. and so on. Saving throws apply if
tesiSlallce r."Iils. Monks of this levd ar.- no longer affened hy
Geas, Quesr or Slow spells.

10) \'<'awr Run - A monk llIay rUfI OV~'r Waler or similar Iiquid~

widlOUI sinking. \Xlhile running on W3fC! hl': must continue fO
move at his maximum movement f1Itc in onkr to ('Oi:ctin'ly tiS':

[his ability.
II) Resist Poison - AI Illh and hiJ;her levels of experience monks

arc nor affccte(1 by poison of allY rypc.
12) Invisibilil}' - Useable once per day fOI I turn per level [hal fhe

Illonk has achil'ved bo,:yond six,
13) Mind Ma,;k - A monk nf [his Ic-...d an complctely mask his

thoughts so that mimI reading abilitil~ such as ESP arc uselesS.
14) ·,etel'athic Re.~isrance _·1i,lel'.,thic and mind hlas[ a[f:lch .~uch

as those from Mind Flayen are made as if rhe characrer had an
IntelliKenee 6 I'oims highn than his aCIIl;[1 score, due to the
monk's mental disciplillc.

15) Retllnled Aging - Thl' mOllk agl'S a[ half dlC normal m[e.
16) Spl':ak with PhnlS and Allill1;tls - The monk gains fhe abilil}'

[0 speaJ.r with phllts and animals as druids do.
17) I~scing-Althis levd the monk om ~Ilrvive with only on" ,filth

[he normal abom of food and Wafer required for heallh and sus­
1(>[lall(e. lie (;In do this indefini[e1y.

18) Flame Walk - A monk may walk over hot coals. burnillg
emLcrs or even molten lava without taking damage right away.
SilllilM to [he water run abili[y, [he monk musr continue walk­
ing af his maximum lllllvcmCllT r:tfC for [he ability fO funCiion.
Should 11(> SlOp. he will begin laking the' appropriate "",Ol[lll nf
damage wirhin one round. Note [hal This abiliry does 1l0T con­
fer [oral fire resistance to lhe monk's hOOy. So a monk hil by a
f1rehallwhile w.1lkillS on lava would not rakt damage from the
laVll bUT would suffer lhe effects of tlte fireball if he r.1ik·d his
saving rhrow. Similarly• .1 monk running through a burlling
building woulJ still Lc sUKepliLIl.' 10 damage from [he Ill.'1I1 and
namcs if [hl'y hit [he rest of his body but his fl'ci will be pro­
Tecfed. Any clothing worn is susceptiLlc lO d:unagl' rrom th(>
Iw:ulfhme SClllrcC. •

I '») Survive Without Air - A monk wirh this abililY c.1n survive
without air for up to 21 days,

20) Speak with Dragons - A mOllk of this level gains the abiliry ro
~pcak wilh drJgllns in their native tongue. Ou(e IK'r day the
monk can lISC rhis lllys[ic power fO Casl ;I Cham, spdl on th"
dragon. If fhe dr:tgon makes a savillg fhmw (he Charm is
fll"galed bill COllllllUl1icarion is still possible.

21) Shaking Claw. The l;\.,'lt abiliry gaillcd. and perhaps lhe most
terrible power, is thal fabled at rack whidl enahlc.~ the monk [n

SCI up vibnuiolls in the body of the victim, and the monk can
Then comrul stich vibr.l.lions so as to l";lUS!: death to occur when
Ihe ll'Ollk Sh'PS rhe"', The monk merely fOuches his victim [0

ser up the dC:ldly vibr:tfions. The victim call he virtually any
creature. 111is Ilower ean be mtempred but once: per week, anrl
thl' monk must Touch fhe intended vicrim within 3 mcl«
rounds or the power is Jl1linl.J for oue week. It has no affe<t
')11 rhe lllldead or crcalurcs fha[ can lit hit only by magical
wcaponry. The victim onnOl have mon: hit dke than the
monk [[sing the pnwer, ami in any "Vell[, [hl': [oul hit fXlinu of
thc vicrim call1lOT exceed those of [he monk by more than
200%, or fhe power has no effect. The commancllO die thl'
control of rhe vibr:tlions mllSr be given by the mOllk wi[hill
fourttell days; or else tlu: vibnlliolls simply eea5(' or rheir OWll
accord and do no damage whatsoever.
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There are a number of 51ricluI'e& which monk characlel":'i mUSt ahide hy.
Thl'M: Il'.miclions apply ro 1) armor and weapons, 2) treasure, )) magic ilems
us;lble. 4) henclum:n, aud 51 advanccmelll ill level. lIS folluws:

I. Armor, as previously stated, cannot be worn. Weapons usahle wilhom
penalty by monk characters are showt\ on Table 3C.

2. Mnnks, much like paladins, may nut rctain mure than a small fr.1Uiun
of whatcver treasure they gain. A monk may pos.sess no more than tWU magic
w/'apons and three mher magic items (see;} below) at any lime. While monks
may retain money sufficienl for Iheir m{l(lc:st needs, and to suppon their
henchmen (~ 4 helow), all olher tre;t511re and CllCl'$.$ m:lgic ilemS must bl'
bestowed upon (non-player) religioU$ ill_~titutions. (Sc:c al.so Pollowel'$ here­
afm.)

3. Magic items usable by monks include;r.11 mal;it,u varieties uf wl'apons
lislw (unlm pro.s<:ribcd), rings, and t!lose miS(;dlanl"Uus magic ilems which
are us:lble by thieves. Monks may employ no uther magic ilems of :I.lIY SOli.

4. Umil al'l3.ining the l'1Ilk of Master, monks may not have any hirelill~ or
henchmen al all. Ar 6th level ofexperience, monks nlay hire po!'rsnns on a short­
dur:l.lion buis, for Ihe duralion of a single adllCntufC only. At this lcvcl, they may
aho acquire: up 10 rwo henchmen. Henchmen may be Iighrers (but not paladins
nor rangell), iliiCVt:S or :lSS3SSins. Wirh cch level of experience a.bove the 6th,
which the monk aruins. he may add one addilional hcnchman, untilth" maxi­
mum number o;CIIblished by th" monk's charisma SCOlC is reached.. Monks will
gain followers upon attaining 8lh level: this isdi~ herc::tfier.

5. Monks advance ill levels through training. as do oth~r charaaers up umil
7th le....el. When a pbyer characrer monk sains sufficienl ~xJX'ri"ncl" poinlS to
qualify him for 81h l('VeI, (he monk mwt find and defeat in pl"rsonal combal,
hand-Io-hand. withour weapons Of magic il"ms, anotha Hth level monk or
equivalenl (i.". 8 Iirsr level monks). The lame mwt be done at Lhe ninth and
high"r It'Vels. A monk may not advanc" in kvds unril sueh comb.n has been
won tlluugh he may cuntinue 10 gain ('Xpcriencc poinu umil he reaches lh"
minimwil number of points required for lhe n('Xr high"r level (han he is try­
ing LO allain. Ahhough Ihis t('St is 5Omelim"s deadly, il nccd nor be to the
dC;l.th and usually the only ill eff"cr suffered by Ih" losing monk(s) is a 10%
experience point loss for each eontt:$t so losr.

r'OlJow~rs: When a monk pbytr ch:mtct"r wins his level combat challenge
and allains Ihe 8th level ofexpeliel1ce, he may gain a number of monks as fol­
lowcn. He will anral"! from 2-5 firsr levd monks if rhe playef ehat:lCler has a
monaslery or mon:m"ry-Jike building to use as a headquallel":'i. The."" follow­
ers cao gain 1('Vl"k ofexpo:riencr. '''e player charncler will allraet I or 2 addi­
rinnal monks of 1st l('Vel for each additional Il'Vd of cxperience the player
gains. While folluwers of a monk are as loyal as his other henchmen. Ihey
aummalically lcave service when Ihey aHain the level of Sub Mastl"r (7th). All
followers will be of the exaCi ...aml" alignment:\s the monk player Chal1l.(lef. If
he chang~ alignmel1\. Ihe current followers will desert, but new ono; c:l.n still
be gained by adY:l.llcemenl in level. NOI" thaI monk followers T"quire: no sup­
port. upk""p. or pay of any SOrt.

The rnOUa5lery or monaslery-like headquarters of rh" monk on bc Ihal of
the char.tCler he def"aled 10 main 81h or hightr l('Vd, or il can be a building
specially COll5truclcd by thl" monk pby/'r charaCler. In the laller case, the
monk may rerain up to 250,000 gold pit'CCS V".llue in trtasure in ordl'r tu
finance constrUCLion of the place. He may alsu relain sufficient lIl:asure lhree­
after to maintain such a place.

Paladins
The paladin is a 1I0bie and heroic fighter, r---------..,

the symool of;r.11 Ihal is right and IfIle in the
world. Ikous" of rhis, h" has high ideals and
impccc:tble morals ilial he mlL~1 maintain al all
times. Throughout legend and history there
ale many heroes who could be called paladins.
hoW\.'Ver. many ht:lve and heroic soldiers have
ITi"d and failed to live up to the idt31s of thl"
pabdin. It is nm an easy task! He musr have
minimum ability scores of Stn,'nj;lh 12.
Constitution 9, Wisdom 13, and Charisma
17. Slrcngth and Charisma arc the prime req­
uiJi,,:! of Ihe paladin. A p3ladin mU$1 he law­
ful good in alignment and mUSI always temain

5.
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Table ]U:
Paladin Progression Table

10 Sided
Dice for

experience Experience Accumulated L~I

Points L~I Hit Point:! TId. ..,o-vso , 20 'lcllO' ....m
VSI-5.SOO l l .....'

S,.50 1-12,000 , , -- ~11.001.14.000 • • Deftlld«
'24.001-45.000 5 5 "'",,,
45.00L-,)5.000 • • G"",d;;"n

9S.00I-l7S,ooo , , """,,.,.
175.001.350.000 8 8 Junld..
lSO,ool·700.ooo , ,..

~...
700.00 I .1.050.000 " ,. ) ,,"adln (10th level)

1.050.00 I .1.-400.000 " ,., ,,"iodin (II til level)
1,-400.001_1,750.000 "

,., Pab.din (I2d'l level)
1.7S0.001-2,100.000 " ')+12 Paladln (lltllleoel)
2,100.00 1-2,450,000 " ')+IS Sh...n,ng Kl>Itht
2.450.00 1·2,800.000 15 9+18 Holy _.

2.800.00 I-l,150.000 " ')+21 Ar\Iellc Kn!&ht
3.L5O.00 1_3.500.000 " 9+14 Arch Anlellc Kn1Jll1
3.500.00 1-3.850.000 18 9+17 Holy Warlord 01 tile IIt Or*r
],8SO,OOI .....,2lliO.OOO " 9+]0 Holy Warlord 01 tile 2nd Order

4.200.001- 20 9+]] Hoi)' Warlard of til" .lrd OrdIlr.

• At Rrst level pilllIdlns recelve 20 point! ~ IdIO. Thll twi!nt)' polnt "kicker' II rKe~ at
first IrveI only.

.. p.l.Jdins pin] I\f>$ IM" lrveI.ft~ til" '1m

.... ]50.000 hIM""''''. powns pIlr Ieftl for ....ch .cldltlon.allevel.bove <h~ 10th.

Table ]V;

Paladin Spell Progression
Paladin Casting Cleric Spell Level
level Level I l l •, I I - - -

I" 2 l - - -

"
, 2 I - -

" • l , -

" 5 l l , -
"

, , l ,

D15 7 , l ,
" 8 , ) l

" "
, l ,

18 "
, , , ,

"
,. , , , l

'0" ,. ) , ) )

• M.>..irnum spell .bit~y

lawful good. A paladin who changes alignment, eilher deliberately or inad·
veoenlly, loses all his special powers -wmetil1l('S only remporarily and some­
times forever. He OIn usc allY weapon and wear any typo: of armor.

A paladin who has a Strength $("01''' of 16 or Illore gaills a 10% OOllUS to tht
experience puims Ill," carns.

Lawfilines.~ and good dee<1s arc the meal and drink of a paladin, If a p:II­
adin should ev"l' knowingly and williugly perform an evil act. he lusc-os the sta­
tUS of paladinhood immediately and irn:vocably. All benefits are: rhen 10~1 and
no dccd or magic an resrore rhe charaCier to paladinhood; h" is ('Vcr aft"r a
fighter with a chip 00 his .~hnulder. 'lbereafler the chnract"r is oound by the
rules for fight"rs. II" does not gain the ocnefits of we-.tpun specialiution since
he did nOI select this for his char.tcter ar Ihe Slarl.

If the paladin commits an evil a(1 whilt (ncha11led, cOlltrollec.l by magic or
inroxia1l'c.l, he loses hi~ palac.lin status until he c:m atone for c.lle deed.. This
loss of srams means Ihe character loses all his special abililies and essentially
funclions :tl a fighler (wirhnur weapon spec:iali1_1Iinn) of the same level.
Regaining his $t:ltuS undoubtedly requires completion of SOIl1" noble bot
exceedingly danj;erol1s qUI'St to once again prove hi~ worth and assuag" hi~

oWn j;uilt. He ga.ins no experience prior to or during the course of Ihis mis­
sion, and reg;tins his sranding as a paladin only upon complering the qucsc,

A paladin has lhe fullowing ~pecia.l benefir.s:
A paladin "ilIl detect the pre:sence of .:vii intent up to 60 fl'(t away
by cuncemratillg on locating e"il in a particular dim;tion. He l"iln
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do lhi~ lIS uflen lIS dl'Sin.'<l, bUI t'llth ~llt·mrl lnke:< one mund. This
abilily dett'Cl~ evil monsters amJ chat';tclers.
A paladin rt'Ccivcs a.2 bonus 10 all SlIving Ihrelws.
A p:~hdill t"lln judge anolher pal~din, deric 01' cavali... r he thinh h~s

done wron~. The 'judgetl'·chardcl... r undcrgocs an immcdime align~

mem dudil and ~uf1crs lilly ("on:;equcua'S.
Al 71h levd and above, d paladin alII sc:nuinile (I,h"r ch;lmClers and
force an aliglllll...m audit (Set- chapler 5).
A p;l.ladin is inullull'" lO all forms ofdiSt·a:;c. (Note lh~l certain mag­
ic-.J amietiollS. sIKh as l)'C1Illlhropy and mummy m,. 3re o,r~e.I and
nOl di~cll.S<.'S.)

A paladin ("all hl-dl by laying on hanas. The p;,ladin restnrc:< 2 hi,
poims per experience level. He Cln h..al him",lf or IDmeone else,
bIll only (lncc pCI' day.
A paladin can cure dise:TSCS of :,11 .>;()(IS (thelugh nelt cursed amicI ions
such lIS lycandHopy). This can be: done only nnc:c pcI' w<'Ck for ach
live levels of experience (once per week m levd~ I thmugh S. lwice
per wl'Ck al levels 6 til rough 10, elc.).
A paladin is surrounded hy an 3ura of pmt~lion with a 10-fool
radius. Within this radius, all summnned and .~pl'(';ificaJl)' evil C:r<:a­
t1tr~suffer a" penalty 10 their 3tt.1Ck mils, regardll'.SS of whom lhey
all~ck. Cu:atUf($ affecled by lhis aum om .~pot its .o;ource ~asily. <"ven
if Ihe paladin is disgu;'IC<I.
A palmlin using a holy ;<Wnrd projI'CIS a circle of power 10 feel in
diameter when th" ~wnrd i~ un~ht"athed and held. This power dis·
pel~ hostile magk of a level up to the pabdin's cxpcrienc:e lcvel. (A
holy sword is a very special we3.pon; ifyour pabdin acquirt5 one, the
GM will ~pbin its olher powers.)
A pabdin gains the power 10 lurn undead and fiends when hc
reaches 3rd level. He affeC:ls lhese monsterS the same as does a
cleric IWO Icvels lower - for eumple, al 3rd levd he has the lurn·
ing power of a lSI levd cleric. See lhe seelion on clerics for more
delails on this abililY.
A pabdin may call for his warhorst' upon reaching 41h level, or any·
lime tht':~afler.

This faithful st«:d n«:d nOl be a horse; it may be whalcver SOrt of
c~alure is appropriate 10 lhe chOlraC:ler (as d«ided by rhe GM). A
paladin's warhorse is a \'ery special animal. bonded by fale to the
fighter. The paladin docs not really "call" rhe animal. nor docs Ihe
horse inslantly appear in from of him. R:uher. lhe character mUSI
find his warhorse in some memorable way. mOst frequendy by a ~pe­

cifie qUCSt.
A paladin can ca~t cleric spells ono: he reaches 9th It·vd. Hl' em l1l.!il
only spells of the divinarion. nccrumalllic and abjur:,nion ))Chouls. TIle
acquisirion and cauinS of Ihese spells ahide by the rul~ ~il'en for der­
ia;.
The spell progression and casring level arc Iisred in Table 3W.
Unlike a cleric, thc paladin does not gain extra spcll~ for a high
Wisdom score. The paladin eannQt cast spells from cleric or druid
scrolls nor can he use cleric item~ unl~s tltey are allowro to till.'
fighter group.
A paladin may nOI have in his posscs~ion more than 10 tIIagical
items. Furthermore. these may not exCt.-ed one suit of armur, one
shield, fQur weapons (arrow~ amllxJlls arc nOI coullled), and four
OIher magil-..l items.
A paladin nl....er r<:l<lin, we<lhh. He may keep only cnough treasure
to support himsclfin a tIItxle~1 mlUlllCr, P<lY his henchmcn, tnt'lI-at­
arm~, and servitol'l; a rea!iQnable rale, and 10 conSlrUCl or maimain a
smalll1l.!ide or h-ep (funds l'<lrl be SCI aside fur lhis purpo:.c). All
l:XC<:SS mUSt lx: oonated to the c:hurd, or anothet worthy caust'". This
money can never be g:ven to anolher player Chal'".IClCr or NPC COt1­
lrolled by <I pla)'cr, so don't even think aboul it.
A paladin muu lilhe to whalel'er charilUblc, religious instilutiOn of
I<lwful good lllignm...nl 111.' S4:rvcs. A lilhe is 10% ofthc paladin's
incollle, whether coim, jewels. magic-dl ill'ms, wagd. rewards 0"
laxes. It Il\USt be paid inuncdialdy.
A pabdin docs nOI alllOlCl a body of follower~ upon relching 9th
level or building a castle. 1lowever, he c:an Milt hireS<l1die~ and spe­
cialist~, although IhC$l' men mUSl he: lawful gnocl in comporTment.
A p~ladin m~y employ only lawful goM h"nchm"n (or lhose who aCT
in such a m3nnerwh"n alignment is unknown). A raJa/lin will coop­
ernIe wilh charncle~ of other alignmelll~ only:u long as they hehave
them'\l~lve.l. He will try to dlOW th...m the pmper way to liv" thmugh
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both word and dCI'd. TI,e paladin re.l1i7.C5 lhal mosl people $imply
C-.lIIIlO! maintain his high ~r:lt1dards. Even lhit'Vcs can l~ IOler..lll-d,
provided lhey are not evil and arc sincerely trying 10 reform. He will
not 3hid... lhe COmp.l.ny of lhose who commIt evil or unrighl~"OU.I" aclS.
Stealth in lhe cause of good is acceplable, lhough only as a t:lll resort.

The ranger is a hunter and w()\K!sman who r-----------,
livts by nOI only his sword, hUl also hlS WilS.
The ahilil'c:< elf Ihe r;mger make him panicu­
larly good al trncking, woodcrnfl, infilfration
and .,pying. 1111.' l'"Jnger IllU~1 haw Kurt') llOl
less lhan 1J Srrcngth. 14 Consrillllion. 13
Dexlerityand 14 Wi.'\(!mn. 11,... prim... rcqui­
Sill'S of llle l'"..Illgl'l' arc Slrenglh, Dl·.xlerif)·. ~nd
Wisdom. A ranger who has Strength, Dc.xtl'l'ily,
and Wisdom scores of 16 or more gain~ a 10%
hnnlls to the exper'l"nce I'llinls he tarns.
Rangl'rs are always good. bm they can hc law­
ful. neUll'"..IJ. or dlamic. It is in the l'"..In);l'r'~

heart 10 do good. but nOl always by lhc niles. L --'

Although lhe l'".Inger can usc allY Wl·;tPOII alld w("ar any armor. <oeveml nfhis
special abilities are usable only when he is wearing ~tuddcd It:"Jll,cr Of lightcr
armor. In addition 10 lhc hasic skills of a fighrer. lhe ranger h:L'i sever.d advan­
t;lges. Whcn weuing sludded Il"ather or lighler armor, a ranger can fighl rwo­
ham.b.l wilh no penally to his allack rolls (set' ~Altacking with 'Iwo W....lpons"
in Chaprer 12: CQfnbal). ObviQusly, unless he h;u tim..: h~nds, lhe rallgCt can­
nOI uS":t shidd when fighring Ihis way. And dOn'l try 10 tdl your GM )'ou
can h"lel thc ['1:L~Il'(1 .~hjeld in your leeth. A ranger cao still fight wilh rwo
weapons while wearing hC-dvicr armor than Mwlded l"ather, Ill" he .~ufTers lh"
Slandard allack roll penattie~.

111e l'"Jnger i~ an expt'n woodsman a'ld gain~ Tracking skill without ""l'en,l­
ing any poinu. Furthermore. this skill improves by .5 for ,....ery thrt'C 1('v('b the
ranger has earned (3rd 10 Slh level. +5: 61h 10 8lh level. +10, CIC.). While
wearing ~tLldded l"ather or lighrer amiOt, lhe ranger C.ln Iry ro mo\'c sikmly
and hi,!c in shadows. Ilis chanc" 10 ~ucettd in natural surroundings is given
on Table 3Y (mtxlifil'<l by the l'".Inger's !'a(e alld DeJlI<:rity, as givcn elll 'll1hlc:<
JNN and 300). Whcn anemp'ing IheJeacdons in non-natuJ-..! surroundings
(a musty crypt or ciry 5!r""lS) Ihe chance ofsuccess is h:lll"cd. Hiding in $had­
OIl'S and moving ~ilently are nm po,,-~ihle in .IllY armor h"Jvier lhan STudded
lealhn. Thal's like lrying 10 drive your Glr quietly dnwn the Stre<:' afler ..I

Table 3W;
Ranger Progression Table

8 Sided
Dice for

E..penence EJeperience Accumulated Leyel
Pol"" Level Hit PoInts Title
~"lO

, 2/)+1118' ""'-2,15I--4.soo , ) '''''''~.sOI·IO.ooo ) • """10.001.20.000 • 5 Coon:er
20.001-40,000 5 • T..d<er
~O.OOI-90.ooo • , Gu,d"

90,001,150.000 , • P:ltfifltlilef'
150.001-215.000 • , "'-2lS,ool.J15,ooo ,

" l!.iIna« Knitht
325,001·65(1,000 " 11- IUnIff Lord
65(1.001_975.000 II 11-2 !biller Lord (I I,h l"""'l

975.001-1.300.000 " It +~ FlL(n.hlevel)
l.loo.ool-. ,625.000 Il 11+' FlL (13rh '-I)
1,625,001.1.950,000 " 11_8 FlL(I~tltlcvell

1,950,001.2.275,000 " 11_10 R.L. (I 5rh 1M)
1.175,001·2.1000.000 " 11·12 FlL ("tlt level)
1.600.001.2.915.000 " 11_14 FlL f17th ~Il
1.925.001·),250.000 " 11_" RL (18.h k:veIl
l,2SO,001.),515.ooo " 11-18 R.L (19tli IewiJ

l,515.ool- ,. 11+10 FlL(2Odt~,~e.)

• At f1m I_I r.lng..-s rece,~ 20 polnro + 2<18. This twenty poont 'kl<:Iw"!s re<:e!Wd It ftm
1......lonry.

... Raneen: pltl 2 h!>S per It'I'I!l iller the 11 rho
- 325.000 e~p"r1l/fKe l)Olr>.. per levelloc ueh .ddl\iotullevel._ tI", 10th.
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buneh of wdl-mc:l.ning fricnili have tied nns on the back of your C"dr after
your wedding. I-Ieavy armor ellnks and danks roo milch for even:l. ranger ro
snl:Jk around in, SA) don'r l:\'en try il.

In rheir role ,"s prorecror ofgood, raoger:<> len,1 ro foem lheir efforUi as:lin~1

some p:l.rcicular cr.:alure, usually onc· that mar~ulh their hornehuu.l. Bcforc
.ldY:l.ndng to 2nd 1C\'eI, cvc;ry ranger musr selCCI a spedcs enemy. Typkal ene­
Illi~ include (;iaOlS, Oru, Lit,,,.,J Men, ·[roll~, or Ghoul,: your GM has final
appro"a1 00 till· choice. Thereafter, whenever the ntnger encounters lhal
enemy, h<: g:uns a .4 bonus to his aHaek rolls. This enmiJ)' ean be eonce:tled
only with gr~r diflladry, ro rhe mnger suffe,.,; a -4 fl"'nalry on all encoumer
reactions with creatures of tlie halcd type. Furthermorc, the r...nger will aCtive­
ly Sl:ck OUi this <:nemy in combat in preference ro all mher foes unless some­
,1Oe d~ prcs<:nrs a much sreater danger.

R.'lngcrs all" adtpl wilh both train<'d lnd urlllmcd creaturcs, hailing a limn·
cd degree: of animal empathy. lr a r.lnger cardully aPIJrQ.'lchcs or tends any
namral animal. he ctn rry ro modify ,hc animal's reacrions. (A naruf'J.! animal
i.~ onc rhar can ~ found in rhe Il'al world - a heJ.r, ,nake, zebr:!., etc.) No,
ju~t bea.u:le you'rl: a ranger docsn'l mean you ctn h~,'c ~ pet dmgnn.

When de:l.ling with domoaic or non-hoqile anim:1k a mnger em approach
the animal and berriend ir aurumariully. He <::111 easily discern the qualitit~ of
the Cll'alUre (sJlouing thc !x-st horse in Ihe corr.tl or seeing thai the nmt of Ihc
litter actuallr has greal prnmise), When dr.Jling wirh 'I wild aninl.ll or an ani­
m:iJ rnUnc<! U,l alladr., the animal mUSl roll a ~aving lhrow VS. wds to IlOSiSl thl."
ranger's overturcs. (This lanle is used e\'en though the ranger's power is non­
m;lgical.) Th... mnger impo$eS a -I penalty on 11",: die mil for every ,hll"e ~pe­

rience Icvds h", has earn",d (-I al 1st to 3rd,·2 at .jth to 6th, elc.). Irtlu: erC1l­
rur<' r.liJS the saving throw, Its reaclion an be shifted onc category as the ranger
thoQ~. or COllr«C, rhe mllger musr bc al rhe from of rhc party and musr
approach rhe crcalurc rl."arlt:sslr.

For example, Runnrme:ade, a 7th level ranger, is blding his rril."nds rhrough
Ihe woods. On enterlng:l ebrmg, he spots a hungl'}' wolf blocking rhe palh
on lhl." mhcr .ide. Sign;lling his friends lU wair, RunnymC"ddc approachd Ihe
anim:d, whispcrin); !iOUthin); wurds. The GM rolls a saving lluow vo. rods ror
the wolf, modlflOO by -3 ror Runnyme:tdc's level. The woWs normal rpcliun
is unfriendly, hm Runn)'mcade's prtSf'nce ll"'dUCl"S this to neutral. The pul)'
waitli patiently umil till." wulf wamic" off to S«"k ils dinner e1scwlll:re. Lar..r,
Runnymcade goes 10 thc horsc market m get a new mOUI1l. The dealer shows
him a 'I'iriled ,srallinn, rhe color or midniG"l. The horst; is nnlorious for !x-ing
vitiou, and stuboorn. RunnYI11c-...dt· al,proa,hc:s it call·rul1y, again 'pe,king
soothmgly, :lnd mount.' the stallion wirh no difficulty. Ridden by
I{ullnymcacle, rhe horse is spirir"d hur wdl b..ha~d. Iranyone clse trks 10 ride
ir, wdl. lel's JUSt ~ay they'll end up wilh mOle than saddle SOltS.

Table 3X:
Ranger's Followers

Ie
Ole Roll follower

01-10 Bur,bb'k
11·10 ...,......
" ~ fairy"

22-16 CJfrM; (h\lman)
17.)B """"'"".., Oru"

Ir
41-SO ~k~

51·53 Attner (elf)
54.55 Filhr1r (&nome)
56-57 Fich'fI" (kalflini)sa., fithrfl" (human).. FlgI"....lrn.>.lI:iI:......... (elf)'

I~
67.72 GrUI Cit (fi£.... 1Ioo, 11K.)"
n HlwOinll",. .......
" ""'.,,,'" "-"npr (NW.flf)

BI·9O R:lngcr (human)
91_94 ,,-

I' " ~."... Thltf {h""1n&)

" Thld (human)

" T.-e>.n'·

" Werr'.~rlwHl!uxer*

00 om... wilderneu c,...Wrl (d""WI br rt.. GH)

'If dll "11('" ~l=dy hu ~ follow.... of this 'YJMl.ifnore dlll l'eslIl, aMI roll &pIn.
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A l'"~ngerC"Jn learn druid spells when he reaches 8rh Icvd (,'iCe·I"ble 3Y). He
gains and u~ his ~fl"'ll. a,xQlding ro rhc rules givcn fOI druid~. Hc docs nor
go1in honus spetl~ for a high Wi.""lom scnrc, nor is hc cvcr :11,1" to use druid
SCI(lll, or magiCiI item' unless spccially nfllcd OIherwis.-.

A ranger ctn learn magic-user spells when hc read,,:!> 9lh l""d. H" uses his
spells according to the rules for magic users. Hc gains a spdlbuok and a f,'w
spells for rrce. Exacdy huw many and wbat kind arc up to tht· diSC:lelion of the
CM. TI,e resl orhis spdb mu:lt be: ublwirwJ thlough adventuring. A rallger is
not able lU usc magie.uscr loCrulls or other magi, items unless srccifkally noted
olhe:rwi-e. H,· ('ltIl 111cmurile: a llUllllx-r of magil."-U.5CI spclls cqualto ,hc nwn_
Ix-r of druid spells Ihal can lx- memori1.ed ar oue experience levd lower.

Table 3Y;
Ranger Abilities

Ranser Hide in Mo" Casting Druid Spell Levels

"'" Sludows SIlent.ly Level , l
I '''' ,.., ". ,.., ,'" ".• ,,. 'J>, ". "", ,,. .,., 'J> ,..
8 .'" 'J> , I

• 56' ""
, ,

" 'J> ". , 2 ,
" ,'" ... • , 2
12 ,,. ... , 2 , ,
12 ". "". , l , ,.. ". ""

, l , ,
" "". "" 8 , , 2

" "" "" ... ," 2~ ,~

• H"",,,,,,,m pef"Centile score
- Mlx'll\\lm spell 1~1I'Y.

AI lOth Ic\'el. ~ rallgcr atlf'~Cf~ 2d6 rolJowen. Tlll·sc fol1o ....·crs miglu be n"r_
mal hllm:tnl, hUI rhey arc or,en animals or evcn stranstr dcnil.t'M of Ihe land.
['able 3X can be 'Ued to determine lhese, or your GM mar anlgn l'pel:ilic fol.
lower~. It",&cr, alll hllild e:t."Ir:s, fons. or sTrongholds, bur do "or gain anr 5pe­
cial folloWCI$ by doing $0.

Of course, your GM '.In :wign particular cn:aturcs. el1her choosing from Tablc
jX or flOm :my orher sourec. H", c:m also rul", rllat certain Cl\·... llm:S arc nOI roumt
in rhe resinn - il i.l highly unlikely rhar.l riger would rornt wandNing rhrough a
tCmpcf:lle climate! Bill Ul:lnger Ihll1gs have happened. ThC'SC rollo.....ers arrive ovn
lhe: C(lurlo/: or SCV~·I'"~1 1l10ruh~. Oflen lhey :tre encoullIcrnl during rhe ranser's
advemures (allowing you and your GM a chance to role-play ~he milial meedng).
While rhe followers arc aUfUmuiC',dly loyal and fri'·lltllr toward ell!: f'Jnger, their
r"lule bch:tviQr dcpcnd.< 011 rl'e r:Inger'.~ rre:t~OIem or rhem. [n all.c:lS('.!" th.. rangtr
dOd nor gain any 'p«i:l1 metbod or communicating WIth hu foJlower:1. He must
clfhcr b'·e :lOme way or SIX·aking to d,cm or Ihey simply mUltly accomp:tIlY him
On his jOllrnq5. ("YeJh. rhis bear'li b<'-en with me for yetrs. Don'f know why­
be jU51 SCellU 10 follow me around. I don't own him and ClIIl't tdl him ro do allY'
rhing he clon'l wane (l) do: s.~id thc grinJed nld woodsman sirringourside lhe tav·
ern.) Of roursc, fhc ranger is not oblig:ued to lake on followell. [f he pll'fell ro
remain indepcndcnr, he nn rdcasc his rollowers 111 any lime_ 11,,:y relucrantly
dep:>rl, hue sr;>nd ready 10 answer any call for aid he might pill out at ;> larer lime.

Like rhe paladin, rhe ranger has a code of bch;>vior. A ranger OIuSf alW:t)'1 re.-;un
his good :dlgnmem. If the ranK",r imcnrionally cummits an wil act such Ihal his
aliglllne11l d'angt'S, he aUlo111aricallr In<r:s his m"ger "ar~. Thereaficr h.. is con­
sidered a fighrer of rhe SJme Icvel (ifhe h3..l more cxpc:nence poinls ,han a fightcr or
his Icvcl. he 10Sl:s all rhe ncas c:xpcricncc points). His f'Jnge'r ~talllS (:In neVe' Ix:
rt-g:tinal. If rh", ranger im'"lllllt:lrilr commits an evil aCI (perhapli in a siluadon or
no choice), he cann", cam any morc expenence poinu until he h:u c1t'anscd himsclr
of that evil. n,i~ C"dll be :lCcomplishallJy correcting Ih~ wrong:; he comm;ucd,
rc,"cnsi"g him",lr on lhe peoon who forced him to ((lmmit lhe ~l;1. or rele:tsing
{hose oppressed by c:vil. Thc rang~r insrincri\"dy knows whal things he mUSl do 10
npin his SlalUS (Le.. tht' GM (rCO\Il'li a special advenrure for rhe characler).

Rangers reml lobI' 10111'1.<, men con~tanrly on rhe mOve. '1ley CJ.nnOl ha\"l!
hcnchm~ll, hirelings. merccnarics. or even 5Crv:lllrS unfll rhey reach 8,h level.
While titer nn hav" any Inunetary amuunl ofl'caMlle, rhey cmllO! h,we mOr" r,eJ­
Sure rhan rher can carry, Exeess r!Casun: mwt eilher be convened 10 a portabl",
rOfm or donated to a wonhy mSl1lUlion (an NPC group, nOI a player ch~racrer or
a SlIvillgs l.loInk). Whar .In w~ look like, irlio1.'?
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The Magic-User Classes

level
Tide
I'Tesrldlfltaror
,"""
Conjut'l)<'
Theurg,,,,
ThaUn\lOtu'ltlt
M'IIClan
EllCh:lnter
W.""k-­N""""""ncer
Wiurd
W,urd (12th '-"tIl
WlQrd (I 311l levoel)
Wlnrd (14111 1~1)

WiQrd (I 5... ~I)

"".~e(17lill<wel)

Arch·Moage
Arch Map (19tIIIeveI)
Arch·Mr~ (20th level)

II"

11+'
11·2
11f-3
11+4
I t+5
11f-6
11+7
It +8

".,

Illusion
Invoc.lI iool F:vncat ion
Necromancy
Le5ser DivillaLioJl

Experience
L~I,,

3

•,
•
1
8,
""""""""""'0'"

Table 3M:
Magic-User Progression Table

4 Sided
Dice for

Accumul:l!ed
Hit POints

20f-164·,
J

•,
•
7
8,
"

Abjul".ltion
Alte'Jlioll
Conjur:ltilJll/Sullllrlunillg
Greater Divination
EnehanlmenffCharm

Experience
Points
0.1,500

2.50 1-5.000
5.001_10.000
10.001-22.500
12.5(1 I .40.000
'Hl.001_6O.ooo
60.001·90,000

90.001-135.000
135.00 1-250.000
250.001·375.000
375.001.750.000

750.00I.I.r25.000
1.125,OOI_I.soo,ooo
1.500,001-1,875.000
1.875.001-l.250.000
2.250.001·2.625.000
1,625.001·3.000.000
3,OOO.001.J.37S.ooo
3.375•.00 I_3.750,000

3,7Ml.OUI+

Of IhcS( schools. eight are greatcr !iChools while lhe nimh, lesser <li"inalion,
is a minor school. Thc minur schoul uf le~ser divinaLion includC$ all divin:l+
tion spdls of lhe 41h spclllcvd or leu ('-Y:lilable to aU magic-wen). Grellier
divillarion5 ar~ lhose divination spdls oflhe Slh spell or higher.

There are magic-users who speci3li7-c in une uf the f1ine schools of tllagic
(or lheorie.<fapproaches to magk). One example is presenlcd herein: lh"
illusionist. The baltic mage is a differeot lyp~ nr specialisr: rhey vary nOl
by magical diKipline, bill by their abilily to concenlrale nil rheir ,aslincs

during combat.

Atll"t \eYe! mqlt·users receive 20 poinu + I<H ThO, """nty poin.·kic......· II. rece"",d
it fi"l iev<ll only.

... M,w<·u.e~ goo,n I hp per ~I .her the I hll.
••• J75.ooo uperK'flCe pam.. per I....el for oach .dd,1OOfta11evel beyond the 20th.
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,I~ skill). 'l1,~y .~lfnpl)' haven't the lillie ro learn weapons [hat r,tke pr:lcricc tU

usc dTi:uivdy, nor rhe inc1inari'ln.

Ma£ic-ll.«,r.~ can use more magical items Ihan any other char:lclcrs. Thl"'"
indudt, pOLions, rings, wauds, rods, scroll.~ and mO.SL miscelbneous magical
items. A magic-user can usc a magical version of any weal\on :tllowecllO his
class. He C3l! use m:lgic:ll armor btll ,he spell midlap penalties still apply.

Finally. all maJ;ic-u~ers l"lln crl·at... Ill'W llI'lgieal iU:'llIs, mnging from sim­
ple scrolls and po, ions 10 powcrful Slaves aud magical swords. Oncc he
reaches 7Lh le\'eJ, a magic-user c.1n pen magical scrolls and brcw poliuns.
He can cun~lruu more powerfullllagic~1il~l1ls onl). afrer h~ h:lS Icarned lhe
appropriale spdls (or work. wirh .~om~one who knows Ihem). Your GM
h,-s all the nec...~sary information ott Spell Rescarch 3nd Magical h~m

Creation (see :1150 Chaplcr 10).

The Schools of Magic

Spells 31'(' divided illlo nine differenl categorit:S. or schUills. accQrding LO Ihe
rypcs of magical en~rgy lhey milize. £:Jch sl'"hool haJI ils o'wn spt'Cial melhuw.

and 1Jl"4uic('S.

Although ,I..:y are calii'd .schools, schools of m~gic arc nol organizcd plact::!i
wher.· a person g0C5 10 srudy. The wore! "schOllI" identifil'S a magiC31 disci­
pline. A schuul is an approach to magic alld spdlcasting lhal el1lph3.~i1.($a par­
rkular sarI of spell. I'raelirioners of a school (If magic may S...I up 11 ruagie-dl
uni"ersiry 10 IC:lch their methods 10 beginners, bUl lhis is not nlOCCS5J.ry. Many
pQwerful m3gic-lIsel'5 Ic:nrne<:l lheir Cr:lfl ~lUdying under reclusive m;U;el'5 in
dinam lands or JUSt duwn lhe SlrCCt.

Tht· nine schools of magic ar,,:
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l:Or similar r"asons, m:lgic-users
are severely rcsrficrcd in the l'/C:lpons
rill')' (<til usc. Thl'Y arc limiltxl 10
tho~ rhar are ""sy 1O l""rn. Hence,
a magic-user can usc a daggcr Of a
Slaff. ltCmS thai very b;asic. Other
Wl:4pullS a1lowl.u arc d~ns, knives.
and slings (weapons lhal reqlli~ lil-

Chanee of
Spell Mishap'"

o
."
+15".,'".,'"
-l'"
+15".''''
+35"
+35"..'"..'"-,'"
+55"

."".""."".,,,,,,.,,,,,.,,,,,

Armor
Used'"
~.

"""""small shield
_dlum shlekl

padded
elven ch.otfl mo,1

..mu
studded leather

brlpndlne
scale mall

.,'"
ring il

chain 11......
spUnt mall

banded mill
braille place mail

pta""""il
field pbte
full pblO

Map: .~ rolU!ts In ,.... same ,pelt
miollal> " 101 ...,......1 .rtnO, of lhe same

'J'"
.. Thl\ percen<:oge ch.ollCe is adde<l 10 the

Ch.of;lCI,Ct"·S Chonee of Spell Mishap" ror his
In,,!·llitence os lilted on T.bIe 10.

Table 3Z;
Armor Effect on Spell Mishaps

TIl(: magie-us':r group l·neoml'~'~scs ,\11 .~rdlca.~'''rl; working in lhe v;lrious
fidds of non-divi,,~ magic. including bOlh lhose who specialile in sp"'cific
.o;chool~ (If magic and lhose who sfl!dy a broad !":lngc of magialllu:ories. They
draw upon Ihe same arcane !l'Owe['l; in urder Lo excrd~ Lheir prufC'>~ion hUl
each d:l5S goc~ aWIll it ill ,t difTeretl1 w~y. All th" magic-u.'it:r classes have
mighry spells of off~nsive, ddi>nsive .md informalional nalUre, bill rh~1' H:nd
10 h... r.uher weak in 10e-lO-lOe con,b:lI compared to Ihe other d:m6.

Magie.users alld lh~ir ilk spt-rul lheir lives (often in rclarive isolalion) in
pUrl;uil ofarcane knowledge and unlocking iu dark 5CcreIS. Thu~, [mdligl'uec
is Ihe prime r,~ui~i", (ur une uf .ever.ll prime re<.JuisilCSl for ~11 the mngic_
u~illg eha,.tCLl'r dUSC$. Their reseneh requires so much rime, devotion and
focus Ihal lhry ha\·... liule lime for physic.1l endeavors or soci:J.1 inu:racliun.
They al'(' the pencil-necked gecks of lhe fant:.lSy world. BUL don't lx: fooloo,
although !he spell-lubber tends lU 5Lart Out lIS a ratht'r weak individual com­
pared tu the fighLl'r or 11\(' ckric, he is a [,(,wer f,l he reckon~d wilh al higher
levels. Aud mOSl magic-us~rs have long memories and unforgiving deme:ll1ol'5
toward thos.! who tre3fCd fhem badly on Iheir way up Ihe experience hdder.

Mages rend (0 I,., pOllr fighters widl lillie knowledgc or imefC51 in weapon­
ry I'lr lhe arts of hack. However. lhey command powcrful Jud d3ngeruus ener~

gics. which rhey ean unle:lSh wiLh a few simple gL'5Lures, rare COlllponem~ aud
mYSliL-:U words.

Spells al'( the ({)ols. \-\'capun~ and 3rmur uf Lhe ftl3gie-uscr. While Wl:nk in
II hand-Io-han!l combar, n mngic-IL~~r who i.~ spdl-jack~d (i.e. has an arsenal of
.~p"Hs prepared ill memory) IS able 10 slrike down his foes af a disranee, valli~h

in an inslanl. become a wholly diffcr~nt cfCalurc, ur eV"'n invadl' the mind of
an enemy and take oomrul of his tholtgllls and aClions.

No secrets arc safe from a magie-user and no forness i5 Sl'Cure. Hi~ tIUl'"
for knuwledge and power ofLen It'ads him inw rl'"alm' where mnrrnl$ w"re
ILl"'CI ll1{";'{nl 10 go and cven high~I~e1 figl1lt~rs fear 10 tread. Those who pr:tc­
lice magic ~em 10 gel drawn in unlil Ihe arC3ne artS almost become an ub~cs­

sion. Given a choice, the trpiol magic-user wuuld .pend ("'...ry wll.kiug hour
delving into aJ"Olne knowl...dge, researching hiddcu lllySt('rics and leIding
musty tumC5 Ihal hold allcienr .secrcts.

With lh~ exccpliun uf battle lIIlIgCS aud ltlllgie-u:)('ls who arc: mulri-clas.~e<l,

Inagc:l CilnnOI we::tr armor nllrl CISI spell.~ wilhoUL suffering pt'naltlts lb:u make
lhe odds nf a spell mishap much grC3fCr. There arc maoy lheories :as ({) why
[his is so. Ask any twO magic-uscf5 why thl'Y (:an'l w(-~r armor and lob spells
and you're likdy to get tWo conflicling IIlI'WC";. TIL" m"SI common lhoory pUL
forrh is Ihal spells require the caster 10 comort their hodies in odd ways. and
perform complicated geslures and imrie-oltc motiun.. This l'1l11flUL ho: donc
~ffectively if a magic-user i~ wloaring armor.

The real reason magic-uS(:['l; and armor dun't mix is probably lx'ClluSC w<:ar­
ing alnlor prCSCIllS a diStmclinn in
rIJI'" form of (liscomfort and exer­
lion. This prevenrs the mage from
fully concclllrJling un his spdl
casting. It's not tlml " magic-u«:r
CAN'T wear armor and cast spells.
it's beC.1Use doiflgso grcarly increas­
cs the chancc of a slX'll mishllp.
And;ls any magic-user wilildl ynu,
spdl mishaps C3n be very, very
nasty. Elvcs wcaring elv... n chain (-:Ill

C".lSt spells ill armor without a spell
mishap penalry. a.~ m:\gic is Ilafl of
lh~ 1l;Lltlre ofdves. However, elvcn
chain is C'Xlremely r:m~ and tough
to gCI, rllOuRh fur rollle lca>on Lhe
damn NPC elves are alwa)'ll mn­
ning around in it. So basically. find
and mug an NPe elf carly.



Chapter 3- Character Cluses

Table 3BB:
Magic-User Spell Progression·

Magl(_u~er Magic-User Spell Level
Level I 2 ] 4 , , , • 9, ]

2 •
] 4 ,
• S ,
5 • , I

• • 2 2, • , 2 ,
• • , , 2
9 , , ] 2 ,
10 • • ] , ,
"

, • • , ,
"

, • • • • I

"
, S 5 • 4 2.. , 5 5 • • , ,

"
, s s S 5 , ,

"
, 5 S 5 5 , , ,

"
, S 5 5 5 , , ,

"
, S S S 5 , l , ,

"
, 5 S S 5 l , l I

20 , 5 5 5 5 4 l , ,
• Th.. table ,!>dlta'... <he nunlber .... o.peln. of mch 1......1• nugic_u'tr can mCrn(H"ill,.t ""'"

time. For example. r,M Ie"el m>,£e could memonze .'" first 1"".1 'P"II~, two second
'-I spells .rId OM <hlrel '-I sptll.

Learning New Spells

Learning and Coming spells require long slUdy, paliclIa' and rt'S<':arlh. Oncl'
his advl"nturing life hegins, a magic.user is brgely r~ro"sible for his own edu­
calion; he nO looger has a lcacher l{1()king ()ver his shoulder .... nd Idling him
which ~pdllO learn !lexl. Bl'twl'cn k'Vds hI.' will nl't:d to Sl'ek ou, a ml'l\IOr or
magic college to help him turn his experience and acquired knowledge huo
.somelhing he can usr 10 further his mastery of lhl" aRS.

While advl"nturing the magic-mer must find his oWn source for magic-.ll
knowledge: libraries, guilds or captured books and Slrnlls. I,XIhcnl"ver a magic­
usrr distXwt['$ instructions for a sp<:lJ he dfldn', know, he Cln rry 10 rt"nd and
unnerl;t1Inn rhe inMrUClions. The player mus, roll percentik' dice. If lloc ,e:.ult
is equal to or less than thc pereentagl' chaneI.' 10 learn a nl'W ~pdl (lisll'd on
Table 10: Intelligence), the char:l.C1er undernands the spell and how to cast it.
He can enter thespeJl in his spell book (unless he has alrf"J.dy I(mned Ihe max·
imum numher of spdls allowed for Ihal levdj. If ,his tlir. mil is higher than
,he charnoer's chance to I("<lrn Ihe spcll, he doesn', IlndeUland Ihe ~pdJ. Oncl'
a ~pell is learned, it cannot lx, ulllearnl-u. It remains pari of Ihal characler'~

repenoirc: forever. Thus, a characfer cannot choose 'a "forget" a spell so as to

repJae:t it wilh another, so don'l lry 10 get away wirh rhar.

Spell Books

A magie-user's spell book Cln he a single brxJk tlr a ~I tlf hooks, .Ierending
On your level and nllmher of spell~ known. The- spell book is fhe magic-user's
diary, htbor~lory jownal, alld ellC)'dop.:dia, containing a fl.'Cord ofeverything he
knows. Nalur.uly, il is his most lrc:a.surc:d possession: without it he is almost
hdpleu. It goa without saying then, if you're a magie-usrr, guard your sl)t:lI
book with yout life, because, in a manner of speaking, ir is )'our life (or ar lhe
\'ery l.,asl your lil·eJihood). See Chapter 10 for more informal ion 011 spdlbooks.

Spell-Memorizing

Before:l magic-user cm "cwally caSl :I spell, he mUSI memorize ils arC\lne
formula. This locks an l'lll'rgy pauerll for thaI particular spell into hi~ mind.
Once he has lhe spell ml'lllOriu:d, it remains in his memory unlil he U5CS Ihe
exao combination of gcsmres. words, and materials fhal Iriggers lhe release of
this energy p;luern. Upon louring, the energy of Ih" spoell is .spent, wiped dc;Jn
(rom rhe magic'users mind. nlC magic-user l'llllllOI cast that spdl again until
hI.' rl'lurnS to his spell l>ook and lIIemuriu:s il again.

lnilially Ihe m3{;ic-llscr is ahle 10 ret:lin only a few of Ihese m:lgiCllI energi~ in
his mind:ll one lime-. Fllrrhermorc, some Sp.:115 are more dl'manding and COlll­
plex than Others; th('Sl' are illlpo:osiblc for lhl' inapcriencc:d m:i!\ic-uscr 10 mem­
miu:. With experience. the magic-user's mien! expands. He Cln mcmori7.c more
spells and more complex spdls. Slill, he never esc:lpt;s his n~ [0 sllldy; lhe
nl."lgic-USI'r m,~s[ alw:l)'S r"lum 1O his .~pell hook.s 10 rcfrc:sh his POWt"l"".
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SpeU-Jacking

Sr"ne nl~gic-u$<.'r da5S("$, ~uch a~ lhe illusionist and bailie llIage, llln ~I'dl­

jack. This invalvc.s cramming more .spells inrn memnry Ih~n is narmnlly
allowed far the mage's level of experiencc. The d,lnger of spdl-j~cking i.s lhal
ALL ule spells in memory (spcll-jach-dj c.1n go off at the s.1mc time should a
spcll-mishnp occur.

Spell Research

AnOlhcr imp()llalll po....l·[ or the magic-usn i~ hi~ ability '0 r~l'ardl lleW
spclls and 'OIlSlnJCI m:ll;iClI ilrms. IImh t'IlIIC:lv(ll"" ~re- difficull, rime-<;on­
suming. costiy and ocClsionally even perilous. ThrouSh rtsrarch, a nMgic-user
l'lUl ([CJ,C Jll emirdy new spell. Ifhi~h enough Icvcland with [he proper .spell
mix, your dWr:lCler can eve-n build magical iWJIls, ci\hl'r similar 10 lhosc
already given in the rules or of your own design. Ynur eM h:lS informarinn
concerning spell fCSCarch and magil.l.lllem crealion.

Unlike lIIall)' mller ,h:lr:lelen, magic-u~rs g:J;'1 no s~ial benefitS fr()m
building a fonress or slronghold. Thcy can own propl'll), J.nd rd:l'ivt" Ihe nor­
lIIal lJenefilS. such as momMy income and mercenaries fnr prolCctioll.
Ilowl'Ver, the rep'llalioll~of magic-uS('r~ lend 10 discourJ.ge !,eupll' frolllllock­
ing 10 their doors. Al besl, :I m:lgic-u.'\("r nlly :lcr]"ire a fe-I'.' henchmen and
apprenrices 10 help in his work.

So, a.s you cm 5«, lhe life r,( ~ magk-uscr is demanding and Orten lond)',
OUI can rC;lp gre:ll power and plenly of mYSlerious run for lhose hr:lve souls
who play lhem.

Magic-Users
/I.·lagle-user generJ.lisu :Ire Ihe mOSf vers.llilc r--::-~~::----,

lypes of m.lgic-users, lhose who choose nm to Magic-User
sped.lliu in any singl(' scl,ool Ofnl:lgk. TIlls is (aka Spell Lobber,
both an advamage and disadvamage. On the Spell Jockey)
posiTive side, the magic-users selcction ofspells Ability RequIrements:

hi h· ". I ,........ Inltlliten,e 9•"na es Illl to 'ea WI! 1 many r ,lterent ~lIlla-

Prime Requisltc(s):
rinn~. MH,ic-u~('[s who study within a single

In'cll~tn~e

~dlOul or m:l.~ic learn highly sp"d:llizl-u spells. Hit Dlee Type:
hut al [he expense of spells from Olher areas. d4

Allowed Races:Magic-users usc Tablc 3BB 10 dCtcrmine lhe
f II h

Hum;,", Elf. Half..<llf,
level~ and numbers 0 spe s I cy can cas, :al Pixl~ faIry

each experience level. All magic-u.-ers g:tin on" Allowed Alignments'
lour-sided Hil Die (ld4) per levd (rom lsi my

IIJ[()ugh I IIh levels. Afler 11th level, magic- Buildlnl Point Bonus:
u:;t:O' earn I hil poilll per level and they no '8P
longer gain adtlilional hlt point bonuses for SP~~ Jacklngl

high Con.srinuion smres. While Ihis m:lY M:em ~=:;:::;;;;;;-;;;;C;:;;;;;-;r.~
w('ak, alld It bit unfair to those who walll 10 play magic-users and worry th:al
Iheir char:l.crer might nm lasr long. remember, life isn', fair! &:sides.:all you
have to do is play smaller Ihan the other characters. Kecp a low profile unll!
you've buil[ up ~nou&h lIlagic :lbilitie.s th:ll you heo;:ome a force 10 he rr:ckon~d

wilh, In Other w()f(ls, kt'Cp your bl~ted ht.".td down!

A magic-ll~er who h:u an Inrdligence score of 16 or higher gains a 10%
hnnus tn [he- experience- poilll.s he c:l.rn~.

Battle Mages
Thl' batrle mage is perhap~ the most r--;;::;;~;;:=:---,

respeClCd (:and feared) of magieouJers. They Battle Mage
earn +2 In lheir s[arrir", Honor lll"C1u~eof rhe Ability Requll"'Cmenu:

l> In",U!zenc" ,+ Slfen,gth 11+
prestige members of their Jllofession enjoy. o.Xltflry 11'
Tile naille of the class nys il all. These baltl,,- Consiltudon 12+
hardened individuals focus on a special form Prime Requlslte(s):

InttUizto..:t
of mental di.o;cipline that :llIow.s .hem [0 em Hit DleeType:
spells in rhe ,hick of combal wilh lililc ,hance 004

Allowed Races:
of mishap ur ililerrUl'tion. Baule magl'S have Hu....n. Elf. HoK.elf. Oworf.
:1.I:C05 10 all magic-user spells bur whcn il GllOIIte Titan

comes to battle spells (those of the missile or Allowed Alignments:
fireball varielY as well as mnst spells ofT"o- .ny

) Building Point Bonus:siveldefcnsive in Ilatllre lhey ate set:olld 10 ...
nonl' primarily bec:luse of their spell prcppinK' SpeH Jacking?
simul-c:ming and chain casting abilities. Yon
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Spell Prepping

Barrie mages haye ,he unique abiliry ofspell-prepping (also oiled oringing a

spell 'online'). Any spell of tht, Illis,silelrircoall vnriety OJn lie prejlpet"l. Sllell­

prepping involn'S l'alting the spell in tlu.' normal fashion and then 'huldillg' it.
Such a prepped-spell docs nor immt-diarely t:lke drca and is held in sl:1Sis (usu­

ally as:l slllall orb ofenergy hoyering in the Illagt's open palm) umil it is released
by .he mage (lr alifOlllmiallly gOCli (Iff due fO .he prep_willllow txpiring.

A hattie m.ge can 'hold' a for I combal mund per levd of

hpcrience plus Olle. For eXllmple, It thir\1 level battle lllage could holtl a

prepped spell for 4 combat rounds. Spells rhal have been prepped o.n he us<:d

on .he fir:st scsmelll of any eomb.t round.

Table JEE:
Battll! Mage Simul.Casting

LeYel 01 of
Battl\) MalC Simul·(ast Spells

1-" NA
5-7 2
8- 9 1

12 4

1]+ 5

Table 3CC:
Battle Mage Progression Table

,f.Slded
Dice for

Experience experience ,...
Poinu Hi, Poinu TI<le

0-3000 , 16+1<104' 5.",""
3001- 6000 , ,

6001-12.000 1 1 """"".,12001-24.000 • • D3wcfllce
24001-46.000 S S
48.001 - • • SpeUSoIdi....

90.001 _ lJO,OOO 1 1 Al"tilk!ti",
1l0,001 - 115,000 , , HoIteH.,e
175.001 -275.000 , , SldrmlshHqe
275.001 - 400.000 10 ,0-
400.001-000.000 " 10+1 8auleMa,e, junior , ...de

800.001 - 1,300.000 " 10+2 BotdeMag.e
1.300.001-1.600.001 Il 10+) ,""ch ll.>uJeH""" 1""lDe V"<X
1,600,001 - 1,900.000 " 10+4 Af'ch Il.>t<leMagc
1,900.00 - 2.100.000 IS 10'S If2de
2.300.00 - 2.100.000 " 10'6 Brlpdler ..
2.100.001 - 3.300.000 11 10+1 WarM.1&e
J,Joo.ool - 3.600.000 " 10'6 "",h W:!eM'I".I"nior" U""de
1.600,001 - 4.000,000 " ,.., BtIpdl<!<' Arch WarM.ge

4.000,001 0
" 10 10+10 Arch WirHog<!

• At tll'lt level b>ttle ... 16 polnts + 1&4. This SlXtIflI pcl"t 'klcker'l' received
II first level only.

- 8;onl.. "'11'" pin I hp per le",,1 aft.,...N: 10th
- 300.000 ul"'rience po,nts pH I.... of upedence beyond !he 20th.

Table JDD:
Battle Mage Spell Progression·

Battle Mile Malic-User Spdl Lcv<::l
Leyel , 2 ) • 5 6 1 , , Spell'J'ck+", l - - -- - - - - -- -, < - - -- -- - - - - -

) • , - - - - - - - -
• 5 , - - - - - - - 1.5X
S S 2 , - -- - - - - '3X
6 6 , 2 - - - - - - 1.5X
1 6 , , , - -- - - - 1.5X, • ) ) , - -- - - - '3X, • l l , , - - - - 2X
10 • • ) ) , - - - - lX

" • • • ) l - - - -- lX

" 1 • • • • , -- - - lX
Il 1 S S • • , - - - lX

" 1 5 S • • , , - - lX
IS 1 S S • 5 , , -- - lX

" 1 S 5 5 5 1 2 , - LSX
11 1 S 5 5 5 l l 2 -- 2.5X

" 1 S S 5 5 l l 2 , 2.SX

" 1 5 S S 5 l l l , l.SX
10 1 5 S 5 5 • l l , l.SX

• Th... ubi. Ind""[5 me I'ILImber of <peill. of each 1.....1a bat<le mage an memorlJe at one
time. for "'"ffij>le I fIfth ;e.e1 b.lnlo mage could memo",e four font IlYeI "P.lIs. twO

ucond levelspellslnd one third I_I spell.- Indlntes how many spells .he batlle mage nn spell·jack (memor"'e) It .he Indicawl
level M"ltipll<!<''' opplied to ....ch >pelilevel with """'ts """nded down. For "":,,nple,

S!h """"I b.lule mage could memoril/l five I" 1...e1 s.pells. twO 2nd kM!l .peIls ooe
3rd I...el """I tlthe ..me llI.lf:e s.peU·...ckl he can mernonZe .e""n 1st 1CV(lJ s.pells. 3 2nd
It-..IlplIHsznd I thlfd 1....lsp.U. (S..

.,

Mishap/Disruption Resistance

Becallse of their ability to c:onc:entr.lIC and refu!:ll to be disrracred from rhe
task at haud, uank Illllgl':l' lin: Illore res.iSl<lIlce to the rish of spell lllish.1p th,m
other mages. They gel a -40% spell mishap modifier when weariug armor.
This rT1e:lI1S a baltIc mas" could wear rillg mail with no penalty as long as he
bas a dl'(:..,nt r11telligcncc.

If a battle llla!::C hit, nr mhcrwi"" whilc casting a spell, the spell
not auton1Ulil'ltlly ruined. A battle nu'ge gets to roll a 5a"e vs,

Intelligence, Success means the spell is not affl'C,ed.

Slmul.Caning

At higher levels. hattie magC.'i o.n
sim"l ..ct-"t tWO or mo.... sllells simul­
tallL"Ously,) Buth spells, must be
of a bat1le-namrc (offensive/defensive),

Chain Caning

Another perk of thc baffle mage class
'chain One nr more h.mle

magcs C:1Jl lotSl Ih.., S'3l1le spell and mul·
tiply thc effccu. Chain-em spells have
Ihcir :srca /If <:/Tcc., range, dural ion and damagc ralings llluitiplied by the num·
bel' ofb;lIllc l';lflicil':Iting in tllc process. (The spell ba_",£! on lhe

levd battle magc in thl' prIX·loss.) The prim'lry adVaJllagl·
to this is tltat the c:ooper:LlIng mages can reach and affeel more targets thall
they coulcl The parricipating must he within flve feet of
onc anOlhcr.

For t·lt3Inl'lc, tWO bmtil· Illages, one siXlh 311(1 onc ,;;even Ih le\"el, chain cm
:I fireball. rndividually, caeh one could only reach a rangc of70 or 80
respeclivcl),. But togcther, thcy can rcaclt a r:lOgc of 140 yards (tWO times the
rJllgt' of th ... indiyidu:d I:irehall for Ihc lowot It'vcl lllal;'" in th ... group).
Damage fmm the cltain cast will similarly l>t: 14 di..,c (7,,2). n,is issliglll­
Iy less datlla.ge than they would have done if they each separately e:tSt a I:irehall
in:l range hilI wifh Iheir comhined ...(fom, lhey hav... greatly increJsoo
their rang'" (and area of dTc<t).





























































Quirks and Flaws

Table 6A:
Flaws and Quirks d I00
Roll Table
IH-I~ RolronT.b/e66
15.28 Floll on T'~6 6C
2'-'!2 Flolr onT.~ 60
~3·50 Rolr onT.ble 6E
SI." Roll onT.bie 6f
67.76 RoIronTable6G
77·'3 Roll on T.ble 614
'4.100 FlollonT.ble61

Quirks and flaws repr~l\l tho~i: aspectS of your char.lclef whi<:h make him
a true individual. They're (host" little imperfections and unique tl':l.iu th:!.1
mak", him human. The difference htrween lh.. {\'IO is simple. Fbw$, for pur·
pos~ ofHackM:lSter, are physiCo'll in natun:':. For example; scars, ncar-sighted­
nt!.':, and male-pamrn baldness arc all naws. Quirks arc mcoml in flamlC.
These include phobias, paranoia, bad Tempers. elC. Quirks and n:lW5 arc ofren
seen as obstacles that arc dClfimcnr.l1 ro Char.lCTCr development. "Inis isn't so.
They arc challenges. Many quirks and flaws can be advanragcous. as you will
sec when you read the rest of this seelion.

Building Points
Players can gain (eXIra building IlQims for their char:ll;;lc~ or faking naws or

quirks (sec Chapler 4: Charncrcr Priors and l':Jnkulars). This Gin Ix: done: in
one of fwO w:lYS: l;hoo$ing (cherry pil;king) which fbws/quirk.s yOlI want Or
rolling for rhem mndnmly.

The ONLY dme a char:u:;ler l':l.Jl lake on quirks or flaw~ for BP~' i~ during
I'he inilial crealion prrn;c:ss. (The exception is when the char.acter is rai~cd wilh
a diminutive Raise Dead or Rc5urrection spell. in which case he Jllay ue
required 10 roll (0 st:e whal new quirks or !laws he tm'S on.)

Cherry Picking

With lhis option you gCl 10 choose which quirks and flaws you wanl. Thc
downside is you arc limired to how many you can rake and you don't C'3rn :u
many Bl's. Choosing a spedfic minor flaw or quirk is worth a flal 2 BPs.
Choosing a major flaw or quirk is worth a flal 4 BPs. You (".Ill choo~e a max­
imum of (wO (2) minor flaws AND one (I) major flaw.

Rolling for Quirks/Flaws

This aprion pays marc BPs lhan cherry picking bUl lhere are some risks. For
one, you have very lillIe colllrol over whal quirks or flaws yOll arc going to gel
- you mUSI roll T:llldomly on the quirk and flaw rabies in lhis section (slarl
with Table6A). And, because you're pUlling your Failh in the dice and rolling
on lables there's a chance: you may have 10 'roll again' for additional flaws. The
one protection you do have is lhal you may spend any exisring BPs lhal you
may have to reroll on any of rhe laules in rhis chapter. Spending one Btl allows
you one reroll, ignoring lhe previous result. You (;:In do dli~ a:i long as you
have Bl's 10 sp<:nd. bur if you exhau~1 your BP~, you have 10 live uy lh.· results
of your rolls.

The upside is lhal you CUI earn
more BPs wilh this option. Ikforc r-------------,
rollinG for quirks and flaws the playcr
musr commil by sraling how many
rimes he's rolling on Table GA.

A player can roll a maximum of
nine rim($ on T.1ble GA. The IWs
canlt-d depends on Ihe IW v:1111e given
in rhe rable. (Reminder: These: 1\1' val­
ues are ONl.Y for flaws ~nd qlli(h
mll..-.:l r.lndomly).

Curing Quirks alld Flaws. It is pos- L ---'
siute 10 have many quilks and /laws
curt-U uy dlhl'r a skilled docror or physician. or a mi(ltn high level cleric (for
a stilT fcc of COUlse). Some are rarller e:Jsy to cure (like allergies, migr.lines.
ClC.); oll1l'1"$ are n('\lrly impossible to cure (like a losl limh) witllolll ......me pow­
crful m~gic or spell hcing invnlved.
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Flaws

Physical: Major and Minor

Flaw~ arc phy.~ic~l imperfec,ion~ and di~ahilirie!i. They reprc.o;ent obsraclcs
lhal need to be overcome andlor compcns:lloo for. in order for someone to

funclion among peuple whu do nm have thaI ~ame flaw. Characler~ who have
some Haws I><:(omc more real. as we can all relale to pwple who lire dilTerenr.
LeMnillg 10 deal wilh ch~Jlenge!i along Ihe palh 10 advtJ1lure is whal gives role­
playing its true flavor.

Quirks

Mental: Major and Minor

Quirks arc lhings aooUl }'our character Ihat SCI you apart from lhe norm.
Some quirks givt your charaCter addirional abilides, which mayor may not be
beneficial. They are lhe ~fingerprillls" of your charaeler's personality, making
him lruly unique among his fellolV advenmrers.

Perlionality: Major and Minor

Ihsollality quirks afTC<1 how a Chal<lcrer behaves in everyday life and how
h(,'" il1tCr:lCIS wjlh 01111:1"$ ill roci;d siwarions. They make him who he is and
of'('1l rl'I>I'CS!'nr behaviors rhe clJ~racler cannOl control.

Table 6B:
Flaws, Minor (Physical) diDO

Roll Flaw BP Bonus
or - 09 Arbi"" S
10 _ t~ Anio""r [Iype] AIIlJp:nhy' 7
IS·23 Anosmia (10" of the ...",e of tI>!e) 5
24 - 26 Allhnutlc "27·35 Blind. Color S
36.40 Chronic NOle Bleedl •
~I _~9 Excessive Droollnl S
50 _58 fla,ulc:n, S
59 _61 He>rrng Imp>lred "62·70 u.. S
71 - 8S Roll 'g:lin on thll "'ble ~1Id ~n exm.lime on T.ble 6C
8l>. tOO flori apln on !hIs ",ble.1Id an extra time on T.bIe 60

.. See fbw ~rip,ion lor rolr for spe<:11la

Table 6C:
Flaws, Minor (Physical) d 100

Roll flaw BP Bon,,~

01.07 loiS of Ear 6
08· 13 Losl 0/ Eye 7
ri _11 M.re Pa"em s.rdnes. S
11_16 MIt"'lne;; •
17·14 M.."ng flnger(s)' S
35·42 Nur\'OUs TIC S
~J. ~7 5e>r. Faclol •
48· S~ Sleep Chmer 6
5S . 61 Sound Slc:eper ,
l>2 - 7(/ S""nl'.e Ilody Odor ,
71·8S Roll ag..ln on th,. Dble.nd .n extrlllimo on T.bIe 6E
86· 100 FlollTwlce more on !h;1 l:Ible. (If this resull comes up apln.

roll .pln on !hI. t>.ble.tnd .n extra time on Tl~e 6E)

'S<:t: flaw des<:rlption lor ",II for "J>e<;/l<>.
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I\lbino; Char:1elaS with this flaw havt: a lack of melanin in th~ skin, h:lir,
and eyts giving Ihrm an ..xtr~mely pale complexion, libln hl"e ere.~, :md On
sOllie occasions pink eye:s and pure white hair. Smne Jlt'fiple 0111 albin...._' "bll'lSt
fl<"Ople" becallSl! o( Ihdr somewhat ....rie apf'<'ar.mce. Persons with thi_~ flaw
musl proC&":1 ,hdr skin (rom h:1n:h ~un or snITer severe hums. MO~I alhin...._~
also have very dry skin so they Wie oil to mn;sltlri1.., anll proleCt ii,
Addition:ll1y, the ey.-s ....( sueh a Char:1C1er are very ."'Mitive tn sunlight and
mher hrighl ligll1, These chameler,~ ml1.~1 use wilJe-brinllnoo hars or \"eil~ 10
,Ihade their ey,,-~, and protecl their heads f"lm harsh sun, (Minor; 5 I'0itlls)

Ampulee, arm: Ch:l. ...J(lers with lhis flaw are missing an arm. How such
all evetll wuk pl:l.ce may add:l. culurful slory co a dlaraclcr's pasl. Whatevcr
lhe C1use, such a ehar.l(1er cannut, uf cuurse, widd cwo weapuns alon,c, ur
U~:I. weapUll :l.nd:l. shielJ ac lhl' same cime. They may nut wield two-hand­
eJ we:tpons, usc uuws, or juggle. Tllt:y call1lOl pla)' stringed insrn\meIIlS.
And lhe)' IIlUSI aJd 25% to Ihe chance uf spell mishap when they arc easr­
ing:t spell wilh sumatic CUl11lwnel1ls. This charJcter is:l1 somcwhat uf a dis­
:l.dvanlKlje, man}' wuuld say. Huwl'ver, ltIuSi people whll lose the usc of onc

T.lble 60:
Flaws, Minor (Physical) diDO

Roll Flaw 8P Bonus
01 . 10 Siuuec 8
II - 3D Tone De.1f 8
31 --4S Vi<oon Im~,re<l, Fac Sithlcd ,
32·)7 Bllnd,on~ ~~ ,
3B·70 Vlsoon Impllc!d, Nnr Sl.hc~d 7
71 .90 Roll QAt! "" Tal)lc 6B and onc! "" Tible l>C
91 . 100 Rull un Table 6E (flaw., Majnc)

Table 6E:
Flaws, Major (Physical) diDO

Roll 'Ow Br Bonus
01 • ()(, Acddenc Prone "07·12 Acute Alle'lles- "13 _ 17 Amp<nee,Ann "18·20 ArnpuLee, Double,A,m "21 .2J AmpUl"", Double, Leg "24 - 28 Ampulu.Lcg "29.)1 Blind "32-40 Ou' "41 ·15 He""""'iIIac "46_ SO low ThCfihold kw Pain (Ll'P) "Sl . S6 MJimed' "S7 _ 62 Huc. "6l - 67 Nlrco~sy "66-73 No ~pch PercepdOtl "H,78 s.,iruce,Di~" (EpHepsyr 12·20
79· &4 Sleep Wilker "8S - 90 Tnck Kn.,., "91 _ 100 Roll onu on ch,s Qble and onc. on Tobl. 6B

- See ftow description for roll for spedlks

Flaw Descriptions (Physical)
Accidenl Prone: nlis ,ha"'dewr has IWO Idi k-"':l, I-Ie may fall ofT his horse

01 Ilip ovtl' ~ lock, Any d,al1lcter lhal is aceiJem-prone always fum[,les ull a
I or a 1 on his lO-hil rolls, (Major. 11 puints)

Acule Allergies; This pt'rson's immune syslcm isn'l working quilt ril;hl. A
char;1Clcr Coln be allergIC 10 a myriad of subsmnccs, A Characler who is acmcly
allergic cirher will be unable 10 SlOp SIlcc7,ing, or will break OUI in hivc:s if lhey
arc exposoo lO the propt'r :aJlergen. Roll a Id2U onlhe following !Jble In d~l~r­

mine whal subsl3nce a Char:lCler is allergic to. (Majnr. II poinls)

Allergen Table:
1·2 ".".food (GM til" dclcnnin" specific food)
l-'l .. , ..<loch
~., ".wood
7·9 " UC$

10 """ .otller am....l' (oil)
11·12 , .. ,gold
il·)4 ." ,01hu lMQl. (GH c~n dlllIlCm'n<l spoc,rlC meQI)
IS_16 ., ..poll..,
17·18 ..dust
1'.20 _C,,"",Cler mUSt odd In Iddltlonal allerJr, roll rwlce.
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limb develop ulrenwly strong musdes in tile Olher, Thereforl", ~mpuII·n

missing iUl arl" lusc no strenglh uunuse~, l3ecau'I' Lhcse eharal'lcrs bavc had
lu CUll1penSale fur lhe lo~s ufalimb using lheir mimh fO figure OUI new way,~

of doing fhings, lhey gel 10 add 2') pOUllS 10 lheir fr:1C1ional Intelligence
s<:ore. (Major; 15 points)

AmpUlee, both arms: Such characfcrs have a fOugh road 10 fravel. 10 be
sure, Double amplIlec:s missing bofh arms e:tnUOl be fighll'rs of all)' son. They
are not able, lllOSt oflhe lime, to wlc1<l weapons, 'fltey can h.e: nmgic-u.o:ers, hUI
Cannell perform spells Ihat rl-<)uire ~omalic coml>OI1('I1I~ an~1 will have lloubk
gl'uing malerial COJllPOI1CIll~, Thl'}' al~ t:'.ll1ll0l throw Fircualk Huwc"er,
such ehar~cler~ arc very 'lui,k on their (I'CI, and h:II'e le:trtll-d to do man)'
lhings ming rheir fi.'Cl. Therefore, lhere is a 10% chance such a char:tccer has
lraincd himself 10 wield ::l dagger or olher small wfapon using his fL~I. Ht
11llht, of course, he st:nionary 10 achievc such a (cal, The$(' chamelers Co111 run
f."lSll"r lhall mOSl, al1d gllill 3 poinl~ to tlll'ir mUI'l'lt1elll rollC. ThL')' ahu have
had to Wie rlll.-ir minds 10 discover new ways of surviving, and lhereforc ger I
poim added 10 cheir Illlclligenee, (Major; 2U poinls)

Ampulee, lel;: Clmraell'l's whu han' IU~1 a lcg havL' ;'ultlC additiuJl~1 Jim­
culcies chac lwo-leggl-d people 110 nut ha\'e, However, such eharacrers may be
able ro be fitled wirh a wooden leg, which will enable fhem 10 function belief.
The tnelvcmt'l1l mlc fnr an ampllt~ wilh a wllOdcll leg is CUI hy 3 poinl~.

Thu5c wilh the I\l;-Leg profici,'l1c}', howev('r, loS\., 110 ""JvtmeI11 poinl~,

I'-"(ausc lhc:sc ,haf:IC""l'S Imve had (0) usc lhl'ir arl1l~ mud, tuorc dIan l11u~t peu·
pit' ill uldl'r (U cUJlll'l'nsale for lhe lu~~ uf a kg, lhcy will gain 25 points lu lhcir
fr,1l"liunal Slrenglh altribute. (Maror: 15 points)

Ampulee, uOlh Il'gs; Chan~clers who ha"e 10Sl oolh IIp arL' al a sc"cre dis­
advanlage when il curnes 10 advenmring. Thosc wilh Ihe Pes-Leg proficicn­
cy, however, e:tn he fined wilh wooden legs anti W;llk al an almo.n normal rale,

Table 6F:
Quirks, Minor (Mental) d 100

Roll Flaw BP Bonus
01 • Os Absenc Minded ,
08_08 Ac<ophobl~ (lear of ~e1.htl) "09. II IW>nphohla ffeac of open ~aces) "t2·17 Alcollohc 8
18 - 22 AnunaIPhobo.' •
2l ,28 Chl"()<'l'c N,thernares ,
29 - J2 CIaUll.ropl\obl~ (Iur of closed spaces) 8
lJ -lS Delus"""~1 (Minor)- "l6 _ ~I OCI',.,..i"" (Hinor)- 8
42 - 47 Gambl,ng AddlC'lCIOl 8
48 - s3 lnapproprncll Sen... of Humor 7
!>4 • S6 Kleflcom~ni:lc (compelled to lle~l) 10
S7 - S9 Obsenl", CompulSIVe· 10
60 -70 Na"lng Consdence 5
71 _13 ~o_

10
H·79 Short Tenn Mcmory lo.. 8
80·92 ~uperslklou, "8l- 90 T.",.,. 7
91 _ 95 RoH ~pin on ch.. ubi. ~nd ~n .xcr:o ...". on Tab~ 6G
96 - 100 Roll IlIln on chis Qble and an "'U'l c,me OA Table 6H

• See 'luirl< desc<ip<""" for- roll for" speo;ir,cs

Table 6G:
Quirks, Major (Mental) dl 00

Roll Flaw liP Bonus
01 ,04 Oel~soonal (M.llor)' "OS·07 Depression (H~Jor)- "08 _ 13 Enmity towa,d Class'" "14· 19 Enml'y [owan! Mon..ee> "20 - 15 E",nily <oWJn! R>ce· "26 - 29 HJCkfc""ll' 15
JO - JJ HJCkL~,c "J4. <41 rsycllocJc A~erslon CO Class· "'42 _ SO "'ychoticAve,,""" 10 Monsee" "SI _ 59 f'>,cho'k Ave"l"" to R~ce· "S9· loS ,,~~ "(,(,·72 Sad'stlc "73_00 Wuss.of,H...r1. "BI - 90 lI.olI ...ln on chis Qble and 11\ extrl time on Table 6F
91 _ 100 Roll ~l"ln "" Ihls Qble ~nd ~n e~1n time on Table (,H

I Sea qUlfk d.... nplJDrt lor roll for specIfICS



Anosmia: PC'Opl~ wilh allosmia ha"1' no ."enS<.' or taslO: or Sllldi. 'nli~ cuuM Ix:
an adl':lnlase in ...elrne Ol-~, depenlling 011 the cooking ability and bathinll h"uits
or your oomrJlles. Hnwever, jtm l>f:cmtse a person OIn'l smdl a poisonous gas
doesn't mean it o.n'l still kill him. Likewise, a person who i~ unable to I;lSlt ma)'
be more vulnerable {() poisoning by ingf.'Slinn, since he would he unable to dis­
ringuish the t;\Ste of stCW rrom the t;\SIC or arsenic, ror in~I.InC:<:. CharnClers whn
hal'e fhis Raw have been known to ust il ,0 Ih...ir adv.ll1f:1gc in drinking Ilr C,ll­
ing confCSTS, however. In :lddition, tilde' char.scIl'rs art: ahle [ol enll'f arr-:lS wirh
cxfrcmdy strong odor that would repel othtr.~. (Minor: 5 poillls)

ASlhmatic, A.~thmmic characlet'$ $utfo:r fiolll wh<:niug, l·uughing. and diffi­
euhy bn:.lthing. ·lrib&er.~ ror asrhrna attacks. which can be falaL arc inhak-J
allergens or somerimes, .~lrl'S.< or rraullla. The GM may require a ch:lraeu:r
who is under stress or exposed HI an allergen In make a Con$tinllion eh<"Ck in
order to avoid an aHack. t\ character who experiences an asthma ;l.llack a~;l.

resulr of an :lllergen or stren must rest (and do nmhing else) ror one round
each fUrn. otherwise he will be subject {() the suffocation rules in Ihl' (;M{;.
Char:lClen; who :I.T~ aSlhlllatic suffer more d~rn~ge rron\ inhaltdloxins, or any

losin~ onl), I mint rn rheir nlo"<,,,,<:nr rmcs. Sud) pl'Opl<: ('".In alsu ridr.- Irurse~

or cartS to scr around. Such indivi,lnal~ have r:xrrcrncly SI rong anns, and llain
1 point OrStrenglh. Those wilhour rhe I'cg-I.....1; proficiency (an slill uS<: wood­
en legs, but will lose 4 mo"ernl'nt poinls. Til/)$(: wirhOUI woodo:n kgs will unly
have a movement rare or 2, heing allll' only In crnwl. Tlwle have b<:t·t1 ('".lSCS

when a double amput..... h.ls bl'cn carried in :lIlorher pl'l'$(\nS b~ckl'~ck. In
thosc inslances, the one carrying ,he arnpUlj'1' ha.~ nj'ver lind ro wNry nboul
having someone to ~warch his b.lck." (Major: 20 poinls)

Animal Anlipathy: Characters wilh tlris llaw hav<: gainl-J thr.- enmity or 11

sp<"Cific lype or animal. Thesr.- ,mirnals can sense somt'lhing aoom lhc eharac­
fer that di~tUlbs Ihtlll al1llafUU'l:'l' I'limal h:llrt:<J. Tlll:y will aH;l,ck dIe ch:lrac­
fer on sight. l~oll ld20 on the rollowing lahle ffl determine whal animal has
andp.llhy for the character. (Minor: 7 points)

Animal Antipathy Table:
I·J .. .hor1;e

H dog
5·6 .. . .. .(a'

7·e ....•...blrd
9·10 .In,,,,,,
11·12 ~sh

I J.I~ M,
15·16 ....•.<Jl>ke
17·t8 ......pc
19.20 .GM·s ch.olce (Your GM _y c.hODS" from

thiS uble. or from ~n~ ~n,_1 In the
H~cklpfllollof Bents)
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airlMlrnr.- subSlarlee med for an ~track. Damp, dtmy dungeons make it diffi·
cull ror a.\lhmalic individuals. causing Ihem ro whCClC :ttld cough. This rorccs
Ihem 10 rlOSl Iwice:;l.s oflen as ~ person witholtt :ISthma or they risk triggering
an allack (CnnStillllion check). (Minor; 10 poinu)

Hliml: lIIind ch~r:tClcrs h~vo: 10SI Iheir vision. How ~ueh a J<:V'<tStatillg phy~.

ical Im.~ h:rppen<:<:1 can make: rnr all inrcrcsling background SlOry ror:r ehitr~e­

tl'r. '1111're :tre v:trying I...vel.~ ofhlimlnc:ss. S<;>me who arc cOllsidnt'tJ blind, (".In
s~ light and colOr:<;, a~ well :ts movemcnt. 1[o\\'('\'cr, ~crylhing ,tppC1US liS :r
blur, willt lilliI', ir any, ability 10 dislinglli," Iletail. Some blind chamCiers (':Ill

set" light, bUI norhin£ else. ()rhel"l> :Ire con,igncrl to conslam darknC5S. In dthcr
C.lSe, blind c1lJraclers suO"r a A pc:llalry 10 :lillo-hit rolh. Alrhough such a
characler C':Innot SCt', his other senses arc heigh'l'nl'd, e~pedally hearing and
touch. (ell.tracters starting off blind CIII hear rwice:Ls well as a nnrm;l.1 perMln
of rhetr race (Sec Ch~pter 3: Ibces). Man)' who are hlind h:l\'e liltle: ,liffieu['
I)' geHing around, bm their movcmem. i. C11t in halrllt:cmse ,hey nu,sr "1'11_
rure forth e:trefully. Some who .Ire blind may be offered the 1l.'Oe of:t rrailll:<.1
gllidc anintal. Such an animal wl'l,,1d hring rhe p"'rson:~ mm'emelll ,.,lIe ro nor­
mal. This animal Can warn or llanga, hdp navig:lIe, ami even "ffortl somc
physical protcction. (Major; 2U poilUS)

Blind, One cye: Those blind in urr<: eye IlilVr.- only a slight Jisadv:l.I11age.
Theil' vision is slightly hindered. giving them - [ to-hit when usin~ r~nged

wcarons. Tho:i!.' with urt<: ey~' al~u loS!: I Iluim or Comdillr.-ss. Characle~

Milld in one cy~' :rutOmiltil.... lly I-'iek up the (Jaw No Dell1l. Perl·eption.
(Minor: 5 polinL<)

Blind, color: Unable 10 disringuish he:rwccn colors, these eharacu:rs Ih'e lift
with linll' problem. However. rhere are times when such a condition can he:
dangerous. or evr.-n (11al. For inStalice. a color-blind character ma)' ha,'c uou·
ble knowin~ which potion will heal him (drink the red one) ;l.nd which one is
poison (don'l drink Ihe )'ellow one.) Of cOllrse, ifrhe vial., are labeled and the
character <:all read, thr.-n Ihere's no problem. Orherwise. drinking pottom can
l~ risky. (Minur: 5 points)

Chronic N05ehlCl'd~: I'eorle sllffering from this lI"w need tu k<:ep pk'lIty or
handkerchief., handy. I;" .'\Oml' fen.SOn, withnUl wllming, Ihes<: charaClel'S will
suOtr nosebleC'ds, which;l.rl' ';(HI'''erl' they nltlSl apply I'rC$surl" pUt their Iwads
back, and apply p3cked snow or ice. lr i.~ po~<ihll' for a I"'"r.son 10 ,lie rrorn an
untrcated severe nosebleed. IrJerl umrcaled, ~ characler wirh a ~,'ere no.'I<:~

hleed will lose I hit poinl or damase p<'r turn. Howel'cr, mosl of Ihe time no
permanent damace i.~ done. or course, Iho."C wirh such a cOlldil;on should De
<:ardul nOI 10 ge:l 100 near monsreu Ihat are aur-.Icted by the smell or blood,
such as sharks or vampires. (Minor: 8 poinTS)

Dearn...u: Those who arl' deaf can li"e f.1irly normal ljn'"s de~lpile the loss or
their hearing. However, lire i~ a hit mon: difficllh. Tlw<e who are dC>Jrha\'('
trollble comflluniC.lting wilh anyone who dnc:<;n', kllOw )Dnle SO(( or sign lan­
guage. Of cours<:, ifrhe ,leaf ChM:lCterC;l.n wrile, he C<ln U~ nOll'!. 10 commu­
nicue, provided Ihe person he wishes to communi(:rtl' with 0111 lcad. Dl-Jfnes~

h;l5 its advalll3ges. Deaf chamCler$ are unaflecroo by "Onic all:lcks, amI m~I1Y

sound·b:iSed sp.eHs have no aITeCI. Thl'l')'esiglll rends to he milch kl'Cl1er for
people who can'l hear (up 10 25% heller), a~ well. (Major: 20 points)

Exees~i\'l' Drooling: TIlis /law is a mild annoy;l.nce ror the most par!.
1-10\\,<:\'('1', it subtrJets 1 JXlinr r.-ach rrom Comeliness and Charism~ scorcs.
(Minur: 5 l>oinlS)

fblUlenee: Persons with this n~w have the uns.wory habit or oonsl.llltl)'
producing excessive hodily g."USes. Mosr people will shun :l Oatulem person,
Ihr.-ferore. he willlosc I poim from his Charisma attribute unless he is dcaling
wilh halr-orc.,. A person with thts problem will not rise vcry high in soc:iely.
(Minor: 5 poillU)

Hearing Impairment: This fbw is mildel th;ln d~':Jnes~. SUlh a p<:rson sim­
pi)' has a hard lime hl'~ring, hUl is ab[e ro ht':lr some thin~. I'copll' arc roreed
to repe.1I Ihl'msel"es sel'ernl rimes whcn lrying to communiQUC with a Ir<:aring
impair",' character. The hard or hearing charantr will hal'e troubll' in a
crowded, n"isy place, heing unable 10 I,i(k OUl Ihe conversatiun Or:l rriend
rrolll Ihe din of rhe crnwl!. In ,he henl orhaltle, such an inlflairrnellt might
prove rat:l!. During key limes ~llch :t.< thi.~, rhl' (;M n1:lY rc'<:)uire the charllctt'
10 nuke an Intelligence check to St"1' if he \\'a.~ ahll' ro pick "I" the illlendcd
comllluntcllion. (Minor: 10 poinls)

Hemophiliac: Thost with this condirion arc known liS "blttJ~·rs. ~ TIli~ is a
dangerous flaw ror all adventurer. A hl'mophili.lc'~ blonrl ",iUnot dOl the way
it should, Iherdore. ir such ~ person is injured in any my, he will suffer addi­
tional damage. Fur o:v('ry puint or damage laken, he will suffer an addiTional
IlOim nr rl.,magl'. Furthermore, lhe Ch:lraCler must make a sUl'Cessrul

BP Bonus

•,,
•,
•,,
•,,,,

Table 6H:
Quirks, Minor (Personality) dlOO

Flaw
'Chrot>oc l.>;lr

Cllnl)'
(;1\1110"
(;ree<ly
Gullib'"

I~'

"'"' """Milguided
ObnoXIOUS

Pac~ lIa,
Sell Ab<orbed

Socially Awkvmd
V~lue PnvOiCY (RlIClullW!)RoI.., on this l:Ible ltld ;\1'1 e><Vllrnll on Tlible bG

Table 6(1):
Quirks, Major (Personality) d 100

Flaw BP Bonus
MulllP'e ~no""h<i .. (per 1"'....0<1'11.1) ..".,.,..1'

Truthful' II
11011 twice 0/1 Table 6H
11011 JWi<:c "" Table 6G

Roll
01 . J5
J6 - 70
71 _85
86_100

Roll
OJ.08
09·17
18,)0
31 _15
16· ~2
~). ~e

~'). 55
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MUle: Mille Ch:lrJ.Cler1i Co1nnOi perform any magic spells Ih:lt have verbal
compnoems. They Can communic:lte only with gestures, or by writing.
Someliml:.l: mUll' eharaclers anger mher people becausc Ihey f.,il HI undcrstand
why the charaCler is not answering qur~lions. This lllay plnee thc character in
some danger. Such a person C:lnnot bc:l bard, unless they W3nl ro be a mime.
(Major: 11 poinu)

Nan:olel'sy: A person wilh N:orcoicpsy has no CQIHrnl over when and where
his charaercr will fall askql. This can b(' quite dangeroll.~. Cl.an1Cler~ wilh
Narcolepsy may fi\1I asleep whiiedilllbing lip a wall, figh,ing a <lmgon or play­
ing poker. Any ofthcsc could he: dClllly. Player:; wilh lhis flaw may eoli.~l Ihe
aid of a lrLls,ed llc:rSQn 10 wake Ihem up, hUl eVen lhe mO~1 vigilanl of friends
C:1ll11/1l he Wilh anyone all nf fhe lime. (Majnr: 15 points)

Nervou~ Tic: nlis flaw cauSl'S:I. eharderer 10 twilch in an uncomrollablc ""Jy.
Usually sudl Lwitching is limiLt.J 10 the face Or neck. Sonwonc wilh a lic Illay
have one lj'e which winks il1\'olulllarily, or one side of Lheir llt"(:k will pull, C"JILS­
ing Iheir head LO bob 10 the side. Mosl of lhe time, lhis condilion G1L1SCS no
problems. Howl""er, imagine what would Iml'pen, 5;ly, ifa Ix'rson who has an rye
Lic is LhoughL 10 b<: willlcillg aL Ihe wife ofsome big, burly soldicr. NcrvOlL~ ties
can also affe(l a chamctcr$ abiJiry l(I aim mng<.'d we~pnn.~, lherefore, Ch:lmCler:;
wilh lhis naw suITer ~I 10 hi, wilh these: weapons. (Minor: 5 pninl")

No Deplh perceplion: A characrer with rhis flaw is unable to dislin~uish

wherher ohjecls arc far away or ncar. This eh:l.mcler mighl :is wetl b<: blind.
Ranged weapons are ulielCSS to such a ehardeler. nlis elur.lCler KeLs -2 lO'aJl
10-lJil rolls. He will walk illlO "".Ills or walk olr cliffs if he isn't cart,ful. This
f'Crson nl....Js a really good fril'lId or a guide dog. (Major: II points)

Scar, Facial: Something awful happened 10 Ihis characrer. He suffm from
:I hideous scar, which he cannot hide. Such a characrer suffers -2 Hl
Comdincn a.nd Charisma. Olherwi~, ir hall lillIe effcel. (Minor: 8 poinu)

Sci1.ure Disorder: This character has some type of tlfg.,nic bmin disc:a.~e or
damage, which (:JUSC!i him to have seiwres. Sci1.LLres l.1ke many forms, hili one
of lhe most common are the Grand Mal sei1.llres, which cm,':C: lhc person 10
(,111 to thc ground and corlY"!.'\( uncolllmllahly. The chance of lhe char:l.cter
having Grnnd Mal is 60%. If no one i~am"nd 10 help, Ihis perron could swal­
low his longue and .~"IToclfe io lhree rnuolk SOllie peoplt wilh sd~.ure dis­
ordcr1'i simply frefie, Of ront out for a few.seconds. This could cause a eh:lr­
aeter 10 offend Olhers withoLLl knowing it because il will scem as if he is sim­
ply ignoring lhrm if they talk to him while he is having such a scizure. No
one is sure what triggers such allacks. These occurrences scem to be com­
plelely r:l.ndom. Thcrefore. il is up ro Ihc GM to rememhe:r 10 roU for evet)'
day of game lime 10 sec if Ihe chameter suffers a ~i1.ure. On:l. roll of 6 or
lower on a I d I0, [he char:l.crer .luffers a seizure. The next day, the chance for
:l.nmher seizure drops 10 5 out of 10. Characters suffcring s<:izurt'S arc COl11­
plcu:ly vulnenble. Scil.UrCS last IdlZ turns. (Major: 20 poinls for Grdnd
Mal, 12 points for milder form)

Sleep Cllaller: Thi~ l)er!,on lalks in hi~ sleep tvery nighl. Therr i,s a '5 OUt
of 1U chance Lhal Ihe charAcrer will ["(';Vral lhings thaI norm,llly he would nOI
\'Ia.nl anyone 10 koow. He m:lY declare his love for Ihe female barbarian in lhe
party, who may promptly kick his ass. He may SpOut rhe location of his Sl:l.sh
of goods, or ICI it our Ihal he's Ihe one who swiped Ihe magic-user's Ring of
W.uer W:1Iking. The Ihings a CharaCTer says in his slecp however, arc qUt'S­
rionablc all 10 aCCUr:lC)'. Those Iisrening will he: unahle to lell if lhe dl:l.rdl:ler
is r:rlking aboul somelhinR te:l.!, or somelhing in:l. dream. (Millor: 6 poinls)

Sitep W:l.lker: Those who walk in Iheir sleep oflen find themsclves in dan­
ger. This n.lw can bring a whole new me:lning to Ihe phrasc rihe died in his
sletp." This characler may walk OUI of:l high window, illlo the middle of a
campfire or into an ore encampment. Friends of this ch;iraeler may find Ihem­
selvr,s being asked to tic Ihe charaeler down al nighl. If Ihey agree, lhe char­
:lcter will be saved from injuring himsclf, hili wiUlhcn be vulncrable 10 nighl­
lime mack, (Major: II points)

Sound Sleeper: This ehamCler wouldn'l wake "p if a herd of bullweilcrs
traml,led I'~SI his hed. Such a cllaraeler is elluemely vulnemhle when asleep.
They will nOll wake "I' uolcss lhey ar"C' nruck wilh enough force 10 cau~ at
lea.~l 1 poilll of damage. Once Lhey wakr up, however. they :Ire much more
rcfrc.shed than others are. Therefore, when they resl in order ro heal. Ihey heal
an eltlr:l. hit poinl per day more lhan olhers do. (Minor: 6 poinu)

Slrdnge Bo<.ly Odor: This charaCltr has a distinctive stench about him. A
Slr.lnge odor elllllnaLl:S from his boJy, t>;lusing him 10 lo~ I poilll ofCharisma.
He will be unwdcome in most .lUCia! WlLherinj,'S. He will be wekomc amullg
ogres. bugbears and similar creaIUn,:s, however, and may atlr.rCI Un"".Intl.J
mares, (Minor: 6 poinu)
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..••Maimlng:
...s..v.r. f.,ial bum or "arrint
...MI!Shapen head

..•....•.Roll ~.In: (I.J) Fin..cn webbed. (~") u"... flngcr
...Two mI<"nt f""ill, feal1lres(no... and ear. no... and lip•. elc.)

... " ....."'",hapen bod)'
..~son J.flS an additloniiaul of malmlrl(. Roll .pln twk•.

Ole Roll:
I
1
1

•
S

•

Maimed Table:

Male Pauetn Baldncn: Only men c.,n suffer from Ihis flaw. These men
have lost mOSI of thrir hair. Such a flaw is nOI much of a hindrance. h docs
lake I point away from Ihe characrer's Come!ine.i5 :l.uribme. However, Lhere
is a ZO% chance Ihal females lhey meer may I"C:I.Cl to lhe chamacr:iS ifhe had
a Charisma onc poinl higher Ihan il aClUally is. Wh:l.l can I ny? SOllle womcn
10vr b.1ld men. (Minor: 5 poims)

Mignrinc~: Chanrclcrs who have Ihis flaw suffel from excruciating
ht".ldacht'S on a n'gulaf basis. \X'hen a migraine srlikcs a charaCfer, he will be
unable to rUlLerion. I-Ie musl rt'Sl for (ll1e dlly bt,fore r~L1llling any aClivi,y. If
he OplS 10 cominuc whih.' in pain, all w-hiL and damage foils will suffer-l.
Anything cl~ Lhcy do which causes Lhem 10 have LO roll dice will also incur a
poil1l penalty. Once a wttk during game Lime, a pt·rson Wilh rlligr~incs will
be OUI of commission due 10 migraine pain. (Minor: 8 poinlS)

Mjs~ing Finger(s): A person with Ihis flaw is missing aL leallr one finger,
The more points :I chamcter W3llt~ to usc on this flaw. the more fingers are
missing. A characler miMing:l finger fumbles more ofren. Therefore. a per­
son nlissing a finger will fumble on I and 2 on his ro-hil rolls. Thc po.i5ibiJi­
Iy for fumbling incrc.1S~ for every finger missiog, For insrance, rhose missing
tWO finger1i fumble on I, Z and 3. Those missing three finge~ fumble on 1,2,
3 and 4. Gel it? O.K, then. (Minor: '5 poinl,s for firsl finger, I poinl each
for CXlm lingers)
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Cons!iwdoll check in order to avoid losing all nddilional hir poinl rer wound
pcr round. I-Iealing porions or magic only repair_~ half ,he damage: a_~ rL~llal. A
hemophiliac mUSI rcs, rw-ice as 10llg afler he:ing injured hefore reg~ining his
Ildrh b.1ck. (Major: 15 poiols)

Lisp: The pe~onwith a lisp suffe~ tirde in the war ofdamage 1~U5(: of lhis
flaw. However. a lisping person will lose:l point ofCh:uisl11:l Jue to this speech
impedimelll. Additionally, others may have :l Ir.Lnl Lime umlcrstamling the
.lpl-·l:ch of:l perwn who lisps. People often makl' fun of those who talk funny.
so lispers may find Lhel11.:il'lvt"S in more brdwh' Lhan umal. (Minor: 5 points)

Lou of ear: This flaw affectS onll':l person's appe:lranee :lnd his abili!)' to
wear eerlain !)'pes ofbals. Thosc who are missing an car suffer no loss ro hear­
ing. However, Comeliness is affeeled. Those missing an ear lose I poinl pcr
car from Comeliness. (Minor: 6 poinu)

1.0.1.1 of eye: Th~ missing an eye lo~ some vision, Clusing lhem 10 suffer
-I to all 10 hil rolls. 0:>meliocs.s also suffer~. wilh lhe dlamCler in qlLC-~lion

losing 1 poinl from Ihi~ anriblue. However, if lhe fH'r1ion usc-~ an allr:lClive eye
p"1Ch, ,his effecl is negall:d and hi_~ Comeliness Cots hack to normal. There is
a 10% cllance lhal memhe~ of Ihe opposile scx will find the chameler more
appealing than those wilh lWO eyes. Ch:lmclers wilh this flaw :lUlomatically
have Ihe No Depth Perception Fl:lw. (Minor: 7 poinu)

Low Threshold of Pain (LTP): nlis flaw (<In make a c!laraner cry like a
schoolgirl JUSL from getting a splimer ill his finger. A \l<.:rSOn WiLh LTP is
ullable 10 sland even lhe smallest pain. Th(}$(' wirh l:rp loS(" a pnilll ofl tonor
every lime they reaCT (fl p;,;n in p"hlic. Therefore, lho.'it: wilh IXI' whn ~"IT~r

mintlr wo"nll~ will ht: affCCled lI.!l if Ihey had rl:C~ivcd lllajnr wounds. For every
poinl nf ,bmage ~uffered, lhe effecl will be doubled. How~ver, once lhe com­
hal is over. a pen;on with Ihi~ mal,ldy will oounce back, !uffrrin(; only aClUal
Ibmage. l'ersons wilh [TI' who suffer th~ loss of half his hit poinls or more
in one blow will pass out for IdzO rounds minLls their ConSdtLllion. In :lddi·
,ion, characlrrs with LTP will be unable to resisl forlUre and will be quick 10
tell an inquisitor anything he w;tnlS 10 know. (Major: 15 poinls)

Maimed: A perSOll who is lllaimt'(l has bet'n didigured so badly, and r>er­
ll1anendy Ihal Lhey lose 3 poims to 0:>mcliness and Charisma. Such a person
has $Orne SOli of grotesque injury or malady ,hal ha.l decimated their appear·
ance. They may be caJletl ~freaksri or ~mon~ler.~.~Children will run away wheo
lhey Sl:C" a maimetl per1ion, or lhey may lauor him. Bullies may pick on lhe
chamCler. '111ere is a 50% chance rim public reaction will be frar and :I 50%
chance lhal such reaction wilt be disrespecl. Sometimrs, fr:lrful crowds c.,n bc
whipped into a frenzy against such a person and may attack. Playrrs should
roll ld6 on the tablr below to dCfermine how Ihe char.\CIer has been maimed.
(Major: II poinlS)
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SIUtfcr: Characrers who srmrer have a difficulr rime communiC:l{ing.
Magic users who sruner rakc an cxlra 2-20 segmenrs fO preparc any spells rhar
hal'C a verbal componenr. Srmren:rs lose I poinr of Charisma and arc ufrcn
f.1Unr~-d. (Minor: 8 poinu)

'Ione Deaf: A ch;lmCler with this n,lw i, complcldy tOne deaf. He cnuldn't
.~in&a proper !.ong 111 ~1Ve his life. This flaw i. prelTy harmless unl.,..~ you hap­
p<'n 10 be a hard. (Minor: 5 pnints)

Trick Knt:<:: A pel>On widl a nick kn~"C cm Ix: walking alung and rhen sud­
denly haw h~ kilt:<: give way. [n m~1 advenlUring situations, Ihis ~ not a j;ood
Ihing. 111e ch:ulllcler with dlis flaw I~ a point uf muvement lx."I.'lIUSC uf how
C"<lreful he has 10 Ix: nut \0 fall duwn. Riding a hol'S<:' is a good oplion for Ihis
character, [n a rlungooll setting, a trick kllt"t' an gel a dlaractl'r kilb.l. 111<: GM
will kcrp rhis lIaw in llIind whenever a character is ClQSSing a narrow bridge over
a high predpice, or JUST whetlCVl.:r he fecls like rolling for il. (Major: 12 IKlirlls)

Visually Impaired, F.1I'sighred: Farsighled people em see objeelS f3r away
iusr fine. blll have rrouble seeing Ihings Ihar arc near, As such, Ihey have lroU­
hle: wirh dose-up fighdng, suffering -I ro hif in hand-Io-hand combaT, For
1lI0ST other purpmcs. Ihey suffer \'ery Hille ill eff~"CIS. hUl when ordering from
a menu, Ihey might have IU strain. alld thcyean unly usc "large prinl~ versions
uf spell scrolls. (Minor: 7 puinu)

Vi.~ually Impairrd, Near.sightfil: Al'lO C1l1ed ,"ynpie, these ehameter.s cm.~
objtels Ihal art near, Inll have Imuhl~ SC('ing things Ihat :l~ r.,r away. -nlerefor~,
they ,uOcr;\ -4 penalty on Io-hit rolls when using rang«l wt'Jpons agJinsl IJr­
gets Ihat Jre al m«lium range or further and -2 to hit al short rallg!: or 10W('r.
Orherwisc, Ihere is lillie impacI on:r ch:rraelcr's life. (Minor: 7 poinu)

Quirk Descriptions (Mental)
AbsenT Minded: CharacteN wilh this quirk han- a hard lime remembering

Ihings. An absent-minded charaeter lllJy get 10 a dung~'()n and rcalire that he
has forgouen 10 bring his cuil of rupe or his tun::he~. (Minor: 9 poinu)

Anophobi.a: Chamclus who hJve this quirk art afraid of hdghts. They
may be fille inside a lall lower or on a higher floor ofa building, but will freeu
ifThey nnd themselves on a high rocky cliffor 1Il0unrain. These eharacters will
generally refuse ro climb Jnyrhing higher Ihan Iheir heads. (Minor: 10 points)

Agoraphobia: Char:rClers who arl:' agor:lphobic I13VI:' an irr:llional f..ar of
wide, open spaec>s. l1lt'y will gtncrJlly al'nid brge [(H.'JIItS or open plains.
(Minor: 10 poinl!)

Alcoholic: CharJClers with this quirk arc addictNI 10 alcoholic Lx:verJg('S.
Thty arc never seen whhom a drink in Iheir hands and have Irouble func­
lioning when sol:>cr. They spend much of their lives inebriated, losing coordi­
nalion and blacking oul. Thl'y may blank OUt lor hours, days or even w('('!<s,
Every time this d13I'3Cler has an alcoholic beverage he must 1'011 11 d20, [fhe
rolls an Ror hightr he is compelled 10 orderf.sccure another drink. I Ie mUSt
make a ehe<k after EACII drink and C1nnQI StQI' drinking lill he sueeccds,
The only way In lllake him .slnp is if he i.~ foreihly prevellled from dning.sn hy
his fri~nds. (Minnr: 8 points)

Animal Phobia: A pel>On wilh rhi~ quirk has an irr:uional ftar of a certain
animal. Whcn encuuntering a fear~...J animal, the character will attempt lU fl~"C,

Qr he will frccIc. Player should roll Id20 On Ihe following tab[e 10 dl'wrmine
what animal dlc eharaCler is af",id o( (Minor 9 points)

Animal Phobia Table:
t·2 hot'e 1I·ll
H doI 13-1~

5·6 cn 15·16
7.8 . .In'e<:t 17.18 ..worm,
9·10 ."." ..rod~t t9.10 .......a.t1e

Chronie Nighllllarl$: eh.1mel.:r sulTers from Chronie Nighlmar~ he Cdn'l
.~hake. The dre:llll.~ visit him in his sleep nightly prevenling him from gelling
Ihe resl he needs, (Wounds heal at the mle of 1 every IWO da~). There is also
a 20% chance Ihat on any given night he'll wakt up sereaming and in a enid
!Weal. (Minor: 6 points)

Clauslrophobia: Pcople wilh this quitk hav\' an irmtional fear of C()Ufil1l...J
or enelQscd spaee:s. Every time Ihc Char:lcler \v:lnIS to enl"r or finds himsdf in
a eonfining spaee, ~ueh as hiding in a box, erawling through a lunnel OT I)(I~­

sibly even entering a dungenn he must roll a S<lving thmw ag.,insl parnl)7;lti<1n.
IfIhe save is F.ailed the ehameTer either rcf,,~ to enter. nr paniC!< ifhe is alreJdy
in a lif:lll space. If Ihe save is suecessful the charaeTer may nCI as normal, hUI
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nill mka a -10% on all skill rolls and a -2 on all ro hit rolls and saves while in
the end<1.~d area, The GM may fnree Ihe charaCler III make a(Miri<1llal.uviIlG
thruws ifllt,'eol\l('S undn heavy Slrl'SS while he is in tighl quarters, eVt.'n ifhis
inilial s.ave was successful (Minor: II poinls)

Delusional: This person doesn'r quit!: know whal's r(';l1 and whal isn·1.
Depcnding nn the $everily of the di.snrder. thi~ quirk can he nnly a minor
annoyance or ~fa.r-uul" lx:lil-for il ~""lIn be a major prubll·m. Phyt.'('l; should rull
ldlO on Ihe following labl!" 10 delermine characler's delusion, and a further
d6 to d('fCrlllilll' $evelity, with a 1-1111C".lning Ihe delusion is millor and a 5-6
meaning Ihe delusion is major, Iflhc quirk is from a roll from Table 6C Illen
the delusion is aUlomalically majnr. (Minnr: 10 pninls nr Major. 15 pnints)

Delusion Table:
....(Mllor) ChlorlCler minks lie II In Inlml! Ind behloW!s hke OI1e. Che<:k with your GH.

(Minor) C.....ctU think. anima" an: people and talk. '0 them

l .•••(M'tor) Ch>ne,er th,n"- he cm 111.•nd ohen tril!lO. (M,nor) ChI...eler thonks olher

people eln II1lnd often Ilks them .0

] (M'iorl Channer ,klnko he h <oyalty and an' like It. on:Ic:rinll"'Of'te a""..<I. pc....p'

trying to w.lk InlO a c.m..... " h _8 hi"< own. (M,nor) Th,nks one of tile ~rty

members 1II'OyIlty and treaa him IS s...:h

~ , •. (Major) Channer thinks lie is in the middle 0( a bottle when he i~ 110'- He macks any·

one th'll "uk... a quock ",o,,""_t or tool« a, h,m funny. (Mi,lOr) Cluncler th,n,,",

ht is. war he<o.nd brig, .bout .ccomph,hmtl1u llul.ren't I.,,,
5 ,(Mljor) C.... rJ<:l:er thlnlu I... p:!rty memlHl.. arc mOl1"cn, 'C..,am. and """ _way. or

Illes to au.ck them. (M,nor) Character th,n"- Dul' .... cnwlong on h,m...1f .nd

tho,e lround him to he lwaa It them _nd >tomp. on them

6 (M.jor) Thinks K<l1t:d mOl1"en 're hi~ friend. and t""'.. them .. 0...:11. {Minor}

Ch....eler taJ"- lO.n "naghury Ir,end

7 ., ..(Hllor) Chat;Kter thinki 'O"iIam,ng w,tt leart I~ I1'\OI1nln. to whtn he', In ad"".

ICOI'. hc !Cn:llm. loudly (Minor) Chlnerer thinks I mOllller I, lollowlnl him and

kef.p. whorling around to cltth It.

8 " ..(Hljol") enmet,r thIllk, he " i.......,bIe. He triG to pick po<:~tU Ind tIo otlle< thingl

lie thl"kJ no ooe eln see (Minor) Chancter minks I'll. eye. Ire trlckln, him to he

.. eon.""tIy .,k"'l "'11Ie" whot ,hey 'e<:,

9 •••(Marer) Char.lcter thinkl he un walk 011 water. Ind oIlen troes (M,nor} Ch.lnete.­

thlnlu water II poilOl\OUs so lie "eYer I»thes or drinks water.

10, .• ,(Major) Ou"'e",," thlnlu he COn "me 11'\011''--''''. and "ies. (Minor) O"...C'le<' !kink>; he

hal • tltrnI monnor kw I pet 100 Ka II ,( Ill' pel II real all<l prllU'Il.
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Dqm:nion: nlis quirk can be C'.lused by a ehemi(;al imbhnee in the ur:lin

ofa player dlar.lcter, or uy a tr.lum:llie evem. Char:leters with thi.\' problem can
function normally most of the time, bUI will usually hal'e <;pisodcs where they
will be unablt· to do anything at all. Sorne will have suicidal u:ndencic.<>.
Others will uke ins:l.ne risks, fL-.:ling·as if it doesn't maHcr if rhL')' live or die.
(Minor: 8 poinu or Major: 16 points)

Enrnily Toward Q:w;: A dl.lracter with this 'ltiirk ha., a d""p halr",lllIW:J.rd
all propl~ of a O:rlain cla.'Ls, ,."g;m:lIes.s "f any OIher (;I(10r. This char:.lcter will
.lulOmatically anack :Ul)' p"l"1i<m of rhe hmc<:l das..s. This per.)41n will Ilevtr will·
ingl)' a,h'enture with a (",rr.on hclonging to til<" ene,ny clas..<. Th~ GM shoul\1 roll
a ld20 On the following tahle to ,'lelcnnim: The da~ The ,haracn.'·r is at enmity
wilh. Ifyou rolllh.: .'\;Inlc das-< as lhe ch:'racu:r, mil al:'1il1. (MajIJr: 13 poillls)

Class EnmltyTable:
I 811rb.lr.an
1 811rd
1 .. .Cleri<
4 ....•.•..•. 'O""d
S .FIghter
(, .H..kM."","
7 ..C1\I11Ier
8 ""Lulin
9 Jlwlnger
10 .•.Mqk User
II •.B:lllleM>s:e
11 ...Dlrl< Kn,gin
l) lIIu,ionj..
14 ..... , .....Thlcf
15 .•..•. Asunln
16 Monk
17 •• , ••••••••Berserker
16 ,Knlghl ( ......nt
19 ..B100d Mog"
10 . ,1\011 twice.lf:llOIinl this r...ult

Enmity toward Monner: A perron with this qnirk has an tmreJsoning
hatred for a parricubr monner, or mormer t}'pe. If the charaCter's part)' is in J
hattie with several monSters, he Will ignore all olher oppun~nts ifJ hated rnon­
&rer is involved and al1aek th:1.f Illonsrer fim. 1-11' will al1aek any monSter thai
is his enemy on sight. witham Thought for his own, or his parry's, $;Ifet),. Your
eM will tell rou whar ryre of monsteryoureharaeler hJS enmity with. I-Ie (;In

choo~ any from rhe Haeklopcdia of Ikt.m. You mighl Jlro W.1nt ro choose
one and offer up some reasons tor your hatred based on your bJekground.
Your GM may nOt buy il. hllt u's worth a try. Be:tts the heck OUt of him
rolling Dragons, ,\11 on his t.1blcs. (Major: 13 points)

Enmily I"..-:ml Ibee: This ()uirk C:lllS1:$ ~ characlet ((0 have an unyidJing
hatred fIJr any member of a cermin mce. No other faeror will mam'r ill such
C:t)CS. This (h:tr:.leter will ;lflack or ('lldlCl.sly h;lfntSS with illlelil to ilmigate
vhysi(al conliOt1laion with members of tlte hated rKe on siWlL. nlis IternJtl
willneH'r williugJy adveillure witlt a ItefSOn belongin!; IU the enemy r.lce. "nle
GM should roll a 1010 on thl' following fable tU dctermim' what r.l(l· uledl.lr­
3Cler has enmily with. lflhe r-Ke rolk.J is the same as that of the character, rc­
toll. (Major: 13 points)

Racial EnmityTablc:
I .()w.,rl
2 Ell
3 G""",e
~ .•. , ..•..•..GnDlllchng
5 ....Hllfelf
6 •..•..HoHlin!:.
1 ...•..•Hllf-orc
6 ..Hllf-ogre
9 .PiJ"e F.iry
10 ..Hunun

Gambling AddiClion: CharaClers wirh this quirk can't seem to hang OIlfO
monL1' for long, If they arc in rhe vicinitY of an)' SOft of gambling activity, Ihey
will parricipale, If they nm Oil{ of money, they may put IIp lhcir horse, bor­
row from comr:ldcs or ev.:n sleal. They may make deals. which they will regrCl
later. Th.:y willitel on anything from a cock fight (0 whelher or nm ir will rain
before noon. (Minor: 8 points)

1-lackFrrm.y' This lluirk make!: the character susceptible In fits of violent
mge. A d,.1t;lCt.:r sl1ffering from [-t:1ckPrcnty ha.~ a short fusc and c:m be
pl.L\hed nver the c<:lge with little pmvocmion. This 'luirk nlanifc<t$ ilself when
the char.tcter takes an amount of 'bmage in :I ,~ingle combat round ,h~l i~

~qual to or ahov~ twenry p"'rc~nt ofhi.~ currrm hit-poilll level. Whenever rhis
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happens. the charactcr must immedi3tcly make a uving throw (n.
l-IackFren:zy). Failure means he immcdialcJy goes inro HackFrcn7.Y mode,

A character who is IlackFrel11ied mliST imrnco.liatcly roll IdS fJ'l'r I.::vd of
experience. The '<:sull ing Slim rcprc:;('ntS the lIullllx-r of hit l)Qint~ tht d\;lmc·
tcr mUSI inflict on otlu.'l$lll..fore his !-I;lckFr('lI1.y is saliall.J.

For cxample Tom, thc 3rd Icvc1l'ighter, h<lS 20 hit poinls left. While explor­
ing a dungeon hc is arraeked and hit for') poillls of damage in a single round,
Hc f3ils his s:tve vs. J-1ackFtcn1.y Jnd immediately rolls 3dM with a result of 17.
He mUSt now infliCt 17 pointS of damJge beforr his r:lgt subsides. If there are
enemy tMgelS in range he CJn choc'lst: to inflict dam:tgl' on them. If, howr':l'er,
lhere arc NO enemy tJrgelS within mng.. and lorn slill It't.\n't met his
HackFren1.Y qUOt:l rh:ll round, he mUSt 31tack friendly largets. A fttnzic.'tl char­
aCler CJn perform no other aCtion fltcept 3uJcking in mtkt (Jnd lIIoving to
tngage the neares, target), ;IS long as h~ has all unf"lfill ...1 (luol.l. If Ihere ar~

no hit poinL~ 10 he obl.lined within .sight he will ;mnlc<:li:lld)' tIln in a rand.lm
directimt in .search elf 'arger.s,

J\ fren7.iL.J char:lcter's eXtremely difficult 10 kill or drop while running
amok. He lakes only half damage from Jny auacks dealt ro him while fren­
7.il'll. Oncl' he's mCI his 'lUOla and rhe frenzy ends. however. he immt'diatel)'
t:,kcs on the full efTeCT of any damage he ~usr:lined while in such a STarc. Thus.
II i~ possihle for Thc charaCTer to IIgh' on even afler de:tth aod literally die '!fin
the f3C1. If charaCler is unable TO fulllll his dJOlage qUOt.l and &Jtiate .his
HackFrell7.y he will eventuall)' COOle down (Id4 rums) and collapse fmm
exhaustion. (Major: 15 poinu)

IlackLnsl: This quirk is simi!;,r to IlackFICnt.y exCcpt it is triggered nOt
b)' taking damagl' hut by dealing il OUl, If;l player rolls a critical hit he
lllUSt illllilediatcly roll a save vs. HaekLusL. Failure means he must press on
the attack to innict damage on olhen eljual 10 three times the amount of
daluage hI' dealt wilh th{' critical hit. like l-IaekFtl'nty, dtarAetCfS with
HackLust will 3l\3ck even friendly targets if thcir quota has not been mcL.
(Major: 15 !Joints)

Jnapprnpriau: Scnse of Humor: A p"'(1;f1n with thi.\ 'luirk is apt to d"uble
oVl'r ..... irh l:t,,];IIt~r at th.: mo~t inopportune moments. For insunce, if ,his
chara(ter'~ hutltly ends up smldel1l)' f:1lling d"..... n :\ 50 fom min.: shaft :1I1d
IHl'aks his le(;, ,lte person with th.: inappmpri:ue .sens.: of humor might hebin
laul>hing.lnd say something like. ~LO<lk at Ih.: t'Lllny W;1)' your Jcg h':lllls ro rhe
side!" This 'luirk i~ apt to get the char.tC1er pl1nched Out frl'1juently.

Ch:Hacters with this disability like 10 lell jokes ,hal aren'r funny and
wait smiling for his 'audience' til laugh. He may even repeal the punch­
line after an awkw:ml silence. Additionally. this quirk makes a character
lirone 10 plaring praclical jokes on people Ihey shouldn't. such as pious
clerics, nllMes or Orc chicftains. Those thaI suffer from an InapprOpriaTe
Sense of Humor arc liable 10 blurl OUt insults at the wfong momenrs.
(Minor: 7 poinu)

Kk'plolllani;tc: Char-..cters with this ljuirk havl' lUI ullqUl'nLhable urge to
steal. It docsll't IllJUer how ...."Iuabk an itl'llI is, a rh:Il'""ACler wltu is a kll'VlOma­
iliaC will am'1lI1It to Steal anything. I-Ie will I"'en stL'lt1 whill' the person he's
sle:tling from is watching. (Minor: 10 points)

Nagging Conscil'nc.:: A per.Mn with this quirk is plagued hy:t con.'i.Cienc~

flut won't allow him p~.lce of mind ifhl"s cOllllnilted certain crim"-'l or acts
of dishonor. His conseieoee is a silel1l w;,ness to his shamc and accuses him
constantly. There's a chance his conscience might btgin to nag him, pre­
'leming his honor from rising or even causing loss of honor t[[uilthe char­
aCt.::r has made aillends or paid SOllle sort of penanc.: 10 case hi., COIhCience.
(Minor: 5 points)

Obsessivt:lCornpulsive Disurdcr: This person has a (cranial) chemical
imbalance, <':lusin~ him to bdiev.: that th.: world is OUt of control - tal)
chaotic. This forces him tu obsess abOUt cerrain things. and/or compul­
sively perform certain rcpetitive acu (in order TO regain some measure of
control). For inslance. a characrer mJy he obsessed wirh nOt stepping on
any cracks in lhe road and will Ignore all Other dangers 10 keep from dOlllg
so. A charaCier may have Ihe compulsion fO comb his hair cvery 10 Olin­
Utcs. Often the tWO disorders gil hJnd in hand. Wilh rhe result thaI a char­
acter may be obsased with clcanline~s and will rherefore feci a compulSIon
tu scrub his surroundings or himselfcOIlST:lndy. Players should roll Jd20 on
Ihe following table ro delermine what ohscssion/compulsion rhe charJCler
has. Then roll Id2 to llclerminc if iT is a obsession or a compulSIon.
(Minor: 10 poinu)
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ObsenionlCompulsionTable:
.•.Obl.ened with members of opposlle sex OR Compulsion 10 kin

IMmbers of opposite sex
'l: •.•0bs""'1on worn numbers.OR Compul,ion to COUnt ..erythinl
J ..•OboenlOll with dothlnl OR Compulsion 10 buy dothlnl
4 •.Oblcs,lon w+,k &Old OR Compul'>iOl\.o ga.h.... ~. u""k gold ..

po...ble
S ..Obsession with korl~' OR Compulsion 10 scrub .nd bm'h

",,"5

6 .Oblenion with _:IfIOIIs OR C~llIon 10 own n rTliny
we:lflOlls as posslb!<:

.0"""""" with Irm<ll'" OR Compulsion 10 own as mIlCh "'m<II'"
u ponlble

8 .Ob",,""n with ""'glc OR Compul,ion 10 .ccumubl"" ""'ny
~I ;semi al possible

, ...Obsession with cleanliness OR Comp"l""n 10 cl""n
10 •.Ob""'''''' w,th body irNgII OR CompulsIOn 10 e~e~ile

I! ..Obleulon with IIllr OR Compulsion 10 comb hllr
11 •.0bse1'''''' with Ike sun OR Comp"lsion 10 ,,,,rc 01 the su"
I] ..0bl."UlOn w,th bugo OR Compulsion 10 tat bugl
14 ..Obl.enlon with rood OR Compuislon 10 cookIelt
IS .Ot»""'ion with 'ound' OR Compul""", 10 d..co.." """,ee of

unulu.1 or unknown soundl
16 .0bscSlIon with book. or scroll. or Compul'lon to ~<cumuL"e

>< many b<>oks or scrolls .. possible
17 .Obl.enlon with jewell OR Compuilion 10 Iccumul"e II rTliny

jewel... po..ible
18 ..0b5es,"'" wall rocb OR Compuillon 10 col~t rocks
" ..Oblenlon with .mell. OR Compulolon 10 dlscCIYer !IOU"''' ohny

"""""""10 .RoIl "PIn. If dlll'aCler 11~ldy hn In obsel1lon. when you roll
"1"In. scl«t.. compu~on••"d ylce veru.

l'aranoid: Paranoid characters rhink cv~ryon~ is QUI to ~~l dl~m. Tll~y truSI
no one. They ccrt:linly do nOf !n1St lhose with whom th~y :ltlvc·ntun:. Th~y
may think there is a conspiracy ag:linst lhem. They will dosely guard th~m·

sdves and lheir goods. pefh~ps finding it hard to slt-ep for fcar of l.>cin!;
screwed over. (Minor: 10 poinu)

Psy~holicA"enion to Oa$$: A chamctcfw;th Ihis quVk will do anYlhing tn

avoid contact with members of a CC'r!ain da$$. I [e will nOI advenlllrt: or .socia[­
ite with anyonl.' who is a Illeillber of lhis c1:t». The GM .du:utlrl roll a Id20 on
thc following table 10 dClcrmine Ihe c1a$$ the Ch'lJ1l(ler wantS to :.voi<l. [I' you
roJllhc same dass as the character, roll again. (Major:: [I points)

Class Aversion Table:
I .......•.Ebrt>orllln
1 Ebrd
) Clerlc
4 Druld
S ...•F),h,er
(, H~<kM ..oor
7 CMllier
8 ... .P>l.odln
, ,R.nl:ar
10 MiJl<: U,er
II .Il>.tle l'1.l.Re
11 ....Oar1t Knlghl
I ) lIlu'ionl"
14 Th,ef
15 .Aslll1ln
II> •.....MOI1k
11 Berserkel"
18 ,Knl&,,' e.....nl
19 .•.•..•..8lood Mage
20 Roll twlce.lIf'orin, thh <elul,

P$ychotie Aversion II) MonSler:: 'Inis '1uirk ClU.<e.< ch:.raclel'$ l() avoid can­
tal'l with a cermin type of monster at all CllSlS. If:t character wilh this quirk
enCOUtlll'IS the monster againsl which he h:t.< litis aversion, he will do whalev­
er he can 10 C$Cape Ihe area. GMs should tlo;.., the Hacklnpedia of Be:lSU to

d<'ll'rmine whal Cfe:tlltrc Ihe cltanseler P"YchOliCilly avoids. (Major:: 11 points)

l'sychotic Aversion 10 Race: People wirh lhis quirk will avoid cm!lJet with
mcmbers of a certain race whatcvcr the COSt. Char:lcl~rs will never advctlwn:
or socbli1.e with a member of this nee. The eM should roll a Id lOon th~ ful­
lowing mble to determine whal r:lee the cltar.Kter avoids. If lhc rdC~ rolll-o is
the same as lhal nf the eh:l.r:lcter. r~·roll. (M~jor: 11 points)

Racial EnmityTable:
I Ow>rf
1 elf
) •..•.•.•.Gnome
4 ...Gnometing
5 ..H.l11 ell
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" ....H>lmn~
7 ., ..•..•..H~lf·oo:
8 .•..•.....H~H·OIre
9 .P;~,,, F.''l'
10 ....H\lman

Pyromani1C: Most peopl~ calilhosc with dlis quirk ~Iin:bugs.~ Char,l('lers with
fhis quirk are ohscsscd by fire. Whcn till: urgc hits. th~y will burn down Slr\1CfUrCS
jllSl ro wllfeh fhe nama. SI:cin~ fin:, such as a c.....ml'lin:, Iii IOlch or fireplace fire,
telld.~ to spark ,his destructive uq;~ in pyromaniac. (Major: 12 IXlints)

Sa<li.<tic: A person wilh Ihis quirk i~ nOI a nice person, as he enjoys per·
forming cmd :lCU againsl olhers. This aberration may lake rhe form of ani·
mal cruelly or it may become even darker and nasricr. Those adventuring with
a sadistic character in the parry may find thcmselva rhe victim of crud jokes
or painful "accidents.~ Sadisric people arc somcrimes able 10 hidc iliis t~nd~n·

cr, bm lhose who:lel on it usually find thcmselves unwelcome in many p",rts
ofsociely. (Major: 12 points)

Short Term Mcmory loss: People wilh thi.~ lluirk m.lY be able 10 remem­
ber lhings lhar happened fO Them a.< ,hildren, hUI will Ix: unable to tell any­
one what lhey had for dinner, They may forger lhings like lhe faCt lh:u lhey
dwckcd a room for tmps and Ihey m:t)' check lhe mom Ol'l'r again. They may
forgcl how lhey got into a jlarticubr room in lhe dungt'DrI, an.d may forgcl
lheir way (lUI. There 'IfI' man)' pos.<ihililies for error when a charnetci' has
short-term memory los.~. (Minor: 8 point.s)

Superstitious: Chardet~rs who arl.' superstitious fed they (;1Il conlrol whal
happem 10 th~m by avoiding Certain actions, or performing certain rituals.
Thcse peopl ... put a 101 of failh in luck. Thcy lllay have a lucky IUIl;C thai they
ncver take off, or ncver wash for fC'd[ of washing lhe luck away. They may
avoid doing any i1dYClIllIring on certain <lays of rhe month, fe"ling as if those
days arc unlucky for Ihl·lI1. Roll Id20 (In the follnwing r:thl" 10 delerrnillt
whal superstilion the eharncter has. (Minor: 10 points)

Superstitions Table:
...•Belleves I ceruln color 11 unlucky (your GM will choo.e), Will no' we.lr

cloth In, of this colo' or enter suuclure. poln,ed this color. Will~ ani·
mIll of thll color Ind those who _or this color

2 ...Belleves I ceruln color I. lveky (your GM will c""".e), Will only we..sr
dothln, of this color. Prefers Jnl....l. of Ih" color. th"'" who we>r thl<
color 1M Items of thll color.

J ..Thlnks the 'MJrld Is filL He wililYOld tnYellln,ln DCe~n.pnl_.el. lor
feu of fallin, ofl.

4 .•.Thlnlu belnt ne.ar .H.ld thin,s Is unlucky.WilllVDld .nyt!llnt remlndi"l him
of de.sth: cemeterles. ,raves. coffins. etc. Geu .'2 10 kit when enc:o<,n,cring

lI1y unde.sd.
5 ..•.Belleves Mali", or prlce.shoppln,ls unlucky. If thls cha...cter bu)" some·

thing th.sl ""I •reduced price lor a.ny reuon. ~e will conllllmly worry
~bout ,t ~kln,or beln, of Inferior qU.llity. evenl\llily. he will dlsard me
otlllt1 lit favor of one boulh! at full price or found.

6 ....Hu a I\lcky n\lmbe<" (roll I d20 '0 determine the n\lmber). He wlll au
inlolne rllk.! on hi' lI.ck~ da~. f'erforntf; "ril\llll" \lsin, his nll/'l\Mr 10 pin
,~,

7 ....BelillYH he's I\lck)' and ~nyone louchlng him will n ...1hll luck. He wlll nol
Il!Od or ,hare ,lentS w,th odten (s\lch al rope. torehel. _1pO/l1. elc.).
Tile <harne,,,, w,lIgo b.llllloc if Jnyone lO\lchel ~ny of his "\Iff.

8 ...8ell"""" a ccraln CDmmt>n • ."mll is \lnlllCk)' (GM will de.ennlne). Thll
<haract.... will •.."d contllC! with '\lch an Inimal and will &0 so far ~I to

1_ the room or Croll the Itr"l 10 let JW.I1 from dte .nlmal'l prc»<1m­
I,y.

9 ••••Bell""'" goortg left ;, unlucky. Will 0II1y tllke <o\I!I' w!I..-e II I. IIS\lred he
w,1I no, h."" 10 furn IeIL BelllYe5 lefl.·handed ptOIlle Ire evil. Ha will .IYClId
...k,nl ~ Ifl. lurn In ~ du"geon.

10 .••Doe<n\ bel;e"e II, ghom, or und""d 01 any type. II he leal one. he will
••..,onpl '0 di,bell""e Do" IttlOf"ll incorpol"",,1 'I''''u "nlirely. Aft... d~flUl'

In~. corpor"'-I und"'d.1Ie will attempt 10 def...ud;1 by pullml:of iu·....,~·
or wlpln~ ow:l1 Its ·"",kaJp·.

II .Believe< Pi.le F:!ine. a,e luclcy, SO he .(tempts to """lure them 10 p,n
favon......"In& to ",leo", "'em unl"". they ''bI",.'' h,m.

12 .Believes harm will beIoll him. hi, friend. or his ,ebci...... if he otfPS 011 .I

cncl•. He will ...,.- ""P on • c""ck for.ny 'eMDI1. Hi' lItOYeI1len, ...." is
cu. In holf Hhe Is 1""",,lIing r>YC1" "~treruely cracked lunoees.

I J H.. ~n unlucky number (roll a d'l:O 10 de.ermlne tI,,, number). H" will tlD'l

venl""" forth 011 <t", lb,. He will:wold .nyone with this numblt' oflellen
In their name. Will aomId bel"g In ~ room wllh thIS number of people.

14 .8elit!Y(!'l he mu" make. donlllion 10 '''y clerle or mu,ch he polS.... failure
will surei)' bring Ill.llIck down upon 111m :tnd bring d,e portJcu!1< g;tWd

.plns< ~lm.

IS .8eliev<ls """" In "lfhorlty _..., cho<en by the pwd. to be In their posI-

lion. Will .<temp. '0 ple;t", ~nd pontler 10 .,l)'OI'It. In '\ltllO<If)' h" ......
16 ..•.Believes every lime he h... rs a bell {Inkllng.n '''Iel get< kl. wing,. Rolllgllht.
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17 ~~ w\dl member's 01 die OflPOlIle ltll is bad kid<. w.u
~ this. ~t .. coots.

II .Hu a ... C...... INC he belIe'wft helps ptO<Kt hom. He wlI 010< do 0IIlJ"
..... un<il he m~ me dill"," lor fOOClludc. rIM IoMI iI; he 'fI'ill 010< be

.. to Iunalon und he fincb."..- kocXr diann..
I' _~ ili bad Iudt 010< to tip" btcpr. WII.-.-,.. ~..... IDWn.

10 .Hu lWI:I~.W ~ wt lp>ono <hoi ......

-1j,mJX'r Tantrum: TIlis quirL: ca~ chancrcn 10 be un:able 10 controlthtir
ll~m~rs. A Charatlo:-r wilh this quirk will mrow a fit If they :arc fmlu:ated in
:my way. Such 11 rerwn may uasll II room al an inn hcausc his bed wall lumpy
or the pt"r.son in Ihe next room madc tOO much noise. He may TUrn over arable
and storm nlT i~ h<: loses lit 11 game of cards. (Minor 7 poillu)

Wuu-uf-Hl":lrt: A charaCIC:r with this quirk doesn't h;lve 11 ~ingle bmve hone
itl hill lK>t.Iy. 1llis chal".Ieter·s eomp:wiolls call1lOl coum 011 him in e~trt:me sit­
ua,iurlS. He will hang b:lCk to the J't'3.r of the p:l.rly ill comlut silliarions, and
may srw:ak awa.y ifhc an. Such a chanCier i5 nOi suilcd to be :Iny lyre nffight­
n". (Major: 11 poinu)

Quirk Descriptions (Personality)
Chronic Liar: This Ch'lDCltt CilnnOl. tell me truth from a lic. He lies aboUt

everytbing, tv<:n thing Ihal don'l mauer. Mauy of hi5 lies will be so OUln­
gcolU Ihat no one would belic:vr them•. lie insists th(')' arc the trulh. even if
prc:sc:ntcd wllh overwhelming evidence to the OOlltr,lry. TIlis quirk could pre:­
Vl::0l the chancter from nuking h<ling. meaningful friendships. As, the Liard
Mage SOlrd ro Siurn} Pyre in the hook 111is SI/Iorrli Ri'/irM, /I !ii', albl'll It

small. Jm'l'/h II wtJgr bt/rlJ('l'/I ftimds. M A ch~r:\Cll:r wilh lhis quirk might walll
fO think ~bout invcsling in Ihe skill: Uu, Skill~1. tie lllay slilll.c a liar but at
lellS! no one will know ir. (Minor: G poinlS)

Clingy: This personality quirk maL:s a peflOn fed cxuemdy ncedy. The
characler allemplS 10 ha\'e all nrtU filled by one peMn. Your GM will deler­
mine 10 whom lhe character dinp-. The dingy chancrer Will u)' 10 keep his
chosen nne in sighr ar ";111 limes. He will attempt 10 plosc tnc perwn. ~nd Will
uk rhe peMn qW':5lions cnnslandy about how he feds aboul Ihlli or Ihal.
(Minor: ~ polnu)

Glullon: This chanCier never mel ~ Grcv:an SIC'W he didn'l li~<:. lie has
an insaliable appt'lite and can be bribed wllh food. Dinners Illl for hours
for this characler. He mOSt buy rwice as many rations as OIher char.icletl>
11<: may s'cal orhl'r dlar,lClcu' nlions while Ihey sleep for a lillie midnishl
snack. (Minor: 5 points)

Gn:edy: Ahhough most characters in HackM3~ter live to obtain wl;llth.
char.lclen with this quirk c.,n never have enough. Th(')' will do anylhing fO

accumulate more and more riche~, including lying to friends. slcaling ftulll
lhelll or deceiving thcm. He may takt illS.1ne ri~k.<;n order to f("CJ his apJ.1Clite
for wealm. (Minor: 8 poinu)

Gullihle: This characler is the guy P.T. &rnulII was lalking about when he
said a sucker is born every minute. lie is the pcrfl"CI p<l1S)'. He will fall for any­
thing. He will alll105f always pay Ihe highcsl price for any ilem or buy inferi­
or Ilen\S ~-ofT II qu:tlity. (Minor: 7 poinls)

~rk: This chancttt docsn'l wolk or play W(:J1 wllh OIhen.. He insults pea­
pl<:. bullies them and gc'neraUy orden them around. He fttls:as ifhe is Ihe un­
r~ of the unNme and t\.et)'body shuuld know ir. He has no patlena' for pe0­

ple who Jon'l cater 10 him, but he isn't rc:aIly nice 10 rhose who do. He feds II

if life owes him and he's bound and determined to coll(Cf. This char.lclcr 10Sd
a l)(lin, of Charisma. (Minor: 8 poinul

Lood Boor: Similar to a jcrk, a loud boor h.a.<lI person~1ity Ihat annoys olh­
eli. He wa.OiS 10 be the ecntcr of :lIlendon at any .<ocbl g:uhering. Ill.' will do
whal~'V~r he C'.In 10 g~( rhat atl('lIIion. He will talk loudly, and (dllong, br~g.

ging storin about himself. He will drop namtoli of imponanr people he has
known ur In!;'(. He will always drink roo much. He may rerform some type of
OUlr.lgl'l,)us behavior 10 gain allentlOn. mc.h :as stripping to his sJcivviC'li and
jumping imo a keg of ale. He luses a poii'll of Ch:uum;\ hcali5t ofhi~ annoy­
iog behavior. (Minor: 7 poinu)

Misguided: Thi5 person h:as good illleOiKrns, hUI isn', al\Oo;l)'$ able to k~p

OUt of trouble even so. He m~nswdl, hm em OC\'cf" keep from making Illi",
ukes. Any character With thu persolUilry quilk i~ allowed a gmller nUllloo uf
a1ignmcOl infracrions man ofhcT ch:ar2Clers. before being puniJhcd for them.
G~h musl consider mis quilk whcllCV'C'r )'Our character does solTlClhing
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as-linsl his alignmenl. If you can make a good excuse. the inf'nction may not
COl.lIII a(;;li"-~I him. (Minor: S poilUS)

Mulliole Personality Disorder: A dur~cler with Ihis JX'rsonaliry quirk has
at 1C1'i1' IC (lI"rn unique ~lUiily.He mJy be a 111&1;«1 fight<:r. hm his ocher
penonallry lli a liny schoolgirl. During sucssful ~ems, lhi< chal':lClcn cxln
po:rwnalllY mighl kick-in. Roll IdlOO on Inc table bdow for nch penonality.
Duplicator rc:sulu simply means a dlfTcl"('OI pe.rsonalily nf Ihe same
dassl~elagc. TheR: iJ: a 75% chana' lhat each penotulilY is IlOI inilially
aWoUl: of lhe: others; roll for each pcrsonaliry, :as some may be aware nf Ihe Olh­
l:rs, but not vice·ve~.... (Major: II for rim CXIU pttUlnaliry, 5 poinlS for each
additional personality)

Extra Personality Table:
Die Roll: .•..E..... Penon:Ility:
01 •~ .••..YoIl"l memw of !he oppos,te ....
OS _ OR Elderly moember 01 11M OPPOlltt ....
09. 11 •••..Yount adult or modclle-a&ed rnanb<:r <:tI me OflJ'O'iI:e sew
II • 16 •Youna membe<' of !he UIIlt ltll
17 _ 20 .••. ..ElcIert,~ 01 <he ume .....
21 • 14 •..Yount iduK or~ rMmbtr c/!he AIM ....
2§ • 28 •. .&:~...... penon
29 - n .... .Excr.mtIy cowant, I*W"
II • 16 ~ lImY P'"O"
)7 • ..0 .... .NoWiI
.. I . +t .5lIve
"5-48 .....eea-
... ·52 .Ropky
S)·S6 , Ow""
S7 • 60 Piwlt hlry
61 • '" Gnomo! ron
6S • 1.8 Elf
69. n , Anauln
7J . 76 ..•..Thlef
77 • 80 ...•Ewtrfmely pioul penon
81 . 100 .•. .Add< .no!her p<:~llry.roll twice IIlOl1l on !his chart

Obnoxious: This chanlCler is similar to a jerk or 11 loud boot. bUI he tends
10 XI in annoying and disgusting w;ays on a frequent basis. He picks hi~ nose
rn public, Knrcha his priv:lte f"lns. hUlps. and lells obscene jokes. Oflen Ihis
penon thinb he Is rnc world's friendlicsr guy and generally, he is friendly.
How~:.,.cr. hIS behaVIOr m:akcs him cxlremdy ullpopul:u. lie loses a poilll of
Chuisma. (Minor: 6 poinu)

Pack R:lI: A characler wilh this quirk callnot throw anything llw.lY. NOI
only that. but h<: annOl keep him$("lffrOIll galhering up iusl abour CVt:f)'Ihmg
he sees in a dun(;COn !Clling. Ikcausc many momlen: ;ue nOlorious pack nu.
this qurrk an prcsem 11 scriou~ rrohlenl. The main difficulty is elleumbl".Inee.
Whcn a chaucter with Ihis quirk comes across a pile of lle;(Sure, whicb may
include many items of junk, sllch as IOwds, w3d~ of uiil.'d gum, ell:. he C'~nnUi

SC<'l11 to pass rhc.<e item.~ "r. Hc will gather up evt:rylhirrg,'whether he C'~n

CMry it all or not. Tlti~ can be ~olll<:whnr anlloying and trouble~orlle \0 Ihe
other memocrs of thi5 char:l.cle,s atlv<:muring r:lrry. (Minor: 5 !"Jints)

Self·Absorb..od: Similar to a jerk. the charactcr who i5 self-absorbed rhinks
:lholll no one else. When he talks, he a1wa.ys lalks aOOUl himself. He has no
idea how any(lne clsc feels, nor docs he care. He assumes ~eryone fetls ellber
.1ll1aet«llo him, or jealous of him. He Iusa: a poinr of Charisma bcause of
his auirud<:. (Minnr: 8 poinul

Socially Awk....ud: A duractCl" wilh Ihi5 pcrsolUiily quilk is c1udcss .. hen
it comes 10 sodotl imer1Clion. He avoids 5O(illsIrwtions If possible btaUst ht
feds UlIcUillfonabie. If he finds himself in a g:alhering of some son, he will
make many mistakes. He will spill his dnnk. say slupid thing and rerhllJllO
slep 011 SOllll'l,)lle'S fccl while dancing. This penon loses I point ofChari~m:l.

1\C'C:lUSl: of his lack uf iUl,;ial gr.lCC. (Minor: 7 poinl.s)

Truthful: At first glance, lhi~ IlCrsonaliry 'lllirk might seem like a good
Ihing. And. for the most part, it is. However, in the g:lnling aICn~, somelillH.'S
being ;lllle ro lie e;tn s.we your life. The character who is lruthful cannOI lie.
ev~n to savc his lifc. (Major: II po'lllS)

Valu<: Privacy (Redusi~): TIlls penon finds other proplc to be at bc:sr
annoying and at Wnl"'il, ahominable. I-Ie pref"n: Ilis own company 10 that of
olhcrs. He bdie\'es Ih:u MINI! is ptJ"" proplr ~ lie will avoid all social ellKW­
menu whenever possible, ~<:rt ofT<:nding imllOlfaOI people 10 du 100. He 1(»0
1 POInt of Ch,ulSnu bccaUSoC of Ihis anillHk. (Minor: 9 points)



Getting the Job Done:
Skills,Talents and Proficiencies

So fn your HadtMastc:r chu:actc:r II dd;n~ by r2Ct:. cbss .lind Ability
Scuro. But hc's not yet complcu:. You slill oK'd 10 :urn him wilh the:
knowledge :lnd know-how ,hal will htlp him ro IOpplc: kingdoms and OUI'
wit time·wizened wyrnu. He neah ctrlain skills, ulcms and proficiC'ncics
(collccth'dy Kfcrrro In u STI's in Ih~ rules). Witiioul lhese c:ssc.-ntial
ST!'s your charolclrr is de;ad in Ihe: WOllcr, lillie more than numbers on a
sheet of paper. Th~ STI".s rc:prl'$(!n1 Iht' inll:rfacC' oow«n yuu and your
in-game peBOn<ll. YOIl use lhem 10 ;mCr:lC1 .... illl ,11(,' GamcMastcr's world.
Vinw.lIy oeverylhing your chanelc:r koo..'5 how 10 do is either a skill, Dlcm
or profICiency evrn magic!

Before gOing :lny IUnher ir's im~na", rh:u you know dlt dirr(f("I'tc
bnwttn rhe chltt. A complete liM of Skill~. "J":IlcnlS and Ilrofll;"icncics Qll (,e

found 10 Appendix F, and complell: d~rip,ions in Appt"ndiI G.

Slill~' ~,csc:nl learned knowloogc thai your cluraeu'r h.u which isn't
depemkm on hIS charae,er's clw or race' (i.t. II" didn't autnm.:llically acqllil(~

,he ,kill as a raull ofh" chosen c1ns or rxe).

1i1lclll:S a,e dus or r,u:e ~p«j(k (i.e. yuu nn ONLY acqulR: or usc ,hese
abililio ifyour ,har•..-tcr hu d«licaled hinudf 10 lhe charaaer class lhal offers
lhem or is a lllcmlwr of a cerr-ain race.) A good o:ample of a ralem IS Ihe
dw..rr~ aoilily IU 5eC in lhe dark (inmvi5ion). Anolher U3rnple of J. taltm i~

the thid's :lbilicy fO hide in shadOW! or pick pocker.s.

I'roficienci~ repre.~Clll a sl)C('iallyp" uf ~kilJ. They indiale ,he ,hu:l.Cler
is 'proficielll' ;n llle lise of a slJ«ifie W(,"llPOll or gruup uf weallOns. A good
example of a weapon IHolicicn,y i$ :.I human pabdin wirh a rwo-handed
sword proficiency.

Skills
10 r~p, skill.~ rcpr~rn le;lrncd knowledge lhal yuur character hu which

aren't c1ept"ndenr nn his char.aclcr'$ d:.lss vr race (i.e. he didn'l auromariCltlly
aC(lllire Ihe ~killllS a ['('Suh ofhi~ chosell da» or rate). A skill eo,n range from
lhe cOlllplcx (civil cllgitK'<:rillg) 10 the simpk and mund3ne (how 10 build a
good lire). Skills arc divided into four basic suhgroups; arC2ne skills, 3udernu
s!cills, 1;lngua~e SkillSIl11d lukhm skilb.

An:ane Skills:

Al"CIne skills reprCSC'1ll lhc disciplinc:s that a1luw a ch:.ar:mer 10 13p inlO and
,,'" slIch rhinV as magic. TIll:)' arc tile nllhl difficult 10 3,quire and 10 masler
~nd ;1$ ~ueh, mOSI ~rQlnl' slrills l'lUl ONLY Iw chUSl:n during Ihe ch;aracler ere­
alion proccs.s (I)'pic-.a.lly oy choosing" eha.naer class Iha.1 specializes In lh11
arane skill $CI). Such :&«.'lUle dUlls arc lc:chnic1lJy oonsKleroo ro be wenes (SO!:
Talents below) ~nd there's no nero 10 delve mlO thenl here.

There :Ire some ~l'C:In~ d<ills. hov,'('\'tt, Ihal can be learned by :In}'One. Thcx
include spdknl1 a.nd al"ClOC lore. Acquiring t1w:se ~1Ul1s simply gi=s lhe chn­
3eur a genu.t.l working Kll(IV,ledge of Ihe arCI.lle. They do NOT:a.l1ow him 10
Ia.p illln and ,~~rctne or c1elK powns.

Academia Skills:

Thc:sc ;Ire knowloogc-Iwcd skills Ihal don'l l"C'quire ~ny lools. lash or pro
tcdurcs 10 implcment. You know - had knowledge. Aadcmia can nnge
from the IIl\'W (loal knowledge) to Ihe more ~(1'IIir: (an appreciation:
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'iCUlplurc:). TIle cha.r.Kter Cltn nttle ofT infurm:ltion on Ihe subj«! of a.ny
JDdrmi:a skill~ I\e possesses. Note Ih;lt mmy ~emie~lUlls CUI be combmed
wilh Mher skills (such ;u l-aOO and tool skills). For G;lmple. you could com­
hioc hot~ «Ill5uuclion (skill: academia) with r:upcnuy tools (dUll: 1001) a.nd
pmdllCC': lumoo (skill: lask) 10 wild a Ilow;c.

Language Skills:

languages arc acqUlrOO knO\O.1edge. E2ch IJ.nguagc skIll bas IWO components
Ihal indicate the ch1raacr's Icvd o( undCtsr.lnding. Comprehension mcluda
~paking (and being undcmood) ;and hc;,mng (undcrsl~ing wh:at is spoken).
Radinglwriling mans Ihe ch1raaer can read 1nd wrile the bngwpo: in lhe
1I1,propria.te :a.lph:alln or senpl. NOie lh11 Ihe l1UIimum number of bnguagc
~kilb a d,..naer can pos5C$S iI delermined by hiS Intelligence.

Task/Arts Skills:

Musical Imtrumem skills allow character.. 10 play vario~ types of musical
inSlrumems. ThO( arc derailoo funller ill Appcndia:s F and G.

Tuk oriem«l skills 1Ie lhose whieh require wme sorl of h:lnds-on aelion
and/ol SCI of procedural a('lions m order ro successfully use them. These
include IhillW; like p:aillrinf.: a pllnr:ail, m:lking a bml, sh:upcmng a Sl'l'Ord,

rcpairiuj; a mit ....f :aflll.... r. eiC. They :llmOSl alW:l)'ll require a skIll check 10 sec
\\ohat Icvd of ~UCC~'l'f is achieved.

Tool skills allow Char.IClel$ tn m;mer Ihe u<c ofcerlain types of$kills. Oflen
a prercquisil(' for olher skills. Aho U!:eful in humping up (he qualilY of work
manship/,r:tfl~manship frorn shoddy [0 pmfe~sion:ll Or expert.

Skill Sets and Professional Status
Skill $<.·[s!suilcs arc oundles of rd:aled skills and proficiencics Ihal eonrllhule

(Cl a ccnain type ofcl"ol.fl ur pru[cuiun.

For example. lhe healer suire is Ill:lde up of five first aid slcill~ and related
tool skills (like a SIllUrf kit and horut uw) wh;ch enahle a charnCler to di,lgnolC
and render proper Ut'aUllfnl for wnunds, di~, etc. Fully maslering mlXl
skill seu involves Illenia.l lasks ;and rtqui~ greal ap<'ncliture of [;me :11,,1
money. As lueh, mOSl Pl.lIycr Char:lelCrs find such pUl$uiu beneath them or
nOI amducivc fO lheir career .lIS 1n .lIdvcnlurer. This me1n5 dciJl 5t:U and pro­
(05ionallla.IU5 U5ually rail under Ihe l"C3lm of Ihe Nrc (;and htncc ,he GM).
Bur dOn'l he 100 qluek ro dllm,u skill scu. Somt of thcm, likc ,hc hcaler suile,
can be qUlle usefuL

A ch31"X1cr po:ue'SSing a skill str Cilll usc tht slUll SCI iudflikc:l skill ....r he
can choose 10 u.<c a ~pecifjc skill within tllal suite. Orn:c 1 chanacr has
rcached a masrery of 31 leasl 6591:1 in all of lhe lim-d skills in 1II suile, he !J;15
gainfti profcs.siOlul ~a.IIU for Ihose skills. TII:.II mcans All the skills within Ihe
suil<~ arc: perl1lanemly combined (avenged) a.nd a 10% bonus is a.ppl,cd. A
ch31"X1er wilh profcs.~ion31 SI3U1S in a skill.suilc is qualirted 10 leach those skil~

10 other pbyas a.ndlor NI'C" as a menlor. Memors afe paid good 1ll(lIlcy fOI
Iheir scrvices.

Your GM CUI plovKk you with morc informallon on menlOnng ;lOd pro­
fessional $IaiUs. He can aIw lell you whar drill .setS are :lvaila.ble 10 pursue. In
lhe meanlin\(', tile foll ....wing shon list will whet )'OUr appetile.
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• 65% I/I/d ahol't iJ romidtrtd 'proftniotlQl'ltllf/.

Skill Mastery:What do the nllmbeni mean?

Your base skill muter)' gives you an indication "f JUSt how much muter)' you
have of a speCifiC skill. The follnwing ran~es gIVe a rough indication of what your
bAA' skilllllalotetr t"eallS.

Ex;planation of Skill Levels

Beginner: Buic knowledge only. No rcal tmlning. D~bbling. l!aekJ"lrd
"'~'t·It~"ic. Rllllgl· ...f 1110lt skilllllastt·ry S(or~'S wIlen only l.>~sit reb"ltlll al.>i1ilit'S ale
being used.

Apprcnlice: Schnnlcel, character ha, wOIking knnwledge nf~kill. (',;lnl~rfMm

routine tasks involving the skill. Unable to tc.leh what hc knoM.

Advanced: Detailed knowlc.lge and expcrien~, chart1C1u i~ t),pieally trn"bled
only by the most complex aspectS of thc skill. Can leach buic dementS to other
to other elmrncl"" hut ollly "I' to 45% skillll1aSlcry.

&p<.:rt: CIo~llI((er i~ expert at tile skill. Can teach lhe skitill.' ...thers lip II.' ~ ,kill
m:Ht~ry of ()5%.

Mastcr: Ch:tr.tCler has go"t· 1x.'Y...nd wl'al his t~'<IChers \lnd/...r menll.'r were able
to teach him and has learnc.l nn his own. He is CDMidued a nl.1Sler on the suhject
Or topic. I-Ie is capable ofex~ndinllthcfield by wming up with new idea.l and tech·
ni'lUt'S. Can t~-~eh skill II.' ollu:rs up ttl a skillllla.llery ...f 95%.

Skill U:\.c1

Unskilled

I~ginne, (Novice, Ummined) (SI!)

Apprrmic", (Schooled, Tmined) (SS)

t\,h'ancctl' (SA)

Expert {5E.}

M:i.iter (SK)

Masler Ibnge

U"

01-2'i%

26-50%

51-75%

76·100%

101-125%

Using Skills
Ifa character pos.seucs lhe approprble skill to perform:l la!k. he normally does·

n't havc 10 make a check to see if he can succeufuUy use it. I:or example. a char­
acter with the swimming skill sheulld l.>c able tn take a 1I1id"iglll ,kill"y dip in a
pond without having 10 ehtck. The need to do skill checks arc determined by the
GM :lt1d are usually rrquired when thc char:tCter is trying to ~rform a skill under
diRkult conditions when .<ueh 'mastery' o,·~r a skil11JocrOlllCl "f parnmount impor.
lance. If lhe same charaCter suddenly fJIIs through thin icc while ....earing plate mail
the GM would certainly require a swimmlnR skill check 10 sec If hc drowns. (And
iu this )itumiOIl )Cvere negativt· Illudifit'rs would alw :lpply.)

Skill c1wcb are rt:SOl"ed by rolling IdlOO \'S. the chal".l.Cler's skill mmcry.

Skill mastery is determined by the character's relevant abili!ie.l (Sce AppendiX
r) pin., the ,um rnwl nf :,lIma.',ery die aud Ile>lll)t Die !<lUS hC'5 added to rll3t
skill.u lhe resuh of building points or tmining.

Fm C'llample, when Klenched HIr the thief :lIt~ll<letl.IChOi,I,hc studk'tl the (Clln·

bal procedllfc skill, jugular swipe. M,er paying lhe COllfSt' fcc of27'i gold pitas he
successfully paned tile COUfR'. 'l1,e mutery die f...r jugubr swipe i.l Id4. Klench
rolls:l 3. Since IJ<:,Kt~rity is li,ted u the rclevanr aniliry rnr thaI ,kill he get., t" a,ld
3 fO his DEX (111). Luckily for Klench he ,11so has aId 1Z Honor lJie which he
earned f...r his curreltl Honor. He rolls an 8. That mean, !lis skill nt:l.ilery percent­
age fnr jugular swipe is 29% (18.}.8). If Kkllch takes another block of i"struc­
lion in jugular swipe, and successfully passes, he'll b.; able to roll the Mamry Die
and H...tIQr Die again and add thent 10 hi!> )kill mutery ~rccmab'(:. NOle that
unless Ihe skill descripti"n _",ys nth~m·ise, an initi~1 hlock l)finWtlctinu/tminillg
mUSt Ix: takcn ~nd successfully completed before your relevant abililY scores arc
appli~...J. In ... lhet word). if K1ench hadn't tllken a cour,e in Jugubr Swipe his ,kill
level fm th~, .,kill would h~\'e IlCCIl 0% (lI11skilled}.

Skill Set SkillslProfjciencies

l-k\llcr/D<xtor .•....~"~lUlIly. first ~id, suture kit, SU'I,;ery tools.
baltl~ sU'b~ry.

Umller/P:lilHcr Inal' Ill~king, appmisal of an objt-(t~.

clrll'lgmph)', rc~dillglwrilinG> drafling look

Mason .51on~,culling, lrowd-spn:ialt)', manock.
brickJayinR·

Miner srone-emring. 3suying. surveying. mining tool!.

NJvig:uor J.ltronomj'. uiling. swimming. navigalion.

Sailor ,sailing, swimming, fishiog, navig.ltinll. nautical,
tie knou. survlV:lI (OCc:ln).

Scribe reading, wriling.. basic math.

Shipwright sailing, car~nlty, woodworking. srwing.

T~i1QrlWe~vn .welwing, sewing. embroidery.

Teammr/Frt:iWlIcr ...animal handling, wagon-repair, freighting.

Trader/Banner ..appl".l.isal uf cummon goods, haggling,
h~rg.1in sense, ."rttt credihility.

Trappcr/Funiel ...slallglllef game ,ut'l1lal,l.>asic w......o lore.
skinning, haggling. bamring.

Once a char.u:rer ha' achi~\'ed profes-'innal <1""15 in a skill "'I. il i, "I' rn Ihe
pby<:r and the GM ro delermine j\l$t what Ihe char:Jcter CHI do with it. The skills
lilt~l in ~'llc[, skill <;(,:t gi,·e a g......o indi('"~tio" ... f whal d,e ~ha",cler has karn~-d.l.>Ul

mher knowledge and abilitifi may IJ., added with the GM·s approval. Thus, a
hunter might know the buies offinding food in the wildernw. how 10 read ani­
malsign\ to identify the tYl><'$ of creatures in lbe area, lhe h"l.>il$ ofdang~rousani·
mal" and how to Italk wild animals. It is 5:lf~ 10 :illume thaI simple johs su(U~d
alllomaticaJly. (/\ hunr~r could find food for himself withour any difficulty.) r'Or
mOle comp1ie:n('(lta~ks. t!lc GM mllst :Is~ign rnooifien 10 al'l'ly 10 the skill dn'<:k.

Collaborative Effort

It'~ imp<)rtanr to note that in I lackMaSI~r Iwn nr more character< Clln mtllhine
their skills and areu of expertise io order to accomplish a job or 10 perform a lask
Ihat Ihey CQuldl1't do individually. Suppose a St.·ollling party comes to a CK\·ane and
rra!iln thq nl't'd to build a haul' fOOlbridl:~ so that the army that tnllow~ thelll
can mOl'e aeros!> withoul being delayed.

Th~ KnUl! [;Ike invenrory of whar skills rhey have;u a group. One SCOUI h.ts car·
pentry skills, another has lhe ci"il cngineering skill and a thiro has Ihe urehcstf1lte
task skill. In addition, t",dve of Ihe fourt~~n $COlliS p05.'>e'i5 th~ boorer (l\!'nernlist)
skill. The GM decIdes that :i.l a group they ha\'c the ncccsury skills ro build a
hlidge. nlC .kills ate add~'tltogell1{'r and a,·cr~gt'tl.11le GM uses lhe multing nUm­
blor (wilh any appropriale modifiers) to determine the quality of the finish~d bridge.

Training and Studying: Gaining new skills & improving old ones

Skills allli proficiendes do not I{.'";II' unhidden and fully realilC\1 illlo a charnelcr'.
mind. Instead. a character InUSt sllld)', trJin, Jnd practice to learn a new prnficien­
C)' or skill. Unless the ChamCler aCllvely devotcs himself to such .Itudy and rmining
hi, I'r"&r,,,,~ will grind tn a ~reC(:hing halt. Tmilling ellll IJ., ll.~ '0 le.1fn new ~kill,

or proficiendc.s and/or tD impro,'e Ihose skills and proflciendes alrc:ldy !Xl~esscd.

I, Obtaining New Skills

New skills are obrainro in one of thr« ways:

1. Uuilding I'oints: By buying the skill with !iuUding Points during the char·
at:ler t·rt':Iti...n pf()(:as (Sec Chapler Ii). NOll.' lhat magic-usen: (with the Cllceplioll
of hattIe mages) mllst P:1Y twice the np COSI fnr C(lmh", ~kill_,. hilt nnly halfthl' III'
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COM for aC3demia skills. During Ihe charaCler crealinn p,ocn~, ,hc ChamCll'r rolls
Ihe manery die once for C3ch e~pendi!Ure of lhe IW COJI of lhe skill. ror examplc,
if ~ char:l([~'r Imp a ~kill ~I three limes Ihe COSl, he rolls Ihe m:Ulcry die Ihree limes
and adds Ihe IOlal 10 rl,,' rdewnr ahiliry (Sa: Appendix F: Skills, Tak"l~ ;lml
Proficiencies Un). NOle Ihal YOll add Ihe relevant abililY only OnCe. There is nO
limil 10 lhe IlUlllbe. of masler)' die rollli Ihal C3n be purcha.sed. bill Ihe skilllevcl
cannol eltCttd 125%.

.~kills e",remly f'OsS(~1 am also be iml'rovcJ Ihrough formal and informa.!
inmuclion (j,m like gain;ns neW skill, a.~ dc.M:rihcd in Chap,er 11). QlIe spedal
way lO rncre:lSC Ihe amouOl Ihal a skill is improved dllrins trainins is 10 usc il in
all nppmJl,in,e cirC"'''~I1l'lCf fo. d""~lnalic or ,rnponanl dT~'C1. AnYlime you roll
under your Chance 10 Improve ,Skill >"alue widlOUI modifier< ('ee Table 1F::
Wil'dum) when making a skill ma.slCry check. your characrer may have learned
somelhing new (you'll "ced 10 ask your GM). For eumple, Ids liay your parlY
comnundccrs a .QilinS \,tiSr'1 and ynu decide In S:lil il back "1 pon. A s,orm swl·
denly rises up, Ihre:llening 10 c:ap.si~ rhe ship. You announcc you have lhe U"a·
mansl1ip skill, and Ihe GM [,al; you makl: a pcnalill.-d lkill check 10 itt if you can
suecc.\Sfully re.rig Ihe .Qil~ and bring Ihe shi!, nu, or <langer. As Ihe grolll' hnlds;,~
brealh, you roll Ihe dice and rhey comc up 03. You check your Wisdom score (I J)
and sec ,hal your Cloance 10 lml'rove Skill value ili 05%. Voila, nOI only have you
$:JI·t{j your emire party, bUI your chamcrer h:u learned .«)melhing significrllll "hich
will increase his ahiliry ro l\~in from his laler coursC\'.'ork. The neXI lime your char­
a(lff lakes II.e al'prol'ria,e likill COUI'liC uuring lraining, he c:an add a +1 bonus!o
his maslery die roll. This oonu~ ron he appli",t any numb..r "r ,imes as long as tl'e
ehu2Clcr sueceeds in differenl drcumsrancC5. Keep a nlllnillg tally bcfw«n Irain­
ing nn your record shccI SO y011 don'l lo~' OUI on any bonuses lalcr.

2. Training/Sludying: By Inrning new skills when advancing from one level (0

the nexl (as dc:scrihctl in Chapter I I).

a) F'lIIl1nl Tmining: U"iver5ilin and sch\.lOI~. The rnOlil practic:al w:ty ror a
eharaerer 10 pick Ufl new .kills and imprm·e old onco; i, Ihrough tnrm:,1 Imining.
Thi, iuvoh·cs going 10 a ulliversiry or school which speciali7.cs in the characler's
da~s and recriving ;'ls,r,,([ion. A d'amClcr ,"<Ill allend ~hool ONLY when ad'"Jne·
ing from one le"ello the n~1.

Il) Menloring: Another way 10 pick up skills (csl'f:'(ial1y Ihe mOrl· mundane vari·
cry) is find,ng a leacher. Most ~kills .lfe easier ,0 learn if someone l(:lches Ihe char­
aCler. Your GM has rules reg:uding memors.

II. Improving Skill~:

~kill.I c"",emly IlOsso:sscd c~n also be iI1lprov~-d Ihrough formal and informal
inmuClion (jusl like gaining new skill~ as dc..<Crihctl in Chapler Ill. One special
war 10 incrt:ase Ihe amounr Ihal a skill is improved during training is 10 ust it in
an appropriale drwmSlanCI: for drJUlatiC or illlportalll dT~,(;I. AnYlime you roll
under your Chance 10 Improve Skill valu~ wilhom modifiers (.\CC ·r.1hlr IF::
Wisdom) wilen making a skill m:Ulery check. your charaCler may have learned
,omelhing ncw (you'll n~'l,.,J 10 ask your GM). For exampl~, !ct'li ~"1lY your P~rlY

oomm~lldctrsa sailing "essel and you decide ro ~il " h.1Ck 10 porro A Slorm ~ud·

d",nly flliCS up, Ihre~lcninl\ ro capsi7.c the ship. You 3t1l10Ullet you h3VC Ihe &eJ­
",:""hip ,kill, ~"d ,hi' GM h,tS you make a penalil~-d ~kill dm:k 10 = if you c:an
succwfully re.rig Ihe sails and bring the &hip Olll ofdanger. A., Ihe (;ro,,1' hold~ ilS
brealh, you rolllhe diec ~nd Ihey come up 03. You check YOllr Wisdom score (13)
~nd sec Ih~, your Chance to lmplove Skill >"~lue ili 05%. Voila, not only have you
.Q\"td your entire pany, b,ll yOUl charnCler ha.~ I~arne<l ~mrlhillg signilkam ,,!'ich
willlOerease his abiliry 10 JI'lin from his larcr eoursework. The nexl lime your ch.lf­
OCler IOlk,,,, the ~ppropri~le skill cour~' d"r;ng tf"~ining, hI: can add a .1 bonns 10

his m:Ulery die roll. This bonus C.111 be. appl;~.tJ any numher of limd; a.I long as dw
characler ~ucc~"Cdli in ddferem eircunuranecs. Keep a running lally belween Ir.lin·
ins On your record shcct so YOll dvn'l lose out vn allY bomtscli later.

Talents
T.lem" repr"",m dlOsc <pedal ahililics Ih", :',e charaCl{·t da.o;~ or race ~po.'(;;fie

(i.e. }'Ou can ONLY acquire or IISC Ihese abililies if your character has dcdiC:lled
himself to the character dal;1 which offen lIlem or is a member of a specific race).
I:or example, Klenched I~sl Ihe ,hiefkno~ how 10 pick pockel) !>c(';IUSt· il comes
wilh Ihe Job. Kraraan the fighler. on Ihe OIher hand, C:ln NEVER learn hnw 10

f,ick·pockets unlen, of course, he dccid~.tJ to dedicale himn:lf 10 being ~ thief (sec
muhi-dassl. AnOl!,er ~Jml'le ofa talenr i. lhe unarmoretl h~lf'''17re\ aLililY (lOugh
hide).

Weapon Profkiencies
Proficiencit·~ al~' a lipe<:bllYpc of likill and exclusive 10 we~p<lns. They indicate

Ihe chamclCr is 'prolicienl' in ,he use "f ~ specific wt':1!lOn (wc:opon proficiency), or
group ofwcap<lns. Wcap<ln I'rnfleieneics also differ from skills in Ihal ch.U:lClers ale
li'1}il~-d 10 how many Ihey ~.m havc depending on Iheir level and class.

Chapter 7- Skills,Talents and Proficlencle5

Acquiring Proficiencie5:

Even n..wly ne3lc(1, lsI-level dJ3r3ClerS h~V<' w("~pon f'rofici~'llcics avarl:obk III

thcm. (6Ce T:"ble 7A). A char.C1u Slans with a numher of weapon proficiency
lilol.S dl:lcrminctl by hili charaeler class group.

Each wC3p<ln proficiency slm is empry untH rhe pla)"tr ·fill~· il hy selcttillg ~

Wt-~fJ<)tl. 'WI,en f,ltinl'; Ihf prof,ciency ~Iol. ,I.e player mU,1 nililipelld ,he BI's ano­
cialed wilh l)(Coming proficielll in Ihal weapon. The one exceplinn lO d,iI is Ihal
dlardct<:rs in Ihe fighler group gel Ihe fim weapon proficiency slor filled for free.
Thm is Ihere i. n(} l\P COIr a~Iociarcd wilh it.

CQnsidel the = of Klcnchnl Fisl. an dv"n Ihief. lablt· 7A giVe) him lWO
we:tp<ln proficiency slors. He fills Ihese slol5 by choosing IWO weJpons :wd spend.
i"l1 the bu,ldi"g puilm as>ociall-d with ,hem. These reprco;elll whal weap<lns Ihe
charaCler wa.o; proficienl with and learnctl hnw 10 ".'Ie hefo", het;inning his ",ken.
luring c:arccr. Thert:aflCr. :u K!enchoo
Fis' :>d"lllc<:s in e~pcr,ence k...el~, he r--------------,
gains additional weapon proficiency Table 7A:
lilolli. The raIl: al which he gain~ Ihem Proficiency Slots
del'el1ll~ upon Ih" d",raClrr ch~, he Alti'Jck
belongs roo Once a W(lIpon proficiency Group Initial /lleVl!ls Penalry
slol is fill~'l,I, il C1in nev~'r 1.>0,. dltl!'g~.,J or Fi,l"e' ~ j -1
reassign",d. MJ.gH:.US.... I I> ·S

CIer" 1 ~ -J
'Elble 7A li.m how many Wc:l!"()l\ Th,.f 2 • .J

profidency dolS Ihe character stam
with, ~"d how mauy levcl~ II" d.af1lc- L ..J
ler musl g;lin bdorc he tarn" allmhel
slot.

Table 1A Explanation:

Initial We:;Il'0ll Prolieicncics: lite ltulI,ber of w~'apull proficiency )lot) grdnu:d
10 eharaClers of Ihal group JI I~I level. 'rhe pbyer must pay One (I) Ill' 10 IIIl each
proficiency slut wid, a weapull.

Ii Levelr;: indiC:llcs how quickly a char:acrer gainJ additional prof,ciency Jlol.t. 1\
new I'mticiency sllll is g.1incd al every eKl"criellce I~""d tlt:lI i~ ~'V<'nly di"i~ible by Ihe
numhcr lisred. NOle: g;lining a new slO! simply means Ih.. eharnCiu g.lin~ Ihe ahili·
Iy to 'Ie-am' 10 Ix: profieielll in :t new weapon. (He has sIOl(s) winch c:an he tilled).
I--Iow<."\"er, he aln ONLY fill Ih""" sIms hy l",ining in ~ new w""pon al scl":lol 0'
from a menlor. Terac (a fighler). for example. gains onc weapon proficiency slot at
e,'Cry b·d C\'cnly divisible hy 3. lie ge~ 0111: lIew slot al Jrd lwei, anolher:u 6th,
anolher al 'Jlh..,nd so on. He w<luld like 10 lill onc of dlOSC new Sl0l5 will. Ihe c,,""­
bow. In ord~'r 10 do);O, howC\'er, hI: will havc 10 I:lke a block of inSlnlclion on Ihe
crossbow al a Idlool Or from a rnenlor.

Penally: Ihe madifier 10 rhe eharaClI"r's :llJ3ck lQlI$ wlrell he lighls ll$ing a
w(';lp<ln hc is nor proficicllr wilh. Cunrar. a dwarf. cho6C 10 he proficient with the
w.1fh:Hntiler Finding lri"rsdfiJi a Jesper.tll· silualion, he malehl:~ up a dagger, evcn
Ihough he knows lillie aoout it (he is nOi flroficietll wilh il). U~ing Ihi~ Wl'3f'O"
awkwardly. he has a -2 penalry ro hl~ chance 10 hit.

Weapon Proficie.ncies and Slots

A We;\lJ()o f'rofi~ie"cy en,ur~'S a d.~racter'li k.nowlL-dgl: and lraining on a specif.
ic wupon. When a charaner ;s crealed, Ihe player ch<'Cks Tahle 7A 10 see hQw
many weapon proficiency slol$ !he charaClcr has. ThCSC' milial ~Iols must be filled
hefore lhe charac.er CllJhalks 0" Iris fir~1 ~d"c"lure. They l'lUHIOllx: saved for, ~ay,

Ihe opportUne appearance of a magical ,,"taIJOn.

Each wcaplln proficiency slot mun be assigned 10 a specific weapon. nO! a d:u..
of weap<>ns. £adl we"p'-'n lim.,J in Table 9T: (WI"Jponli) requIres irs own profi­
ciency; cadI has ils own charaClerislles Ihal must hr lJla.qeral hrfol(' Ihe we:'IJO"
can be UliCd 10 iu full c:apabiliry. A man-al·~rms who is proflde"l in Iht guis.mne,
tiu example, is nOI n~,(;~wdrily skillL.,J wilh a glaivc; d,e tWO weap<lns look dt:(;ep.
lively simiIJr. but Ihe fighling slyies Ihey arc dcsigne(1 for arc dill'erem. A pbyn
c1,at1lcler could bt:wme proficlenl wllh a long bow or a shorr bow. bUI nOI with all
bows in seneml (unlcs~ he:. nul' nlHl dr"nlcs ~ I"QfidCll(y ~Iol to eael, i"Jividual.
Iy!) Of course. II should go Wilholll $:lying Ihal a char:lCler can assiSIl ",upon pro­
ficicllcy .<I(\IS onlr III Iho~ "'~'llflOns allowculll hi~ char:tclCr d:us.

M a c!lanKler read,es higher experience levels. he also carns addirional we,llJOn
proficiency "lOIS. The rale al which sIms arc gained depends on Ihe chaf'ilClcr's c!ah.
(Remember Ihese slou are nOI aUlOmalically filled _ rou musl lrain in lhe lise of
Il,e newly chosen wC'lfl(}n fir.~I).

j:ighlell' who c(onccn"ale on II:tcking l<:arn '0 handle a great numbe.r of
wcap<lns. They g;rin WC.1p<ln proficiency sIms quickly. Booki..h Magic.users have
lillie imcrl:sl in h~nd'[(l-hand combJr and subsequenlly gain few ~ddilional

weapon proficiency .1015. Mulli-das., char.lCI<'l"S mil ule ,he m~1 I.>enc!;eiallin~·on
Table 71\ [nol Ihe sum ofbolh of Iheir elaMes] 10 dtrcrmine Iheir inili,,1 flrofleiell.
des amI whl'n lhcr gai" tlew proficienl·i~'S.
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Effecu of Weapon Profldendes

A cha,.",clcl with f"rolide'ICY in a ~f""Cific wc:lpon i~ I;'miliar wilh ils ,tSe and
l1laimtnanet. Said char.lcIN doa nOI receive bonuses for using 3 weapon he IS prOo
fidcm wilh: Ihe combal lables Ire premi:ied on everyone using II w...~pon Ir ... is pro·
lid...", wi,h. When a chm"'Cler ""'" a w~apon rIm! he is nm profident wilh. how·
ever. he lullers a penal!)' 0" his chancc 10 hil. The amounl oflhis pcnalr)' depends
Oil Il.e cha"'tler\ da$s.

Hghle~ hav... III'" ~mallen penally lx.-caUI'C rheir 1....i1\ing has giv('" 1I"..m " va~s·

ing familiariry wirh all welpollS. Magic.users. On rhe OIher hand, are beavily p"nal.
i1.cd bcC;h'~ nf their limiled exposure. The mod,ficrs for each dm (whieh are
penahi~' ro II.... allad. di... rull) an: liMcU On 1:,[,1<: 7A.

Related Weapons Bonus

Wben a ch3raCltr g:Jins a wtapon proficiency, he is Icamins fO list a p:trtieubr
weapon effectivdy. However. many weapons have similar Chal'2ClCriSlics. A fOOl'
man's ,nac.... lrorseman's milC(". ,uomillg Slar, nail, hamnwr and cluo, while all dif·
ferem, arc all hury, hludsconins wcapons. A character who has lrained with one
can apply some of his experience 10 Ihe olhers. He may nOI be fully proficiel1l' OUI
he knows mOle ahnur ir lhan SOmCOne who picks ir up wilhour aoy lraining in sim·
i1ar wcapons.

Whtn a charncltrU~ a wtapon Ihal is similar fO a weapon he is proficienl with.
his amrck penalfy is only one·half lhe normal amoum (rounded up 10 Ihe ch:mlC'
rer's disadvallfage). A figh'er. for ""ample, wo"ld have a ·1 p"llalry wirh a rdalrd
.....eapon inSfead of ·2. (\ m~Ric·user would have a·3 penalty rnsrC3d of ·5.

Specific decisionJ ~bo\1l whieh wcapons are relatcd arc aV;libblc (0 rhe GM in
tlll·GMG.

Weapon Speclalization (Fighters Only)

Knowing how to "'" a ~rK>n pr0p"rly i, very din;',enr from h";n& a mas,,,r nf
said Wtapoo. 10 f-hck,vlasfer. your chal';lClcr'J skill is reflected in bonuses he carns
>IS I,~ n.'".tI'l'S higher Iweb, As your cha"",clcr ~(lva,,(l";, he lx-<:o>ncs a crafiier, more
dtJdly opponenl. Experitnce has 13Uglll him 10 anricipale his at.!ver$;lry and 10
pounce on any adV;lmage lhal presents ilScif. BUI lhis is a gener.ll. overall improve.
mem, broughl aoour hy Iris sharllening Senses and riming. It apl'li~ eqrmlly 10 all
types of fighting.

WC3poO spedaJiz.alion eoables J fiShlCl (only) ro choost' a sinsJt wtapon and
truly m:Uler irs ust'. Any weapon may be cho~n. Spcciali13rion is normally
annr)unced (and paid for wirh we:l.pon prnfici"ncy sims) wh"n rhe charneler i~ Crt­
aled. Howcver. cven alier a player chal":lCler carns experience. he can still chDO.'ie 10
lill<-ciall« ill a w....~pon l>rovidl...J 1.(' Irali ,I,,: wl"~11<l1l proficiency slQ's a..... ilaole and
romplclt!. ~peeializcd ,raining in dlar wcapon (see below). '111C~ ~pcei3IiZ;lrion

n-qurres a sinsJe.minded dedkarion and lraining. As such, muhi·c131i1i chal'1lclen
C1nriOi liSt weapon specializarion; ir i~ av:Jibhle only ro ~ingle-<I:rs.~ fighrerJ;.

Spec;:ializatlon Training

Weapon ~pecialilJ.rioo is gaioed hy aJJOC:Iling addirional wtapon proficitncy
slols (0 lhe chosen weapon AND successfully complering advanced training on
rhal weapoo. Thi~ io\'OI'·<:5 paying ,wice ,he rrainillg fer and sp"ncling IWicc rhe
training lime. To speCialize in any sort of melee or ranged wcapon. Ihe char:tc­
In mUSI deVOl... TWO ~JOU-OIlC lilol lO oe,:oll1c profieiel11 willt it, and tlrell a
second slor ro specialize io it. Any bow (olher Ihao a crossbow) requires 3 rOlal
of THREE proficiency slolS: one for proficicncy and lWO fO specialize.

Standor Ihe Grunge Elf decides to SllCcialiu .....itb the spear. '[Wo of his four pro·
ficiency SIOIS arc Ihll$ de"o[l"<IIQ rlr... sl>O::", Wi,Ir rhe 1....0 relllaining. he (:;r" !.>t.-COIllI·
proficient with rwo ~dditional we~pons (for ex,lmple Ihe shorr sword and lOllS
OOw).

Effects of Specialization

Specb1il.nioll wilh a melee Wc:lPOIl gives a chanlcler a ,I l"'UllS ro alll,is~"ack

rolls ....ith that ....eapon and a .2 bonus 10 all damase rolls (in addilion 10 bonnsc;s
fOf Slrtllgll, lIud magi(·).

Bow and crosilxlw spccialislS gain an addirional t:lnge c:llI:gory. point bbnk.
l'oim_hlank '-lnge for how.• is from six fcci 10 30 feel. Point·blank nlll!je for hc:lvy
and light crossbows is from six fe.:t to 60 fa:l. for lite hand crossbow il i~ tlll~ 10

20 fc.:tllnd for Ihe p,:ashooler it i£ Iltrt"<: 10 10 feel. Al poinl.blank range, lhechar·
acrer gaills a .2 modifier on allack rolls.

No additional damaS" is C1U5t<.1, bllr Srrtncrh (for hows) and magiClI oonllSCS
apply. Funhermore, if Ihe chat:lcler has an arrow nocked and drawn. or a boh
loaded anrl cocked, ~nd has Iris largC1 ;11 <igl". Ire ClII fire IIr die l>cgi"niug of d,(·
round before any inili.trive rolls are made.

The HackMaster Player's Handbook

Table 78:
Specialist Attacks Per Round

O"'er
Fighrer MON "'", Hwry Th~" Th~" (Noo·bow)
,~. w_" X·bow X_bow D~er Dar! Milsllu,-, In '"

,n J/' '" In
7.12 "' In '" ." J/' U,

". ,n J/' In J/'
., SO

Figlncrs whQ ~11<'l;iali',.c alw !!iai" extra allacks e"liel' lha'l rhose .....ho doo'r
chooSt: 10 speciali'lC'.

Bonus a((;lcb for specialislS arC lisled on '[able 7B. Tlte nst of litis tahle is
expJained in Chapler 12: Combal: The An of Hack. Bow specialim do not g~in

allY addirional :I113cks pel mnnd.

Weapon Malittry

There arc swordsmen. and lhen lhere are sword£men. A warrior who lll"'otcs l'is
life 10 rhe qlldy of mallial <:om!>a, amllhe characreris'ics ofa singlt rypt ofweapon
CMl hceome a wcapon ma.uer-a fighlcr whose precision. quickness. and skill arc
~irlu~lly ullelluak...J anywhere.

Weapon mllSle~ arc r.lre chal'1lel...~. Only single.dass.....J fig!l,,'rli l'd" en'r aehi('ve
weapoo 'na~lcry, and eveo rhell Ihey do .m wirh rime. srud)·, and sacrifice. '[0

achieve mUlery in a .....eapon. a character mllst firsl spcciali:tc in the usc of I~ar

weapol1. Theil. alany timeaf,cr I.... r....~d'l." SII,1evel, he (lin spend ~Ilorhcr weapon
proficiency dOl ro become a weapon masler. He can conlinue 10 devore proficien'
C). £101£ 10 lhe siudy of his choiCn we~pon. [,Ul Clln't prol\=£ flllit .... tllilllrhe rnW~l

which h~ &ain~ new wea!""'" proficiency ..lOll. So, a chamcler who bccomts a mas·
ter ar SrI. level couldn't acquire his second slot of mastery unlil6!h level. bis Ihird
unlil 91h level. and £II on.

Swords of ~ny kind arc Ihe mosl common weapons maStercU, followcU by oo....s.
cro<..bow.~. alld th"n 3X~ or spears. l'olearms CannOl be masrued in lhis fashion.

FJT('e1$ of Mas,,,.y

[f I fighler spends anolher weapon profici<:ncy slor on a ",eI•." ",e~I'0" he
alr.,.~dy speciali1""" in, hi~ allack and damage boouses iocrease 10 +2 and _3, rtsp«·
rively. For bows and crosshows his pornt.blank bonuscs incn:ase 10 .21.2 :IS wilh
rncl\.'l' ",e:'polls, ~",I he gains m, a"di,;ol1~1 ,I In hil al all orher range C:1lq;ori~.

(Remember. this bonus dOdn't I.lke range modifiers into ~ccounr. so the archer has
a tutal of.1 atlhorr. -lal !1ll...Jilllll, and..Jj allong l'3nw:. ifrlre Ix·"alries arc 1:1C'

tnrrd io.)

High M~sr...ry

1\y s[....ndi"g a second ~[or on maslery, a ch:rrn(,~r c:ln hccnme a high m"srer. 1\y
this rime, Ihe character has spent four slots on a sinsJe .....eapon and is a! lcalt 6!h
level. High mll>fers dl'Cre:lSC lhe £pced f:lCIQr of Ih.·ir chUSt'll wcavo" ['y Orl(": for
example, a harde axe io rhe hand. of a high ma.ller would ha~~ a spud facror of I
inStead of 2. Also, the "to hit" and damage bonus incrcll.5cs [(l ...3/+3 for mdcc
w.-:tponli and mislile weapofl£ 3l poim olank l'1lng(·.

High maslers who specialiu in bows, cros£bows, or slings g~in I new .-Jnge <'11:1·
egory' ""treme mnge. r..,r "II we~prll1<. ex"eme rnnge is 1/) fanher rhan long range.
For example, if a weapon hou a normal maximum range of 30 yards. in Ihe h3nw
of 11 IIla£ler il cau £hOllI 10 (lf3x30.10, 30, 10.40) yar,[~. f.xlf<·mC range ~hors

have a -1 0 penalty to hir before adjusrments ar~ made for Ih~ eff«ls of mastery.

Grand Ma.<Iery

lligh Illa.<tef$ who spend one mme .~Inr on learning rh"ir we~l'0n of choice an
becomc grand maslcrs. Gt:lnd masters a.e capable offeals of swordpl~y Ihal border
on lhe fal1l3litic. G...."d masll,'rs gain one aJdiriollal allack per round, ahov.. aod
beyond a .~peciali.II·.~ rale of anacks for rheir Icvtl. 80:1. 12r1)·I~\"d mdu weapon
I';r.lnd maStcr would atlack 3 rimes per round wuh his weapon of choice.
FUl1hern'or<:, miSlile ",capon $II<-cialisls gain a" exrr:1 ,210 hil al eXlfeme mog".

Grand m:ur<:rs ahQ incr...;l$C lh... 1I1110Ulll Qfdamag... wh~n llrey employ ,heir cho.
sen weapon. 'l1)e ",capon's base damage di" is incrc.t5Cd ro rhe neXI sre:lIC:r die S;1.(
againsl all opponenlS. A lonl'; sword Ihus inflictS Id8/ld 1011 d20 poillls ofdamage
in the !rands uf a gr~nd lIlasr~r. If rhe .....-apo" l"lIU.scs llIulriple dice nf damage, all
of rhem arc increased. Thus. a rwo-handoo sword ill the hands of a grnnd masrer
inflicls 3u8 poims of damage on I~rge r.lrgels. Needless 10 say. gntnd rna>le~ ~rc

eXlle",dy dan&"mu< 0pl'0nenrs.
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All That Glitters: Money and Treasure

"Dl!llIh (U1/ alI/JaYs hI! d"l1td htll '1'I:IlSU" is fo".,~r, "

Sturm llyn:

As mentioned previoU.'ily in the inuQdua;oll, mere :In: t!lOM: misguithl
indiyidu~l~ who would have you believe then: arc no winners in role-playing.
Those: who $I'0lll such mindll'ss rhetoric should ht carefully prodded away
wilh a ren-fool pole - lest rhey infect you wilh [hdr brand of shonsiglucd
thinking. For the: felli!)' is rhose of us whn role.pl:ly are winner~ by ,he: "Iere
faCI we arc able ro escape inlO funrasdc rcalms of rhe imaginadnn (while those
less-enlightened non-galllcrs around us arc lcft behind hoptobsly confint-u LO

the: world of the mundane.) So there :Irc w;nnCfl; in rnlc-pbying :,(Ier all.

There are also winners within the comeXI of the game. Player characters
C311 be measured against each Olher in :I varier)' of ways: by o:p~rienc .. Il'v~1.

Honor, lite number ofltertli<: feal5 lltey have under their bell, ell::. More oflen,
howtvtr, the lll ....<l5Urt· of success for an individu~1 in 1r~ckMastel (as il oflt'n is
in tit" real world. S3.dly) is how much cuh and toys on.. ha.>; manased tn
acquire. 10 OIher words - money and lfc:l5ure.

Don'( ge( me wrong. Your character (or yourself) may Itave higher. nobler
id~a1s titan garnering material wC"dJrh. A deric for exalllple, should b.: more
illlerCSled in serving his palrllll gawd and funhering hi.~ C111se(s) lhan "dfillt

gain. 8m consider this ... d\:lI S3mecJ~ric is going (0 need money ro build lhal
new ll'lIlpll' to his gawd in the Orkin fromier. He's going to nel'd those rubi~

he lifled from the Duns"ons of Kn,;uin F:urpang In help pay for feedinG lht
plague vic;linu suffering 00 lhe Crev:1ll Sleppes. So money and lreasure :ue
imporraru 10 all characlers in wille fashion (and Iel'S nOI forgl't lhal lhe acqui­
sition of bnth c.:J.n ..3.rn lh.. charactc'r valu3.ble o:peri..nc.. poin~).

Money
All characters star! ofT wilh some measure of a Slake (sec STARTING

MONEY in Chaptl'r 4). Don't get lIttaehl-d to it - it's going to slip through
your fingers lik~ wat"r thmllgh a si<!Ve as you bCGin th~ eJ(pen.tive lask of

equipping yourself (sec Chapler 9). WilhoUI some f)'PC of income or SUppoH
COllling ill 10 repleuish your ever-shrinking coin purS<.' your wanna-oc hero
isn't going 10 get 100 f:lr.

IksidC5 properly equipping yourself, you're going to have ~veryday living
o:penM'.'lto cont~nd with. More impon3.ntly you're goiog to h3.ve 10 fill your
belly with foOO or risk starving (unbs you're 1I r'Jnger or ptm;css- the skills
nc~d..d (O live ofT the f.1{ or rhe' land). As you can alrc:arly ~e, all thj.~ rake>:

money - bill how to gel som~?

D..~nding on ynur chru;..n profc'S5ion (characler c1JSS) you're going to hav..
several options open fa you. If you're a thief yOll can usc your years of expe­
rience in thestreels and carefully Il'"~rncd skills 10 lifl some fat coin ofTofsome
unsuspI"eling NPC (or a fdlnw PC - nudge nudge) unfortunate ~nough to
crl)5.l; your p;,;nh. Ifyou're a bard you mighl be able to sing for your supper for
a wealthy oohle f..mily or a rav~rn full oflOClk The charity of mhcrs om pro­
vide 3. decent living for a laleoled individual. A fighler? Most bars and lav­

erns hold pit-fights where you can lake on any comeo in hupes of winning the
mis"rly purse awarded to lhe b.Sl man .sl:lnclinS' 11m j.~ lhi.s Ihe life of a hem?

- ser:llehing for every copper coin he ~n gel his hands on? lha:lah!

The rcal money is in adventuring - also known affecrionaldy by veteran
rlaycr.~:ls treasure-trawling, dungeon crawling, loot-siphoning, elC. It is the
proccliS uf using righl and might to financc your adventuring C<lrl'!.'r. But you
Coln'( do that very effectively withom being properly omflHcd - wltich of
CO"I"$I' take>: mo." mom:y.

It's 3. dilemma to be sure, bUl il is on~ you mUSl quickly overcome. Use your
cr~ariviry anrl mak~ your hard-~arncdskills work for you. A.s a first lev,,1 char­
acrer you'll find iI's guing to be tough to survivc all by your I011l:somc.

The WOller you can m:lIlagc to Iruuk up with sOllie fdlow advctl.turers
(otlter player maracten) aod form a parry. the bellcr il will be for everyone's
financial situation (s('(: Adve.nturing !'attics in Chapler 13).

A Word about Currency

Th.. re are numerous different systems of currency throughollt the world in
which you will fin,1 ynursdf adventuring. As you w:J.nder 'Illd O:l'lore fmm
unc petty kingdom Lo the nexl you'U lind that the lYpes of coins/currency you
encounter are as Y:lricd as lhe local people aod spoken I:tnguagcs.

For simplicilY's sakc. moS! eMs choose 10 U5e a Standard (or common)
rate of exchange Ihroughnut the campaign. Sn while ::l. gold pi~ct may be
called 3 Kivcr aillong lhe $OUfhcrn Orc uibcs and 3 Darnnri:m in Ihe Ciry­
Slate ur Faenl::~ric botb arc worth CXltctly the same - I gold piece. The ~ame

holds true for silver pieces (spl, copper (cp), hnrd silvcr (hsp), elcmum
(dp) and "Iminum (prl. So as you sell a pack animal and some treasure in
one town, travel for over a wl-ek, conlluer a fl'w foes llnd earn ~OIllC coin,
you'll find lhat yOIl can spend iI JUSl as easily in lite nexl lown wher~ you
SlOp 10 re-supply.

Your charaeler will most probably be adventuring in an area where such
coin~ and other treasure are pl"otiful. Think of the .sililatioo a.s .similar to

Alaskan boomlOwns during lhe gold rush day~, when cggs sold for one dol­
lar each and mining lools mid for $20, S50 and $100 or more! Com in
the advenluriog :lr,,'t are di.sTnrt"d hecause of Ih" law of supply :lnd dtmand
- the supply of coin is high, while supplies of cquipmcnt for adventul'ers arc
in grear demand.

The Sl:lndard f'JlC of exchange for e:lm coin is givCll in Table SA.

Table SA:
Standard Exchange RateI'

Exchange Value
C~" CP SP ELP OP HSP pp

C<>ppl'f' Pi~e (CP) '" , 1/10 "50 1/100 ,noo ''''''SilY« Piec_lSP)" " , 'IS 1/10 ,nc IISO
E1ectrUm (ELP) • SO S , 'n ,I< 1/10
Gold PIKe (CP) .. 100 "

, , In "S
Hard Sliver I'lecl (HSl'J" '" " • , , VS
PIa,i"um (PP) " '00 50 " 5 H ,

Money Changing; urge sums of lower value coins can he changed 10 a
smaller numher of larger valu .. coins, and vic~ v~rsa, 3.t a relatively small COSt·
Typically S% of the trnns,1crion. This is done throul;h the aid of It money­
dt~nger, of which therc is certainly 110 shorlllge. Wherever money lhangt'S
haods, be il lhe sm3.11 roadside ba7.aar or a large ciry. Ihe mone)'changcrs are
going ro be found nearby. MOSI ciri<:s will require Ihat [0(.11 mon"yc!langtrs
10 purchase permits ill order 10 legally du busint'Ss (thus getting It picee oflhe
acrion themselves). The implication is lhal those monl')'changel'$ with permils
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are somehow rq;ul~ted or deemed 1(1 be IHI~twonhy by thl' city. To make such
an assumption would be: a mistake. Most government officials (at :Ill levds)
are COrTllpl and. nOl abov" taking hribes aod payoffs. So care Il1U~t be laken
when d...aJillg with Ih... mOllcychangcr. Shan-changing and countcrfeit or
underweighl coins arc JUSl a few of tn,. many pmsih[e risk.~.

Bankers: The oonker serves as a moneychanser for:tll intenTS aod purpos­
<:1\. hut also provides additional serviccs ~uch as kel'ping ami safeguarding hrge
fund!> (for a fcc. of coulle) :Ind giving a marker to vouch for the amoUlIl.
(Note that banker.~ will not tl~"ally give any inl('r('$t.) Bankers also loan
money (sec the wans section be:low).

jewel... rs: Jewelers and gt:11l merchants will buy and seU all types of jewelry
and gems. Again. Ihey arc businessmen and lheir aim is to mah a healthy
profit for themselves. [f lhey can rake advalllagc of it eUSlUmer, they will. Thc
buying price will usually be 80% of the appr:li.red v:llue of the pie<:e or slOne.
Some jewelers m:lY :lppcar lQ be mon:" genel'ous alld oO(,-r 90%. However. il is
a1mosl certain they an: inrcmionally under-appraising rhe gems/stones.
Char.lctcrs should carefully shop arounll whenever possible to deu:nllinc
which eslablishmel1t offers them the besl value.

Haggling and Bartering
There are no flx"d priQ tag._ in IlackMastcr when h Willes 10 nu:-n;haOlS

and thl·ir waR'S. Hal\l;ling and barlerin~ i~ l:Xpe<:tcd ~nd even wekomed _
especially on high value itcms. H:lggJing is J tricky dance all{lthere arc more
tllan ~ few unspoken rul("S. Knowiug JUSl when you nl....d to come down by a
few gold. go up or JUST W:llk aW3Y is an aTl form aU in itself. Making a COlll­
mon beginner's l1li,,~tep such as stubbornly refusing to yield on youT oner c~n
quickly offend the averJ.ge merchant (who is more rhan likely co W3ve you
away and refuse to do b~int.SS with you at all).

Loans
Then: will be times when your characrer nceds an item which he simply

doe!n't have lhl' money to lmy. Or perhaps nn incredible oppoHunity has sud­
denly pwsenu:d ilself. such as a w:ilr galley coming un lhe markel ae an inered·
ible bargain price. You :lnd your fellow p':lrly mel1lher.~ would Inve 10 mke
advanmge of this windfall, bIll you lind your~eh'cs coin-sh)'. [n such inn:mcCli,
)'Ou may wam 10 consider laking OUI a 10:ln. Ihnkers, guilds, and well-w-do
benef.1clors often gr:Jrtl loans h:l-'iCd on the rdiability, Ilonor/Fame, staws, or
mall'rial poss<'SsiollS (i.e. l'Ullawral) uf the individual.

An unknown and low-level charJ.cter is very unlikely to get a loan wilhour
giving security for the 1':t1ue of the :lmOUIll horrowed. Most bankers insist dUll
the oorrower swear a Blood Oath (see Chapter 5) lhat Ite will repay Ihe loan
or suffer the I;onsequences. Ftmhermore, imercst fAles are simply obscene­
lypically 10% Jl'l'r month or even 5% rc:r week! A well-known chafdet<T uf
honordblc status, however, m:l.Y be able ro secure :I loan :II a relatively low
inlUCSl roue (.uy 1% per wt'!'k or lhereah<1lIl')' As always, mOst dl'als are 11ego­
tiable and it is up 10 lh(' char.lcler to work Ihl·lx:st possible deal.

Investments
Anolher way to rai_~e the nece~sary fimds to bank your adveuturinl'; I'arty

is 10 ~cek Out invcstors/sponsors. This basicaJJy involvcs Hansforming your
par!)' inTO ~ company (commonly called an adl'"muring compmy). Such
companies l~ke many forms. Some ate very organiwd, anti even have share­
holders who may be nobles or wcahhy merchants. Glher :ldVCnluring com­
panies more cJo~ely re'IClllhle a full partnership.

TypicaJJy the invtslof$ pony up the m~h requirecllo fully equil) th(' I'arl)'
and cover all expell$e$ and the party then operates like a proper business.
After each expedition/adventure lhe secrelary of the advellfurint:; company
must write up a repon detailing lhe 'take' (any money, lreaSure and other
valuables obtained during adventure). The invcslors recoup their invesl­
ment off the tOp and then take Ill"ir CUI of lhe profifS. The I,al'ty members
each then lake th(';T own CUI _ sllar"s vary depending on how much money
w:ilS iniliaUy fronted/invested.
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The major drawback of thi.1 type ofserup i.llhal :lny magic irem~ and other
lreasure are lypically convertl!l.l illlo gold (sold) sn lhal llt"y can ~imply be
paid OUl in shar("S to avoid dispulcs over oWlll"rshil" Ifa party member desires
a certain item he mUSI deduci lhe stfeet V;1lue from any shares he's 10 receive
(or make lip the difference ifllis cur isn'r enough to Cllver lhe Full price), [fa
(ertain ilem is deemed 10 be particularly w,eful for Ihl· further nlcceS!> of lhe
advcmuring company. the invcsror{s) may allow a characler 10 lise lhe ilem
with Ihe UndCf$I.lnding that il'.~ company property. (If a characler In~ 'con1­
pan)' rrOllCrty' I" may havc 10 pay for il out of his own shares).

Chapler 13 Ims more derailed information on Ilrofessiunal ad"emuring
parties alld huw thcy work.

Speaking nf inveslmenlS, lIon\ OVl·dook lhe fact tlrat your c!lar.!"er 10111

elrouse 10 iuvest in an adventuring company as well. M:lny playcrs wilh relirerl
char:JClcrs like 10 sponsorlillvesl in a farnou.~ adVenluring cOnlpany to builll
their charaCter portfolios wilhout actively playing.

Treasure
Fahulous lfe;\SUre and high-[1nmsy mh-emuring go harnl in hand. What

would the laIc of Killg Arthur Ix: without Excalibur or the elusive Holy Grail~

Who could remember Ali Baba WilhoUl the den of forty thievcs~ Hidden O,lJt
lhere in lhe campaign world are great lreasures awa;ril1g discovery. Anckm
dmgons rest lhcir scaly rumps 011 huge hordl'S of guM, silver and gemli. Orc
ellieflain!> greedily account for wains groaning under the weighI of loot from
lhe IalCSt successful mid. Mindle.u idlie~ 007.1': rhrough the dr:s.<icall:d hones
anll finely dccoraled armor of unfortunate souls. Foul lords of d~rknesscun­
ningly leave slllall forlunl'S appareOlly unguarded, like spiders luring ill lhe
nics. StOOped Olagic-u.rers ~p"nd unnaturally long Iifelime<> :l~semhling

lihr.lries ~nd laboratories wilh Shell'I'S Cull of arcane magil,u items.

Some treas"r" troves, like thns" of dragons, arc g;\[hcred and hoardl'd for
reasons fully understood only by lheir collectors. Others are galhcrcd for
more Olundane purposes-power, luxury :lOd securily. A rare few trove~

actuaJJy dale from eons in lhe pasl, their owncu long dead ~nd lIeaTly for­
gotten. Somt· lrC"Asure hordes arc small, such as the pkkin~ of a yellow
mold. Olhers arc enormous, such as Rot Gut'S lre:lSury. Trc:tSurcs greal .llId
small may "ilh"r b" (:It le;.st ~eemingly) free for Ihe raking or fiercely
ll~lpped ant! em'Cully watched over.

Treasure Types

Tre:lsure com~'S ;n llIa(ly diOerem lunns alit! Sill'S, rJnging from tlte some­
what mundane 10 lhe beallfiful. magic.11, and exotic.

Coins: There arc of courn: always coins TO be found, min led from copper,
silvcr. gold. c1ccHum. h:lrd silver and platinum. But these precious rn"tals can
also bl' shaped inm gilded CliPS, intricately ""hI'll bowl~, or even dl'gillllly
ehaSl'd silverware. CharJcter)" usually know lhe value of coins and will have no
dimculry csrnhlishing lheir worlh in most cases. Howe""r, ancient u"a.mll:
h.ln:le<l may comain coins no longer ,am manly used. It !!lay Ix: lltat thl'Se
items ,,".In be sold only by :IS!iI.'S!Oing their weight. 10 coins have a combined
weight of one pound.

Objl,(;u made of valuable meral are even more difficult 10 appraise. Either
Ihe characters must find a jewdt':r who C:lIl \I:llue lhe item and a buyer willing
to p"y a fair I"'ice, or lhese tOO must be melted down for their met~l. In the
larger citie!> lhis i!> not tOO difficult. There arc alwa)'li appraisers and fences
(those who can sell a dangerous, stolen, or unique item wilhout allmCling InO
much unwamed nlleurion) re:ldy to take youI' busilless, although gelling the
full V;1lue fur a given item migln prOI'e difficult. (ACt:uutions of lheft are
:lnolher problem.)

Characters must be :lW1lTe of cheals and counterfeiters, lhough. An appar­
emly valu:lble bowl could actu:llly lurn Out to be h:l'iC rn"I:11 plaled in a lhin
Ia)'er or fine .~ilver. -ille mctal of coins could Ix- dl'based with t:0pf'Cr or brJ.SS.
Weightli could Ix: ril\l;~-d to give rllise prices. Characlers mUSl find and give
Their business only to mcrchams they e:tn lrUSl.

Gcms/jewels/llrcdous Stones: Gems are another common form of lreasure
and here is anOther area wher.. the pl:tyer Ch:lffl<:;ters arc even more dependent
on help from others. Unll.'SS the party alrcady has a skilled apprJ.ilier of pn:-
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do,,~ ~IOOt:$, they're goillg to h:lve to UUSt $Omcool.' rise. After all. lilO~l: r«l
ilona; th<;)' fuund in the last treasure could 1Jc chl:;lp gJ:,s.~. richly colomi hUl
ollly nl;lrgin;llly '3lu3ble qu;"n1, scmi'pr«iouJ gamcrJ. or Y:tlwble ruMp.
Ag2ln, tnc pb)'!:r dUncte.-fS arc I!luill~ tu ha"1: to SttIo: OUl a UtI5""'nnhy jc:wc:l­
1'1 and be w;uchful for ch~ls and-scams. HoYll:\'!:r, truly tricky GMs might
pl'l'SC:nl your durxu:TS wilh uncul j;CIIU. TIln< are a1nlO5l illlJlOS$ible for Ih..
umrain«l eye 10 spol or ap(>l3isC'. 'I~ majomy of clunctetll (as wdl as mon
pbYl'tlIl are oot &Oms 10 realize Uul a pitec uf unrellwbble stOnl' call be a
highly valu«lsrnl when prupcrly CUI

Art Objects: Ptlh;rps lhe mosl difflUlh of;rlltr..;L\ur.. il..nu to 3ppr.tUC arl'
objtos ofarllSllC value. WhIle gems nil or tUKUI are: ,-.r!W1bl.., their "'on" nn
be gu...t.ly irKrtascd wtx-n used anfidly in :I pieu of autil' jl'wdl)'. Gold l.l:

Y:t1U3b1e by weighl. bUT even mort: so when fuhiunc.-d illlu a lovely cup or pill
~ll I;r.r.l'l~nletl from hidden commullilies pr.rclic.. Ih.. fln61 :lru of gl'm
CUlling, while gnomish aniS30S in nnbcn bunows l:lbor aw:ry on da!lurolle
gold and sill'!:l filigrea. Ancient clven Cllrving\. done in exqlli~il"ly grained
wood~, mnd 5id.. by side with Ihe purat of SQIUCf chiseled by man. All of
!hese have a value that j;tx.'S far lx-yond their mere 11l~ll.'ri;lls.

Bm 3ninit cre.-:nions seldom hav(,' a fixl-a value. Their price lJc.-pel1ds on lhe
pbyer ch~mcl"u finding 3 bu)'e.-r 31111 Ih3t I)('rson's wtllingness!n buy. A few
Iargc ClflCf may have brokers in ailS, lI1erdt:lllt~ wllu know th~· righl J>l'{ll,fe lind
alC willing 10 IICI liS go-llrIWl.'l:M.

MO!>l oflhe tim", how~er,!.he pl3~rdt3raClen havc 10 go ro rhe effml of
peddling Iheir w:na pt'lWn:.rlly. TIli~ rl:t.luir~'S tal( and delicacy. for such ite.-IIU
arc 5l:ldnm boughl by :lny bUI th.. wuhhy and Ihe wealthy onen do nm likt
stOOping fn buslflCQ nrgoriarions. Pla)'er dlal"lll.ll'rl IllU~t carefully al'oid gil
ing iU5Uh ro the h;affinS, dukes, COlIllfS, and princes Ihey mIght dcl.l wlIb,

Amiqu"", - Tra)h or -lrrasur2, AmiquClo all' another unsure Item Ih:u :tre
diffrculf for fhe !lnrrame<! C)"e 10 :tppraise-, Ie.-t aJuue =:yW1iK. A.n antique item
is only ...01ll1<1ble if il finds Ihe.- right hup:r, rh:ll nISI)' oInd Iudly nicKtd sword
ynu JUSt tossed aside mlghr be wonh tltou.unds 10 3 coIkctor looking rUI an
e:ll:llllple.- uf cally Kr)'lllurian met3lworking, A pc.-rfC'Clly nUldtfti SC'I of ;azure
blue CI}'SI:.rl gobIns mtghl be wonh:l kmg's ransom - ur Ihcn ~olill, llI<1YIx
nOI_ EI'erylhing hOlS a pike but finding Inc buyer willing 10 pan with his !urd­
c:lmc'd coin for an old, worn OUt bronte hdme.-I IS a1w;rys me.- h:ard pan. A!>
wilh an uh)<'CU, it nnt.u.e a great dC31 of effon 10 identify and sdl Sf,J(h valu­
ahle.- hidden ueasures. But tlte rcw:ards can be grc:r.l.

Unloading thc Loot

Iksid~ lhe more COliUllun typt:~ of IreaSUf(,' lhat has br:en lllenrinned, there
are the lruly hi/~Irr" lhin&s your char-ICter can lillrl _ exotic ~nifllals, SpiCCli.
furs. c:lrv«1 horns, rare: )pdl cumpoonelllS, 01 even lrolde goods. As ""ilh :11'1
Ohjc(;I~, lhe.- valuC!l of thl'5e items are highly subjecli\·e. First rhe player char­
aClers ItaVl: to find a buyer who i~ illlernwJ ill tile unique il("nl. 11lis is not
tOO difficulr for .some thing5, 511ch a~ luxurious 3mmal furs or orOlic rnde
goods, but il an be :r m::OlendoUli enterpri~ if you have a spell romlXlnel1l
IlliIt i$ tl5C'ful only 10 Ihe.- m{)$l powerful or m~gic-lI~r.s.

N('XI Ihl' chn~cl"" muS!: hagck ~boul Ih.. price. Furners and mcrch3ntS do
thiS u a m~flcr ofcoune.. Omen bay,gk br:o.u~ they h~ the chara("l('f" does
001 know Ihe true \';lIne of ..·h:ll thc.-y hold or bea~ they tlltmsdves do not
~'. Mer:.rll thIS. the dt:llXler mighl he :rble.- 10 ~11 tllC:ir~. HO\\I:\'CJ,
ifyou e.-1lI!:! intO !.his in the UIJ(' spirit of rol....pb)'ing and SC'e it u pan of lite
Mh-tnwtl', !be whole process IS rn)0)'3ble.

Magical Items
TIle uc;asur<::'! memionc:d 11111.< En are all. first and foremost. mOnetaI)'.

Thetr llS(:fulllC$ll IS immcdiale:and obviollJ. TIll')' give charaClen weahh, and
whh weJlrh comrs pow"r and innuence. However, there are other trt;lSurcs,
very dcslnbll.' ona Ih~t your dt:l.DCters will not want 10 sell or give :1"''')"
Thrse nrl' Ih.. magical itl'ms lhal your chJl'3erers find anrl usc.

Although c1eric.\ ill1d maJiic-w."rs can n};lke magic.ll items (accordmg to the
gUlrlcltnCf your GM h:u for ma~iCll.I rl:5~'ar,h), il i~ f;lr mur(,' ("Ol1llll01l for your
,hal1lCtelS In finrllh~ il"ms during lhe course of ,l(I"enlUtl's. Magic.ll items
are powerful atds for ch:l.ractel'S.
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Witll sUlh items.. l..barauers ClI.n g;lin oonu\C'l io comlut, 0.\1 ~pdls "lilt tilt
metl' uncranc:e of:l. word, wnltSl":tnd the.- fic:n:of fin:, :11K! pnfurrn anlllling
I..:m impos.sihle by any OIh"r kllO\Oon meJos. Not all maglCllllfems to be fQuod
un til" ;WI'(,'nture lrail are ho:n<-fici.al (II lheir nw""r~ hO\\(,\'I'I. Some:ltl'
culKd. the I't:liuh of huhy ll13giC".tI conmu(liun ur, 'CI)' mely, Ihe Jelibc.-r~te.­

hanJiwork of .some truly mad or evill1Ugic-llS(:r.

A vcry fcw magiolltenu are I:Irc or ulllqu(" artif:acu, ilem~ treal.-d by bl:iulP
more powerfulth;rn l.'\'e.-n the gre:lt61 plJyn ch:trJet("rs. These 3re penlously
daflgcfoUJ ilcttls to usc. TIl("r.· ale only thrtt ",elhocls l<l determine how to
IISC artifucts - dumb luck, fm! and error, and diligelll r.'Sl....reh.

There are: many different lll:l.llklll ifelm yuur dr.tr.IU(-1 C"Jn find, but lht·) .111
full illlO .1 f.."" h:I.Sic c;ll~sorie$. E:lCh IYlle of magic.ll ircm ·h:t.~ properties yOIl
~houlJ \.l(' awart.' of.

Hagicill Weapons

The Ille.-re.- nleOlil'm of a m;tgic hhde i$ enough to makt:: tht:: t>'Ptal fighter
drool. TIll'rc CUI Ix a magical Wrlion of nell/ly ;rny 1}'(lC of norm:ll we.-JIXln,
ahhough there an' admincdl)' few m:tgial b.:ardiches or gui~rnle-\·oul~n. B)"
f;rr. Illr m~1 cnmmon m.:tgiul we.-:lIl'l'Il1S are:: s....nrds :lnd d:lf,gCrs. "maglClll
wapooll typiCll.lly gi,'cs a ,lor grnter bonus 10 attack mJl~ iOCTe.-;u:ing a char­
.laer's dunce 10 hit :and awe wnugc.

Pcrh3JK m:tgical swords an' e.-flch:illllod to be quid;("f on Ihe an3Ck. or ma)1ll.'
th";r cd&" is durper than an be wrought wllh nomul stt::d. lite explanation
l'llll be ...hall"\'('I' th(' GM dl':\i~ '«lutn"r Ih.. ruson, D\agic:.rl wt:Iporu give
rcsulu f:r.r bc.-yond those of c.-vcn Ihe jillnl c.rafll'd DOll-magical hl3dc

A rolre few Wl'<lpllllS ha~e even gre::.ller JlOW'CR (such :IS Ihe.- HackMaster
d:w swords of legend). Thne may allow your ehar.rClcr to kll>e dangel, hc;al
wounds, nnJt in midair, nr h;lve Ih.. mOSt amllZlIlg luck. The rarat of Ihl.'
r.rrl' C"oIll ~C1ually communiQue w;lh yOLlr ch3mCt." and ar" imhu...:1 willt ;tn
orherworldly Intelligence. While.- the mu~t poowerful of 1I1agicai "t::al"ln~.

Ih~ c1tver instrumtnlJ of rl('Slntl'lion somefimcs seck 10 impoK the.-ir wilb
on their uwnCr$, for good or evil

Wh("n ynu lint! n magic,,1 we.-apon, more than likely )'Ou rlo not know tU
I)mperlil~. Suml' fU(Jction~, )U,!t a~ the advanlage it give\ rou in combat. lJII
he lrarned by trial and errur. Olhel I,ropt:rties must Ix· le:l.mrtf thll:ml>h
100'Jrt:h .!lui ~peJt~. Ancielll histories ~nd l.cgend Lore spells on provide.-
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illformatioll on th.., propl:nies of your w<.-apoll. On rMe oCl';l.siom, !ll<' itcm'~
propenin arc di~overed rhrnugh blind luck. Simply <:onHnauding rhe

wcapon to aCliv:nc onc power afrer anOlher (hoping ir will .~u(lIIenly ~prinb

10 life) works only for rhe mosl minor ahiliri.-s - delcCling danger, spolling

seerI'I doors or locating rre:l5ure.

Crearer abililiC'l require thaI ~ped(k commancl$ he: lillerI'd, lIsing powerful
word.~ or phrases, ~rhars in long-forgollen I:lllguag""'.

Magical Armor

Enchanted armors arc: rhe cOlllplemr'nls ro magical weapons. The..'iC armors

have :l + I or Dclfer bonus ro rheir normal Armor Class, being made of STuff
stronger :l.nd finer rh:l.n non-magiClI umor. Funhermore. rhese :l.rmors grJnl

wille lIIe3$ure of Jlroll"ction :Lg:linsl allacks thaI Ill>rlll:ll armors would not
SlOJl. Chain mail t I, fur instance, improves the character's saving throw

againsl the fiery brealh ofa drngon by I, thus pr<.widing more thall JUSt a phys­
ical shidd. In ran: inswnces, armor may po~ orrmfllrlinary powcrs.

Although such armors are generally l'indy made and elaboralely engraved,
chal'3CICI'5 can discover lhe armors' powers only by the same methods they use

ro discover the powers of m:l.giC:l.lwe:lpons.

Potions and Oils

Magial pOI ions :lnd oils :Ire easily found bur hard lU identify. They come
in sruall hollIes, jugs, pOtS, or vials and cll':lrly r"diate magic if a d"t~'(;ti(ln spell
is used. Ilowever, lhe effecl of any potion i~ unknown umil some hrnYe s/lul

!ri~ a ~mall ~1mrlr'. The re.~llIL~ em h", quire v:tried. The imhiber may {li~­

COVer h", can float or fly, r~isr grt:ll h",ar or cold, ht'al gritYous wounds, or f"':lr­

lc.uly face lhe grcarcsc dangers. He may also find himself hopelessly sminen
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by the lirst creature he Sl'<..'S or struck dt""d by a l>owl'lfui poison. II is a risk
thm musr he lakel1 ro learn lh~ natrrre of the [lOrioo.

Scrolls

Scroll~ arc a convenience and 11I~llry for s~IlCl~lers. £\y rearling rhe inetn­

ralion wriut'n on rhe p:tgt's, rhe cleric or rnagic-U5",r call inslantly ClSI lhat

spell. He docs not need 10 memori7.c ir, have Ihe nl:tlerial components handy,
or do any of lhe lhing.~ normal spcllcasling requires. Expt;ricnced and power­

ful magic-users normally spend rheir evenings preparing sm:h scrolls for lheir
own adveliluring me.

Some scrolls arc usable by all char,lelers, granting special OUI temporary pro­

lecriom from various dangers - evil creatures, Werewolves, powerful !leings
from other Jllanes, eiC. Other scroUs !lear hideous or hUlllorous CurK'S,

uruught into dfl'Ct at the Illcre readillg of their titlt'S. Unfortunately, thl' only

way to know what a scroll (Olllilins is to Silelltly son ilS COlllenrs. For scroll.
conraininr, magic-ll',er s!",lIs, lhi~ re'llJirc.~ Ihe U.'>t: of:l Read Mugic sp",11.

Olher scrolls can be rtad by all. This scan docs nOl cast lhe spell wrillCn on
{he scroll, bUl il tells rhe characler whar is wrirren {here (and exposes him 10

the effects of cur5cs). Once rhe scrllll is read to determine its COntents. Ihat

character can u>c it at any lime in the fUlUn:.

Rings

Magical rings alC usable by many differt.'"nt dasscs and beStOW a wide
range of r(]w<:r.~, from pyrorechnic displays to wishc.~. While Ihe aura of a

magical ring can he dt'recl",d, irs I'mperdc.s cannol be discnYt'red until it is

wnrn and lhe command word is ullered. (The command word is mOSl

commonly found inscrioed on the in~idc of lhe band.) As with all magical
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ilC:ml. wille ringJ C'.In harm your characler. Worse niH. cursed rings C:ln he
removed only wllh Ihe aid of spells!

Wands, Staves, and Rods

The", arc among rhe mcm powerful of uAodnd magIcal lIems. WJnas
arc commooly u""d hy Illagic-uscn, allnwing Ihem 10 aSI f"'werful srells
wilh Ihe /lick of \I .... ti~l. StllvCS (".In be.- uset! by'rna~ic-uscrs or dc:rics. Slaves
can he: rruly dC$HUCtlVC, dw:ufing even lhe pOlenn.1l of.1 wand. Rods arc
Iht' roUt'S1 of all. the aCCOlllnmenu nf witch-kings and grat lords. Wilh
lods come dumina/lce alld p<)Wo:r.

Forlllll.1ldy for YOl.tr chanCIer. few of Ihcst' ilClll5 \I.e cursed or dangeloU$
10 handlo:. BUI ..l1 must be- opcntcd by .. tOlllm;md word - .. specifit woro or
phr.uc: thai lriggen Iht po¥locr ....Jlhln. No WOlnd. save, or rod shows :ooy md.­
cnlon of its powers by mere sigh. or h3ndling. CardUl resareh and probing
are mosl oflo:n nccdcd 10 l;tp the ptnentW litOred wilhin.

\'(';ands. ~avcs. and rods arc nOt limilless in loor powtt. Each Ulie drams
!hem dighdy, using up :0 charge. The:re is no power vugc: or meier shOWing
whlt IS left. A duraaer dlSOOVCrs hIS W;tnd IS dr.r,iMd only wht'n il no Iongel
funcrior15 or suddenly crumbles into usdess duS(.

Miscellaneous Magic

Miiccllanro~m.lf:iaI ilt'fmi art' whert' Iht' InIC variety of magical U~lrd;
lies. Each ilcrn f'OSli'CSSCS liOlllC' unique- powtt. TItero: arc horseshoes to nw
)vur hOrK go futer, brooms to nde. liXh lhal hold more Ihao Ihey shOtlld,
P:UOIS Wt c~le ruI IhmgJ. &irdlctO dut Gran! glUt S(rength. caps 10 nukr
your chUaClrr ~man«, books thai inclCaliC" :obility scores, and much. mu(h
morc. Eath lIem IS differt"nl .1nd 1'101 all an be idennficd in lhe urne way.
The effcclS of some become obvIOUS Ihe IIlSlan! tht' lIt'm IS handlcd. donned.
nr opened Otht'''' require rec::lrch and qUC$lioning to l(':frn Ihr tommand
word nc:o:dcd 10 actiY<ltr thtm. All arc tluite valuablo: :iItd rare.

Artifacts and Relics

Finally, there arc .nifacu- and rdies. Don'l (oum 011 your PC evo:r finding
ont' of !hac rara;1 of all magal ittms. Even if your charaCier docs find one,
thlOk carefully before you decide 10 let him k~p it pemlanrmly. AnifKls arc
the mOSI llO~rful magical items in ,he game. 11Id<'<'d, many arc powerful
o:nough to aller the COOIK of history! They arc unique and ha\oc uniqut' his­
IOflC!. You can never lind morc Ihall onl' lefl Hand of VCClra in a world.
lko,,~ 'I is so unil'Jue, l".tch arti('lcI ha~ spccial ~Ild significant IlOwefS.
Anif;f(I~ n~'\'CI ap!'t".Ir uy a~cidelll they an: alw.lYs plactd by the GM.
Finding an aniF.!tl is alwayt the: resuh of <t very lipcci~r <tdvenmre. Your GM
has phced that artifJel for a reason. It is nm likdy Ihnl he really imends for
YOllr dlllr':l(t~'r~ to k«p il. Inm:ad, he h:u ~umclhing arr.lng~'I.1 ill which yuu
nccd that arrtf":ttt for a spedfic purpose. The problem with keeping artif.,cu is
dlal they art tOO powerful. Not only rio rhey unhabnc:e: your Ch:lnlCrer in Ih",
short lun, Ih...y also cvct1Iual1y corrupt and d~'Slroy him. The magiC'.t1 powel
of artifxu is such thai Ihc:y destroy theIr ownen liOOner or larer. There IS a
priCt to be p.1id for power, and il is nor A cheap ono:.

Dividing and Storing Treasure
Oncl' your grnup cnmplerts .1succcssful adventure. iI is almost ('('nain 10

have collO:Cled some tre:l$ute. Thertfort. 11 helps 10 havo: somo: prearr.mgcd
;tgrt'Cmem :.1IhoOI how this ue;uure is to be divided among Ihe different
player char:lCl"'rs and Iheir henchmen If your p;nly is an Advo:nturing
u..mpany the dO:I1.ib uf dividing Ut;t.SUIC has alrca.dy been dt'tt'rmim:d in
Ihe tOmpany's Ch:.1lller.

Otherwise, rht're are no rules .1ooUI how yoot char~C1erJshould dlvldt' lrea­
surctO and IhlS process will he: J uuo: roIiC-pbyinG dccision Ihal musl he: rexhcd
;tmong alllhe playcr$ .11 the tOible.

Hen: all! wme suggCStcU mc:lhods and reasnr15 10 makc, or noI make, SO~
agft'lCmcnls, If you bear thc:sc- in mind, you will h:o,'C" fewCf VglIIIIC'IIt5 aud bad
fcdinll;li oo,,~ the diffen:m playen and tbetr duraaen In your group. Cuh
treasure IS the anes~. The masl dtrl'Cl and simplcsi mcthod is tqU1l shares for
..JI player tharxICf\ and full or half shares fOI all hcnchmm A player rmIy
aq;uc Wt his ~er's cumribution _ grca.lo:r than WI of Olha charx­
len. bUi fhac Ihlny a,'trage OUI III tbe long run. BesIdes, Ih:Ol p~yer Ius no
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real tdea of the conuihuuon of OIhen. A characrer who gtlarrled Ihe rear may
have discourAged hilMo:n opP'IlIl:nrs from springing:ln amhmh on Ihe gmup,
somelhing Iltal only till.' GM knows.

AdJiriollal con~;der.ttionli include extr~ordinary (:0$15. Somc advenruring
gruupll:Stablish.1 special fund to pay Ihe tOSU (if there are any) ofho:aling, ro­
urrccung, or I'C:Storing fellow pb.ycr chanclen. Ag3in, this ....'Orks on Ihe ptlll­
ciplt' that all faced Ihe danger and Iho:refort' all ~hollid share c<Jually in the
upcnK'li. Other groups Inako: ailOW.lntl:S for diffo:ring charxto:r levels (higher
lc:vcl charaClen praumahly shouldered mote of [he burden of Ihe ;tdvenrun:.
Jnd.so \hOllld be rewarded propnrrionalcJy.) Some P"'nics give spccial r~w:lI(l\

Itl IhtlSt who took gn".tlo:r tharn;:r) or sa\-o:d olhen. Thac: o:ntuu~ everyone
m Ihe group 10 rake p.1n.

A:i; II ~ner.tlIUI('. if a thanoer ~mioi.ilcrs:ul 'un;w;u;u:d kill' the: 'righl or
lipOtIs' for Ihat kIll belong tf) Ihal rnar:JCltr alone. (Barring any prO'lllSlOlU 10

the youp charter th;tl say olhrrw;sc).

Enc.hanted Conslder.atlons

MJginI tn:asun: is mort' difficuh 10 dividc up. sinct' thcrc is nrdy ~nough

to giVl: a usd"ul ilC'fTl 10 "'1:'1 ChU:lICler. nOI are all itcnlS of ~ual vaIlIf: or
pm'>n Here you musr rely more on your srnsc of faimell ifyou wuh 10 malO­
t;tin pally harmony. Since magKal il"'ffil, arc wonhwhilt' 10 a pury only if Ihc:y
(';UI be- ~1Sotd. ),OUI filM concern should normally ~ to gt'1 the rlgbl item infO
the righl handi. A nugiaJ sword In lhe poISaliKlII ofa magit-uscr is: not ncar­
ly;u useful U II ""I)ldd be: in Ihe hands of a fighler. LikewlSt', a w~nd dna a
fighter lillie good bur tould he a polt'nl addilion 10 a magic-uscr. Thert'fon:
il is a good idtli 10 maldl ito:nu tl) dlallltlO:n..

Ahernativcl)·, your p.a.rty l"Ould dC"le."nnine: the price an ilem would litll rUI,
and lhen m~ke II ay,ul.1blt 10 any I~ who IS willlOg 10 gi\'C rhe rc:51 ofIhe party
that ~mounr of money. If more than ont' p!.artr i~ .... iIIing 10 p:.y the price, Ihe
interested phyen wuld roll dicC' to lie(" ....ho geu the itC'lIl. 01. for item~ tliat
liI:\"enl charaClen could all we equally wdl buth U a Pulion of Ho:allOg thai
IS ust:ful 10 all), the ch:llxters can harp.in .....ith CJ.ch olher and roll dice for
choices. A l-.layer charnctel Illay relinquish 11 claim on one magial item ill
(XC'hangr fur anotho:-r. A thuatlt'r who hu aln:ady retrivcd a magial ilem
may nOI he allol'l-cd another choiCC' If there:ore not enough pieces ro go around.
If nn mher asrct:menl can he reached, Ihe pby<:rs can mil dice and ha\'e dldr
ehtlr.tclers pitk in dCStO:llding order. It i~ a fair method (sinco: pc.-ople ClnlllOI
nghtfuUy complatn <thoUI .1 random roll), hm il can crcare imbalances. One
or two characten could wind up wilh tht' hulk of the magiell ilt'/l1.~ (wer tho:
course of $CVer~1 adventures. AI Ihis pOillt, rhey would be wiS(' to volunti.ily
wilhdr~w from Ihe IiClcclion IlrtKo:u.

Clever Storage Options: Divide and Conquer

Thcre arc la~tk~r i~~uc~ 10 Ihiuk aboul whcn distributing IrC\l)ure. It i~ sim­
ply nor WISe: for ont or twO ehuaelers to carry the hulk of the parry's magital
items. SucctsSful a1lvo:ntllro:r5 sprt'ad Iheir scar Ihmughout Iheir party. (TIm
huld~ trul,' even ror eJ(plorl,'r~ aud ~pc.'Cial forces in Ille re-.tl world.l1l1i~ W~)·. if
ono: charaCler falls off Iht clifT and disappc.1n forever or is spiritcd away by an
[n\'i~lhlC' Sulko:r, llie r.lrl), ha.~ nOt Insl eve'1lhing. To illustnlt' anmht'r ton­
sido:-r.uion. you al'e ooler olT ro have rhe fig/llers. Ihitvcs. and magic-uS("'s
orry tln: hc'.tling potions r.lIht r Ihan h Ute derit do il. since he: hu healing
spells. If he has holh the he:tltng spells .1nd the polions and should dl.53ppcar
intn lhe mi.~t, your p;rrly h:J~ losr aU iu h(':fling :thiliry. If il i.~ )prcad 3mllml
thwug/I Ihe guup• .II WOnt you might 10K tho: poIions or the spells, bill not
hoth (unless dl$J.Sler really Ilnkc:s, In which cue lhere IS no W;ty 10 p~m II
anyv."Jy). In rht' end, you will find Ihal ir dr!C$ nm pay III he 100 grcrdy.

Once your charaClt'n have :wc:mblc:d a siU3h1c .1ffiOUOl of lreasure, Ihey
have III fiml some place 10 kttp il You can find wcallhy money kndt'rUmel­
chanu with fonified Uc'Auric¥ willi. for gaming purposc::s, SCfY( Iho: !Uk uf
banks. They'1I slordufc:r,uard I.a~ sums of money:oOO uosure for:o "1fT flX.
Charxrcrs can also fino:! olho:r W;t)"lIO keep Iheir moncy sccurr. Chl':5fs with
Strong locks are a good Stan, but thelt' arc Hill ooter methods. OUI' choice is
10 make Ihe lfaliure smll1 enough Ih;tt )"011 can carry it wilh you .11 all uma.
(Of course. one Good mU(;glOg and )"OII'1l! blOke.) Tbt:re is: ilia IhI' diffic:ulry
of buying :,a drink .... ifh a 1.000 lIP gem A sa:ond choice is 10 pixc ),our
moncy in Ute hmth of SOl1l('One you Uiink you CUI tnISI. We all know whll
Ihe risks alt' there.
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You could have your character give hi~ fonlln .. to a local lord or church
and then hop" to call in favot's al a fmure dalt, Thi~ is not quitc as foolish
,u it sounds, If Ihc beneficiary of your brgcsse rdu~es to honor your agrcc­
IIIl·m, you'll never give him Illonty ag;tin alld ncidtl'r willanyonc c1~e, IIlU~t

likely. If no one gives him any money, where will he find the funds 10 sup­
port his lifeslyle? No, sueh a person nlllst seriousl), try to honor his (011I­

miullelilS. Of course. he may nOI do as much as you would like. The beSl
.~nIUlion i.~ that 'l.~cd tlm:mghorrr history - buy goods and chattels, Land,
liv..stol:k, and trad.. goods arc harder to sIeal and harder ro lose. If you
must k....p a brg.. forflln... it is he.~1 10 keep ir in something that can be all'­

rieu easily and i~ unlikely to be slOleo.

Dibs Protocol
Durillg a game session. pla}'ers will inevilably earn rome meager piuancc of

rre,lsur... There arc many WTlys thai playl'ts I:'.tll uttel'lIlirrl· who gets whal (as
disctmed previously) but we feel it is wonh mentioning how the dibs e:llling
proc:es.~ works, They say that pos.~Cli..~ion is nine tenrh~ of the law. Well, 'dibs
calling' is the Olher ten pen:;elll. When(.:ver a new iletn is inlrodueed into the
adventure Jnd the nwn"rl;hip of that it ..m amollg pbyer chamcters is not
already d ..arly eslabli~hed.:I. player m3}" call dih.~ on il. He noes so simply by
shouting OUI 'dibs' 3fler the item h3$ h....n inlr()/llJc~1. Once dih~ has I>cCll

C"~lloo, it tllay ~dvel'~dy ~ni."Cl a pl~rcr dtar~l:ter'~ HOllor if he duc..':!i lIot respect
fhe ownership right of the person who c:llIed dibs 10 the ilem in 'Iue.stion. If
rwn J'I~yer~ happen to (~II dibs sirntrllllll('Ously, llw)' sliould scull' the dispute
by rolling dice wilh Ihe higher roll winning the 'dibs' righls. NOle, however.
t"at if rhe itern in quesrion w~s introducoo as the rl~uh of an unassiswu kill
th .. 'right of spoils' goes to Ihe slaying pla)'er - period. Any ·dibs' called on
.~uch 3n it ..m is ignm..d.

'Dills' oils 3r.. g..nernlly made for specific items in specific inSlanccs. For
ellltmple,:I. pb}'er may not u~e blanket 'dibs' statements like, "I call dibs on:lll
magic items we ev.. r find." It .loesn't work that w..y. I lowcver, ill addilion to

ownership of item~, dibs llIay also be called to cstablish a player eharaerer's
righl to enpge a certain en..my in combat. l:nruample, u["'e got dihs on t],~1

Orc sh~mall. I'll waste his i1S~!" III this case, the honorJble Ihing to uo for the
OIher players 1I'0uld be 10 allow their 'dibs'-calling companion to cngag.. rlu:
Orc shaman in one-on-Otll· cumbat. Dibs C'Jn also l.>t: C'.tlk.J to (·uablish Ol1e's
right to obtain :I service prior to olhers, as in. ~J've gor firsl dibs gelling my
.~turr apl'rni.<ed hy the g'·1l1 dt::ller:' This wuld be irnpt)Il~1l1 if a pl~yer i~ lry­
in~ lU scll an item :lod doc..-sn'l Want to risk his chance ofgwing a fair price in
tll<: e\<..nt thaI other ph)'er.~ Ilump sitnihr ircm~ lUI (he nmrkel before him.
Fillally il ~hould be nmed that 'dihs' righrs, once obrained, can be rold or trad­
..d j,~~t like any nth .. r commodity to ann\her player.

Suggested Agreements for Division of Treasure

Agreements;
1. Equal share'< (share and share alike) is a simple division by lhe

tOtal number of chal':l.eters involved,
2. Share-; by level i_~ a division wherehy ~II Ch..rllctn levels of ("xl~­

ri..ne.. ar.. :ldded and Ih~ rot-:ll treasure divided by this sum. One
sh:lr., of trC3~url: i.~ gi\'l:n for e>ch cxperi"llcc level:

3. Equ31 shar(':!i plu~ bonu~ is :I. melhod fO l'I....lr.Iro excellence and
l(';ldcrship, Tr(';l!;ure is dividl:d by tile sum of all char:l(tcrs. pillS
tWO or three. The outs(3nding chameter or dl:lraelers, .is deter­
mined by VOle, each gain one eXira share.

·For multi-d:lssed charactcrll add one-h~lfof (he le!Ser elass{e~) levels 10 rht
cr..,u"r da,,~ I..vels tn det ..rmin .. toml experi"nce levd~ for 111(." divi~ioll of rr<::\­
sUIe. Clt3rae{ers with tWO dasSl'li receive shan:s for Ihe clau levels they are per­
min..d to emplo)" for this purpose (See elI3!,!er 3, th .. ,.;cetion dl"tailillg Mulri·
Clas) anu Dual·Class Charal:ters).
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Moilifieu:
J. Non-pb}'er characters who arc henchmen of a pla}'er character

count ;IS onc·halfchalllcll:r or for one half of their le,'~'ls ~nu {""u­
not gain bonllS shares. Such NIlCs n1tm have clearly demon­
strated thaI lh<:y eOllll'il.>Ull'u to the SUll:l"SS of (he pany.

2. A character who is intapacitated or kiJl..d (l1lJt subsequl:l1tly
brought back to life) is eligible co shan: only in tn::tJ;ure gainl.J
prior to ~uch inc3pacily or d..ath.

3. Chal"JetefS who arl: utll"ooperative, obstruct the parry. attack
parly rncmb.. r.~, or:Ire the approximate C:lll..;c of thl: ine>pacita­
lioll or ueadt ofa pany member shall forfeit from one-'luarlCr 10

all of lheir share{s) as penalty for rh .. ir actjollu.

4. ClllH"~elers who w..re maimed or lOok damage equaling mon:
thall half tllcir full hit poit1l,~ r..ceive an ~xtrn share.

Dividing Up Magical Treasure
While it is:I simple nlJllCr to 100al up 111" coim .md prceious ilem_~ that mn

be sold for an 1"Slablislreu amOUlll of mOlley, the division of m:lgic items is far
more difficult. It is lhereforl: l1 ..ccs..~ary for p:>rry m..mh..rs 10 det",rmine how
magil: will be divided. A!; the number nfirems Ih3t will be gained is.unknown.
lhe ~I ..etion of:t system of division i.~ not pn,,-~ihlc until after the advenrur~ is
londuded, :lud the party I:OllnlS up ils new-found wu!th.

I. Ifbut on<:Of tWO itcm_~ of l1l:>gic arc gain..d, lhese eln he grouped
~illgly or paired to equal a share of trl'J.~ure. If one is of relative·
Iy .~mall worth, it can b.. grouped wilh lllolley II) CfJu~1 one share.

2. ll1r(~ or lllore magic item~:

.1) IleSt it ..m
11) next best ilem
c) third, fourth items
d) ~x" amount of money as compensation for nor gcuing any
magic irems

3. Three or more magic item~, allcrnafe method:
..l hcsr ilem
h) second irem + "x~ amount of money
c) third item , ~3x~ amount of tnotw)'

Magic irems thus parceled ~rc then diced for, th" eharactl'r with lhl' high<"S1
roll ~dcclil1g lit'st, and tllen llll" Stcoud higlrc:.t scoring dt3l'~Ctl"r dllxJ~ing neXl,
e{e. If is ~ltggcs\ed lh~t each characler be given a numher of rolls equal to his
or l1l'r levd of experience, lhe higll(':!i( of these mils l.>t:ing tne one refJinl.J .
Non-player charnel..r henehrnvn art: typic.lll)' allow..d hUI a single roll.

Varialions on lhe .lbov., sr-uems are, of mur,.;c, pns~ible. Systems should
alw·.tys be eSlablished prior to lire inceprion of tile adv..nfurc whcl1(....cr possible.



Goods, Services and Equipment
Character Outfitting

Let's cur 10 the: quick. As good lIS )'OU might think yuur duu;lI:tcr i~. Lhe

truTh is, he: haS:l very rough h~ul ahl'ad ofhirn. After tli,' CharJ(ler lrcaliull
proc~~. your char:lCll:r will ~ plunged imo !ll(" 0I1111)3il;l1 world wlll'le he
mUSl quickly learn 10 ~i"k or ~im - do OTdie. TIl('" only 115WI h,' has ~I lhi~

erideal junclllre in hi~ Coueer i~:I coin pouch filled wilh a few hard ' ....;ns Md
duo dmhl'..'i on hi.~ back. His background may hew:r prepare him, to be ~urc,

bur we'r.. slilJ [alking Mime mC':lgcr as.o;c:rs at h<$l. 1\'rIl3p5 he: has a basic
weapon. J. horst, or ifh,,'s lucky. he: may ent..r rhe g.lnll" with the dc,...t or rille
10 a Snl:l.ll piece of properl)'.

Everything else IIllls1 be.' purdllc;cd (ur :lllluircd by olher means) through
1;-1"''= play. Before your char:lCICr can Ix- 31\ cni:clivc hn.... and make his mark
(HI the world he's going to n~'(."\l a lillk' more in Iltc W;ly of cquipmcnl. Hc
mllSt to be oud;ued.

OmfiHing requires very careful conStdet'31ion - you should nOl take this
prtKO.!i lighdy. Spend your sr:lning money wisely. Your Chat'3Cfer will need
equiptllem and provi.lions 10 properly prcpare for his IIfc of advenruring. The
mOSt b:l.lic things you will n~'(:d of arc weapons, armor. cJollltng and omfUltng
~ear. You should also keep enough money 10 buy meals and lodging umil
you'vc managed (lI find some source of income. Otherwise, your GM will
reallr screw you ovcr when yoo try 10 pawn (Iff some of his stuff 10 buy a
deccnl meal or room for the night.

Iu you will soon discover, lhel'l! al'l! ne~r suffidem funds to pllrcha.'IC: every"
lhlng you desired..m chnic.::s musr 1M: mack Try to make illlelligem ones, yOUl

character will have a hard enough rime surviving in th(' world of HackMaSler
without you Krt"Wing up his finances. Also, keep in mind (hat an advenlurtr,
e5pcei""lIy in thc lower cxperience levels. mUSI rr.l.vd lighl. If he ean't carry
what he owns on his back or Sll'1IPpeJ across lhe hack of a pack mute. he m,ly
very wdl find )uch property 10 be mon' of a hindrance lhan a benefil. Every
i"'lll you buy h<l~ it.!. own inherent weiJotlll (Sl't: Encumbrance- [his chaprer) and
will comri!.>ule to weighing your char.lClcr down. Tno much weight also
reduces a chanctl'r') movcmclIl rate (~ee ehal'ter 16 for derails on
Mo'·ement).

EqUipment listS
The following Ii>! are mere samplings of the goods. services and equipment.

dIal ruu should l.>c ""Lie {(l find in CarweC1.1,: Wurld (or )'Ilur CM's home­
brewed, inferior 1<llllpaiJotll wurld). Yuur eM wiJllikdr ""dd or debe from
these liS!). He may alw ha"c modifier) fur tile :lI":tihLili,y of WIIU,' items lhat
will make ,hem e<l~ier (or harder) 10 find,

Every market piau will hav(' irs olYn milt ofgood~ and producfj from which
10 choose. Evl.'.ry ba1.3ar has ils own salhering of m<!rch:UllS and middl"men
with goods imported from f.,r away bnds. Some items will be! rn much·high­
er demand lhan Ollie" (and Ihus be harder to fmd and mol'l! oopensive). Whal
yuu wam might nOl be :tvailable or. if your GM has SCI his game in a specific
lill1e period. mighl nOI have even l><:en discovered or invenled yCI!

Many of the uncommon itenls in lhe~ lislS arc eltplainoo in lhe dc:>criplion,
thaI follow at lhe end of lhe$CClion. The price given fot each item in the li,ts
is i15 avemgt: price. the i,moum yOll eln e;ep<:c' the i[em III cost in a normal
economy. However. large cities. harren wiM"rn"s'les. and rlac,""" with h",vt:
advenlur('rs carrying b:J.gs full of gold are jlOl nornlal ecnnomies. It1 lh",<,
places rou nliglll find your,;df paying more (vt:ry rarely I"".) lhan tht: amn"m
Iisled. The desl.'.rl mt:rchams of Hammar have a IH'Ptilar saying_ ~Th" price of
goods shifls likl.'. the &lnd.•. Somclim", i, is more. Somt:liml.'.S il is Ies.•. BUI

Olll.'. lhmg tS for surt - Ihe Ilrict is :J.lways RIGHT!~

Shorr V" money? Not to worrr. Mosl !lIerdliUlls arc happy to Laner <lntl
haggle OVl'r pricd. For lhe )<1ke of g;ltll~· play. howeVl'r, it's not a good idl'3 to
haggl.. O"et the pri~e of EVERY 1>Ur<.haM:. It ~luws dowtr the game. Save your
hal:Slins for lhe imporlan! hiS"licket l'llrchaSdi. Haggling over ..very !lowl of
soup and every lJnkard of ale will only r",sLlIt in Olhers forming a low "pinion
of you (bolh players and NI'G). No one likes a penny-pinch.. r.

YOlll GM h~ full :iCt or rub un the proceb of hagWing and oarierinK.
whidl he ('.lll eltpl;lin 10 you. Tlren' arc also corresponding skills that you can
learn 10 help you gain the upper llaud in sueh dealings. Qne last Ihing. as in
mOSt dealings. however, the buyer should always bt"Ware. TIliuJo;S might not
always be as they apl's·ar.
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Equipment Descriptions

NOI every pteee of cquipmenl is described
here. That would be monumentJlly snrpid.
The van maloriry of things found on Ihe l.'.quip­
ment JiSl5 need no descripl1on. as their fune·
tions. forms. and purposes shlluld be: obvious
even 10 HackMasler uegil1ners. Only lhose
ill'lm whose USI' is obscure or appea11l.nce is
unlllu:u arc dest'ribed l.>clow. Specific game
efTeet~ of equipmelll ilem~ are gi"en in Ihe
charts and uther appropriale S<.'(lions uf Ull:se
rules.

El(planation of Equipment List
Headings

Ii:.se Availability: EVt';n aflt';rcomplcling rour
list of ilcnlS you wish 10 purchasc :lnd scraping
up lhc needed monies. you might find lhat
SOllle ilems arc CJllremdy hard 10 find. There
arc no Supl'rlllarkeu or nrip malls in
HaekMasler. Nor will you find friendly mer­
chams with well-Slacked sheh·cs urimming wilh
('wry imagiuable item wailing for you to come
fill your ~hopping eilrl. Call a figJuer expect 10



To compute ",.;gln lor 01(17 bquKl. Qrrred Irlow I III pet' pllll (8 Ib<.. ~~ prlon). O(>fl't
Iora~t 10 bu7 I C(>flalll... u well. GMI .lwl)'l gel you w,th thot one. And r..,,,,,,,t- to

lndllde the wel....t le>r the type of C(>flalner !>e,ng \llied 10 lnOliporl theliqu,d '0~ woo't
flij I tlre.lIed tnCUmbnnc:e IU'llit.

No't II.., tho, ""ch type of .lc:ohol hi. it! own IIlhertnl eff«ts on the lflo1b1ber. YO\Ir GH
~ th" ",Iormolion IIld wllllhlrt it wh.., Dr If'~I.e
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w.J.lk imo all 3rn"m=r'~ ~hop alld lilld a suit offield piau.' armur exauly hi~ size
on lh~ ~pOl? Not likely. C,11l the thic:fwalk illlO the corncr outfiuillj; ~hop and
plop down hi~ gold :rnd huy a 'let or shillY new lock picks? Think again.

It i~ uften ot:ccssary for charncrers!o shop in a number of places in nrder 10

uLmtin e\'ef)'lhing Iht:), desire. Each irem on lhe following lim h:l5 lhr<'l' B:J.Se
A,'""ihbilily Indcxl'S (High. Mcdium and Low). Base av:libbililY is an indica­
liul[ ufhuw readily a...""ibble an irem is for purchase. The High index is used
when lhe eh3rJ.cter i~ shopping in a brgc melfopoliran area or in a b.rge e;<llab­
lisheJ market place/b:u.aar. Mediulll is used for medium si1.Cd 10Wns and pop­
ulation e(men;. Low i~ IllCd for vilbgc:s. roadsidc vendors. ele.

To purchase thedesirt1l. hem from Ihe list YOll musl roll Idloo (adding any
modifiel'lyour GM may wish to add. based on your JnCllion. timing and (,rlu,"r
marker condirions). If you roll equal to or 1= Ihan Ille appropriate
Availabiliry Jndex, lhe ilem is available. NOle Ihal YOIl mll~t roll for EA<.:J l
purchase even if you arc buying IWO of the same item. rl'he merehant may
only have ONE lWo·handed .\Word, after aiL) The exeepti,rn i~ when buying
animals. which rend ro be lraded or sold in groups (see Ihe d~riplive lexi on
LiveslOck bter in Ihis scction for more delails).

If you f.1illo find a desircd irem, yOll 'llighl W-J.lll lQ ,'i~il another shup or
tnwn and Iry again. Or... >·"u might lIy 10 COUlrdCl all artisan or crdflsnun
to mak" Ihe item for YO" 10 ordcr (lhough lhis will ccrtainly l:tke Irours. if nUl
da)·s or we"k.~, to mmpkle). YOIl may 3lso uy making it known tlr~t you ~rt:

in (he marker fnran ilem which is uIl3\"ailahl(' alld :lrc willing lQ pay morc llt:11l
lhe going t'lle. Often a Ill('rchalll will hav" i,,,ms ,hat arc in high rlell\3nrl hdJ
hack for hiS Oesl CUSlOmc.rs. Surel)" h~'l1 finll il hanl In rco;isr making 3 huge
prohl al your expense.

Co)I; 11u;' price listl'l.1lur l':l.dl item on the equipmenl lisl is lhe average
going pike. Depl'nJing oillhe merdl31ll. the region. CIC. you may expecl lhe
aCllml prke 10 be much higher (or ntrt:ly. much lower). This i~ where haggling
comes illlo play.

Weighl: MOSI irems have their Wtiglll 1i.~led in flOllnds. It i~ your rcspo'lsi,
biliry ro record Ihe weigh I of everything you are earrying and r0\31 il. GM)
fn::quently conduCi encumbrance audils. Pldytrs caughl carrying mme than
they ~hould an:: ofTen pcnali7.cd experience poinls.

Table 9A;
Alcohol/Beverages

Base Availlbilily
Ilfm
Ale /per' ~11on)
Ale, OfI:IdVIkinJ (e", Ale) (pinl)
Ale. Kromilrn
Ale.PiIl\
e.--. CUI. (plnl)
Ile<lr; Hc.")' (pln\)
Bm.... l!n>lII (pint)
llnndy. Orlubn (pin\)
Gn>t(jllllt)
GUI BruIS&r (pIIU)
fird>-Y:arr {""'bar Brew}
Honey Brc!w (pint) (medlcil\ll)0.._
MGd, 1LI1w"~ Thic... (pIn\)
I'Wd, Cammon (pllltl
MIlI.ld. Dwlrven. Keg
M~d. Norc!Iar (pI1oIl)
Mnd. Orlllian Wollen)
Rum (pllI!)
S!oIIl Brawn G~Il (p/fll)
WN<by.llItlil<'-t<om
W""'. Bl.oclo.berr')o (pun)
W , Good (p,nt)
Wi GLIlberry (pIIlI)
WIne.Watered (pint)
Willa,WlII.-l (pltcher)
WIne, Btl"""'""r /pIIlt)

CO~I

,~

,~

' ..,"
'",~,.,
'",~
'"
'"'"'",,~
S~

"' .."..
"'"S~
,~

'"'",,~
'"'",.,....

H,

""as

"""OS

""""'"as

""""OS

"""as

"""""

M.d

"""""""""""""""10

""""""OS

"as

""

Low

"""""""""55

""""""""55

"""55

"""10
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Alcohol/Beverages

The reader will nOllcc thert' are a wide v.l.riery ofhl':ver.lg.,,; on ,he prke li.~r.

mOSl uf whidl arc llkoholic. Why SO many? One mrght conclude rhat rhe
wOIIJ of HackMa:ller is Jl'OpulaleJ by nothing mort: lhan drunkard.~ and
harfli"",. Th31:~ nm ,ht case. RI'lllemlx'r you al'(' adventuring in a world lhal
lacks sewage plants and water lrealm"," facilities. Unle....~ th" warer you :,rt"
drinking comes from a cle3n well or a spring-fed pool lhere is.l. high risk of
conrra(ling sicktll'ss ami diSC"J.SC.

For this reason. the drink of chOICe for most advelllur~rs i.~ a (;olld .~,irr

on,' np,-ciaJly when drinking ill public csrablishmcnts rhal arc nOl
bound b), ,h(' lerhers (If any local health cod~. Take note of lhe fact thaI
:IIlY GM worth his salt is quick 10 lake advalllagc of rh(' siru'l,ion when a
player (jUs his ....~nrecn from a Hagnanl standing flOol of warer or orders a
gla.\S of w.lll'r ilt lire iUIl (iflulk)'. lhe characler will suffer lillie more lhan
3 h;,d cas" of lire runs).

Many of the alcoholic conc()ctions on the price lisl have other benefilS
hesidrK ,imply quenching ol1"'s thirst. Liver Slluenings for example (a drink
made from the Iivtr of a female Owlbe;lr) i~ rep,"e,l ro 'Ix'/'d liP lhe healing
process (il can aim render a chaJ';]eler permanendy hlind if hf drinh 100

much ofil a, once). The GOI Bruiser is .cruaUy a mild poison oflen used ro
lCSt the mettle of ntWCOllll'ts who wish to belly up lU lhe har wilh thc rcgu­
lar:s. Stout Ihown (;rev:.ln i~ sail/lo incrcasc Strenglh allJ stamina. Orlui~n

mead makes one bJ';]ver - or so it is said. As wilh all rumors and wives' 1"'C.~

you should lake the aoo\"e with 3 gra'n of salt. The propctlics ofsuch drinks
m;I)'. IIr may nlll Il{' Hue.

Miscellaneous Equipment

I-Ioly h~m: lloly ilems urc ~l1laJi reprocm~lion~ of~Jlthll$C ihings rl"VCred by
rdigiolls------$mr:s. cr/b.5eS, humnu.'fS. rol-ilriClo. ~lloint,-d ui6. bbn-d wine. iiOlcrcd
lr:Jching.~. :In,1 mort'. JlI~1 whul COIl~tilUlCS a holy ill'lII depend> on lhe religion.

Table 96;
Clothing

B,1Se Avallabllily
Item COSt Weight H; M.d L~... l~ ... " as "..... - -

""" ,.. 2.5 Ibo. " as 7S
Soh '.. 2 Ibl. " as "Snoko:lk'n "" 21bl. " " lS

B~hel. ' .. ... " " ""'".., - -
rille. formal ,." .lS .... " " "Common. U\l10QTQn ,., .lS Ibi. " " "BertI, Upper Clm '''' .S 1M. " " "Co., - -
Good clo<h 8., JIM. " as "Rne fur "' .. ... " '" "GIITlIIt"lU (nuwllng oudlt) - -
f ..... L~theor 10" SIb<.. " " "fine. Silk "'" 2 lb<.. " " 55
RM. £mbroldem "iP Jib,. " " OS
C~_ ," JIM. " as "- '" J Ibl. " as 7S

Glrdl~ ,,, s ... " " "0_ '" .SIb<.. " " "Gown. eommon ,,~ 21br.. " " "H~. ,,, .5 lin. " " "Jerldn.l.&ced '" .S Ibl. " " "Knift, lhtrath l "
., ... " as 7S

Mill"""Wirner l~ .5 IbJ " as "PinIlIroodI.pl '" - as " "PinlBrooch. bnurll"Ol'l ,~ - " as ",... - -
C~_ ,., J Ibr.. " as """..-... 10 .. .... " " "~..." S" ,.. " as ""'" ,~ s ... " as ""'~ .... '" .5 rt... " " "..... S~ ,.. " as "SIlk l3Ck~t ".. ,... " " '"Su"'OlI' .., ~ Illl, " as 7S

Swe>rd Kabhlrd. hI..,er. baldric ~ .. ,... " as 7S
Talloi'd .~ JIM. " " "Toga. COolrll 8" JIM. " " "Tunic .., 11M. " " ""'n .., .5 Ibl. " as "
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Table 9C:

Containers: Packs, Bags, Bottles etc,
Base AY.lollablllty

Item COst WeIght HI M.d L~....... 'IP ,.. " as 7S
lbrrel, sn..11 'IP lO Ibs. " .. as
"'...

urg, lo, I It». " as 7S
Small So, • " " as

Belt pouch

..". 'IP • lbl, " " as.... ?", , ... " .. as...~ 'IP Ilbs. .. as eo
""... S", ,.. " " as
Chuo

'- 'IP '''~ " " as.... 'IP 10 ... " .. as
Aask, m.ml (pin.) 10", .n Ibs. 90 ., ?O
Glan bani" (pin.) 'IP as 7S "Iron pou'ko!ultI (g;I11on) S", llbl. " .. as
S",

"" '''' .S It». " 90 as.... S" • " 90 as
Hlp 01' Kf'OII ase '''' .5 1M. " as .,
"'..... '''' I ... " 90 as
·The." I'..... """'th tlu"'ln<lloldu:llly. Tom of tIIes.lu",,, _~ OM poond.

Any good holy itfll\ has a 5il1lilal efTecl Oil unde:ld or ~il c",alllr"", provid­
ed it is wielded by a followcr of lhc belief :'5Yl(;iarC(! wilh rhat iu:m or a heck­
UI'2 :lcwr. Thus, ruk'S rlral r~·f~·l to holy symbols 'Ind huly warer .rrrly iii all
~imihr item~, pruvidl>tJ thl'S< items an: spl"<:ially prcl'arrel by rhe deric'~ nrder.

Because of lheir special narure, holy i(cms C-1nnOl normally be purch:=d.
Different !eClS lend 10 pmlecl (he symbols of Iheir faith (() prl"Velll their mis­
u.~ or corruption.

TIterefurc. .!iueh item~ lIlu.. t l.>c obtained through Ihe auspice<; of a 10Cl1 con­
gregation. This is not dillicult for .. illl";:re folJowef$ of rhal (;lilh, although
reque~u fur rom: ur unu~ual items IlIU!t always be juslifled. ..Nonhdiev"r"$ ar"
J;iven holy items only if thco: i.. a clear and pre5Cnr danger ro rh" fai,h. And,
let's l.>c honl'Sl, no matter who you art' money talk~ and a he;,llhy church don'l­
liun will be w\juifl.>tJ (and lllll also mo\'e a non-bdi"ve:r lCmponlrily inlO th"
'belicvef/fullowd C".Ittgory in the eYl'S of tilt' clergy).

Lanlern!: A hooded b.ntt'm (30-foO( radills of Irght) is a srandard bllIern
with shunered or hinged sides. It is nOi directional. :u irs Iighl is tlUr equally
in all direcrions.

A bullseye lantern (6O-foot cone of lighl, 20-fool diameter at ilS lerminus)
has only a single shutter, tht' Otllt'f sides being highly poli~hed to rd)eCl the
light in a single diltttion. Buth hoodoo Olnd bullseye Jarmrns can be (;,~rriecl

in one hand. A ~ingle nil~k of oil (unt' pin,) burns rorsix hOtrlX in either. ·l·h..
bacon lilmeru (2IjO-rool bc-~1l1 of figl\(, SO-fOOl diam"ter at il,~ l",mintL~) is :l.
much larger llffair and IlIUS' be mOllnlOO on ,he prow of:l. ~hip, lhe hed of:l.
wagon, ur other large strunurc. It operatcs like Ihe brrllseye InrllCrn hu' illu­
minales 10 a greater distanct'. TIle k.COll gOt'S through oil quickly, hurning.1
flask every two huUl'S.

Locks: Locks are typically primlllve :lffillr"$ (excepl for lhose: colllplil-:lled by
lhe use of magic or an oUlSIanding locksmIth). All arc worh-d wilh a skele­
lon-lype key (mort Ihan one for \'ery complex locks). Combinatiun loch,
nine-pm rumblers, se<:uriry alarm S)'li'llms. wirdcss/h')'lcss entry Sy~tllll1~ and
kryptonite locks do nOl exist in Ihe HackM:Uler CigaVerse. No Wilh musl
lhings, lhere afe good, Vt'ry cnmplex locks:u well :l~ bad, easily openl-J luck.s.

Magnirying Glass: This <imple l"ns is 1l1<lfe an ndeliry than a u.""fullao!. It
doc."S not grea,ly enhance viewing, C'>1'c:eially ~inc" nl.lny ar" unev"nly ground,
crea,ing dislOrtiOn. It b usd;,1 as a .~lIhSlirul" fnr rinder and sl~lwhtn starl­
ing fifl.'S and for roasting insexu.

M"rchanl's Scale: This rs a SCI lhal includes a small balance and pans alung
with a suilable assorrmen( of weighf.~. hs main usc: i.~ ru weigh coins--a 00111­

mon melhod ofsell ling a r~nsaCiion. Mcrchants art: well aware that cuins 1:"."
be: undem7.ed. shaved. or plaled. The unly sound prolC(:lioll is to dWt::k IIrl'
coins againsl a sc, of cs'ablished weiJ;lm. It is also nel>tJlxl when u~ing furcigu
coins fO make a purc:h:l.5C or exchange. Of cuurse, merchants arc no murc
noble rhan anyonc else :lnd may usc selS offlllse weiglm--one S<.'l hl':l.vier than
normal for selling an ircm (ausin!; the cu~tomer 10 pay Illore) and anotl!,n S<.'l
lighrcr rhan usual fOf buyin); ilel1Ui (Ielting the mcrcham pay less). Irl well­
Ttguh,,,d arc:l.S, officials verify the accur.cy ur weiglll.li and r1ll:·.5UI('$, but this
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in ilSl'lf is no pro(t'elion. Players mighr wish to have a SCI1e lind weiglm fo!
their own proteclion.

Oil: Grl'Ck fire is a I;cncral nal11(' given to all highly flammahle oils urea in
combat. These uil~ arc highly fhmmaull' and a liule d:lngeroll~ ro carry. Grt'ek
fire can alsu bI.: U~I>tJ to make turdl1'S.

LlOlp oil is usn! for lamps and lanterns. It is no, particularly uplusive
althnugh it can he tl~d to frtd an existing bla7.C.

Spyglass: Like lhe magnifying gbliS. the spyglass i~ morc or an oddiry lhan
:I useful irem. Objeet.1 viewed thruu~h it arc alillic dusef. although nOl much.
For bctlCr resulrs magical ircms arc preferred. Thl' ~pyglass giVl'S flOrn tWO 10

,hree times magnification.

Walcr Clock: Thi~ hulky irem is good lor giving tile limc aeCUf3le 10 a half­
hour. Aetiv:ul'cI bY:l rcglllarC(1 flnw of drnp.~, ,he w.uer dock is nOI somelhrng
you carry in )'our IJOCh·1. For it 10 work ar all, il must hav" J .'iOurcc of W:\{cr
and l.>c lefl undi)turkd.

A vtry uncommon item, il is primarily an amusement fOf the wealthy and
a ronl fOf Ihe sludenl or arcane 10fe. The I'2S1 majority uf socicty is nut l·on·
ctrned wilb exact time.

Thieves' Tools

Thi.~ i.~ a small coll~lion of tools useful 10 burglars. The ku includes one
or mor" ~kelelon keys, long melal picks, a long-noscd damp, a slll:lll hand saw,
and a ~mall wedge and hammer. Thcst' combrned wl(h some common rool..
(~uch ;l.~ a crmvh:lr) IllJkt up most of the spedaJ equipmem :I Ihief nccd.~ ru
l-.crform his r(;Jde. As any sm.1Tt ,hi"rkn(\ws, it is nOl wise to simply arrive in

Table 9D:

Dally Food and Lodging
Base AY3ilabil,ty

I,~ Cost Welgllt HI Mod Low
610qlMlt lI-perwnl "IP - 90 as .,..... '" - " as "e-- ~, OwnpIIolp 6", - " " SO
"'u' S", - " as "Ckeel" '" - " as "ClIHle.lbnk (hlord) 10", - eo " "CIty rooml (per month) -

Cpu,,"n. '00 .. - .. as .,
"""- lOlP - " as """" .... - " .. as

EU or /rest> ".,..w.t..1 I .. - " " "Grain ~nd sabllnl for horse (dally) So, - " " "Gl'OUle Onion Stew '" - " 90 as
H..., '''' - " 90 as
Inn lod&fnl (per dIy"'-k) -

Cpu"",,, lod1;inl SOIP - " as .,
C~_ S 'P!') IP - " .. """" S q:J2 II' - " " as

Meat for on, mtll I", - 9S " as
MI.ls (per day)

Goomooo SIP - 90 as .,
Good S", - " " as
c~_ '''' - " 90 as

""" '" - " .. as
Scnttlt-ll.OOI. Stew 1o, - " 90 "Separatl lu,.~ lor room,

(pet" month) 'IP - as " "So" S" - 9S 90 as
.

Table 9E:

Light Sources
Sase Avarl3b,lrty

Iwm COSI Weigllt H' M.d Low
Co"," I " • " 90 as
L..,,~ - -
""~ ISOIP SO ... as " "80Jilseye IlIP ) 1b1. 90 as .,
H...." '" 21b1. .. as .,

0.1 (per ftuk) - -
G"tllft" IOIP llb1. "

., lS

"'" 6 " I Ibs. 90 "
.,T_

,0' I 1b1. " .. as

·Thue Items _let> j,ttH. Indlvlduall1. T..n of thele hems weill> ont pooIId

III
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Table 9F:
Livestock (Including Mounts and Beasts or Bun:len)

Base Availabllityl
Item Cou Weight Hi Med Low
Ape, Pack (nlnod)

l.SOO '" ." ... SO " """" 10" ,,,. " " ..
"'" ""

_.
" 15 ..

Cow,~ '" 'lr. " " ..
Cow. Milk 10" .,. " " ..
Clmel SO" .,. " " "e- '" .,. " " ..
CII. 8ic. Huntlnc (i>&wr. .) ,,soo " .,. <0 " ""'",,,,,.... ,~ ,,,. " " "Chic~..... Hen,l.atl!ll: 5" .'. " " "ChId<an. HeII.ll.OUtlllf Kind ,,, "'. " " "Cow 10" .,. " " ..-CiIlJl'd (per dim) 50" ",. .. " ..

Hootlna; (ptle sp«lllcl >s" - " 15 "f'ltbull, Untnioed 5~ .lr. " .. ..
Pitbull.Trllne<l '00 '" .,. 15 " 50
ll.ottweller. Untnlned 10lP .,. " " "P.o«weiler.Tl"Ilned 800"

_.
" 15 "Wo, 10' '" .,. 15 65 "Dolphin, Moun, (ll"IIned) l.ooo " .' <0 " "OoIpI"n,W.. (tnll~J 4.000gp ", " " "Donkey./OOJe.or lIS 8" '"r. " " ..

Eiephllnt

"'"' "lO '"

_.
15 65 50

Wo, sao", .,. 50 <0 "SaIJero.TOOlhed ,,soo " .'. " " "nlcon.Trollled 1,000 «p m " .. <0
Ferr~ T""ned "O' ,., " <0 "GOIl.Common '" ,"r. " " ..
Goal. Unbleml1hed 8", - " 50 <0
Goal. Pad.Tl"Ilned "'"

_.
" 50 <0

"""" 5 <' '"r. " " ..
Gu,n". Hen ,,, ., " " ..
H.lwk.Trollied 800" .'. " " <0_.

Onk lllO", "' " " ..
Draft,Tum ""''' "' .. .. <0
Dwll'Vlen WIIr 1,300 IP .' " 10 "H"""Y wor ."", .,. " SO <0
lith' _r ISOxp "' " 50 <0
MlMl,um wlr 215 xp ,., " 50 <0

''''''' 15", ",. " " "Shlrilma,.. '''''''' .,. <0 10 10
KlkrWllik,Wa' (nlned) 6.00011) - " "

,
KlllerWho>o, Moun, 4.000&1' ., 10 10 "Monkf,y,TrolnlMl (pw <lull) sao" ", .. <0 10
O<~ "" ", .. <0 "O. is" - " " "Ol<tll, M.llChed !'lIr SO",

_.
" 15 65- '"

_.
" " """""'" 5 " .'. " " 80

I'IJ. s...:.Iit>c '" ", " " ","Sow '" ", " " "",.., , <' - " " "Pipoo,Hom'"l: '00 '" '"r, " SO <0,..,.e.m., 150 tI' .,. .. <0 """" 10" ..' " " "Rom 0" ..' " 50 ""'<><IS,er 8" .... " " "- ,,,, .., " " "
-~

IO~ ,,,. " " """" 5~
_. eo 15 "WeISel,Trained 15",
_.

65 .. "
• Qo=ltl,y A""ibb\e. II :w.oil.obollty <heck d<t<rmin.,.. ,h< type! oIl~,oc:k dc..i~ iJ :w.oll·

Ihie <hoot, u.e the bl~ •••oIJ.bil"y ifldu .nd d,.lde by ,en (round dawn). Tho: ""'ult Indi·
ates!he number of d2o. you <hoold rolf to determ,n. how "",ny SIKh onl"",k Ire I·wl·
able fo< ule. {In thor<! ed'tIOn th" fooUlOlt r..d'dIOO' lbov., Th" wo. I typo "' ,,,!,,,n:.
ed In Unurtlled &nu volume 6 number" lnd now I"'mun.... lIy eorr«ted here.].

A note on ,Iaulhterlnillveltoc:k (or melt: The belut)' of Ilveltod< is thll nru they're
1>",.." 01 burden, (hen bter .. food ,tora n,n low. tl1<:y're KfU~11y wN.propo:l/o:d ...,!ont
Th. "'nnub 101' de_mlnln: 'he y,eld 01 edible n""h wh"" ""ut!'terlng I,,<s,ock 15: Hit
poonwIO·S.... pound. of ed,ble nesh. Wh"", 5,ze .. z, follow!;. Tiny" .1S, mil .. 1,
Hed,...",=~.l..zIt ... 6 and Hu&,= .. 10, G,.n,"15. Th••,ze oIlnd",lCIull l"",lOCk i< l<lled
l!I the HWdopedIl of Bentl.......1<11 is _i1zb1e only to I GH. Barbarianl, ranger, and
cloJ ...C1ers with the ''Sliujllter, Glome AnIIl\lI"lltIlilre able to Increale <he yield of edl·
blc m<lt by 15". Cllaron<'S wi'h ''SI~"I'''''''. L.IvM,oc:k" 'klll r::an lnc~H <he yield by

''''

The HackMaster Player's Handbook

Table 9G:
Miscellany

But' AvaIlability
Item C(>~t Weight H, M.d Low
..... U,., 5 q>(c) , " eo ..
Cloth lper 10 "I ""., - -

"""""'" '" 10 Ibo. " 8S ..
F,na 50" 101ln. " eo ""'" '00" 101ln. 8S " "Canvu ll- 1'1. yard) '" I Ibl. " " eo

ll.Jna, Poh.on Cantilltel' '" - 65 50 <S
W"'eT t ....k '.000 '" ,.". 80 " ..
Wltllflling Ill"" (pol<on)8 01. 50", - " " 10

f'nca hued iJ l>.l.e pnce lor I u.ed book. 'The IttUlI buy,"" or .alling pnee ..... '11 \II,.,. con·
sld....bly depend'n, on the subjecl matt"" Ind dll. 01 pub/lauon. for ...,.,. ""Ir !hn',
pllled <ince the date of pubrlCltlon on a book add I copper piece to the Yllue. If the IUb-
len I, hl<,o<)' multiply <he Ill." prlc. by a flelor 01 2. If <he subject of th. book 10 ~rtl""

in na,,,", "",I"ply th< h,.." prIc< by. factor 0110,

Table 9H:
Musical Instruments

Bast' AVilillbility
Item Con We,ght HI M'd l<>w- "", 20 lbo, " .. SO..._.

is", 1011>1. " 65 ""'~
,,, ,"'- " " eo

"""" '" Bib.. " " eo
Fife 5" lib.. " 8S eo
Rut! is", llbs, 8S eo "- 5", 10 11K. " 8S 80..~ "" ,,"'- " " 8S
H~ '''' " lilt. eo " "Lu{! ""' "". " 8S eo
L)'T" Olmetl.ln '80" 151b1. " .. 50
Mondol,n lB" 101bs. " 8S eo
hn Aut! 5", ,.. " " 8S
R"t>e<: ~nd !low "" ,"'. " 8S 80
R~Of'der '"' ,"'- " " "Wlliulft '''' .lilbo. " " "

I IOwn Ind announce that you're looking fOf a good ser of thiC\'cs' picks. 10
obtain tht:SC iu:ms requin:s fines~e, In many munic:ipaJilies ir is illegal ro own
,hiev!:S' tools, I~I :al0/1~ sdltht:m. Ofcuurst:, in mOSl larll:t: c::itir:s. cllforc::in): this
is neXl lU impossiu!c.

Salimic Acid: This powerful ~1.r:tCl from lh.. poi50n vine, .ulimtnza is J

corro~ivc :Icid u.«:d by thieves 10 lhwan complieal ..d Incb Ihal are ~llJbborn 10
pick. Bee~wax i~ uu:d 10 shaP"' ;1 con../funoel on lIlt: keyhole ioto which lhe
Ihid pours lht' acid. II lJ.kt'S 1<16 lurns for tht' acid 10 <10 il'S work and .,yen
lhen (here's only a ba.se 20% chance it will eal away the lock's mner workings
10 lhe poim rhal rhe lock is negaled. Thcre is a secondary use for this acid :u
a powerful poison.

Sharpened Coin: 'I11is is a ~iml)ly coin fh:d has had ifs loUgl'S honed (0 a
shaq' edge, A «WO:rl (oolthm Can I,e lISc:<110 Cill pul'$(' slrings wirhoul bt-ing
,Iel«:r<:il.

Black Face:: A SIK:c::ial paslc madc of 5001 (lamp hb,c::k). laic:: and UJcun
grl';lSC. Adds +3% lU a thitfs chanc::t:s of hiding in ~lJaduws.

Hacluaw: This i~ more 'lecur:lle1y J co.l/'R file. Thi ..\'...~ o(l"n u'" it 10 saw
through mtlal bar,; and padlock.~.

Livestock. Mounts and Beasts of Burden
Tnined Animab: Any 'tr:llnl1l' animal on shrug off iTS mining and boh

(or in lhe case: of the Pack Ape: go 'ape: shit') if mimeaTed. Overloadmg such
lInimah, nUl fl'Cding them and pllshin): tht:m for lung periods without reSl IS

mrc lU makc even ,!II:' must loyll.1 oflx:aSls turn 0/1 a charlctcr.

Whcn buying a tr:l.ined animal you afe lypically paying lhe ba.«: price for
(;Ich 'sklll' the animal ha~ been laught. Your GM h<l.l rhe full list of available
skills a pmieular animal (;In brn.

Ilonding I>('riod: Ther<' is a six week 'bonding [,(,dod' !>erwt"en maSler lind
animal (excepl for mou",s, which !'Ike 1,/20 days) before 3 charnCfl'f flllly
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I" >1»Is 120 gp I«I lb.
J ILuIu of ....ler. I fb,k of Cut al•. 8 IwYti of brud. 2
blocks hard cheese, pickled fish, blood 1I"lIge. 10 1bI.
01 com <!odie... I lor of honey. I 1:11' Jam. prtlled
dim. I do1lll 1111. 5 Ibl. of lmoked ...nison, nH·
d~read. 10 fHrlrope. whem""".•en,der and flint. '2
R.$iu of b.mp oil

J d»'s 100 1'.1' 85 lb.
I flaok of Wll'r. 2 101_ of brud, I ,"r of !>ont)'. j I.r
01 nuo.. J Ibl. of corn dodle~. l pootllOll I radIsh.
smoked beef.. wtleutone. 10 Iron Iplkes. 20 lorehel. 2
nuks of romp 01'.1 piece of chalk

7 da,s 50 gp 7:) ib.
J ~11u of won.... " ~.es of blud...u~e, 6 pieces
0/ f",ll.. 5 poulOeS. J arrou. I 'onion. needle/thrtld.
10 /eeurope. I fbolk Ilmpooli. whelStone. wool bbool

'2 d>y; J51'.1' 50 It..
I fbsk of w3ler, I wedge of chH5e. smoked YIn,son. I
~( of l>ru.d. peppered uUUJe. I apple. '2 arTOIS. I
~ of OIlS (horle feed). I woolen blanl<.!l. I
""'chettl. 10 fcc< of rope.

7 d:ry$ 80 gp 100 Ib.
2 fbi'" 01 WlI6r, 2 ~"'I of bread, 5 pickled eus.
smoked IOU..,'. 5 piecel of f",1t. 5 ....elables. 10
feet/rope. whetsrone.) ~ of <lil1S j!>or1cleed)

I dI)' SO iP SO lb.
I nuk of WIler. I loaf of brad. uUUl' links. f ~le
of chHS!. I Ipple. nHd!eJthreod. 10 feerlrope. whel_

"""",5 Iron spikes. 10 'O"l:hes

E. Ex.ended Dungeon C.-.wI

G. utended Overbnd Excursion

0. Balic Dungeon C,..wl

C. Protonv:<' bcur<1on

Table 91:
Outfitting Bundles (Pre· Packs)

Oudining bundl.... Ofe pr...p;ocked assorunl!nlS of p,,,,,oslOns ond oqu'pmenl whICh dIor·
~etersan buy w,th a single purclwe. Thil il to help _e tim. 10 pb,ers don'l hi.... w melle·
uloully re-provillon dI~IeJ.t1 ~ry few da,s of pme time. Each bunclle Is tailored w ~

plnkul.I1 ullt or mUllet!!' cion. They Ire lettered A. 10 G ond IIsI lhe number of
rb)'s/wcelu die bunclle wiU feedlprovl~lon one cho..etCl". The ~r simply enlers die M_
die type on his cho,..Clcr .J>cc< falto-d by the number 01 d.,....week< whio:h he ched<s off
.ccordingly. This will aid the GM In llIonllOring pl.lyer oro.",. For Insl:l.nce.if. pbyer 11:Ite:I

he is U',mg to CCWl. wild horse lnlO corn"'g closer,.."d "'YS tNl her. pullin!: OUt ~ arTOt
from hll pock. the GM r;oll nOle whllbundle lype the cha,..cter is Qrryinl' Th.... he WI
look. up the bunclle on the foIlow1fll 1I11 10 determine If lhe player I~ lIIdeed.lctUllly elfT)'­

InII QfTOI:.

T)'pC lulS Cos, Weigh.

J days 1$ &I' 30 Ib.
I ftllk of WIler. I loaf of breul. dried nlh.JlUI.,e.)
pieces 01 frU'f. J Yegetoblel. needle/,h.eod, 10
'eeurope, whelSlone
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dously se~worchy. bUl il can carry large amounrs of cargo wilh sm~l1cr o"cws

Ihan galleys.

CoS: This ship is a larger, improved ver~ioll of lhe Coa.~ler, ahle 10 make ven­
IUfes ilUU the opt:n ~ea. Like the r;U:L'iler, if is a sailing ship with une or two
l11aSlS, hm Ihe cog employs squ:J.r<': sails. II is JboLll 75 10 90 fe-el long Jnd 20
feel wid<:. TIle crl."W is only 18 10 20 mcn. There is normally one deck and
fore· and !Iern C.:lSrle. The cargo capaciries of cogs vary grearly. bur Ihe aver­
age is 100 10 200 tnns.

Cl1rro.clt: This i.~ ~n early. primifive ves.",,1, II i.~ made from chick hides
sueu:ht"d uver a wood-alld-wi<:ker frame. A single mast I."'luries a small square
sail, buc Ihe currach is usually worked by oars. Ie is normally 20 10 40 fecc
long. The crew is approximately six 10 eighl and Ihe cargo sp:J.ce is limiled­
no mure fhan five Ions.

Dl":lkbr: The largcsl of fh e barbarian longships i~ known :u a drakkar or
dmgonship. Buill fnr war, lhi.~ ship slrelches ahoul 100 fe-el in lenglh.
Although a single lIIast <::1.11 be raisc.-d, ulirs pruvide lite main source of power.
Thc erew of60 to 80 men rows, one man co an oar. Up 10 160 additional men
can be Cllrried. fOf hoarding and miding. Due to ils greal 5i1-", a dt':1.kkar is nOI
vcry St:awonhy. This, and fhe nct lhen: i5 no space on board fur many sup­
plies (ceoainly not enough for 240 men) or ~I('t:ping <j"aner1i, keep.~ the
drakkar dose fO che coaSI wh<:n: it Clln pUt in for the night. BI.'C'"<lusc.- uf it5 COst

and limiled 115e, a drakkar is usually buill by kings :lnd rulers and is nor useel
for the l11undane Insk of shipping cargo.

"'
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earns an anim:ll's rnlSl, loyalry and sometimes rcspee!. This wilt be modified,
orcourse, by how well (or poorly) Ihe animal is lreated.

Anim:ds who lire IJOmk.J wilh Iheir m:c;ters get modifiers ror their morale
anu vs. fear when Iheir m:l5ler is prpenl.

Pecking Order. Spcrial care musl be mken wifh animals lhaf have a pack
nU.'lllalily, such as dawgs and apes. Even trainl.'d pack animals will rcspond 10

the '('"<Ill of the wild' and fed lhe IH,'I.'d 10 estal.>lish a pecking order to delerlnil1(:
the alpha male and female. Genel""<llly, ~uch C:;labli~hmcm/re-ntablislllllelil or
the peeking ordcr willn:suh in 5 fO 10 p<:reenl Q.lualfies.

Transport,Water
Boal, Collapsihfe: This is a smal1leafher shell whir;1l can be strefchcrl inro

shape by means of several bowed poles. Once stlefr;hed OUt [0 ic's full siu i[
makt.-s a small raft-like built Lhal can hold cwo light pcopk' (or 300 Ius total in
encumbrance). The raft h:c; a low draft and is difficull fU paddle but if can gel
a ch:lraCler across small bodies of waler. The boal can remain warerborne fur
periods lip 10 six hours at a rimc. After rhar the learher soflens and Ihc stitch·
ing begins to leak. (Srrerehing rhc boar our and leuing ir dry in Ihe sun rCSlorcs
il.'l IV:uerproofing however. The OO:U h:l.S anolher useful feature. II can be used
as ~ one man lenl hy simpl)' flipping il ove:r.

Caravcl: This ship normally h:lll [\Vo or rhree m:llliS anu squ~re ~~i1s. No
oars arc useel.

The rypical cam,·c1 is 70 feel long and 20 fccc wide, The normal crew is
from 30 10 '10 men. TIle avel':lge ('llrgo displacemcnl is 150-200 lOllS.

Coasler. Also called. a round ship, Ihis is a smaJlmcreham ship thac hugs
the coasl.'l. This is a sailing ship, filled wilh [\Vo lll:lSlS and friangular sails.
The avet':1.ge si1-" is (,0 10 70 feel long ~nd 211 feel wide. Th.. rudder hangs from
one side. The crew is 20 III 30 meu, ~nd Ihe cargo capacilY i.~ ahotll 100 cons.
Normally Ihere is only a small slerncilSlle, A coaSlel is slow and nnl Ilemen-

Tack and Harness

Barding: A warhorse, or any animal trained for combal, is a considerable
inveslment for Ihe average figluer. Therefore, if hehooves Ih.. owner 10 see Ih:ll
his moulll iS:15 well prol<:Cled:15 possihle. Olher lhan avoiding risks, lite nesl
nonmagical prolection is horse armor or barding. Ihrding is simply some rype
of armor fined fO be worn by a mOUIll. If works Ihe same W1ly as fhe corle­
sJl'Ondiug JX'fSOllal armor dcscri1K'd later in this chapter iu lenus of Arnl01'
Cla:iS value lind hil poim absofption.

Full harding coveu lhe u<:ck, chetir. and lwdy nf Ihe be:l_~l, while h:llfh:lrd­
ing covers fhe hearl, neck, chesl, and front quanelS. Ilnlfb.1rding provides Ihe
5>1me AC prOlcccion and damage absoqllion as full barding bUI only fO from
and flonl nank :lllacks. Barding can be made from many difTerCIlf llIaierials;
SfOUler IYIlt'S provide increasing prOICl;:lion according 10 the !\onor Class of
cht." construction. All of lhis. however, is al llle expcnsc.- or inere3S£"d weighl
and lowered nuneuverabililY of Ihe moum. Plale barding, for example, is llie
equivalcm of a fighfer's field plate and is made of carefully inmlocked plates
:Ind foinr~. II providcs an Armor Class of2 to Ihe mOlinl. It weighs:l1 leasl
80 to 100 pounds al Ihe lighlcsi and thus. a fully equipped warhorse with Ihis
armor can manage liule more than a sleady uoc al lOp speed.

Barded animals also rt.'<luire spc:eial aHeluiun. Care m115f be laken fO pre­
venl chafing and sores. The mounl onnOI wear rhe armor indefinilely. II
must be removed al nighT and ideally should nOi be worn excepr in prepam·
lion for a banle or tournamellf. Removing a horse's barding takes IS minmcs
for leather and 30 minutes ror metal armors. Filling il takes Iwice:l.S long.

TIle weight of battling is nrefully distriuuted 10 aCcounl for the weight uf
lhe armor and the rider, so barded animals cannOt be used as pack animals! It
is normal practice IU have a second muun! for l.'lIrrying gear and supplies.

When harding is fiued over a moun! wilh a nalUml Armor Class ht:lu:r lhan
Ihe barding's afforded AC, some prol<:Ction is slil1 gained. This;s o-plained
Ilna("r Armor laler in Ihis r;hapler.

Saddles: There are rwo basic saddles-riding and pack. Riding saddles
mke many forms, hUI Iheir basic purpos<: is 10 carry a person. Pack saddles
are special fmmes designed 10 carry supplie.~ and equipmem. The ouly pmc­
licallimil to how much a welJ.slOwed pack saddle can carry is Ille c.1rrying
abililY of lhe animal.
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Dromond: Although Ihil; $hip b03US one or 11'1I0 1ll~~1.5 :lind triangular sails,
the m~in power com~ from Ih", 100 o.1r.'i. 50 In:ll side, Thc:se 0:lI1'S Oln' divid­
td into 1n upper 1nd lower h1nk, with on", m~1l per oar on the lower bank alld
Ihru fl'H'n on th", upper bank. Thus, th(' 10tai crtW is about 200 men. Th",
dromond isaboul 13010175 fCC1longand 15 fctt wide. malung it a Ya}'$I",n­
da ship. 11lc argo apKily is around 70 to 100 tons.

Adromood an be wed both Foe yupping md w.tr. As a w.t~ip. ~ ram pro­
fCClJ from the fronl JU-U 1~ the w:lIn liM. Cwks :111: buill for"" all. aoo
Mnidshij»:as finng pLuforrnL Mmn.",; Ibm l;1k", up II"" argo space. Wilh stICh

T;able 9J:
Provisions: Rations

IMHAvaibbillty

""" a,.. -, HI "'" Low
.....01 pdiicllhh '" .... .. .. Ol
eua. (per II ) '" ,.. 8S Ol "eoar.. ..... Cl*' lb.) '" ,.. '" .. ..
Com dodpn (l-.b n~) S.. 1S ..... .. 8S Ol
f.zp (per 100) Boo IS lbs. .. 8S Ol
~.. (pet- ...... do."",) '" ,... .. 8S Ol

I :'" (Pw'" '" ' .. 8S Ol "fi'h.l'1rYum (I lb)'\ nllons) '" ,.. " .. ..
~.Sak"" (I clIy'I nlJC)l\l)

S '.
,... 8S Ol "erils (pw IIi) S'" Ilbs. .. 8S ..-,,.. <0, Ilbs. .. 8S ......... s'" ,... .. 8S ..

~,.,..tr ' .. ,.. .. 8S ..
Nuts (jMr") '.. ,.. .. 8S ..
~ frIIlt (I dIy'I r.tlloM) S'" ,.. 8S .. "IWslnI (per lb.) '" ,.. .. 8S ..
1l.iOonlo. Dry (I -.1<'1 ndonl) ".. " .. 8S .. "II.ociono, loon (I ""'-':'1 ntICII'lI) S .. ".. .. 8S ..
......... SianSInI (I ........'. ndons) ' .. .... " Ol "Rluo (pw lb.) '" ,.. .. " Ol
WI.. Ib till ' .. ,.. " Ol "Sauup. 8Iood (I rneaI) '" ,.. .. 8S ..
SauufI."'w-d (I......, '" ,.. " Ol 1S
SIuAfl-Wor) (1 __'1 ndoftl) '" OS .. .. " Olrt .., -

E..-""",n-/ os .. S .. Ol 1S "1loft~""'J ' .. ,.. '" .. ..00..;.,;,;.,_

'" ,.. 1S " "VInIsoII, Smcbd (I muI) ' .. ,.. .. " Ol
T.... 01 dder (lSO ....) '" "'" ... .. " Ol
T\,wI ~JOfI4 _ (150 pl.) .... "'" ... " " '"

T~ble 9K:
Provisions: Outfitting

Bue Aor.t1l1bility

Itt'" eo.. WII!ht H' Hod Low
Chawl (pit ft.) - -....,

'" ,... " 8S """" '" ,... " 8S '"0.> '''' • " 8S "fftwood (per cbJ') '''' loollbs. " .. 8S- '" - " .. 8S
fhIwC r-.IO l. ... '" so. .. 8S Ol_.

"" ,.. 8S 7S "~.10ft. S'" .... " .. ".... - -...... ,.... ,.. .. .. .,
"- .... ,.. .. " Ol

I"rror. ......"*" 10 .. • .. " Ol

I~ (pIr 'fQ/)

s.. • .. " Ol

'''' ,.. .. 8S .... ~) - -- ' .. .... .. " Ol... ".. ... '" .. .._......
'" · .. " Ol

5oIt> (pr It> ) S" ,.. .. 8S Ol

"'" - -
1.,. 15 .. 1O .. .. 7S "- ,.... so ... Ol 7S ".... '" 10 .... Ol " '"WIrIIIt"~ s~ n. .. .~ Ol

°Thew kern, welJh litdllndMdullly. Ten 0( thl" !llml~ 01'11 poIII'll.
...~~ k""", "'- no lpp<'Klioble welJlll ~"" lho;,old ~ be cOI'Illcllred lor encumbnflcl
lIIIIIIs hood,llh art ~rr1ed.
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numllClS of men, it is a very W.llKt=ruW' )hip to an:u:k. A dromond is 001 a sea­
WQuhy ,nfl. huwc:vcr. and unwly saill in sight of shore. They bc::lIch 1t OIghr
like: all glllC)'5. smce supphes and s.kcpmg :sccommodJ.f1ons are very IImlltd.

Galleon: This is the laJgcst and moSt aUvan,cU sailing Utip th;1t mighl be
avaiLlble in the H:u:IcMasl",r game:_ if IS a ull-dnvcn shIp wlIh Ihree or four
ITWU. There are normally lhret' Ihrough dtdu: (running th", length of lhe
ship). while: rhe asda foft and afl havt IwO!keks.. TI\.., :lI.....,~ sin is aooul
IJO·fetl long and 3O-ftrl wilko Cr~ a\''''1:oI1\''' aoom 130 """n AlIhIMlg.h
atgo apaOf)' is ahout 500 IOns. a gal!mn is m;1inly used ;lIS a ..-an.hip. 11q
an nsily arry men tqu.J to thcir lonnage:. nuking apl~ by pir.ala nearly
illtp<mibk

Gallq. Gral: The greal VII"')' is an iml)rovt'd v(nion of Ihr dromond. It
is sliglllly smallCT ttan Ihr drornond, aboul 130 fca long and 20 f«t wKk
11lc main power como fmlll 140 rowen. one Illan 10 an oar. but is supple­
mented by Ihree m:tSlS; this f;()mbm11lOn g....es II berter speed ~nd handlmg.
The atgo apaciry is 150 Ions. When oUlliutd :u 1 W3.rship, tht fmnl ",nd is
built as a r:am and marinl"Ji 11'" carried in~l",ad of cargo. Uk", all galll.')'!', ,he
greal &alley is a coast:ll v~l, mrr:ly "",muring inlO Opc'1I W:ller. It is nOI Sl'"~

wnrlhy in he:l\I)' SIOrmS and waits in port for Ihl.'SC 10 p<lSS.

Galley, War: Simil1r 10 th~ Great Galley in sil'" and crew compliment bUI
ill N]lIipped to am)' CI'go.

Galley. Trireme: The lriremc is similar 10 Ih~ great salley bUI dedic:lIw 10

!':Imming. It's is 13:> feel long. 13 fttl wide. Cr",w consi51~ nf 170 mwel'll
1rr:ang~d In thl'ff ti",rs (upper. l11iddl", and lown) 50 Ihar mor" 0:'" alii 1)('
placed in Ih", w.tl",r. 10 m:arines and 4 :lIIChen round OUI th(' ~ip's full rom
plimenl along wilh a apla;n alld:ll lbulist 10 ket:p time. A single masled nil
CIlI be: efCCled bur thili ~I:.I vcssd 1$ nOI SUlled for Ihe open WllI",r.

Gallq, 0«",1"'$: Thil; m:l.mmOlh W:tr~hip is unconl~ed when it cOllin 10
pll~, Ovt'l" 145 f~ in lenglh and 20 fCC1 wide il is oue of 1M I~I 5hj~

T~e 9L:
Tools

Bul AvailabIlhy
,~ ea., -...' HI "'" Low........- S.. S .. .. " Ol

~""'lsa) SO .. .. .. .. " Ol

e.- '"
,.. .. 8S Ol

e-<-"" "" "" ".. .. " Ol
FIinland ,~ S" • .. " Ol

-"""" '" ... .. " ..
M~ "Ibc* (WI) ' .. ".. .. 8S Ol
~...... ,.... • " " "M.n.lWlt\ &UII ' .. ,.. .. 8S Ol
Porabla FOl"p ..... ..... Ol " 70
RlflIlr KII.Armor" -......... 10" 101bo. Ol 70 ....- '... S Ibl. 8S Ol "....._...

10 .. 10 lbs. Ol " ..
0- ... '... 10 lbt, " Ol ",...... .. .. IS .... " OS ","'- ,.... 20 .. .. 10 """ '" " .. .. 8S .,
"""'" '"

,.. .. " Ol..... '.. ,.. .. 8S .,_...
15 .. ".. Ol " ........ S.. S.. .. Ol "... "" ... .. .. " Ol... ... S.. ".. .. " Ol.... "" ".. .. 10 ..

......~ ".. ... 8S Ol ""..... lilt. SoiIINM.dal .... .... .. .. Ol-- ,..... ,.. Ol " ..
s..r~\1l0l ,.... 20 .. " " "n.;.....·Tooh- -

CIiII S/IoIIpefted (CM f'untJ s" ..... " .. "-- S" ,.. " 7S '".........~ .... ,.. " OS "......~ lO.. ,.. " " ..-- ,.... S.. " " '"......_VW ,.... • " " OS_....
10" - " OS "Wh__

'''' ,.. " .. "
• ",... It"".. -iIh liulIlndrndullll)'. Ten 01 th~ kemt~ ane pound.
... Thlevll.lllll uuumi Mlly ad<! -10 10 thl bUI ~vall.blhly chance when .un:hu'l& for
thl....f toOll dill to thelr (OI'IMCuonl with till th....ls' I\lilcl >nll~nd.
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Table 9M:

Religious Items and Accouterments

aue Availability
I<~ CoS'{ Weigh, HI Mod Low
&ads.~ 'a> - " OS 00
lnunle. Bur". 'a> - . " OS 00
Inc_e. Stlck (per dozeoj S <' - " OS 00
Robel. CIerlc>I 25 to SOO gp - OS "" "Sr>lkf. Bond 'CO a> - 70 M '"Symbol. HoIylUnholy cold so a> I Ibl. " OS ""$rml><ll. HoIylUnlloly If"Of' Sa> Ilbl. " OS 00
Symbol. HoIylUnhoIy ,,,- lOa> 'Ib>. " OS 00

Symbol. HoIylUn~~ Ia> 01... " OS 00
W;uer. HolylUnholy "a> llbl. " OS 00

Table 9N:

Scribe Materials

Base A....ilability
Item COlt Weight HI Mod Low
In~ PaIN..l 'a> • " OS 00
Journal. Bbnk loo~.. "a> 'Ib "" " 70
P'ipef" (per lheetj 'a> w OS "" "PaPY"" (p<=r sh..~ .., w

"" " 70
hn:h"",nt (per sheet) 'a> w CO OS ""Pen. BoncUh<>ry1Wood ••• .25Ib1. " OS 00
Pen. Quilt 'Ie " ... " OS 00
Su!Irl&Iar.dle wax (I*" lb.) 'a> I lbo. CO OS 00
~et r1n, O!" perlOOlllw Sa> .25 Ibo. " OS ""Stylul.Woo4

S '.
.15 Ibl. " OS 00

Table.. Stl,ed Clay 'a> I fbi. " OS 00
Table..Wax 10 sp llbl. " OS 00
'ftIlum. (per sIl_J 'a> - "" " 10
-These ,Ierm. weigl, l"lIe IndiYidwlty. Ten 01,,,,,,,, I,em, ~lth one poulld.
"*Thelelteml N.V6 no appreco>ble """gh. 'nd """lid not be considered 10<" encumbrance
unl'lI hun<lreds are arrled.

to ply the waters ofGarweez.e Wurld. 572 rowers power oars over lOrl'y fIT' in
length. It takes 30 crewmen to man the ship. During limes of war th~ Dt'CerCli
can carry 250 extra passengers in the form of armed marines, The ship is
equipped with tWO lighting lOwers a/lo tWO 10 six ol"apulrs.

Knarr: This small ship is 50 to 75 feet long and 15 LO 20 feet wide. It has
a single mast and a square 5.1il. In rimes of poor wiud, a few oars at the bow
and iitern can provide more power. The crew moges from tight to l-i lIIe".
Thc cargo capaciry is small. anywhere from len to 50 Ions. The ship is, how­
ever. rclativdy scawonhy and can be used to make long.sea voyages (although
it cannot be l;aJled comfonable). lis nat bonom makes il Ilscful for sailing up
I;VCr5 and C1tuaries, and it can be beached ea5ily.

l.nng~hip: This is the sland:ml harbarian W'.mhip. It i~ more subslamial
than the knarr btlt not nearly as ma.ssiv,; as IIII' dmkkar. An aver:Tge longship
is 75 fect long with 20 tn 25 oars persidt'. Each oar is worked ['y a single man,
for a 10111 crtW of 40 ro 50 men. There is also a sinGle m:lSt :md a s<jU:lrC sail.
In addition 10 rhe crtW. the ship can Clrry 120 to 150 me". A luugship on
bc used for shipping. bur ils cargo capaciry is only 'lbout 50 tons. It is, how_
ever. fairly iit:3worlhy and can sail aern...~ the open sca when necessary,

Armor
You arc going 10 W,IIll your player character to buy armor. Armor is the cas­

iest an.! dll~apc:.t way to irnprovc your charactcrs chance ofsurviving the more
violelll dangl'ts of the "dventuring life. Clearly. the bctter the armor the char­
acrer possesses, the less likely he is to be hUrl. Armor prQtC<:lion is measured
hy Amlor Class (AC), a number rdting; thc lowcr the Armor Class numocr. the
bcrrer the protc<:lion. Certain classes have restrictions on the typc of allllOr
they Coln wear. For other das.ses, armor reduces lhc effectivenC$ii or SIlCCl'U
chance of Iheir skills (e.g.• try moving ~i1ently in a s"it of chain mail).

Ibnded: Thi.~ armor is madt' of overlapping strips of melal sewn to a hack·
ing of leather and ch:lin maa. Grtu:rnUy tI\l' strips cover only the more vul­
nemble areas, while the chain and Icather prOtcct Ihl' ;oims where freedom of
mOVCmfn! musl be cnsu~L Through SImps and buckt~, the weight is more
or less evenly distributed.

l\rigandillc: This armor iii made from ~tI1all nlclal platc.~ sewn or riveted 10

a tarcr ofcanvas or kat her and prott'Ctcd uy an OUll,r layer ofcloth. It iii mlhcr

lIS

Table 90:
Services

Base AVlllablllty
Item Con Weight H; Mod low
o.

J '. " OS SO
Doctor, Lc«h. or eleedl,,!: Ja> CO OS 00
DoClor. Sew Wounds lOa> CO OS SO
C;Ylde.ln CIty (pw dl)') ,'. CO OS ""Uhtcn'l or ton;h~a~r (pw night) ,'. " " '"Laundry (by load) , <' " 80 70...... 'a> CO " SO
rl~u""gtr, 1010 SO miles 'a> " OS SO
r"eu~ntl,r.Sl t.O 100 miles Sa> CO OS SO
Meuen,er.ln df)' (p..- me$uie) 10 cp " "" "Me"eneer. PIlr 100 miles 5" 00 lS "Mlrmrd (p<=r "",*,",,"nc~l J", CO " SO
Mourner (Pir fu.-.J) ,,' CO OS ""SeOULWildonms (poll' my) 'a> CO as 00
Sclibe.lepl documentlg)/ltl1lct IO~ " as 00
Scribe.lener ,~ CO as 00
T..,oo (per des'.n) 'a> " OS ""Te.lh\<ter wlw:lgon I .plmile CO as 00
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Ihing is held togelher by buckles ~nd su~~. This i~ lhe mOSl Cl'lmml'ln form
ofh~vy :oIrlllUr.

Ring M~i1; This armor i.~:lo o::arly (and less dTC"Cli~'e) form of chain m~i1

In which melal rings are~n dirC"Cdr 10 ~ l(';lther backing inSlad of being
inrerlaced.

Sc:::ok Mail; This is a coat and lq;giny (and pcrh~ps a SC'parale .dUn) of
kJ.lhn covrred wilh ()','erlapping pic:co of melal, much like the sales ofa fISh.

Shields: All shlClds Improve.1 c1urxlers Armor Cb» by I or more agaiu"
a specified number ofanxh. A shico:ld is wd"ul only 10 prou'C'l lhe frout aud
Ranks of Ihe wet. Al{xks from Ihe rear or Inr Ranlr.s cannOf ~ blocked by a
shield (acqxion: a shield slung across Ihe luck dOd help defend againSl rear
altxks). The rd"erence to rhe SIU of Ihe shield is td~li~ 10 the siu of lhe:
diaracwi. Thu~, a human's small shield would haw ~IJ lhe dTecls of a mrdi­
um shid,j "heu UKd by a gnome (acepl hit pointS, C'%pl:l.lued bl"r).

A buckler (or large!) i~ a ~'ery small shi<'ld tl ..it f~lens on Ih" fOf"arm.
Crossbowmen or ~rchers can wr:ar il with no hin,jr.l.lIce. Its small size: enablC5
il to protCCl :lvin~l only one fmmal :llIack per Ille!l-c round (of the U51:r's
ehoied. improving Ihe char:lcltr's Armnr C1a.'\S by I ;lgainsl Ihat alla,k.

T.,ble 9P:

Tack and Harness
8.ue Availability

,,~ C~, WeiJht H' M.d Low.....- - -

""" SOO .. " ... "
.,

"""- t .... ".. " " ",..a "'" 1,0001P " ... " " "."""-"'" SOO .. " ... "
.,

"...- ,.... "o. " "
.,....... SOO .. "'o. "

.,
".....~- '''''' "o. " " "......-a- ,...... ,. ... " "
,

'""'" SOO .. "'o. .. "
,.

~u..WIWe

0010< 1,7001P "o. )f " 10....... 9Oll .. "' ... .. " '"......... ". ,... " "
.,__

OS. ,.. " "
.,

C>n"'- ," 10 ... " "
.,

fon.""""", ..... SOO .. " '" ..
"'... '" • " "

.,
.....-......... ' .. 10 ... " "

.,
..- - -

M S.. " ... " " "-. 10", )S Ibf.. " " "~ddlebiJs - -
u... '" 'o.. " " "...." '" 5 lb!;. " " "~ddte I>IatIUt 1" ~ Ibs. " "

.,
'ob - -_

S.. "o. " "
.,

"" '" ,. ... " "
.,

• TlIeoe k_l -i&h little indIvldud)l. TI!O of lMS4I it..". -'II' ""- pound.
.. tU bo~ lor ~1qlN...., .....,q,Iy price by ) and .......11 by lour.
~ WIdl ~ .- moun< Qkes 1rIW d:oyI. Undl borIoIn& period II complete any MW
_ d"'" U> be sl<lwsh MId Iuw! ""'-" ........

Table 90:
Transport. Land'

Base Avallabiliq

k~ Con -, H, Mod Low
c.n. .... '" - " " ..
"""'" -

c.....- '''''' - " "
.,

~._ted 7.0001P - " " os
CNrio< -- 100 .. - " " "w" soo .. - " " "Sed:on dial/' ,.... - " " ..
~,TWO'V'It'.teltd ".. - " " ..
Wop. Fouc Wheeltd '"'' - " " 7S
WhHl, fl..-pbCl'fllcn. (spolced) '" 6S Ibl. " 8S "Wheel. RepiaClNlltfll (pI.l,,~ed) '''' 125 tb,. " "

.,
"Mov.ment /'JIll lor thil ~opm~1 ~,.. I,ven In tile GMG
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Table 9R;
Transport, Water"

~ AVlubbohly
,,~ C~, -, H, Mod Low.....- SOO .. - " " ..
-~

,., .. - " "
.,

e- -..... ,... - " "
.,

w.- "''' - " "
.,

e.- ,..... - " '" "c..,~ S...... - " .. "c., 10.000 IP - " '" """"'" SOO .. - 8S .,
"""""' "...... - " " "......... IS.ooolP - " '" "....... "'...... - "

,. 10
Galty,Grut 3O,OOOIP - " " "Glllty.War 45.000 a> - "

,.
'"GIoItey,Tnr-e 8O.0001P - " JO 10

Galle)o, Oucll!re< 1.000.000 IP - " " 10
Knarr 1,OOOcp - OS " "LOlIfIhijl 10.000 !II - " '" "Olr, Repl~C.rn""l -
C~ '" 25lbs. " " "G111~ 10 .. 120 lIlL " " "Il.:Ik or ......U.""lboI, ,.... - " "

.,
Sol... SW\d.Jrn size 10 .. - " "

.,
S;a~, H.lde 10 LpK. '..... - " "

.,
Ship. twcham. Urp 15.000 IP - " '" "Shlfl, Mefdlanl,. Small '.\dO .. - OS .. "
.""""""-' rale< IIlr thh~ ... Jh'tn ~ .- GHG

A JnuU shield is Corritd on lhe fOrc;(rm and grippro wiili lht" halld. 11$
lig.h~lghl permits rhe ~r 10 orry mher items in Ih;11 hand (although he
annol we waPOIU). II can bot used 10 pmlC:C( again~ two fromal aU-;K"U uf
Ihe USCI"t mOl«.

The medium ~idd is can1cd in !he mn<: nunncr as rhc sm.ill shldd. lis
weighl pn:venl\ lhe dmilCln from using his shidd hand for od~r pu!p05tl­
With a medium shidd, a waratlcr an prot('('l against any frumal or flank attxXs.

TIle body mield is a massive shield reaching: ncarly from chin In 1M. It
mU~1 be firmly f~lencd ro the fo~arm and rhe shidd hand mUSI grip il ;u

alllimeli. It provides a greal dal of proll:Clion, improving lhe Armor Qass
of Ihe ch;\r:lcICT by 4 againsl mdl"e allacb and by 6 againsl mislule atlac!Qi.
The body sbitJd pfCll/:cr,~ for all attacks from Ille frollt or front fbnk sides.
It is very hl'avy.

Sl'lilll Mail: This armor is made of narrow verlical51rips riveled 10;\ hack­
ing of leather and cJmh padding.

Sill(t lhis is not f1exibl", lite joinl~ arc prol('Cll'd by chain mail.

Studded L:ather: Thi5 armor is made from buhet (nOi hardenrd.u with
normal leather armor) reinforced Wilh close-set metal riveu. In some ways
il is vrry sitnilar 10 brigan,jine, ahhough the spacing belw«n each mel.ll
piC"Ce is gre-aler.

Armor Sizes

The equipm"nl liS! rdlecu lhe- price ofa suit ofarmor (induding an appro­
p"ale htlmt1) nud" for any normal p1a)'CT lharaclet mx. Although a PIXIC­

ralry IS much snuller Ihan a human and needs a smaller suil, thtTI: a~ fcwcr
armort:n avaibble 10 tlYrI such .~pKialiud rlot't'ds Thus. rhr umor for a pIX....

f.ury IS as C'%p<'lU.i\"lo:l.'l thai for a humao.

NonstOlndard sizes and shapes of armor art: going 10 COS! signtflCanliy moll:
and muSI be CUSlOUl-ln:i!le. lliis is not lhe kind of thing one- Colon pick up al
Ihe 001 slore! When arlllor is found during the course of an ad\'tnlure, Ihl.'
playl'rs should note the ch~rxleliniC5of the emtWre thaI wore the armor pre-­
viously. While' a human-silOO chanaer migllf be able to Wc:lr the armor ofa
gnoll, it will do linle good for a gnome litan. likewise. the armor of a gianl
is nflillie IISC 10 aurone (Oilier Ihan anodwr giam).

Annor size alw affeets the weighr of the armor. The weighu lislc.:l on Ihe
table att for human-sizl-rl (mcrlium) armors. Small armor weighs half lhe
,1I0lOtlnl liswJ, while large armor weighs 50% more. Pixie.fairy arlllor weighs
nne-trmh lhe amount listl'ti.



Table 95:
Armor and Related Items

Base AV1Ii!abllity
Item COSt AC HP Weight Bulk H' M" low
....oIC>m>o>. """

, , y"... - Varies (__ Tobie 98)....... '" a , 'IS IbL - " " ".... <" a , 100. ..., " " "RInI,...;1 OS" 7 6 30 lbl. """ " " 00
Studded ""th.,.. "" 7 < 2S Ibl. b,,,, " " "Scali mall 120gp • 7 10 IbI, b"" " " 00- 75" • • 15 lbo. ,."" " .. "8tlp1ld11M! 120IP 6 6 lS 11K, lalrly .. " "Chain moil 350IP , a 10 Ibl. b,,,, " .. "Ch>1fI molt, E/Yen 700" • a 20 lb•. - " " 10
Bronze moll 1.000", < " 451b1. "'''' " " 75
flanded mail .." < , )5 Ibs. bulky .. " 00
splint mad 6IlO" < a .... "'''' " .. "Plate mall 2'""

,
" 50 Illi. "'''' " 00 75

"'" pb- 4.OOOIP , 2<w ..... "'''' 70 OS ..
Full plofll 4.000-10,000 IP , lOw 10 Ibl, """ OS .. "HeI",e.

Grllit helm "" - - 10 Ib,. "'''' 70 OS ......., a" - - S l!>s. b"" " .. """""....... '" ., , ,... - .. " "Ilt>ekIer. SpIked "" -, , 41bl. - .. " ""'" ".. -, , Slbl. - .. " "" .. -, • 10 lb!:. "'" .. " "0# 100 .. +-4 (+4) • 2S Ibs. "'''' " " "
• A body IIlleld alfotds +4 AC :aplnlt m,uUI Wlliponl.
• ,,",Id and full'pQtfl absorb 2hit poonts p« die.

Table 9W:
Hit Point Absorption Regression (or Damaged Armor

Annor Clils
Item , , l < • 6 7 8 ,
RobesI<iu,neots - - - - - - - - I
Lo.... - - - - - - - , ,.... - - - - - , ,
Rln. moll - - - - • , ,
Srud<lt.d Ielther - - - - - - , , ,

mall - - - - 7 • , ,
Hido - - - - , • , ,
6rlpndinl - - - - - • 0 , ,
0.... "'" - - - - a • < , ,

plott .... 11 - - - " a 6 0 , ,
- - - , a 6 < , I

Splint mall - - - a a 6 < , I
PbltlnWl - - " 10 8 6 < , ,
"'" pb. - ,..

" 10 8 • < , ,
full ". '0' " 10 , • • , ,

2nd luH·plote aMort> 2 hit point'! d;e.
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Shield Hit Points

Shields also have a hil poinf rOlal associ:l.ltd with the'n. This total
represents lhe altiOUlll of punishmelll lhe shield itself Cilt take.
Whtllcver all oppunelll miSSI$ you by the defense bonus of fhe shield
or less, tl1l'shicJd full dam:lge (in drcci. the shield (Ook rhe bnml
of lhe blow). drop in dllSS as thl:)' take d:lOlage JUSt like :lrmor.

You C:ln also add your shield AC mOllifler In th,ows agoillsl
destructive spells and Situalions .. Chapter 12 for lhe .-Ictails "'"t
saving fhrows). hut you must dcclare this b.tfore rolling your $a\"e all/I
the shield takes full damage whether you successfully $avt' Of nm.
Even if you choose against u$ing your shield:lS J bonu$ for your S;,Vt,
area eITeet spdls ddiver full damage ro lhe shield if you fail your S:II'C.
Note th:1.l shield$ hardly laSt long at all, but they help you from $uf­
fering 100 much l'ady on. So huy a mule and load it up Wilb shields
for usc in the dungeon.

Chapter 9- Goods, Services and Equipment

full hil IKlilltS it to lhe armur equiv:llcnt of fhe level JIm below.
'lilbk 9W, Hil Puim RegrCSliion for Damaged Armor,
SllOWS lhe l'uet for armur, whill: TaDle 9X: Shield Hil

loquivalem inform:uion for shields. For example. fighfer
Andy Wl';lrs platcmail. He gel.S hil with an 8 dil: Fireball, then suffer!
twO frOlll an ure Immuishing a oruadswurd (2d4 damage per
hil). plaIr mail has laken 12 damage (8 from the Fireball, 2
from each hr(l,ldsword chop) and is bcalell enough to drop one armor
r:1I;nl; from AC 3 10 AC 4. If if $uITcrs 10 ilIOn: pooints of danuge il
drops to AC 5. more knock il to AC G. llIure :md AC 7. fuur
mort and AC 8, rwo more and AC 9. onl.'" mon.· and Andy's armor is
totally and in piec"". Armor can be rel'airl.'"d al grcal COSI and
expense by hiring an armorer or huying a repair kil and Il:lying .he
addidonal r.lW nurerial cons (nme, in the larter ClSC, your chamCfel
mUSf also have the :appropri:lle armor repair skill). Typically, irs cheap'
er to repair armor fhan 10 buy new, hm if your Hmor to(l much.
or you don'r Take proper C:l.re of iI, il will eventually he<;;ome 'otalOO
(i.c.. thc COSI of rep:l.iring if will excet<lthe COM of ,1 neW \U;t).

Getting Into and Out of Armor

There art times when il is ill1l'0nam 10 know 11IJW '1uickly a chu­
acrer e:tn g/'t into or om armor. Actid('nts and unforescl'u !:Vents
hap!X'0 all tht lime. The parry is :lnacked III night. Tho!iC sk....ping
around lhe e:l.t1lpfire in their may wallr (0 dOll thl'lr armor
before rushing inlO bailIe ag:l.iost Jum.'S;c Ihdgers:. A CharaCll.'r
and F.lJls inlo tht river where hi$ hea")' armor pulls him down like a
slone. He grt:':l.lly to get it off before he drowl1s face down in
rhe muck ;1.1 the borrom of the sewage,filled ri"er downSlrCilIll of lhe
eil}'. JU51 how long dOCll it lakl.'" him?

The lillle required 1O don annor dl'Jll:mb' on ic.s make. Those annofS
that arc a piece--Ie:l.lhcr tunics, rolx::s, lhain maiJ.-lakl' one mund

(IWO for metal to don with slighl a:;SiSI:illce. WilhoUl aid. the time dou,
bled. Armor that made pittcs require IdG • -1 rounds, with
assistant/'. Williom help, the time required is rriplC'd.

In all cases, the li,nl'S gi"en assume that the proper underg:l.rmenl5 and
padding ar.. also woril.

Somedmes chal':lcreB ntOOto get iOIn armor in a hurry and thus, rhey dress
h:lStily. This :l.ssumcs rhat some buckles aren't ..<I...;eating adjusted, etc.
Single suil5 can be hanily donned in one round fll the of I point of AC
(thuugh the AC will n!:Ver gCt worse Ih:l.n II). Thl\!;, a fighter could hastily pull
on briWindinc iack (AC 6) and charge inlO:l. fr:ly with an AC of7. H:mily
donning piece armor (plate mail for example) Improves tlte AC hy
1 (from a base of 10) for every round spem dressing. A fighter could chOUSt'
10 s]X't1d lhree rounds fitting on pans of his plate mail, giving him an AC of
7, ocfor/' going il1to bailie. Additionally. hastily donned arlllor's hir poinu; arc
r/'e1uced to thl' nUlllbcr to itS dfecdve AC:u the lime,

Removing armor is a much quicker mailer. C\n be shed in :l singl..
round. Picce armor (particularly full plate) requires Id4 I tounds. Ilowevel',
if thl' characrer is willing 10 CUI SIt:l.pS :l.nd b.tnd .mch :Irmors O'ln b¢
removed in half the rime (mil 1d4 • I, divide by 2, then round up).

., .,,
< ,
< ,
< ,
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Table 9X:
Shield Hit Points

Ilem\AC .3

Armor Hit Points

As is ObVlOU5 ro :an)'one Wilh a gra.-le education or highl'r, all armor
types no\ only prOteCt lhe we;uer ftom .-Iamage as defIned herein 1I5 an AC
inefC:lSC. but also absorb d:l.mage to a certain degree. In IlackMaster, armor
absorption works as follows. Each armor ryre has a certain hil pooilll value
:lSwciated with it (dC:l.r1y Icafher armor does not ahsorh ,.s much da'lIagt· lIS a
metal suit of plafe mail). For each die of damage rolled a chamClcr on
a ..ssful hit (i.e., the hit has pcnerr:tted your armor), the ;,'mor absorbs one
point of Lhe damage. If the roll was one, you t:akt no damage fronl thaI attack;
Ihe armor a pooint of damage instC:l.d. When the armor 10 uro, it

so much material and mao)' rif1:s :l.nd holes lhen exist that it .-Imps
ill protective value (i.e.. the AC drops one poinl). E.1ch time armor take:s























Gro"p ap.erienc.. poinrs art e:trned lhrough thc com­

bined effons of thl' cllaracler~ wurking as a leam. Each
party m"ml>er (characler) conlributes 10 rhe good of the

pany by pullin~ his weighr lind usin~ hi~ skills and abilitil-s
when c"lI"d upon. If thc parry is successfol, rhen each

individua.llllcmbl·r uf lhe party benl'fil~,

TIIUS, Ihc j;eneral policy of mOSl au\'enturing panics is a

"One for ~II! All for one!" altitude. Ead\ memDer of the

parry receives an equal share of eXf>"rience points for over­
coming Iheir enemies or ohst;,,:;I....~ encounre~l during lhe

adllemure or gaming $l'SSion.

Group coopcration is imponam, $0 aperience poims

for defeated monSlers and "ny realiurl trea.~"re art s..ner:ll­
Iy gillcn fa all mcmDeI'J of the group, regardless of their
actions. Af,er ~II, who'~ rn .o;.'y rhe magic.,,~r, who did Iit­

de more lhan bring a Firel>all on-line just in ClCie lilings !'I0I
ugly, wouldn't halles,'wed lhe day had Ihe Ore brigands nOI

broken and ran? Or dIal the l>ard wlio covered tltl' pany')
l:$C.'pe mUle wa~n'r doing somerhing import;llll? A ehar­

aerer who nCllcr hefls a $word llIay still ha\'e lloud advice or
impnrmnt sugg<:slinns nn h"n"r racries. I'"rtlll:rrnore, lhe

magic-user and fhe bard can also learn frum the al'rioll~ of

Olhers.

Sinu group cohe;ion and inrq:riry is S,) importanr,

howC\lcr, it is somerimes necessary 10 award exemplary
behavior. Sadly, iI's ~lw Sfllllerima; n<:(:e:(I.:uy l<I punish a

shirker or parry slacker. III HackMasler, most GMs allow
rhe pbyer~ 10 dock or "W:IITI expc:ri"nce points for certain

memDel'li if it is felt thai player hindered or furJlI,'rcu lhe
group's Success. (This u~ually inlloh<<"5 a \l(llinI; proct.SS), If

an individual is duch-J experience poinu; by hi~ peen, lhe
points dockecl arc: 11isrrihUl"d "f1uJlly alllt'lng rhe other

Group (Party) Experience

'- \

A Word (0 the Critics

Individual char~clcr~ also earn ('xpl.·denn' poinls for lhc following:

- Un;lSSilled kilL; (also l".Irn~ the cb.r.lcler wk'loorillg righl~ fur lhal kill).

- Landing the killing blow un shin fues (also earn~ dlar~eu:r dibs urr
any tre:lIute for kill).

- Successfillly using cenain skills anrl ahiliri<";S to frrnll"r rhe party's

goals.

CharaClel'li who usc: their class abilida ;md skills during lhe eoursc of

a gi\'en lIu\'emurl' an,' gl'IlCf¥lIy enlille\l 10 a full sharc of Cillned

eXf>"rie.lIce: poinrs Jwardl'd b)' lhe GM.

Chapter I I- Experience

• Inuillidual characu:rs ('".un lh('i, c>:pericnce l>(linlS by plying their emfl and
using rhcirskills. For exarnpl(', a deric's role in any given encountcr is to

USl' hi~ spell abililil'S lU aid thc pany, A fighlcr'~ rolt.' is to t.'l1gagc ill corn­

1>;1(. A n1"gic-u.o;er'.~ ml" is ro ca.~l spdk A tlliers role is ro furlher the

par'Y:~ aim fhrough stealth. A monk's role is to use his unusual talcnts 10
CO'11C ro successful ends and SO on for Ihe other d"s!,e$,
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Don'( b~t m" wronS' [likl' g.lml' review~ and J invite criticism. BUl 50 many
rcvi~wcn luvc bc:comc prl-JiclabJc over the years. Om: all" of the rules they've
r..,vnrcd for thl'ir har.dle.~t :Iludts in the past have bcC'.1l the SYStem of experi­
ence described al)()I'c - namely ,he provisions of awarding cXpl:Jicm:c points
through the aClJuisition of gold ri~,,-~ and hy sbying 1ll00mers. Such a sys­
tem. rhey charge. is non-rcpr=mative ofilow an actual dJar.tclcr wuuld S,ow
more noep! in hi~ rrofes~inn.

Aprart'ndy these: pear-shope« morons forgot co consider the "EUIl3SY role­

playing gamc~ p:m of the equation before they trippt:d over their ual:\ of
Dorilo~ picking "I' pen ,,,,,I pap"r to whir OUI their r,",views. Do I have [0 S,lY
it? This is:I game. folks. a FANTASY ~am(:. Dun'l make me IlllW lU slap II

"Su<pc:nsinn of Dishdi"f i.~ Il"'luir"d" Slicker on til<": rover of all the

HnckMasrcr books and supplcmems.

HackMlIIifcr i., a gnme of SWlick [ron Draguns. Purple Impa!ers, spell cast­
ing derics, l>ull-kicking d.uids, halfling berserkeN, dark dfl>attle m~G<";S, nnd
half-orc nssassins. If ~ pcc-wirred game criric Cln aa:epl lhe c:xiSlenee uf aHthis
as wdl as 12 fOOl Inll giants, nnd l>(llicy-m~kingdragon commiltees, then why

in the hell can'l he accepf rhe notion of eXIx:rience puims fur u'ellsure gaincu?
[s it so h~rd 10 underStand thm an nperience poiru is 3 concrere me;L~ure of.\

host of 3bm:lCl f.'CIOl'li? Expericnce rcprcsems such rhings as increased cunfi­
dl:nce, physiC'.l1 (:Jtercisc, insighl and on'lhe-job lraining.

Will. every IIl'W l-Jiliun ofHae\JI.-laswr lhal hilS lhe SlreetS a rash or reviews When a ch~r~Cler cams enough nrerience poinr.~ ro ~dV:lIIce 10 rhe nl:xr
.~n follow., in rh" various gamt public:llions. Individuals who halle nellcr experience lelld. rhese absfraCl facrol'li IrJnslale imo a mcasurable improve-

been able to gel off their:u.scs to write 1I gallt(' wlIlchow fl'CI tju;Jilil-J 10 lake Ull'lIl in 111<: abilities of rhe ch~r:lcrer. Which is ilL~1 annrher W.1Y of .u)·ing he

the hard work of someone: c:l.se and rake ir over the prnverhial coals. kicks ass a lillIe Delfer and geu his own ass kicked a link: las oftcn.

Ir-----::;(:;\'l~;;;;:;;;::_---:,..---_:;l:);v----:_---1 Sorry, 10 hal'<: 10 fCS£:lte rhe obvious bill I fell the nCl-J
10 gel a prc-('Illptive strike in before rhe criries had lheir
S,1Y. While they're busy Aaming 4th edition. lhe rl~t of us

can go on playing llt(' gam(' w(' love:. Eh?
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party memlx:rs. Likewi~e, if a bonu~ i~ VUll-Q 10 an individual, Ihe eXIra points
must come from lhe OIher pany members' shares.

Individual Experience
Player eharaCiers a[lio earn experience poims rnr individual de<"ds:l.5 deler­

ruined by lheir da~~. Landing the killing blow to a crealure can earn a char­
aCler extra experience. An unassisled kill can earn him FULL experience
poinu for lhal cn:alUre. Generally, each eharaercr carns points for doing
aClions appropriale 10 his chosen das.~ or rcligion,

Fighrers can earn more ex~rience I>oinrs for d<.f":llillg o;r"alurl'$.
/'o.hgic-u~er~ earn points for using lheir lipd[s for specific purpm­
"s. (A magic-usn who lamely walk~ inlO the woods and ,aSIS a
spell for no apparenr reason doesn'l gain experi"nc" pUilll~).

Magi,-u5l::rs can also earn experience poinn for reStarching new
spells and crealing magil"J.I ilems.
Clerics un eun experience points for researching new s~l1s lInd
creating magical itcms as well. Cleria also earn experience
poinrs by sprearling lheir beliefs (convening), building new lem­
pin, and using lhcir powers in service of their gawd.
Thiev~ earn experience poillls by using lheir pick pockel skills
and olher special abililies to deprive others of their prnpcrlY.
They <':Ill ;II...., caw eXp<'rience by delccting or di~arming lraps
and using cheir stealth 10 SCOUI for rhe parf)'.
A ,har:t,ter can aho earn experience point incentives earned by
lhe playef's for playing the gamc well. When a playcr docs a
good job creating and pretending ro he his ch~mcrer, lhe GM
may give his character exua experien'e points for good role­
pl.tying. If Ihe Illayer is really involved and take~ a major part
in lhe game, the eM mighl choose to reward rhar behavior as
well. If lhe player uSt:$ his head 10 'Ollle up with a rcally good
idea, thc GM can give lhe chaf1lcrer experience poinls for hb
contribution.

Finally, a character can earn experience puinls for su,,"essfully complel­
ing an advemure or achieving a goal lhe GM hu set. Although a player
Illay have a pretf)' good idt'a of what his charactcr is supposed 10 a"om­
plish, he won't know if he'll be awardcd experience poinls for il unlil his
,hara"er actoally receives lhem. There is no rule, however, that the eM
mUSf be consisrem in his awards, or even that he mllSI give a ehar:tcler any­
Ihing at all. How many experience poinrs he awards and for whal is enlirc­
Iy lefl 10 his discrelion.

Peer-Awarded Experience (Optional: GM's Discretion)
Al chc complelion ofan advenwre (or 1110rc uflcn lhc 'Ondll~ion of a 'am­

paignl lhe eM may (repeat. "MAY" dt'Cide 10 award some Bonuli Experience
I'oinls (l\EPs), The amour\{ of BEl's can rn., meager or substantial. It's really
up to the GM. The BEPs an: placed in a pool and it is lhen [efr 10 lhe play­
ers IU decide who gCls to draw from rhe pool and how much.

Afler discussing how Ihe eXIra poims an: 10 be divided up, thc parf)' VOles. If
a decision can'l be made, a roll-off or IOllery i~ often uscd. (The eM general­
I} docs not get involved in Ihe proccss:l.5 far as how lhe poillls are divvicd up).

There is one slipulation regarding peer-awllrded points, however. The
rccipienl(s) mUst be in good slanding 1.1 far :.IS alignment and Honor. (And
you didn't think alignn\enl adhcrence would come hack 10 haUlIl you).

Chapter I I- Experience

Things that can affect your rate of advan'ment,

There are several thingli which can OUlie you to go up to the next level
'luieker or even 10 be held back. You should be aware of these, sin'e in Ihe
heal of the game your GM is likely to overlook Ihem. And lets face iI, you
nl"Cd to look out for number one.

Primary ability scoreli: Mo~t char:tcter dasses have primary ability liCOteS.
[f lhese score.< arc abovc a urrain level the character may qualify for a 10%
expcrien,e point bonus. (i.e, he can obtain the neXI level with [css experience
poinls). For ex~rnple a fighler's primary abilily score is a 16 or higher
Strengfh. Make liure you add the 10% bonus EACH TIME your GM alV:l.rds
experien,e points.

Greal Honor/DidlOno" Your chamcler's Honor eln make il casier 10 gO
up the nexi level, or hold him back. If your character's Honor places him in
the Grtal Honor Bonus Window (See ChapIn S Table SA) category, he will
earn an additional S% to any experience point award given while he remains
in that window.

Experience point awards/penaltiC$: During the courn: of the game YOUt
GM m.IY award yOIl Wilh eXll"J EPs for outslanding behavior/achicvenlentS
above ana beyond lhose earned normally. Likewise he may slap you wilh an
EP p<'llalty bad role·p[aying, di5fuplivc behavior. ele. Such awards/penalties
on aITeet your rate of advancemenl 10 rhe nen level.

Step-by-Step Advancement Procedure
Immediarely inform your GM once you've broken the EP barrier 10 lhe lltXI

level. At lhe end of Ihe game liCSSion the twO of you will proceed through the
"e,es~ary steps 10 pr"pare your characler for advancemenl.

Step I :Verification and GM Rating
GM verifies the character has lhe required number of Ells to advance and

rales YOUt character a<;cording 10 hili Honor and odler factors.

Step 2: Schooling: Basic block of instruction (BBI)
Now your ehar:t'rcr mUSI aucnd schooling, cidter in a formal school or

under lhc tutelage of a tlualified menlor or tea,her, and GOmplele the BBI
(b:l.5ic block of insrmction) for the level hes advancing roo lifll is an abstract
colleclion of leachings and prQl;edul"e$ whi,h your char:t,rer needs to apply his
knowledge and experience and rise in level. 1I's wha! gives him any new abil­
itiC.l!powen associated wilh his new level.

The racing number you werc assigned by your GM in Slep I indicates Ihe
number uf weeks it will take for your ,haracter to wrnplete his BBI. Eadl
week of RBI studies com him 1,500 gold pieces (payable in advance) in fe~.

Adv;mc"mcnt does flOI lake pb'e until the chal"d'ln has wmpleleU his train­
ing. Completing BBI is the qualifier for advancement in levels. Other Ihan
any abililies/powers associatcd with die new levd IIlere arc no olher awards or
benefir.s in 'ompleling lraining.

Step 3: Advanced Training
During your BBl, you have an opportunity to learn new skills or improve

tho.se you already have. This is handled in two different ways:

The Big Pay Off: Going up in Experience Levels
Evenlually, when you gain enough experience poimli, you come 10 a jun'­

fure where your chara'rer is eligible 10 risc 10 lhe nellt level. Your eM will
-assisl you when lhis moment arriv~, but lhere are 'enain fhings you should
be aware of so you don'l unimcnlionally gel lihorled.

A. Concurrent Training

During your BB[, you may sign up for up to one (I) addilional Skill courn:.
You musl pay lhe fees listed in Appendix F prior 10 laking the dass. AI the
end of your UBI you mUSI roll to see if you p35SCd the course, using your %
Chance to Learn for your Intelligence and adding in the Course Difficulty
Modifier. If yuu succeed you may roll the Skill Mastery Oil' listed for fhar
skill, along wirh your Honor Die. and add Ihe IOlal 10 your ",rrent Skill

12.



Chapter 11- Elitperience
Mastery for that ~kilJ (or to the relevant abilities for thar skill if this is a NEW
skill you've jusl Ie.rnecl).

If you f:1il the COllfoSC lIu.' fees are 1051. no new skillsliml,roveillent take5
pbee and you lose a poilU of Honor..

B. Prolonged Training

Afier your BHI is ,0mplet~1 you may ,hoo.~ 10 .nay at '\(:hool and mnrin­
u.. your srucliej;. For ..ach week you sray in s<:;hool yOll Cln :lll ..mpt to

learn/improve twO skills. You musr pay 1.500 gold piece.~ per we.,\( plus any
course fus. Ar th....nd of ..ach week you musr roll 10 su if you passed rhe
course (See SICP A above).

There: is no limit 10 how long a char:tclcr can stay ill school so
long;lS he has thl." JItoru:y to pay lor his clasSt:s. however. fur cal'll
week beyond Ihe BBlthech:Lr:lcrer lo~s one (I) point of Honor.
Alier all. yuu're an advellLure:r by the !\awd~.

nor a oockpack-roting full-time studcnr al
Urballa-Cltalltpaigtl!

Step 4: Increasing Hit Points
Afler you rornplcle your tl~illillg, and advance to

rhe nexl level. you roll rhe hi! die indicated on lhe
progr~ion table for your char:tClds class and add
the result to your rornl hit poinlS. This is YOllr 'new'
tnaxillluin hitpoillt Ir:vd.

Step 5: Improving Fractional Ability
Scores

You may now roll ynur HnnM Die aod rhe
appropriate polyhedron based on your dan for
I:ach of your fra(:lionftl fthiliry scor..s and mid Ih..
resul! ro the former numuer. If a fracliOll31 score is
push..d ahm·.. 100 you should rais.. Ihal abiliry
scun: by I and record the balallce of the: fraetiull:l.l
.'\(:ore. I;or exampi.. if YOll hi.d :I I2IM7 D..xlcrilY
and rolled a twenty on your Honor Die your new
D..xt .. riry would h.. 13/07.

Onc.. yOll an: fini_~h~1 rollin~ Ihej;.. fra<:;lional nhil­
i[y ~con:s, check the T:l.ub in Ch:l.pH:r I to SIX if :l.ny
nf four ahility modifil:r~ hftv.. changed and mak.. Ih..

necessary chnnges on your characrer shce!.

Step 6: Improve Your Saving Throws
(see Chapter 12)

Your Saving Throw llUlllUl·rS change (lor tilt' bet­
tcr) as your CharaCler SIlC!l up in level, so ch~k the
appropriate Table for your dl\l;s ill ClJapu.-r 12. and
nl<lrk any changes on your char:tcter shecr for euy
rcferl'nCI: dUling combat. (When you'lI Iln'<l it!)

Step 7: Choose New Proficiencies
(Chapter 7)

f\<, SIlr" to check Tabl.. 7A in Charrer 7 10 ."".. if
you hav....arnl-d any new Proficiencies, :l.ud record
any new information on your ,har:t<:;r.. r sh....!.

Step 8: Record New Abilities/Powers
(Chapter 3)

Refer 10 ChapTer 3 to sec if yOll have gained any
new spells, skills. abiliriC$ or p<:Jwcrs from your
increue in b ..eL R"ord any ncw abilities/powe!> for
your new level thai arc spedfic to your Clnss on your
CharaCTer shcel.
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Table IIA:
Stat Perc:entlle Ole Roll by Class

Fighter Magie User Cleric TItief
d20 d4 dl2 d8
d4 d20 d6 dlO
<16 dl1 <110 d4

dlO dB "'" d10
dl2 dlO dlO d6
de ~ d8 dl2

~ "'" ~ "'"



Combat: The Art of Hack
Armnr Cla-ss (AC) is the prllte<tive ratiog of.l rype of"rmoror niltuml pro­

tection of a creature. III )'Jnlt' circumsmnce$, AC is modified by Ihe iltllOUnl
of prolL"ctiou gained or lOSt b,:C'~usc.' of lire character'~ sitt13tion. For in~tanc ...,
crouching hcllind a bouJJ...r while a barrage of tIlis~ilc fire i~ LOllIing illlplo"l":l
a dtaracter's Armur Clas£, while being auacked frum hchilld by wme coward­
ly thief wurscns his AC.

Armor rmvides [)mtcction by reducing the chance that a ch:lr.lCt..r i~

artacked sltccc:s.sfitily (and Sllffe~ damage). Armor also absorbs 'orne dan1:tge.
A Ilghu."r in fuJI piau: mail may ue a slow-moving latget, but [.lCnctraring his
;trmor 10 cau£<.'" allY d1unagc i, no sm;tll task.

Armor Classsmrrs at 10, the worst (a guy in hisskivvie.-;). and COUntS down.
as low as -10 and even l><:yond. Shields also improve the AC of:l characrer
(see shields in Chailler '): Good and Services).

Ahilitil'S and situations an 3150 affea a ehar-Jcler's Arrnur Class. High
DexlerilY gives 3 ll/ltIuS to I\rmur Class. Ii" examplt. But even a char:acter
wilh a DcxlerilY ll/lliuS C:ln have Ihis bonus nel,':I.tl-d if he is all'2cked from {he
rear or is asleep.

Critical I-lit is a hit which lands in such 11 way;lS 10 c;tUSl'a parricul.trly nasty
wuund. Pnhap£ llie thru~t of a swurd liltd~ a gap in tire upl'0ltetl\'s armur, or
lll3ybe that hluw with your mal'/: deflected uff yuur opponent's sliidd only lU
strike him £quare in the fal·e. Yuur GM has spLocial matrit'los thai will de\er­
mine how much damag<' a critical lIit docs and exactly the Iype of d:lJllaJ.\l· is
rendered. Damage lypt.'S include: Incal'acit:l.ling (1'3inful) Wounds, Fraclures,
Blel'ding Wuunds. lncidl'nral Dantage, Scar Damag'-, Bruise/Conrusion
Damage. Gnawing Damagc. !'rofuse Bleeding Damage. Disfigurement
Dalllage. Vilal Organ Damage, Arterial Bk-cding, Solding Damage. e!C.

Damage is what happens to a chamcter, ohject (like" door or .dtield) or
:lrtllor (ahsorption) when successfully ,umcke<l hy an npp"'neot. I);lmage c.1n
also occur as the result of poison, l'ir(', falling, ,tcid or anYlhing d:;c Ihe Indy
tll'\'iutn GM C:lll CUIllL' up with. Dalllage from mo£t auadl~ i~ mL'ilSUl'l-d ill hit
pouillls. E:tt;h time a char-Jcter is hit, he suffers I'Qims of damage, [I eoold he
a. linle:lS J pouim lU:IS man)' II 100 or more. These Il>Oillls arc sulllrdcll-d
from the charJl·ler'~ eurrelll hi\ poim lmai. When Ihis reaches 0, Ihe char-.1C­
ler is dying.

Initiative determines the order in which ehings happell in a combat tOUlld.
Likeso litany things in the world, initiativc is dl't:L'tmin\'ll by a combinatiOn of
ability. siw,ttion and chance.

At thc sr1lr! of e:teh round o( bailie each ch:lraeter makes an inimrive roll.
This roll can :lnd will be modified by th(' abilities of ehc combatants and by
tht situatioll. The lH:!rson with lilt! It>wtr modified dit! roJiaels first.

Mell'/: is a faney Frem;!J word for hand-In-hand baule. Here ruu will earn
glory and honor or lasle defcJI and humiliadnn al Ihe hands of Ihe Cf,,'l.

Mis-~i1e mml>at OCCllrs aoy time;'l weapon i.~ Shill, r1l1own. hurlerl. kicked or
otherwise: proJK'lIed. Missile and mck-t" comb.1t have Ihe same basic niles. hut
ther!" are special sirumion$ and modifiers th:ll apply (,nl)" to missile cOIllI'l;lt.

Saving Throws or "saves· are IllC3Surts of a character's rcsist.ltlcc to special
types of3.ttacks- poisons, magic and attacks that afftct Iht wholt body or mind
of Ihe character. The .1bililY to make ~uceessful saving throws impro\·t.':$.IS Ihe
character increases ill le,'el. High I\bility Score!! can also help )'OtJ make &1Vl'S.

Surprise l,m happen allY time charJeters meet another );ruup une~pL'Cll.Jly

(monster.>, evil kni);lus, pe;ll;,UIIS, w<.Jding /o:uens, etc.), SurpriS/.· i~ ~irnply

whal happens when nne side - a person or pafly - is lakcn UI\a .....':Ires. unable
\() reael until the)' gather their wils. Their opponentS. if 1I0t surpri.'iCd. are
allowed a botHlS mund of aaion whilc rhe surprised characters recover. Jr',
enlirely possible for bolh sides in a givcn silUm!on to be surprised!
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To Hack or Not to Hack

Now W~ (om~ [0 tile h~rr of l-!:lCkM:\sler ~ C.omh:u. In f.1(1, Ihe very
IInmt of the game, IbckM:l$ter li(("mlly means, "M:\5[l"r of Combat" , -nu:re's
no skirting thaI fac1. The an of hack is importHnt and every playl'r should
kllOw the rull'S for handling cumlJ:lt imiul.' and OUI. To nut do 50 is :l.kin lU

inviting Villers (bmll players :1.11(1 NPCs) 10 lake advantage of )'OU. uck of
klluwk-dge 00 this subjet! is seen :L'i :t wcakoC$ and in HaekM3srcr every
weakne.'iS is cxploif<:d. h is slrongly recommended Ihnt )'011 earmark this sec·
rion and refcr (0 it ofren.

The world of HackM:I5u:r is fr:lUglll wilh J:l.llger and unknown perils. As
such, your ,har:lclcr, no mallcr whal his pmfcssion may he. is going III find
himsdff:u;c ro bee wilh all mallner of vitioU$ be3srs. creepy vermin. annoying
beggars and bloodrhirsf)' killers of all shapc.~ aod Silts. The HackMasrer game
is an advemure game dC!igned ro give pbyers a feding ofCJ;citement and peril.
Characters br:IYl' d,e unknown ~ril.~ of(bilk dungl'Olis anti menacinG wild.. r­
n..s..~. E"en when your ch'lnteter retllrn.~ home for I"I:St in ~C"IIne ~dy di"e,
there'~ likely (0 he ~Ollle thug trying to take y,)ur loot.

Now don'! ger me wrong. Comhm isn'! the mOSt imporrant thing in
HackMasrer - winning combat is. /u important as figlHing is 10

l-IackM:lSler, howcv('r, some pbycrs and GMs still don't ~lie.v", that it's the
b('oall and end-all of play.

FrJnkly. that'£ ~uIllL-what true. I know that's a ~huck lU ~uml' of yuu, but
you'll he all right, rcally. Combat is simply Oil':: way for charJcters 10 d.::al with
situations and conflicts. True, the most important. exciting and gener.ally most
effeclive way of dealing with siruations is through rhe force-of-arms hilt rhere
arc Other. leu effective, wa)'$ ro deal with situations (though il's nat bY:lcci­
dem that these merhods do nor have whole chapters devoted to them ...).

If charJeteN cou[J du nothing but fight, the game wuuld l.JuiLkly resl·mbl<·
a vidl"O game: every eneoutner wuuld hc the same. YOli sec a b,1rkeep in one
of rhose rypes ofgames. you know he's an enemy, becausc there is nothing dse.
You fight him. Now there's nothing wrong with that. In fact, this writer
heartily recommends such wanton hacking. However, you will soon discover
that bragging among your fdlow players aoout your taUSt comb,u exploit :u
tl,e expetl.~ of the GM, while endl",,,sly fun, is not nearlY:ls fun is hr:tggillg to
the (;M's precious little NIlCs ~lb"'tH wlml ,t hack-gllwd your chprnct('f is.
Why is Ihis so fun? lkc:1u.se the GM, the guy behind the screen thiu's OUi to

get you, is foreed to role-play the wonhll:ss slug you're jawiu' l1t CV('1l while lIe'£
slill smarring frotll that whUI)pin' you stuacked down Oil his l'llrefuUy dl'vi£~-d

monster etlCUUllll'r that's the subject uf said brdgging. Aml even mor.. fun
than boasting is 13uming and insulting NPC'.s. Particularly the m()\uhy nnes.
And tOUI me. there'll be mouthy ones a plcnry. Then. when you back it lip
by wuss.sbpping silly one of the GM's sassy NPCs in front of a crowd of
onlookers, you'll he on cloud nine.

So, tx.-cause there is mOle 10 Ihe g:une than fighting, namely UcsliuK the
GM'~ NPCs in banlcs of wils and lauming. we'lI need 1/1 cover much more
lhan simple hack-and-slash comhat in this chapter. In addition ro explaining
the basic mechanics of smashing and chopping foes imo tiny pieces. there are
rules here for sn13cking people :lround b:lre-fisted, shootiog thtm with projec­
tiles, burning them wilh oil, IUrning undead, plus special way.~ 10 aBack :lnd
defend, shool things and more. Sounds good do","o't it~

l-h:rc arc some t...nm we u~e throughout the combat rules. This will gel you
Stanl'll w the chapter text will hc "';ll;ier to read and more det.ils are providl'll
tluuughout thi~ chapler.
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Table 12A:
To-hit Modifiers

Table 12B:
Weapon Type Vi, Armor Type To-hit Modifiers

-rf 'he d"""'d.... l. 'mlck~ durinl me COUfW of I normal melee. the atuck ~utomltically

luIS artd ClU.M "omul d",~_ If no ",10.,.. f1~<i"l il COlnl on (I e.. III otIleo hive been
sIiI," or drM!fl off}.ll1e delender un btl ;I."n ..,lOt,uticarly This is. Kood tilcolc 11)1" '1"'11.
c.ultrl i1nd lordlburers.

Cru$hlng.,
o.,.,
o
o
o
o
o
o
o
o.,
o

AWick Roll
Mod'~cr­

-I
~.,

Au,o""..,c'

Punccurinl
o.,
o
o
·1
.J.,.,.,
o.,.,
·1.,

.,.,.,.,
+2. aIId OeIeo>der ""'l' not ........hleld 1)1" 0....

Defender may no, u.e .hield
Pet.nder ma~ 001 ul. ,n,ald or OeK.

Hlckrnl.,.,.,.,.,
~

o
o
o
.J.,
o
o.,

Arumr Type
IliIllded mall
5r\tiI1ldlfHl
Chain mall
Br...",,, PI:"" null
Field Pl.u"
F<lll PliIle
Leather iItmOr

H....
l'i!dded armor
I'I>t" "",it
Ring mall
Sale mao!
StoI,'1t ma,1
Swdded le:Id!er

Situation
Atu.dcer- on hl:a!'er- I""'nd tmn <lefender
0eftHld6 Irw..rblll
Defender off~lllnc •. WloC~mbered. held by Oflfl Iq
Oefender sleepon2. hl4d. par:tty1.d or loull)' IIIlmob,1e
Oefi!lIder Jtunlltd. prone••lowed.
held by bam lell. or p.mlilly boulld
Defender .urpmcd
Mk,<lIe flre,~ ""It"
Mos.ile fl.... medium r:t"lle
Relra"",",
flank attack
Relr flank acudr.

Puncl'Uring weapons (spears. pike;, arrows, j.wdins, elC,) rei)' on the pent"­
!raring power of a sinr.le sharp point .md thrUM ur I'rupulsiun (in IIle ca$C of
missilc weapons).

Cru~hil[g wcapon~ (ma,,'5, hammel'S, clubs and flails) depend almost emrrt­
Iy on dl~ impacL C".Iu~etl by momClllum. weighl and Strenglh,

1\ few weJp0n.~. paniclliarly SOOl!' of rhe more cxodc pOIl'"drmS, fall ilUO
l110re Ihao on" of rllesl' rurl'gories. It simple kitchcn knife qn be osetl as a
hacking wt'llpon Of a puncturing wC'.Ipon. nle \'ef'S'Jtility of thcse weapons
provides thc user wilh a combat adva11lage, in Ihat lhl' modc mllSr fuvorable fa
Ihe a([~ckel call Ix: lJ)l:d, dep<:nding upon the situation.

Armor ty~, in lUrn, hal''' difTerenl qualiries. Fitld plare is morl' dft'Ctive,
overall, rhan lither armms h)' virtue of rhe amOllnt and thicktlt'SS ofdl~ metal,
bUl il still has spt:eific wc~knC$SQ againsl cCHain dasso of weapon~.

Table 12B lim lhe weapon type vs. armor Iype mooifien dpplied III dIe
anacker's die mil. To use lMs rabie, fhe aelUal armor rype of Ihe lJrgl"l m'l5I
be: kl10wn in addition 10 lhe largds Armor Class. The bonuS<'$ of rn.ll;ical
armor do nOl change Ihe rype of armor, onl), the rUI.lI Armor Cb.~~. "hi~ sy.­
tern is used only whcn attacking crealOres in armor. The rmwlillets arc 1101

used when aflacking creatures wilh a naruml Arml'lr OaS$.
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AllJckin~wirh ~"rrrio;c gi,·C$ honu~,~ to the allack IOU (~,'t: Taulc IZA). A
surpris.t<J chal'1lCwr also has a tk'Crc~t1 dlancc of rolling a .~ucccssf\ll .~al'rng

lhrow. if nm: is n~ed. Surprise is determined by J dil" roll and is normally
checked Jt the I>q;inning of 'Ill ~nmllnl"r, Surprise is very unprOOiClJule. So
rher" ar" I't"ry f"w modili('rs to Ill" roll.

At the he;lrl of the H3ckM.1!>IU comh.11 ~y~r~m stands rhe ~II-irnponant

Jllack roll. ~Iso known as the "to-Ilit" roll. This i~ thc Jic roJllhat Jctcrmin,'5
whclher an dltadl ~UCCI"CI.b or fails. t\nack rolls 3re used for altJeks with
sWQrm, crossbows. rocks. r.mbrd5 and olhcr wt"dl>or~. 35 wrll .l~ .~uchr

punchcs, tackling. grom kicks and orh". hand-((>-h:mil mracks. Making 'Ill
allack roll is simple: illsl roll a d20, add all rekv3111 oonus('5 and )'our GM will
look up your 10lal on lhe lO-hit tabb. cross-index ir againsl your opponenl's
Armor Clm and tell you if you hl!.

While the GMs guide is Icchnit:;llly off-limin to all players. I carmor ree­
ommend more strongly lhal you buy J copy and GM onc lime for your lillIe
brother, ncphew. mom l'Ir .~nrndH)(I)' (Ihus making ),ou :1 GM ~t least tcm­
pomrily). This will gi,·t you ~ecess 10 tilt' to-hit tablL'S. Mcmorize lhem. Then
whcn you pl:t)' you (".111 verify whclher the eM i.~ chealing. Ofcoursc you will
also need 10 memorr7.c all of lhc monstcr's ArmM Cb.~ in Ih" J Iacklnpcrlia
oflk~l~ as .....ell, bur any pb)"':r wnrch hi_~ ~all h:lsalrl"lld)' thOtlght oflltal. You
mUSI knnw )'Ollrenemy 1(1 dtfeM your eIH;ll1y. And, ofcoune, lhe GM kllow~

all of your ~lat~ and wcakJle~~'!i. Do you think for a $CCond be docsn'l IISC lhal
knowledge illegally against you? You bel your SWCCt par(>Qli~ he dOl'5! Ag.1in,
you technically need to he a eM 10 h:",c ilcce«s III 11"'51; 000115,

The Attack Rolf

Atta.ck Roll Modifiers

In combat, lIlany factors Gill mnllify lhe Humber a charaCltr nl'l:d~ for a
succc:Mful hi!. These variables arc rcflcClcd ill motlifien 1O the :tuack roll or
opponent's AC.

SIrCngtll Modiflcrs: A char-dc[(,,'s Strcll.!:t1r ('":I.n modify the die roll, ahering
bolh thc ,bnre 1O hit and thl." damage causc:<!. This modificr is alwa)'s applied
to mdt'(: Jtr:lcb and hurled missile wcapon aH'3cks (an axe or shot r.ho;s).

A po~itivt Strength 1ll0Jifil.'r (..m be: :tpplied to bows if Ihe char-ICIer has
a sIX"Cial lmw made for hrm, one: de~ignccl In rakc adv.lnlagl" of his high
Suength. CharaCiers with Slrcll{'.th I'endlde~ dlw:l)" .~u(fer lhem when
using a bow weapon. Lik.. J wimpy lillie cupid, rht,)' siml'l), art nOI able 10
dr.l ..... hack rhe bnwslrill{; far tnough. Ch:trdClcrs lIe"er have Strength mod­
ificrs when using lro~~bows - lhe power of rhe shot is imparrcd by ;\
machine. not lhe characrer.

Magical ilems: TIle m:tgiClI propcrric.s of a weapon c.1n also modify com­
hat. Irems thaI imparl a bonus to rh.. alldck roll or Armor C1a~~ arc idenrifitd
by J plw; sign. l·or «>:ample. a sword ~4 imp'ovcs a d1JraClcr'~ lU hil roll (aud
llamag.. roll) by four. A SUil of chainUlail .1 improve~ thc Armur CI:l5S Ill' the
dlaraetcr by one (whidl means rou subtrac1 one from lhe charnCier's AC,
changing an AC of S 10:ln AC of 4, for eXJ.mpl~), C.m""d it~lIl~ ha,·" a nqp"
til'e modill"r (a penalty), rCSllhing in a ~ublraclion from the ~lIack wI] or:tll
additi<)n 10 MmOl Chi».

There IS no Iimll to Ihe nomb..r of modifiers lh:u can he al"l'licd ro a single
dit roll. Nor i.\ there a Ii mil 10 rhc posilive or !leg,nlvc nomber (Ihe lOla! of
1I1111lodifier~) that "11.11 be applil.J 10 a Jie roll.

·lill>l(,' I 2A lisr~ somc Slllndard cOUlual motlificD. Po~itive numbers al"(:
bonU~I'!i" for Ihe allacker, nq,'lItivc numbe:n:lre pcn:lhies.

Weapon Type V5, Armor Type Modifiers

Not all "capons WCI"(: furged ~qu:tlly. Aside from lhe differenccs rn sr7.1:',
weight. Icnglh and sh;lpc, cercain rypes of weal)(}m al"(: more w.eflll ag."1in\1
.$(Imt Irp~ uf armor lhan Olhers. Indl'C(l. Iht different armOrs and weapom
.11' the IlackMa~rer world Wtre Cll-~te<1 1O d,feal one another. Every ntwly
invenu..J wcapon k"tl 1O the ue"cloprnel1l of a new type (If armor dcsigned to
coumer it. 'Iltisled 10 new wcapons of dCSlrucllon, which led to new armor.
and $0 on.

In t11~ HackMasler g.1mc. Wc.1pons f.111 into .severnl eafegories basL'li on how
lhl:)' arc used. Thc bJsic cllt~gories are hacking, puncturing and c:rushing.

Hackint-; weapons inclode mOSI swords and axcs. D;lmage is c:l.u.u:d by Ihe
combination of weight, muscle and a good sharp edg...

Impossibly Easy or Hard To-Hit Numbers

Somctimes' you. the m;lcke:r. will find youndf with an impossible 10-1111 roll
neetled. Ma)'be rllu'rc playing a thief who's blind and critically hit, atr3ckillg
Wilh a CIIrsOO sword in his offhand and rhe defel1dtr's AC i.~ -4. Never fl;:lr.
if you roll a namral 20 on Ihe ~rlJck roll, yoo hil! Lik~i5<', a nJILlral I is
alway:'i a miss.

Combat and Encounters
Encounrers :lft lh~ Ilcarl, lungs and brain of the HarkMaslct J;ame. Sin,l'

"ncounrcrs wirh monsrctS ,mIl NPCs typi(".Il1y lead to comb:l.l or a 1()S$ uf
Iionor Ily ont side or lhe OllWf, kllowledJ;e of thl' m,"Chanil~ ofcombat is cri!­
iell for evcryolle. TI1l'l'e arc l'l'I'crdl (HCWes (or lite GM II) considl'r in any
CCl1(OlllHcr, lttOSl of whith arise from the l:irculllsl:I.nccs of the enconnler. Is
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anynne surpri.~t:d? How far apan :I.fe the 0llponents? How many of lhem arc
Ihere? Answers ro Ihese queSTions aTe found in lhe Eneoulller SCl'lioll of ih.,
GMG and au for the GM's eyes only. These arc qu~rions eOlllrnon m all
"nCOUlller:>, whelher comoo.l occurs or nOlo

The Combat Round

When an encounu:r escal:lles inlO a combatsilualion, the lillll' ~l";lll' of the
game lluromalically goa ro rounds (a150 called melee rounds or combal
rounds). A round is approxinl3lcly six seconds long and is furrher hroken
inlO 10 ,~egm"nl.,. S"gJ1l,,-nr~.lre imponaJlt during iniliative. Ten combal
rounds equal a lurn (or, pm ;lnorh"r way, a lUrn equals .1 minute of gallic
lime). This is panicubrly irnpOtfanl to rememher f<lt .~pdls rhat lJ.~1 for
tum~, r.uher than rounds.

What You Can Do in One Round

A chanll;ler can acC()mrli~h only one hasic aclion in a melee round, be il
atl3cking, C1l5ling a spdl, drinking a pminn. rending ro a (;,lIen comr.ule or
l'ulling lJOuches from a lifc!l.'SS viclim. -1l1e ba.ie aelirm, however, ""'y invnh'''­
scvernllcsscr action~.

When makinG an auack. :1 ChaT:ICter is likcly to close with his opponent.
circle for an openi0l:' feinr here, jah thne, hlnck:1 rhrust, duck :!n(l perhaps
finally makl' a tl'lIing blow. A 'pellcas,er Illay fllmblc fm his ec""r"n"-l1l~,

du<l.!'ll' an allacker, ,"e"tally review rhe slcl's (of lhe spr.ll. inlone rhe spdl
~lld then mO"e to ~afety wlrell it is all donc. All of rhcse lhings happcn in
a ~ix ~l'Cond round.

Some cxampb of lhe aClinll.~ a character on accomplish during a round
include thl' following:

Make JrI allack (make afl.lck rolls up 10 rhe n13XimUlll number
allowed for the charaeler c!;u;s at a given level)

Cast (lne spell (if dIe l"'.i!itin~ time i~ I0 ~l'gJ11elltS or less)

Drink a pOlion

Light a torch

Usc K l11a~ical itl'lI1

Mm'e 10 rhe limit of his movement rale

Aucmpl {O open a stuck or seCTC:I door

Bind a chanlCter's wOllnd.

Rifle lhrough Ihe pouches on a shin enemy

Pick yOllr ally's pocket while he'~ busy with a foc

Hammer in a spike

Table t2C:
Standi.rd Modifiers to Initii.tive

Spe<iroc Siwalion Modifier
Hilled _(0
Slowed +10
On hlJheqround -I
Set to rec:_ • durge -3
Wad,n, or llippery 100Uni ~}

Wtdlo, 10 deep Wlter ~6

foclolcn envIrlInmoml* ~8

Hln~ (til"lled. cllmbl,,&- Iodd) ~S

w..'d",(~CIup~ I~) +1
Alack,,,! w,th weapon WcapO<1 spee<l
o ...w • wupon WUpO<1 IpHd + S
All or nlw...1weaponry -2
Broth weapon -I
~.d"l. """II Cutlng tlm"-
Innne """II ;tbIli,y Ca!.tlng tlme;u If spell
MJl:lcal items D..ung ume al " SjlGIl
SNrch for ,tam ~d4

For """-t'f 1110tll movemenlme tnYeled ~ I

*Thilapl'lIe" to siw:atlon.1n whl<h ,he (Ic...."',,, i,ln a complet"fy .lift",..", "n"ronm"",
(<wlmmlnt. und"-'W:I~ wl'ho'" the a,d of. Rlng of FreeAc'K>n, for elClmple).

1t.....1", below zero .r" posSIble. These ind":lt. Wt the chlIraacr tilkti acuon on legment
OOII.but lowest inotLltrie numw eou fmt (Le.. ·2 on 111" mod,f..,d roll be.llS I-I). Tiel
.... 'imulWleOU.. II. llugllh cha",cler ~lS I mod,fIed roll of over II +. lubU'llct 10
and thll Is the 5~nt he tlIkes action on me foIlowi", round,
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FRAIM

The Combat Sequence

G.>mbat follows a si"'I,le .hrl'C-scel' I'roc(.,,,

I. Thc GM announces thaI il is time 10 begin initialive. Eadl play­
er lhat walllS 10 caSI a ~pcll mu~t shorn "Spell!" :u lhi~ timl' or he
forfeirs the righl to OSI a spell unlil nexI round.

2. Each player :",<1 lhe GM roll.1 f'lr iniliadvr. Those I'bnning 10 usc
readircl rni.,"~i1" wealXlns need not roll initiative.

3. Aedon~ art: maJe in orJ"r of initiative.

These sleps arc: r"p,e.ll<:(llIrl1i1 rh" comb31 cnds--oni: sidc is defeared,
SIIrrend"r:>, or nllu aw.1Y.

Inltii.tive

The initialive roll dctcrmillcs who acts on what scgnWlll during" giv<:n
l"Omhal round. nli~ l";ln l.oc trideal. fur often he wh" hacks fiNI hach I.I'!'
Inilialive i~ nOl SCI, but chan~e~ from round 10 round (comhat !x-ing:1Il uncer­
lain lhill~ at l.oc~l). A d'antuer luscr knllws for cCHain if he will gel to aCI
beforc 'lllorlu:r. Each player mllS;1 1110 fnr hi~ incli"idllal inilialive, SUbtf:tClS
his Dexlcrity modifier. lhen appli~ 1.11 applicablc mooifiers from l:lblc 12C.
likewise, lh" CM mils inirialive for e.lch group of monslers.

Whcn osdng spells. rll<: spelb>ler roll~ a Jt! for iniliatin' (modifit...l b)'
[)cxu:rity) if he n"l-as to reuie,'c material eOl11ponenl~, olherwi:.e, he (lo<~ not
roll at :all. Thc .11'e11 aClivale~ on lhe ~cglllenl ...fil~ l";l~lillg !i,m' (regardless of
Dexrerity honun'S or penalties).

Initiative Modifiers

Siruational factors can affccr who has initiative. To rcllccl this, modrfiers arc
.ldded 10 (}f Sllblr:lcled t"ronl Ih.. inuialivc die roll.

Multiple Attuks, Missile Weapons and Initiative

Fighters wirh multipl" almch with lhr ~,m" weapnn mil twice for iniLi.uive,
alld re_roll ,i~ (Ihe \dm" weapnn cannnr slrikt: rwict: in one s.egmeclI).
MOIlSICh atlacking multiple limes usually follow a claw, daw, hile or silllibr
rouline. The GM{; cm'crs iniriarive for lhem. Here you need only know lhal
Ihc anacks :He srr"",1 lhroughoUl lhe round. Try 10 kill monSlers like this
early so lh"y dOll" get their extra .Iltacks bller in lhc round.

IlJ
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Rearli«! lIIi~sile we:lpons ;Ulack on scglllCIlI 1 {no initiative roll is rt'quirl-dl.
Weapnns fireo:l rwice artack on sq;mcnt< 1 and 6. Those flr«! three tirno:$ go
on 1, 5 anrl9. Four rimes: 1, 4, 7 anrll0.

Spellcastlng and Inltla.tlve

ClISling limes for spel~ rephce mmallvc rolls. Spells requiring ma{(:rbJ
components ('".In Crt'3tc a delay for Jll' spelk:l!iler if Ihey an: nUl in a handy
location. ~dding J1 to lin: C"~tillg tirut:, Ifa spelll'aSler finishes dll: spelll>t:fore
scgnlCllt 5, he can hUrIl around on hi~ pl:rson for Ihl' next compollelllS he
nl"t.'ds for his SUI.lSl'qUl·lll SI'CII. When a ~pdl requires one round to C".lSl and
lhe componcrIls were handy, it tak<'S dli:ct at the enc.l of the currclll round,
after all Other actions arc cOlllpletl'<l.

Spells rhm require more rhan one round to (;1St continue to De illloned by
Ihe spc:llc:llrer Ihrough addirional rounds. If Ihe spdlc.1sting eh:l.r3eler is dis­
IUrbtd in any way dunng this lime. the spell is los!.

Attacking with Two Weapons

The chamclerchnosC$ not tn U.'>e" shield in favnr ofanother weapon, gmlll­
ing him a grealer numher nf atl.lcks, wid, a penalty to his atlack in mnSt C1l.'CS.

Wherl u~ing a ~l'Conc.l weapon in his off-hanc.l. a char:lcll:r is limiled in his
weapoll lhoice. His principal weapon l"lln l>t: wharever he chooses. provided
it cun Ix: widc.lec.l wilh one lund. The second weapon must be smaller in size
and wci.l\ht than lhe l·har.lCler·s main weapon (lhough a c.laggcr or a hand axc
(';In alway~ De uSI:d a~ a i><'Conc.l Wl."dpOn, even if lbe primary weapon is aIm a
dagger or hand :uc). A fighlcr call use a lOll/; sword allc.l a ~Ilorl sworn, 01 a
long <word and a dagger. but hc cannOI usc IWO long ~worc.ls, Nor can lhe
char':lClcr usc:, shield, unlCS5 it is kept ~lI~Pl'l.J unto hl~ Imlk.

When arm:klng, characrers suffer ~nalri1'S to their allack rolls. AU;lCks
madl." with Ihe main weapon suffcr a ·2 penalty, and attacks madc with the
sc:cond weapon suffcr a -4 penalry. The Char:lCfCr'S Reacrion Adjuslment
(b:lSl.J 011 hi~ Dexlerity, see Table IB) modifies .hi§ ptnalry. A low DcxlCriry
score will worsen lhe chardcler's chance to hi. wilh C'"dch auack. A high
Dexterity C"dll lIt'gate this particolar penalty, although il C:llInOi rt:§ult in a pos­
itivc modifier on the attack rolls for eilher weapon (i.e., lhe Reaclion
Adju)lmenr (:ln, at lKost, ral§e lhe allalk roll pcnahil'S to 0).
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Th" lise of tvm Wr:apOllS enahlc;<; the charaCler 10 make one addilion,ll allack
e:lch combar round. wirh d1l'second wl."dpon. Tlrt' chilracrN gains only one
additional attack elch roullc.l, reg,udll'ss of thl' rllllllun of allacks he may nor­
mally lo<: allowed. Tltu~, a lightcr aule to allack 3/2 (once in IIll' first rounc.l
anc.l lwice in til<: second) C'dn mack 5/2 (TWice in lhl." firsl rounc.l :Lnd thrl-C
tillll'S irr lhe sc:cond).

Movement in Combat

In a combar round, a IK-ing C<1I1 move up to 10 times itS mowrnl'm rating
(see Chapll'f 16: limo;,> anc.l Moveml'nt) in fl"t:1. TIIUS, if a cha.dcter has a
movement r-dling of9, he can movc up 10 90 feel in a rounc.l. Huwcver, the
tYlx'S of nlO'·l'S a chardcler l'an make c.luring comu,1t arc sornewh:1.l limilcd.

Movement in Melee

The hi,-~ic mOVe i_~ to gl."t dmer for COmhal~i, ... , move dose enough to an
Clll."llly 10 allack. This is neil her a blind rush nor a casual Stroll. [rISlt·.It1, till'
charaCier apprnachCli quickly bUI wilh (lIudon. Wltt'n closing lor combat, a
cha'llC.er em move up to hall" his alIowec.l c.li,tance ~nd still make a melce
aw.ck. Moving ill this fashion adc.l~ a .5 modilier to hl~ initiali.·c result - if
Iltl' rt'Sult eXClocds 10, he will aLl3ck nCXl rounc.lu I'cr USIJ~1.

Movement and Missile Combat

Ralher rhan slug ir Our r"e~!(H()(; with an opponenl, a cha..ac.... r Cln tllUVC
up 10 one·h~lfhis normal movemenl mle ~nd eng.1ge in missile flrc ar h~lfhis

1I0n»,,1 mte of fire. Thu~. a m;ln C<lpllble of moving 120 feet lind afll1l'd widl
a I"ng how (TWO shols per round, under norma! circurn~lancl'S) could move 60
fl'l.'"t and Still f]rt' OItC shol. The ~hot occut~ on the lawst ~egll1o;,>l1l, in Ilti~ l"J.Sl."

segment 6 (!il.:e Multiple Atradts, Minik' Wc.-dIXln§ and Inilialive. aoove). The
same 1I1~1l, :muec.l willt a heavy cro~show (one shill evcry Olher round) woulc.l
l>t: aule to ~huol only om:e evcry four rounds whilc on rhe move.

Charging an Opponent

A characlcr (lin also charge a foe. A charge inntasl:s tlrc chardcler'~ move­
rntl1l rate by 50% :lnd enableS th... dlard(ll"r to make an allack at the end of
his movement. A charging chardclcr also gains a .2oonus to his allack roll.
mainly Irottr rriomelllmn. CerUlin WC,lPOll~ (such as a hncc) infliCi c.louMl" the
rolk-d damage in a charge.',

How"ver, chdrsins bive~ lhe 0pfl'Onen"~.several advantages, Firs!, rhey gain
.1 .J bnnus to rheir iniriarive rnll~. Second, chargillg characlcrs gain no
[)cxlerilY honuses ro Armor C1a.<S and lhey ~uffer an AC p·enahy of 1. rinaJ1y,
if rh" c.lefcnder is using a prmcnrring wl~'pon with (C1lch longel th:trl the
allacker;' wCflp\)n and sel~ il against thc charge (b•.tCing the UUlt agaiu§t a
~l{lne (II his fOOl or firmly holding till' Madc lorwarc.l with both hands). he
innicl~ douulc c.lama!;e un a succes~ful hil.

Retreat
To get OUi of a comb~t, ,hanclers can make a Clrt'ful Wilhdr-dwal or thc tnre

coVf.lrds (;In simply !le.::, NOll' thaI this rype ofaction will have:t neg,lIive effecl
on your Honor, unll'.<ts you l"l':lurn 10 elimina.e theopponem later, in which case
Ihis manu"ver i.~ r<:cbssifieo:l as ~l"l':lrogmdc Illovemcm" and no! fleeing!

WithdrawinK: When making a wilhdrawal. a characler ~,efully backs away
fwm his 0Pllonelll (who can choose 10 follow and conlinue to hack). The
uacking charaCicr moves up 10 1/3 his normal mOI'cmenr rare.

rfrwo clJamClers are fightiug a single 0ppol1crn anc.l one of lhem c.I<'Cic.ll'S to

withc.lraw, tht remaining cllar':lcter l'lll1 ulock thl' ac.lvance of Ihe opponent.
This is a u~<.ful mcthod for geuil1K a scrioU!ily injured ally OUI of:t bartlc.

rlec'ing: To nct from comhat, a )'c!low, cowafllly sissy-chamcll:r simply lrrms
lail and runs up 10 his fl1l1 mnvemellt r.lte. The nl."l'ing ch~mclcr drops his
d"fen~ and !Urns hi.~ bck tn his opponent.

The cnemy is allowed a frcc acrack (or multiple anacks if lhe crealure has
several :ttracks per round) ~l lhe rear of the neeing charaCter (no Dex bonus or
shield bontu). This waek is nude the inSlant Ihe charaeld flcei - i1 doe.sn'l
coum againsl lhe number of allJcks lhal opponel1l is allowed during Ihe
round, and inifiative IS irrelevant. The fleeing charact..r an l)l." pUl'$ucd. unless
~ companion blocks lhe advance of the ell"my.

Attacking Without Killing
There arc tlml'S whell a character wants to c.lefeat another l>t:iug wilhuut

killillg il. A COllll'alliol1 lItay have lx-cn dlHrllll-d illlo alla~king hi~ fricnds
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Table 120:
Armor Modifiers (or Wrestling

Armor Attacker's To-hit Modifier
Studded lum" -I
Chlln. rinl-Ind sale null -2
BilrwWl.lf>Illll,and pllli. maW ·5
Field pble armor ·8
Full piaU! :armor _10

(aml his friemls don't want to kill him at this timc). an cnemy llIay have infor­
m:l1ion rhe I'Cs can gel only by subduing him and lUnuring him brer. char­
aClel"li may simply sec the monetary valuc of bringing back a n:allive monstcr,
or characters may want to bre«!monSlers for an e.p. faml.

There are three rypes of non-lethal atmcks--punching, wrcslling and
overbearing. Puuching is basic uare-fisu:J fighting. Wrestling is the das.ic
combinarion of grappling, holds and Ihrows. Overbearing is simply trying
10 pull down an opponenl by she<:r llla.\S or weighr of numbers. pillning
him 10 the ground.

Punching and Wrestling

Punching exeurs when a eharaCler bludgeons others with his fists.
Sometimcs you jun need to have it knexk-down drag-out good old-f:uhioned
fist fight. There's JUSt nothing like the fceling of YOllr knuckles plowing into
someone's nose and hearing their bones and c:mihge snap, or watching the
hlood and leerh spray when you let !()()SC a good upperclJI 10 rhe mOlJlh. No
weajlQns are use<!, although wearing brass knuckles, an iron g.lllntlef or simi­
lar item om be effa:tive if yOu want to do more d:unage, uut I*csonally, 1 fed
it lC55Cns the enjoyment.

Wrc~,ling reqllirc~ oorh hands free. unencumbt:rcd hy shicld_~ and rhe like,
and it's for sissies, hut if you W.11ll fO do it. go 'lhC;ld. No one's SlOpping you.
JUSt try nOt ro rill your skin.

When punching nr wrc,~t1ing a normal anack mil is made. The normal
Armor Class ot' the target is used. If a character is anempting 10 wrestle in
~rmor, the modifiers on Tahle 120 al'e used. Normalmodillers 10 the allack
rull aro: also applied. Penalties fm ,*iug ho:1d or anl!<:king a lto:1d 0ppollellt
do nl){ apply IU wreMlo:rs. \'(Ire~t1i"g invnlvt:;1; a lot ofholrling and rwistiul;
AS it is, and the danlilge resOIUliofl syStem for punching and wrcstling lakes
this inlO ac,ouot.

If the attack roll is successflll, consult Table 12E to find lhe result of the
auack: Cross-intltx lhe dmmcter's modified auack roll Wilh tht proper attack
form. If. for o:xample, a character successfully punched with an 18, tho: re-ult
would Ix a t1Ibuit punch (ifhe rolled ao 18 on a mccessful wrestling attempl,
the result would be a kick). Punching and wrestling auacks can succt"Cd on
mack rolls of 1 or lw (extcption.~ to the general rule).

Puoch: In game terms, the typeofulow has little effe<t, uut using the names
adds spice ro the uanle and hell»" you visualiu.: combar beller.

Table 12E:
Punching and Wrestling Results

Att:lck Roll Punch DJmage "'0 Wrestle
". ..,...... ,

" Beor hue"

" Wild ,wing 0 I Arm twin

" RabbIt pundl I J Kkk
11 KIdritYpunch I 5 Trip

" Cl;.nc!ol blow I , Elbow ,mUh
IS J.b , 0 """ """I<

""""~
I 8 lq ...,

" """"
, • t .. ""

" KkIn-r punch I 5 Th_

" """"
, 10 Goo..

" Clineinl blow I , Elbow ,ma,h

• CombiNtion I " lqtxt"
8 UppercUt I • "9......
1 Comblf'lltlon ,

" Th_
O .b , 8 Googo
5 G Mini-=- I , Kkk

• RabbIt pundl , 5 """ """J """"
,

" Goo,o,
"""""'

, IS HeJdlock·, Wild 'wi<IIl 0 , le& twin
Lw. tN.n I Hll'malw ,

~ """...
"Hold an be malntllntil from roond to roond.lIrttll broken.

Chapter 12- Combat:The Art of Hack

Damagr:: Bare-handl·d attacks callSr: only I or 2 poinls of damage.
T'elll'1I1triOIl damage doxs nOI apply to punching or wrestling attacks. Metal
gaulltlel~, br~s~ knuckles, and the like cause ld6-lfldG-2IldG-3 poinrs of
dalllag~ for Slll;t1I, ml'lliufll and Illrg~ 0PI>onenlS n:~pl.'Ctivdy. U5ing tht'$(:
itclm during a brawl dO<.'S allow j.lC1lr:lrouion damage. A chat1lctl'r's Srrr:ngth
oonu~ or ]l<'llahy, if any, applies to punching allac~.

Punching damage is handled a lirTle differenrly rhan nnrmal damage. Only
25% of rhe damage c.1USed by a bare-handed mack is normal damage. The
remaining 75% is temporary. ror rhe sake of convenience, record punching
damage separarely from mher damage and c.1JcUiare the pereenrage splir ar the
end of aU combat.

If a character reaches 0 hir P'"inrs due to punching arracks (or any comhi­
nation or punching and normal anack.<). he immediarely falls unconscious.

A char~cter can volumarily pull his punch, nor causing aoy hit point dam­
age, provided he says so before rhe damage is applied to his enemy. There is
still a chance of a knexkOUI.

% K.O.: Alrhnugh a punch docs very little damage, there is a chanet: of
knocking an opponent out. This chance i.~ 1i.~led on the table as "% K.O." If
rhi.~ number or Iw is rolled on perccntiledice, fhe victim is stunned for IdlO
round_~.

Wrcstle: This liStS the actioo or rype of grip the character managl'llto get.
A hold is brokco by a throw. a gouge. rhe l\SSistaocc or another person.or rhe
,uccasful me of a weapon. (penaltics TIl the attack roll apply TIl weapon
aw.clu by a char~cter who is in a !luld.)

All wresfling movcs inflict I point of damage pill! Snength bonus (ir the
aHacker dcsild) or penalty. while conrinued holds C:tnsc cumuladn:ly I more
fXlim of damage for each round they arc held. A headlock held for .fix round.~

would inflict 21 fXlints of damage total (I +2.3+4+5+6).

Overbearing

Su,"':ti",es the moSt cffective attack is simply 10 Ilull an opponent downuy
sheer Ilumbcrs. No anempt is Inade III g:.in a particular llUld or c\'en til hann
the victim. '111e only concern is til pin and rcstt1lin him.

To overbear an opponent, a normal attack roll is made. For every lel'el
of sile difference (I if a Large attacker takes on a Medium defender, for
example), rhe arrack roll is modified by 4 (+4 ifrhe attacker is larger. -4 if
the defender is larger).

The defender also gains a bellcflt if il has mort than twO legs: a -2 penalty
ro Ihe Illf.1ckcr's roll for every leg beyond rwo. There is no penalry ro the
defender if it h:L~ no legs. A lone Orc attempring ro pull down a horse ;lnd
rider would h;lve ar lea.~I;I -8 JlCnalry applied to fhe anack roll (-4 for siu: and
-4 for fhe horse's four legs).

If the allack 5UCCCedS, the opponent is pulled down. ,A character can be
pinned iffunher JUceessful ovr:rbcaring allacks arc rolled each round. For pin­
ning purposes, do nor Ulie rhe prone modificr to cotubat (from Table 12A).

If multiple atrackers afe all atremptirlg fIl pull down a single mfget, m3ke
only one 311ack roll wirh a .. 1 bonus for C;lch att.1cker beyond the frrst. Alw.IYS
usc the ro-hit number of fhe weakesf attacker fO figure rhe chantc of $UCCCSS,
5ince cooper:llion ~IW.1YS depends on fhe wr:;Ikcsr link. Modifiers for siu
5hollid he figured for the Iargcs( afl3cker of fhe group.

A j\iam ami three pixies allcmpling ro I'ull down a man would liSt" the
"ixir:s' attack roll, modified uy +3 for three extra 3Hackers and +8 for the
si·Le difference of thr: giant (Huge) and the nwn (Medium).

Weapons In Nonlethal Combat
Somctimr:s one party makes the mist~kc of bringing nothing but their

fim to a sword fight. Such poor chumps will find Ihis liection useful.
While not very sporting, in this scenario it's a lot more fun to be Ihe guy
with rhe weapon. This is because rhe character ~uempring to punch, wres­
LIe, or overbear an armed opponent can do so only by placing hillllidf at
great risk. Au arm~d defender is automatically allowed til strike with hi~

wc~pon before the unarmed allack is mad.., regardless of thc initilttivr: ..lil'
roll. Furdll'rrnore, siller: his opponr:llI mllst get very dosr:, the defender
gains a ,01 bonus to his auack and damagr: rolls. If tile anackcr survivcs, he
can (hen allemp( his anack.

Those involvr:d in a wrestling bour 3re limited to weapons ofslllall sitt "rtU
Ihe first round of combat. You C:tn't very well usc a halberd on someone giv­
ing yOll" bt:ar hug and hiling your car or hanging on your back clawing your

IlS
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~~. For thi~ l't'3S0n, ne;uly all characten looking to wrestle will want to c.lrry
~ dagger or knife to ~hove bclWecn the rib~ of a would-be car-biter.

Nonl~th:.ll Weapon Attacks: It is possible to make an armed allack wilh­
OUI causing serious dam,,);e (striking with th~ nat of the ['ladl" for ellam­
pl~). The chancter h"s a -4 penalty to his wack roll for trying to pull-up
or chel·k swing. The damag~ from such all ,,\lack is 50% normal; on~-half

of this damage is tcmp<>ruy.

Nonlethal Combat and Creatures

When dealing with non-humanoid 0pponenu,:l number of faclors ffiU51 be
considered. First, unintelligent creatures, as :l rule, won't try to gnpple,
punch, or pull you down. They cheerfully SCl1lc for tcaring you apart limb by
limb or ripping OUt your larynx. Tllis. to their small and animalistic minds
:l.l1d the sadistic side of Ihe GM. is fur more fun.

Second, the nallmd wrnpons of a creature arc always us,1ble. Unlike men
with swords, a s..brt-Tootherlligcr or an Aarn7.1 [ound doesn't lose lhe use of
ils teeth and f:1ngs JUSt because a character is ve:ry dose to il. They gkc(ully
damp right down on Ihe '01 wind riJX.

Finally, and of grl'lltCSt importance, Crl':lfUres fend to be beller nafUl':ll fighl­
ers Ihan humans.

So Ihe moral issimple. Use YOllr weapons sHipid! Ifyou fmd yourself fighl­
ing a natur~l deni'lCn llnarmoo, try to punch alld hope for a knockoul. 11m
keep 3d6 and a frcsh charaCfer .~hcct handy.

Touch Spells and Combat
Many spdh usw tak" dft'C1 only wh"lJ tlr" CJSI"r tuuehd tit" largel. Under

Ilurm;!l circull!StatK"l>, this i~ no probl"rn-dl" ~1",lk.l.Su:r r"adld UUI and
touches th" l'...cipi,,"t. H(lw"ver, if III" larget is unwilling, Of till' spell is used
in the midst uf a general mtlec, dIe situation is lllueh different.

Unwilling Targels: The spdkasler must m~ke a successful ~ttack roll for the
spell 10 h~ve any effcci. The casler ~lt~cks against AC 10 plus Ihe victim's
Dexteriry bonus. If the roll succeeds, the spellostcr lOuches the t,;uget and the
normal spell effcct occurs. Enemy cre~tures count as unwilling targct.!i, and
have all he of 10 with no dexterity bonus.

Willing Targets: When attempting to cast a spell on a willing targel, the
casdng is aUlOlIlalic as long as bmh Char.l.Clen are nOI engaged in combat. For
example, if a fighrer withdraws from melee, a derie could heal him the next
round. [f Ihe redpitnt of the spell am,;mpt!> 10 do anyrhing b~id~ wairing for
fhe spell to take dfeer, an attack roll against AC 10 must be made as above,
however, no AC modifiers for DCltterity arc: applied. since the t:lrget is not try­
inC 10 al'oid the spell.

Missile Weapons in Combat
Missile w";lpons arc divid"d iuto IWO gcneml ~... tq;ories. Th" fim iududcs

all standard, direct-fire, single-mrget missiles-slings, arrows, quarrels, StOtICS,
sticks. tankards, spe<lrs, throwing axes and the like.

The sc<:ond category includcs all grenad~·"likl.' missilcs that havc an an.·~

clfect, no matter how small. Thus, ~n arrack with these wcap<>ns docs not hal'e
to hil its targel ditl'Ctly to have a chance of al1Ccling il. Ineluded in this group
are small flasks of oil. acid. poison. holy waler. barrels. potions and anylhing
c1~ you can find Ihat splalfers, explodes or leaves a wide swath of destruction
in il$ palh.

Range

The first step in making a missile atl.1ck is to find the range from the an,lck­
er 10 the rargel. This is measurc:d in yarr15 from one rninl In Ihe other. This
disrance is compared 10 fhe range C:l1Cgori~ for tht weapon llsed (.~e "I"ahle 9V
in Chaprer 9: Cnod.~ and .servic~).

If fhe diSfance is greater than the long range listed. the fargel is OUI of nnge.
lfrhe distance is betwccn Ihe long and ml-diunl range numbers, the larg~'r is
at 101lg range. When dIe distann" is belw{'('n the medium and shon mnge
numbers, Ihe I;uget is al medium rang". When the distance is equal fO nr less
than rhe list"d shorr mnge, lhe target is al shorr muge.

Shoo ra.nge af1acks suffer no ra.nge modifier. Medium nnge arracks suffer a
-2 penalty to fhe alfack roll. Long range aflacks suffer a -5 penalty. Some
weapons have no shorr range since Ihey mllSt arc a certain dinancc before Teach­
ing fheir largef. These macks art: always made wilh an aflack roll penalty.
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Rate of Fire

1\ows, crn~shows, aud many Olher mis~ile weapons haw differenl nIl'S of
fire (ROF) - the lIIunber of mi~silcs Ihey can shoot in a single round.

Small, [ighl Weap<lll.n:.1n I..., thmwn very quickly, SO up to three dans can be
thruwn in a sillgle round. Arrows can be nockt·J aud ler loose almost ~.~ quick­
ly, so up to twu ~hols l-:ln Ix: fin-u in :.I single round.

SQmc: weapons (such as heavy crns..d)OwsJ take a 10llg tim" to load and can
be fired only cwry other found. Whatevcr lhc ROF, lIlulliple missile shot~ arc
handled fhe same way as mh"r multiple atfaeks for th" purposes of determin­
ing iniliative. The ROF of c.1ch missile WC.1pon is listed in (see Tahle 9V in
Chapter 'J; Goods and Services).

Ability Modifiers in Missile Combat

Delltcrity always modifies the auack roll of personal missil.· weapons (i.e.,
not .(iege engines and the like). Attack roll and damace modifien for Strength
arc otlly used when an at{;lck is made wilh a hurled wt:apon. Here the power
of 1I,,, ch;lrJuds "nn is:1 sil:uifk.tnt factor in rhe effccti"encss or rhe alt,ICk.
When usinl; a how, the all"ek roll aud d:ullal;" Str""l;th mudifiers apply only
if the chancter has a properly preparl-u bow (Sl'C Chapter 9: Goorls and
Servied). Characten never receive Strength bonuses when using crossbows or
similar mc<:hani<:'11 dC\'lces.

Firing into a Melee

Mis.~ile w"apons ar" intended maioly as long-range weapons. Ideally.lhey
arc used befnrc: the opponenr.~ reach your line. However. There's always sllm"
jerk Il,at thinks ht· tdll shoot sha1'[1 pointy objects at high spctd into melee
and avoid hilling his friends. While possible, and cerminly allow"d, this is
a risky proposition. Typically. guys lih· this wake up the ncxt morning with
a shiner or worse.

When missiles are fired into a melee, the GM COUtllS the number of ligures
in the immediale area of the intended target. Eaeh Medium figure COUntii as
1. Small (S) figures mum as 1/2, L1rge a.~ 2, Huge as 4, and Gare-1nman a.~ 6.
The lotal value is oom[laroo to the value of each chMacter or crc:lfllrc: in rhe
targel mel"C. Using Ihis rAlio, Ih" GM ru[b a di" 10 d"t"fmin" who (or what)
",ill be lhe target of the shot.

Malcolm (man-sized, or I paim) and Grinder (also man-sized, or I poim)
are lil;hting a I;i:tUt (si« G, 61IOi1tl~) while Thule fires a long bow;\[ the giant.
The toml "lII"e of all pos~ible largets is 8 (6~ I + I). Ther,,'~ a I ill 8 challc" Ihal
Grinder is the mrget, a [ in 8 chance that Malcolm is hil, 'Iud a 6 in 8 chance
the shot hits the giant. 11lc GM could roll an 8-sided die 10 delermine who
get!> hit, or he ((mId reduce the ratios 10 a percentage (75% chance the giant
is hit, etc.) and roll percentile dice. III this <:'15(', he rolls a 78; Malcolm is far­
getl-u. 1-1" beller hope the shot kill~ Malcolm :1( this I'uint u'r Ih" next <I,,>",
Thule will w.tke up with a shiner.

Grenade-Like Missile~

Unlike iilandard misiiiles, which largel a spceific crealllre, a w"nade-lik"
missile is aimoo at a point, whether this point is a creawre or a iip<>t 011 the
ground. When afl:tcking ",ilh a mis-~ile like ,his, simply pick where yOll wanl
{he weapon 10 land. This then becomes rhe t;lrgel poim and is lI.S00 In derer­
mine ti,,, direction and distaue" uf a miss ur $Caller.

Crenade-Iike missil~ arc: not lisre<! on the equipment lables for range. ROE
and damage.

A missile of five p<1und.1 or less has a short range of 10 fect, ml-uium range
lip to 20 feel, and everyrhing herond that rn a maximum nf 30 fcct is Inng
rang". H"avier items have r...aucoo ranges. JUSI how far an objcci can he
Ihrown is del"rmin"tlby Ih" GM.

Once a conrainer hits, il has to break ro spill ils comenlS. The ittm will
hav" 10 f"il a saving throw or il willwullc" and nOI Lr"ak. "nl" GMG con­
wins inforillalion on how to resolve the inevitable sintmions in which a
grenade.like missile misses its largel, whetlwr lx.'CllUSC il failed 10 br('ak or
bc:causc th" chanCier IOsliing it missed his attaek roll.

Types of Grenade-Like Missiles

Acid damage is particularly grim. Asid~ frum the p<>ssibility or scarrillg
(which is len 10 Ihe eM). acid damage cannot be healed by regeneratiun. Ii
mUSI be healed normally or magically. Thus il is very useful againsl rt:genc:ral­
ing crealUrd such as Trolls.
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Wounds

Table 12F:
Cover and Concealment

AC ModIfier!

When a dmm<;ter hit., a 1ll0nSI~r, 'lr yice versa, damage is sulTered hy lh..
victim. Th~ ilmO"1ll of damagc tlep.. rllis on lhc wcapon or method of
allJck. In 'l1thl;, 9T of Chapter 9, all wcapons arc ratc'd for the amount of
Jamage th~y inflict to Small, Medhllll, and Large targets. This is given 3S
J die range (IdS, 2tl6, etc.).

Each time 1I hil is Sl'orl.,j, thl' appropriate dic(":lre rolled and rhc dan13gc is
~lIblraClcd from the (urrenr hi, points ofrhe WrgCl. An Orc rhal :t.1l:t.cks with

.,

Conce~jmem.,
·2.,

Cover
·2
••.,
."

Targel is:
25" hidden
5~ hidden

75" hidden
9tr.l hidden

The Full Parry

So far, thc bulk of this chap(l'r h:lS dl'll]! with W9p lU allaek. This is as il
should b-e. for thus~ who hesitate will wind up skcw!'rt-J in Il10Sl l'I[COUlltt-I'~.

If you most go on lhc Jcfcnsive in me!ct-, we rcrOllllllcnd fhc full parry.
During cornbal, your charaCIt-rs parry all rhe timc- rherc's nn need 'n ~ingle

OUI l':Ich inllividual parry.

When ;I characrer delibcmrciy chooses not to defend himself (a magic­
user casling a spell, for in~l3nce), his chance or being hi, incfCases. Thus
choo~ing 10 parry. in and of ilself. is nOI a separa,e option unJcr the
HackMa.s'er gallic rules.

Nornl.llly YOllr Ch'1T:":;ler parries hlows, Ihen counlcrs, lhen parries. ~tc.

Iinwever, if all yOll wanr to rio i_~ defenrl yo"r.~lf{perhaJU w.liling for ,he cler­
ic to ger c10...~ to Cl1r~ rou, w.1iting for your 0PI)(}nenl'S Illagic 10 wear off or
simply hecause you're yellow anJ d~void of Honnr} your Ch.1T:ltt"r can usc the
full parry maneuver. When executing a full parry, a character forteir! all
.Ictions for Ihe round--he (;In't altaek, move, or ClSt sl>clls. This frees rhe char­
acter to concentrate solely on defense. Al this point, all characrers bill fight­
er! gain ;In AC bonus equal to half their level. A 6th·lcvel rhtef would havc:r
~3 bonus to his AC (lowering his AC by 3). A fighter type gers a bonm Ctlual
to halrhis level plus one. A firh-Ievel goome litan would gain a ~4 AC bonus.

The full parry has nn crfl:(r on magic Or mis.~ile allacks.
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degrcc to which it is being used as shelrer. A char.l.(ler who st311ds behind H

{'Iyo-rOOt wall is a prelly obvious larget. cspl,<:ially when compared 10 1111· char­
aCler whn lies down bchind ,ha, wall and carefully pec~ owr it. Taull' [2F
lists the diffcrent rnodifil:~ for varying de)lft:l'li of covcr 3nJ wnccalmcm.

Cover aim ha_~:1I1 elTe<r Un saving lhrows, granting Ihe char:lct~r ,hc modi­
fil:r lisled nn ·!iJ.ble 121' as a bonu_~ HI hisS;Jving throws against spells th~t (;IUSC
physical JJ.mage (for txalllpk
Fireball, LiglHning Boh, "te.)

Furthermurc, a cllar~ller w],u
h:l); 90% 1'0"cr (or murl') SUffl>rs
onc-half nurmal dan13g(" 01\ It

raileJ save and nO damage at all if
a savinI'; throw is SUCGtssful. This
aSSUIllCS, of course" rhar rhe
Pircuall, Liglllninl'; lIolt or what­
cvcr, hi, lhc (over. A man
HouchinI'; hchind a ~rone wall
would I~ prnle~tt:<l ir a Fif"h:oll explncl.,.J in from nf til., w;IIl, bur would nOt
1)(' prme<lccl hy coyer if the hlast l'lCcurred hchilld him, on his side of the w.l11.

Injury and Death
Somclillll'S, nu Jcgrec ofluck, skill. auilil}', swindling or resislanll' 10 vali­

ous aHlIGks can preVl'llt ovcrwhdmiug harm from coming 10 y(lur character.
TIl(" heroic life of llackMaster ClInics with it urmvOldable ,isks. If you wan,­
c,[ lO be safl' you should hav(' swyC'\1 in the sandbox. Sooner or Ialer;l char·
:t.Clcr is going 10 be hun. And hun badly.

Unlike some wrmry wannaoc games. damagc in HackM3Jter is /101 haoc!lcti
abslractly or approximately. All charaCTcrs and monsters have a nllmhcr of hit
poinrs. The more hit pollilS a c=rurl: has. Ihe more physical damagc he (;:111

,ake. D:lln~e is sub,rJ.Cll't1 from a characler's (or ctl."Jturc's) hit poillls. Shuuld
one of thc playcr l.harJ.ctcrs hit 911 Ogre in thc side of Iltl' lu:-"J for 8 I'oims or
damagc, lhose 8 poirus are subtrJ.l1l.'t1 from lhc ogrc's 10lal hit poims. Hit poilll
loss is (umulati,·c umil 3 charJ.Ctl"r Jies or has a chancc 10 hC"'.J his wounds.

As. your charJ.c\{!r gains levels he gelS tougher :lnd can take more physi(;ll
abuse. Do you think lhat cop in Oil,' Hard could have taken all thai damage
:IS a rookie cop? No \vay. He'd have probably passed OUl from rhe broken glass
in his foor alone. Bll! he was a highcr level hcro and rook Ihc hits to complcrc
his advenrure.

Unholy warer (as holy warer. bUl used by minions of evil) affc(:ls paladins,
angels, good g;lwds and creamrcs·and olher beings fronllhe Upper Planes.

Holy (0' ullholy) Watel aOCcI$ dH':~ crealll/CS as docs add. ClIllsing damng~

that caUllOl be rcgcllennoo but mUSl be hc;lkd normally or magicilly.

Oil causts darnan" only when it i~ Iii. Sometimes Ihi~ requires a rwo-~rep

rmCfi~, such a.~ wh~n rl>.lsing oil illlO me[~ with allies. Step one i! !oaking
rhe rnr~et in ,.,il. St~1' twO is hilling him with a rorch, c;lnd[e, 0l~n [J.nu:rn,
l:ireh.,11 or the like. Thus. using flaming oil (,flen requir,,~ rwo successful
ana~ks. Anorher m<'rhorl is ro lighl n soakl:d ril:(e of cloth ti~d to lhe oil flask
(the Molorov cocktail melhod), Use lhis method when There nre nO friendly
tro01'S involvl-d or whcn you dislikc your allics. A din~cl hi, from flaming nil
burns for '''10 rounds. l'lIusing 2d6 poirus ofdamage in dlC r;,~t round :tlld rd6
puint> in .Ill: ><:lu",1 ruund.

Orher type<; of gn:rmJe-like missile weapons include high proof alcohol,
(;re~k lin:, 31chemiCJI napalm, S;llchel.~ of red hor cool, Potions of Illlpacl, jal1
full of nurhles, etc
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Holy Water J.1T"ct! rnO~1 form~ of undead ;\nd creature! from the Lower
l'bn,,~. II h:l-~ no ~ffl'(:1 :Jgains, a crealure in ~us form or lllldead whhom
",alerial (orm.

Taking Cover Against Missile FIre

Olle or the best ways TO avoid being hit and injurcd i~ ro hide behind somc­
thing-a wall, ;\ rree, a building corner. a heap of boulders. or whatever hap­
pens to be available. If you brer come om and kick rhe hun of rhc Kumbag
shooting the' missile weapon, we call rhis taking cover. If yOll run, we C;lllthis
hiding like a frightened lillIe girl and ,his impact! your Honor in a very neg­
:I.Ii"e F.ishion. ·Elking coY~r JOC1ill'1 work particularly well in a md~~, since lhe
cm'er hamrer_~ defender and all:lckcr equally ~nd qlll.le.~ immedi.lle loss of
Honor if the opponelll .~lIrviv,,~ 10 lell th~ tal", sn if you have to hitl", do il
againsr missile fire, rhen come 011I '\Winging.

There' are tWO rypcs or prorecrion your eharacler can hayc. The tirlif IS con­
cealment, also calle.:i soft coyer. A character hiding behind a dump or bushes
i~ concealed. He can \)(' ~en, bu, only with diffieulry, and it's no easy task to
delermine exactly where he is. The bushes Clnnor StOp an arrow, but they do
make it I~ss likt[y that the character;'\ hit. Other Iy~ofconcealment include
curtains. la~tries, smoke, fog, and bramhl,,-~.

The orher type of protecrioo is cover. or. more precisely. hard cover. [, i~,

as irs name implies, somerhing a characrer can hide behind thar wHi block a
miJllile. Hard coyer includes smne walls, Ihe corner of a building, rabIes.
doof$. ClTlh embankments, tree rmnks. and rhe like.

Cover hdps a j)Olemial target by giving lllc attackcr a Ilcg,uive rll(l(lillcr to
his attack roll. The cxaCt rnodilicr for conce-~Imt"nt or cow,' dc·pcllds on lilt"
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Table 12H:
Fighter Saving Throws
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Table 12G:
Cleric Saving ThroW$
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a ~wortl, for cxll.lIIplt", lllWl:S damage accordillg lO the information given for
tht" type of sword it US<:.'S, plus Suength bonuses (or penahiC$). An Aarnz
Hound lhat tJiles once and rt'"lI<fs widl l)lle of its dawed paw~ Cll'_.....~ ldR
points ofdamll.gt" wilh ilS tJitt and 2-5 (ld4 • I) points with its claw. (The
GM geLS lhi~ informal ion frOIll the Ihlcklopedia of 1\e-.lSIS.)

Sometimes damage is lim:d as a die range along with a bonus of .1 or
more. The Aarnz Hound's claw aU;;lck, ahove, is a'Kood examl,le, This bonus
may be due to high Smngth. magk:l1 we;lpons, or the sheer ferocity of lhe
Cre;llUre'S ;lnack. The bonus is added 10 whatever numbt"r comes IIp on lhe
die roll, assuring that some minimum amount of d:unage is caust:<!. Likewisl.",
penalties can also be applied. bUI no succt1'iful attack com rbull in less d'l1.n
I point of damage.

Additional Bonus Damage
Damage Mulliplicrs. To know that you can strike for addilional damage is

mwie 10 a c:h:l.r:l.ctcr', ears. ClIpecially when rhe odds are sruh-d against you in
combat. Somelimes an arrack has a damage multiplier, e.g.. a thiefs baeksta!'.
In this case. roilihe damage dice twice. but only add your Strength modifier
and other modifiers imo the lint die roll.

r~nelration [hmage OCCllrs when a characler roll~ the maximum number
on any damage die. When thi~ occurs he mu~t immediately roll an addi­
tional die of Ihat Iype a.~ penetration damage (any damage bonuses arc not
indud~d in this additional roll). The result of the extra die roll. less
on.. pnint (so penetration can aelually result in 7.cro exira damage if a
one is rolled), is added to rhe tot:!1 damage. This proees~ eominue~

indefinilelyas long as Ihe damage die in qucstion continu.:s to cOllie
up maximum. For exaOlple, if you hit wilh a weapon th:ll doe~ IdS
damage and you roll an 8, yOll musl roll again. Let's say your second
roll is also an 8 (this adds 7 points of damage). Your next roll i~ a 1 ~o

you must SlOp rolling bUI get 10 add another 3 poims for the final
roll. TOlal damage is 18 points (i.e. 8...7...3) cxclusive ofll.ny bonuses
you may have. Armor absorption does not protect againsl penetration
damage and shields suffer additional damage frolll poenelr~tion dam­
age when it is being rolled against a shield. In the case of shields, any
damage in CltC~i$ oflht" shield Itil point tOlal is applied to Ihe def..nd­
er as usual (though in this case armor DOES absorb a point from each
and every die lhat penetrates).

Follow Through Damage occurs any lime a character deals enough
damage to another monsler or character ro drop that character to :£em
or more, any additional damage cm (arracker's choice) be immediatdy
applicd to an adjaeenl defender. Note Ihal applying follow through
damage may allow a dropped char.lcter to livt" where he might havl." died
becausc damage applillllion to that char.lcter SlOp~ when he is reduced
to 1.("ro. If you wam to make sure Itt" is sl:l.in we rl'Commcnd against
applying follow Ihrough (or returning later 10 whack him agll.in). Follow
through damage dOt:$ nOI require an additional a\lack roll nor dOl:$ il
allow a saving throw. This ptocess cOlllinul'S until all damage from the
roll has been deall, or all adjacenl defenders are slain. Spdls cannol
exceed area of elfect and where applkablc, spells and missile wc;lp<lns
must follow propoer tnljl"ClOry (i.l·., no tllagic bullels in IlackMasler).

Ceiling hit by weapon~ or monslers isn't Ihe only way a character can
gCl hUrl. CMs are well known for {heir cre;llivity when it coma 10 dish­
ing OUt damage 10 player characters, so be prepared.

Healing
Onc~ a ch:l.racter is wounded, you'll want to gel him healed.

Characters can heal ..ith~r by nalUral or magical mcans. Narural he.aling
is ~low, but it's available to all characters, regardless of class. Magie:tl
healing mayor may not be available, dep<:nding on the presence (or
ab!ltnce) ofspdlC:l.Sters or magic.11 device<;. The only limit to the amuunl
of damage a character e:tn recover through ht::lling is the tolal hit poinls
the character has. Healing c.an never rC3'IOre more hil poinLli to a c1lu­
aeler than his maximum hit point 10tal. A char~"er lllnnot exceed this
limit unlil he g:lins a new level. whneupon anolher Hil Die (or a set
number of points) i~ adul-d to his IOlal.

Natural Healing

Char:laers heal naturally al a r:lte of I hil point per day (see Chapler 1
- Con) of mild aClivit),. Mild activity is defined :IS Inw activiry-nothing
more stI'tnuous than riding a horse or traveling from one plae: to another.
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Figh,ing, mnning in fear, lifling.l heall)' boulder, or ;lny other ph)'lliClI activity
prevt'Ill.~ ~Iins. since it &train~ old wounds and may even reopen them.

If a char.tclt"r h;e, complete l.otd rl:S1 (doing nothing for an entire (lay), he
llln regain 3 hil points for the day, For t'l\eh complete wcek of bed rt$t, the
charaCter l....n add any Constitution hil poinl oonus he might have 10 Ih" ha""
of 21 poims (3 pointS per day) he tcg;lillcd during Iltm wcek.

In both cases above. the char-ICIer i5 assumed 10 be gelling adequale food,
waler and &leep. If these are lacking. the character d0t:5 110\ regain lI.lIy bil
points that day, no mafler how much you whine.

Magical Healing

Ile:lling spell~, llOt,nn5, :lnet magical deviccs can ~peed the process of heal·
ing considerahly. 'rhe spedlics ofsuch magical healing methods :lfe described
in the sp<:11 description.~ in this hook .lt1d ill the CMC (for magical ilems). By
using these methods, wnunds ell')"" in~tantly and vigor is rc£lored. The dTecfJ
arc imm"clim".

Magical ht"aling i~ particularly useful in lhe midsl of a bloody combat or to
diminatt" the efTccl~ of a particularly grievous wound (ab a eriliCiI hir).

Herbalism & Healing Proficlendes

Characters cn also gain minor healing bcnefit& from those proficient in the
arts ofh"'rbali~m and healing. These talents arc expl;lined in Appendix H.
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Notes for Saving Throw Tables 12G - 12J:

I) Exdudlfll polymorJIh W3nd .11aCk$
2) Exdudln. those thai ause peulfkatlotl or polymorph
J) Exetudt", tho,e lor wIIkll .no~r savl"l throw IYPe t, lpe<lfiecl.

<uell '" de.'h. petrif"",t'o-n, polymorph. etc..

The Saving Throw
The saving rhmw i.~:t die mil thar give;:l. chance, however slim, that

he ch3r:teler or cr"alllrc find,~ some W,1y to J,we himself from harm or at
e:lst 1e."Sell the damage. The s..1Ying throw i.~ a saclC(1 haven for players
ncorporated into thelOe h3llowc:d rulelO only afler the Great IIMI'A
Lobby and Re\'oll of78 (:lsk your IOClI relJiler :loout clelails for joining
lhe HMPA). In lhe old d:J.ys, GMs JUSt dished out sulTering and death
indiscrimin:l.tdy. Now, we haye the uving tllrow, locked in Mone, as a
mcrhod for pl:tyers 10 avoid Ihl' GM's unf3ir death traps and mach...l)'.

To make a saving throw, a player simply rolls Ili~ Im;kil'Sl d20. We rl'C­
Olllmend you buy and U:iC a spt:."l:ial die, JUSt for ~aves ... uut you don't
have 10 - its your funeral. TIle rC$lllt 011 Ihe d20 mUSt be t-qual to or
greater than the characler's saving fllrow numlx:r. The number a char­
acter needs to roll varies depending upon Ihe chamCter's dass, his level,
what the charact ...r is lrying to save himsdf flom and any bonuses he
might have (Iue to magic, Dexlerity, etc. A chamcler's saving lhrow
numhers can he found in'l",hlelO 12G-12J. Roll on lhe (;lllie 3ppropri­
ate 10 Yllor c1:L"'~.

Ability Checks u Saving Throws

When a chaJ1lcter ~lletlll'ls to avoid danger through lire USt.' of one of
his :tbililies, an ability clleek can l>e usc..a in lieu of 1I saving throw.

I:or example, Jon:ts rhe thief has broken into lhe ancienl Pyramid of
the Pharaoh Ghanapicko whcn he hears the grinding of slonc from

Raising the Dead
Curalive and healing spells ha\"e no elTecl on a dead charnClcr-he can

<lnly he rclllrnt:<:! ro life wilh a Ibise I>cad, Reincarnale or Rcsurrcclion
spell (or :t device Ihal accomplishes ooe of fhese effecls). E,1ch lime a
eharacler is rClUrnctlln life, the player musl make a resurrCClion surviV1lI
roll b3sM on his currcl1l Constitution (.'>Ce 'J"l,le IC). If lhe die mil is
successful (i.e., the pbyer rolls equal to or leu man his =urrcclion ~ur·

viv:l.l pcrccnl:tge), the charaCter is rl'SlQred 10 life in wh:llf:~ver condition
lS specified by the spell or device.

A char-deler R'SlOred to life in this way has his Con~titulion [.I't'rma­
nl'ntly lowered uy I poim. TIlis (,1111 alTl'Ct hil poilll~ previously earncu.
Should Ihe character') COn~tilution bonus go down, the dlaJ1lCter'~ hit
poim tQl,rJ is R'l.luccd by fhe appropriate number of hit points (tile
alllOUllr of hit ('IOim bonus losl is multiplied by thc nUlllbcr of lewis for
which rhe character g.1illed extm hil ('IOinls from rlml bonus). When thc
charaCler's Constitution drops to 0, ,hal chamcter can no longer bto
raise<!. He is perlllauenlly l'eJ11ov"d from pl:iy.

Inescapable Death

There are (l(c3sions when dcath is unavoidable, no m:l.Her how many hil
pllilll~ a chulu;:rer h:u.

A ch:traClcr could Ix llX'ked in a room with no uils, wilh a 50-IOU ceiling
descending In squash him like a bug. I lc could be lrapped in an escape-proof
hM fllb:! completely with acid or buried. He could haw: his thro.11 cUt whill­
sleeping by a 1.rm-level b:trkccp ('o;non to be loc.11 barOll, if you had cnough
cash on hand!). While lhese eX3mpl"-S arc harsh (anrl grisly, bur fUll), lhey
could e:uily, and will likely, happen 3t some pnim in lhe world of lhe
HackM3s1er same.
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For u:l.lllJ'le, a charaCler wilh 94 hir poinls would he required to make a
check if:t dragon brealhed flrl" on him for 66 points of d:tJllagt. Tile ume
char3cter wouldn'l h:l.vc 10 do so if four Ogres hit him for a [alai of 53
poillls of damage in that rounu.

If the uving lhrow is m..-:..-:esdul, the dl:tr3..-:t"r reillains :tlive (unl<:£s nf
..-:ourse the 50+ hil-poilu loss reduced his hil poilUS 10 -4 or bl'low!). lflhe
saving throw fails, the char:tClcr immedi:l.fcly dies from the intense shock
his body has laken.

The character Illay stilllx: rai:iCd in the norm:l.l ways, 110WI.'YCr.

Death From Musive Damage

I" addition to dying when hill'oillls reach -" or -10, a ChardCter abo runs
the risk of dyinS abruptly when he sulTers m3s.~ive amnllnlS of damage. A
ch:l.J1Ictcr who sufTel'5" 50 or more paims of damage from a single atuek must
roll ;l suee~sful saving throw \"s. death, or Ill,' dil~.

This applies only if [he damage was done by a single alt:l.ck. Multiple
atlaeks tolaling 50 poinu; in 3 single round don't require:l. saving rhrow.
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Character Death
If:lclJ:l.J1Icter :;;ulTen:l. ~ingle blow th3t drops him 10 -4 hit poinrs. he's dc:ld.

If :I. clJaJ1lcu:r ~ulTer~:I. hit dut drops him to°10-3 hit poinlli in a single blow.
tIm ch:l.rdcter is fallen and ub:t1ing to dc:nh. The chamcrer mllSr make a
Constitution c1tl"l:k al;3inst h3lfhis Constitution in order l() remain conscious.
Hl" can do nothing uut spl'ak in a ~oft voicl" an.d blel.a. He C::tnnUl fight, move
or cast spells. Conscious or unconscious, till" cllardcler i~ dyin!; and lo~.~ one
hit point per round (at Ihe lx.'ginninll of C'ddl round) ulllil ~OlT1eone eilher
StopS the uleedinj; usil1j; magic (evl"l! one point will do it), healing proficien­
cy, hcrualislll skill or succt'SSfully tends LO his wounds by making :I. Wi~dom

saw." ag3insl half his Wisdom. Each round ;l conscious chaf"'dcter must make
another (AnStitlllinn du:ck 10 rcn'ain conscious. AllY character readtillj;-6
hil ('IOi,trS or less will have permanent scarring. If lhe chamcter drops to -I 0,
he is (lc:'1d.

Table 12J:
Thief Saving Throws
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Chapter 12- Combat:The Art of Hack

above. He looks lip to find a five-ton block of che ceiling headc.l <rr1liglll for
hIm! He IS gOing 10 nttd sptedy re3Ctions to mil om nfIhe w~y, so a IXxl~'rity

ablliry chock mould he-: rolled 10 5« ifh., avnids Ihe Ir~p

Modifying Saving Throws

£tvmg Ihrows an be modlflCd by mJ;gicJ.1 ilems, specific mle< ;lnd SIl«ioll
siru.Jliorl$. Tlw:se moc:IifH::rs can inc~ or dcere1SC rh.. eh;lllCc of;l ~lCCaSflll
s;;tvmg rhrow. Modlflt:rs dUI incrnlor Ih.r chJ.ncc J.re gil'cn as a numbc-r pre
ceded by lo plus sign. MOllifi.,rs rhar make success more dinicuh art" »I\·t"n as
a numher r~cd by a minus sign (-I, ·2, nc.).

HIgh ablluy scores iOmeunlC:S ti\'e 53ving throw oonllso. A high Wisdom
P")I«U aplMI illusloM, durms, and mhcl mClIlal allxn. DcuCfi,y C1n give
a character a slightly higher ch:loce of amiding the- dTOClli of Fin:b;dh,
Lightning Bolts, cm~hing boul,lers, and other attaCU ... llen: nimulcnos- Illay
be a heIr (liC'C T:abks IB and IE.), Of COUI'$C, WW KQrn in tlie;c abiliries an
havc Ihe opposite effeet, Lik... that tJt11 skinny kid wirh the frccldcs 10 rhird
grade thai ;JwJ.p }.(clIlcd rll dodgc iOlO the dodge ball 1':lIher Ihan evadr it.

IIbgiCllliems .~lIch as <:Iooh and Ring~ of 1'l'Otcctiol1, can givt" bollusc:s to a
.::harJcler'~ SolVine rhrow (these arc lisred in llw ill'llI dc:><:,iption~ in thc GMG).

MagiCllarmol' alloW! a saving throw bOI1\I.~onlyWhe:111hc .<ave is rnnde nee­
CS5.1ry by sonlelhing physical. whelher nnrrn:1I or magiCllI. MagkOlI arlilor
never gives a .l.wing rhrow bonus :'gninsr g.:l~ (which it C:ll1110t block), I"-'ison
(which oper.llcs inrernally) and spell.~ rhal art Illrmul in nalure ur tllat CllUS<"

no physiCJI cbmage.

For aample, magical armor would not hdp a ch.rr.tClcr's saving rhrow
agalnSI rht hnr of a Gianr Spidtr, poimn I?-~, nr a Charm I'trSOll spell.
Magicl armor dnes e.lend ;15 prmceti\'c power 10 $:Iving Ihrows ag<einn
dragon's brC"~th, Firehalls. ni$inccg~tion, falling inlo lava, spdls tltat C-J.us.c
damage, ClC.

Specific spdlJ and nugK:l.1 itenu h.1ve dTtcts. both cond and ill, on a char­
Xler', saVIng rht"OW$. Ofltn, s~1s force lhe victim 10 sa~ wilh a PCIl:.l!ry,
which nulcu even lhc mnu innocuous spell quitc dangerous. (SpccifK infor­
mation an be found ;n rhe <peI1 d~ription$, fOI spcIls, or in the CMC',
M.1£ical h.,ms -=tinn, for m:agiul ilcms.)

Poooru an: iOmeUmCS weaker or sllonget' th:ln noon, so .:l u";ng rhmo..'
bonus or peruJry may :apply,

Turning Undead
On., imp,mum, and I'0lcnlially life,s-J.I'illg, t'ol11b:u Oluiliry al'J.lhMc 10 cler­

ics and p;lbrlins is rhe abililY to turn Illlde.-J.J. TIli~ u. a Sllot'Cial power gr.tn,ed
by rhe' (lIal'lICI\"'$ g;owd. D,uiili C.lnnot turn undead,

Thmu(;h the cbic or I'abrlin, rhe' g;ow\1 1lI0lnifrSlS Ol I"-'nion of ib jlllwer,
l.,rrify;ng evil, undead C1C'J.llm:s or bla:;linH rherll riglll tIlll l,f cxislence,
Iinwever, ~ince Ihc power must be cllanneled through a morral vc,ucl. succcu
i~ nor always assurl.J.

When encounrcrin(; undeac!, a clcr;c or r:lladin ow attempl lU lurn Ihe
Ckarurd:. Only nne attempl ('lin Ix made lX'r cltarJ.cter per round. bUI .sever-
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al dillerent Ihar.rltcn; 1<111 make: :.utempIS :u rhe Jame rime (....,rh the restllu
cleterminc:d individu:dly).

AlIcmpting to !Urn countS as an action, rl'tjuiring onc roond and oceulling
during Ihe char;ttICf's tUlll ill lilt' initiative: urda (thus, lhe undead may get 10
atl before the chanttC'r l'lI.n turn them), The mere preKllCe of The chanel.::r is:
not rnollgh. Sprt'C11 and gcnun:s and Ihe forceful prac:nr.ltlon of a holy sym­
bol al\' rl"<juimJ so thc charKle'r mUSI ha\'C hiS hands free and be III a poslllon
to)~ HO'>\n'er, ruming is nor hk" spcllasung and is 001 inttrrupttd if lhe

charaaer 1I anxktd durmg lhe attempt,

To rcsoI''C :alurning attcmpt, look on Table 12K. Crms-lnde:JI: me HII Dtcc
or I)'pc of tilt" undm with Ihe Icvd of Ihe derie (r....o 1C"ds Jov,~r for a pal.
adin). If then: is a numlx:r lisled, mil Id20, If mc numhcr mJltd is cqlullO
ur W'<"".lIC'r than Ihar lisled, Ihe anempr IS suca:ss.ful. If the 1~ler -'1- (for
~tumcd-) :appears, Ihe 3tTempt 15 autOmalloJly 'UOCC:;!;.'iful wilhO"1 A cli.. mil
If Ihe leHer -D- (for"dlspen is sil"tn, rhe rum;ng tllIerly dcsrroys. rhe' unde.td,
II d..,h I_I m"..'lI: Ih31 a d"ric or paladin of ,h:lr l....d has n<> .::1o:lI1(e ...f IUtll
InS rhar rypc nf undead. A ~lIa:CS~flll 111m or dislX~ OlITOCtS d11111~kad, A T
or "D" r.:suh cfTl'CIS 2<14 undead 11,e closesl ulldead nc aff~..:tcd 1i!')1; Ih~')'

mll~r he .,hl.. H1.'iCC Ihe cleric anrl be wilhin 20 fCl'l .

'!lImed unde.,d bound by the ol4l"rs of anmhcr (for c'Wllple. ~kdernn~)

simpl)' rrucal and allow lhc ch:lr1lcrer .lI1el d,ol><' wilh him to I):ISS or (Jluvkle
Ihdr aeli()ns, Fr.,c-wiIIClI und"111 :lIreml)1 ro flet lhr area of lhe tlIrniull thar­
aeler, IImil OUl of hi.~ .~i&hl. If unaMe to l"5C"~pe, lhey drde 011 a dblOlll(e, flO

doser llian len fC'<'\ 10 Ih., character, proviekJ he (Olltil1\l~"S lU h...,V hi~ holy
symhol vL.ihlc and prcSC'l1tl,'l.l foru.fully.

If rhe chJ.r.tCler forca llir f....-c-willnl undud In come closcr Ihan len feel
(by prasmg lhem into J. COlller, for naml'lc) rhe luming is blOkctl aud tiM,'
undead aU:loCk norm:dly, lhough Ihry mAy he Ultnnl :agaiJl,

Evil Clerics and Undead

Evil dena .ue noonally considered 10 he ill luguc ...·;Ih Und.,J.ll eRaiUres.
or:1I lcul 10 sh.1K lheir loirru aod gruklltus' Ihey hOlvc no ;ahilily rll \Urn
un~. HMI'e\ler. Ihey can all~mpi '0 comffi3nd lhesc' hcin&Ji. TI,ii is
raolvtd in lhe 53mC' w.ll)' as a turning anempl Up 10 12 und~ (,111 Ix t::QIlI­
nundcd, A -'r .-."wI! means rh., undead aUlOnulically obc.')' 1ilC' evil cleric,
....hilt J. "D" melns Ih.r undr:K.I becolnC.' completdy subservient to lhe cvil cler­
ic. Th(')' ".11"" his comm:.lm.h ho Ille 1x~1 uf ll,cir ;abil;ty and undcrsl:andln~

umillurntd, eonullandctl, or J~troycd by another.

Evil clena also havt tht ahilily to ;afTCCI paladins, lUrning them as if 111\1'
we~ undrad. Hllwtver, sinc~ d,e living 'ridr of;l11.11adin i~ fal morl' diffitull
to quell arid sullverr, pabrlin~ ar., va'lly more difficult 10 lurn.

All <."Vii cleric :memp,ing 10 turn a paladin docs SO:lS if thc derk were lhrce
levels Iowa than hr actually is. TIIlI.<, ,I 7rh-lcvcl cvil derir w(>lIlc1rllrn 1'.11
adins nn lht 4Ih-leI"tllolumn. II .. wCllllrl h~v<, only a slim dHlll(~' oflUming
a 7th-lC\'cJ p:lbllin (7 H IJ) and ....."IIM nm be able 10 l\lrn (lne of Slh !I've! ~I

all (using rhe Icvelof rhe 1':11.111in ;IS rhe liD to be lUrll\xl). All ~D" rnulb
,ll?in~r paladins arc ire-dIed as "T" fl'SultS.

Tablc 12K:
Turning Undead

TYJl4I or Hit Die, l-.l 01 C\«I(t
of ........ I 2 ) • , , , • • 10-11 11-13 ...
SloIIetorI« I HO .. II • S T T D D D' D' D' D'.- " .. II • , T T D D D' D' D'
Giw:luI or 1 He " " .. II • , T T D 0 ". D'
~Of 3-4HD " " " .. II • S T T D 0 D'
WIfJc« S HD ,.

" " " .. II • S T T D 0

""", ,.
" " " .. II • S T T D

Wra.tI\ 01' , HD ,.
" " " .. II • S T T

f'1I.wTlmy 01' 7 HO ,.
" " " .. II • S T

~OI'aHD
,.

" " " .. II • ,
VampIre 01' , HO ,.

" " " .. II •
Ghoslor 10 HO 10 " " " .. II
Uc;h 01' II' HD 10 " " " .......,.. 10 " " "
·An .ddidotl.lld1 crelwres of thil type.,. dt1r.royed,
"Sp«I.1 c.....uo'e. Inc~,de "nlque undc.d.lru·wliled ijtld~.d 0' th. N~ptiwl M.t.r~1 P1.ne. C"Uull Grul,r .nd leu"r Pow..... lnd lhose ijnde;ad rhal dwell In~ 0..,.,.. Pbneo

IPab.dltll lum IIndud :u d.,.;,;s who .rt twO w..ls lower.
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The Adventure and The Ongoing Campaign
Basic Adventuring 101

To mOSt pbyt"rs, the adventure is ",vcrylhing. h~~ the ~a'WJn for pb)'inc.
Through lht" 3th'<"murt ynur GM wiJlIx 311empling to challenge you to the
limiu of your intdb::t and know-how. This i~ why the GM.pbycr rcbrionship
is oneil viewed as adl'crsanaL h's you (and your fellow playcrs) against thl'
Gamc:Mulcr. Now Utis dot:>n't mean you ('dn't have great rl'Spt"C1 ilnd aum;n\­
tiun fur l'".llh olher. In fan, this is often the ("<l.S('. Jll$l kcrp reminding youN'lf
rl,ar iI's NEVER pnsonal. Your GM has rakcfl an o3th m pull no PUllC!le<i and
l(l kecp the ounp"riti"," hu nrhi_~ C1mpaign r:li·;"tllO rht" li:tm" mugh standards
t:xp«ted at every olher g:Jming table where l-bckM:lSlct is pbyed.

Whl:'ll sining down tn run rhrnugh an "dvcnlLLlt" ynll .,[ulUld r"mind your­
self that """Hy adv"'ntu .... has a goal o( some sort. SOllu'timcs there may be
more than one goal. It could be to slay th;\l SW;lck Iron Dr:lgon who's been
terrori7.ing an innocent vilbge :llId bring his head fO Ihe duke. Or may~ it's
to rc.scue a lost princess whose falher is o(ferinl; a huge reward (or her return.
Stay on your tal':>. huwewr. NUl eVl'ry adventUl'e i~ whal it appears. jusl like
the movies, many advC"lHurcs have uncxpeCled plot rwiq~ amI s(lrpri~", ",,,d·
iog~. Thai 'h~l' rrinc~~ you w",r", seeking, for cxampl"" might lLIrn OUt to he
a run:lway who lIeG (or her life when she le:l.rned her (uh"r was planning on
having her kill"d, Or maybe she's a vampire and her f.lther wants her rerurned
so he can ancmpllo eure her, but he negleered ro memion this linle '(:lCI'.

'Iypically, an advelllure can be concluded in a reasonable playing time: four
to eight hours is standard. This might require rhe players ro ge, rogelher for
one. rwo. or even rhree playing sessions rll complele the advemure. But lhe
game d~n'l h:lve tU end when:ln adventure i~ finCil.loJ. TIlat'S the Uc-Auty uf
rule-playing.

The same chat:lcl\:rs, provided rhl")' have survived lheir first :.Idvellture, l":l.n
go on 10 newadvelllur('S. Sueh a series o( advelllures i~ called a Clunpaign. A
campaign is linle 1110l'e than a Sl:lies of on-going adventllres with one adven­
ture's events spilling over to the neXI _ ml)(h like an "'pio;rNlic ld",vision ,;eril'S.
Thi~ is lhe gre:at app"al of rol..-playing. Wht:1l you're: finish~d playing yOll
don't lhrow away your cllat:lCter sh~t and bcfl.in (rom scratch the following
week. As long as youl charneler is srill ali\"e and kicking ,H rhe end o( the
evening you'll continue to play him week a(ter week. In (:.let, !>lime I'larer~ ha"c
~en rUlluing the ~allle chameter for years. Tlte l-bckMasu:r gallll" embmccs
Illorc dian enollgll ad"~ntllrc opporlllnitil'S tn k«p a group ofchar;lcler~ lXCU­
pi..d (or lhat long.

JUSl to give you wlIle idl-A u( what to e"pl...:t, yuur fint advellture willpr..,b
ably (nnsi~1 o( you amI the nch'tmllring "parr)''' you"'c teanu:rl up wirh (i.c.
other play<:rs with thdr own characters) ploting some underground
labyrinth or perhaps some wilderness region.

I)reparing $\I(:h an a(lvenllLrc is the job of your GM. All y"u'll nC('(!ltl do
i.~ .~how up wirh your charnCler illld a willingnc-~~ 10 l)<:t~lt!\'",re. If the GM i~

doing his job (and if he isn't I wam to koow aboUl il) he'll show up to the game
with Clrefully prepared norcs and mCliculous maps showing all rhe outsland­
ing featureii o( the imaginary place where you'll be bumping about.

In this chapter we will diseuss th", adventure and the on-going campaign but
first we need to talk aoom rhe advellturing party.

The Adventuring Party: Who's Watching Your Back~

up to rhis poim you've been concerned primarily wilh creating your char­
acter :.Ind oUlfiuiog him for advenrun:. H:lckM:I51er, howl"'er, is nOl simply
about the individual. The b:tl:kbone o( the Il:tllle i~, and always has been, thl'
b<oic advemuriug party. I-knee lhe ~logall, "Wlto'~ watching your ba(:k~~ on
rht' b;lek eOVl"r nf Ihis hook.

Even the gawds li:cl the nl'ed (ur alliances and wurking dosdr with eOlu­
radt$ wilh similar ;tims and ambilions. Likewise, thcre's nothing a group of

likc-r\1ill(lcd hcrocs working as a wdl-l;\ilcd machine IOwiord a common goal
('",In" accomplish. liS h('Cn ~aid lhal evil knows no greJrer (ear lhan when tWO
or more hcrnes join tngether.

Slill. mallY phren (mostly lleW Olll'lo) like to lw:havc:ls 1011t· worv~'$. lIy rhcir
w~r of thinkillg, gold and operi<.:ncl: goes much further when divid",d by one.
,Such shorfsighll:d individ([al.~ arc quick III Slah Iheir (",lImv pl.t)'ers in the back
ifrhey Ihink it putS them ah..ad. They sd' the samesoldy as a contcst berween
rhemselves untl lheir fellow players. How.ud. CIeJrly the game is a COmc.Sl
between the pla)'ers and the GM. Any comcsi ag.linsr your fellow parry mem-
bers is secondary. .

There;' a name (M such 100(' wolves -"Dead Men!M Not bec:lUSC they're
evelllually pUI down by a superior foc, bill OcClUSC rhey havc no one 10 back
them up. No one's warching lheir backs. Such players arc Ilsuallr done-in lJr
the OIher more sc:r.soned players who don'l loler.lle such antics at their lable.
And lhat's a~ it should ~.

Joining an Adventuring Party

joining an advenruring party is one o( the mOSI important thlllgs YOllr char:le­
tet can do. If you're joining an cstablished c.lmpaign, chalices arc lhe advCl11ur­
ing parry has already heen forme<l. In Ihi~ = your eharal"lcr will ha"e to win till'
r.lvor o( lhc Olher memhers and gain memlx:nhip. 111i~ (':tn u~ually be atcorn­
pli.hloJ by simply buying a round o( drinks (ur tlte pally Il1ell1~C$ 3nd inJicm­
ing yOUt' imel'l")t to join. A tall' or two ofyour br.wadn ami ['-lSI accomplishments
may aid your pc:ririon to jnio. Don'r he alarm<:ll ifrh", parry you are approaching
.scc:ms :llno( or sr.lmloffish al firM. Thut's In be o:peclOO. A(ler all, lhey don' r
knnw you from Adam. Who is this brash young chal':\cter in their fuca? I'a(( of
the game is willlling thc tnlSl orthose you advemure wiTh and proving your met­
tle. Once you've gOllen an :u:!vcnlurc under your belt and demOIl.!ilrntl'll yuur
wiJlin~ncss 10 to<: th... lin... you'll find al;Ceplallee. In lhe lIu:antimt· you sh~)llid

SWAlluw your priul' and pill 011 your l.w:sl gam!' r.lee.

If Ihis is the StMt of a new c:lmpaign, however. rOil and rhe mher players
willmore than likely be on the samc (-qual (OI)ring. 11'11 p;obahly Ix: LU your
advanfage 10 simply (orm a new p:lrlY from sct:ltch.

You havc sevCt:l1 options when doing this and lhere are bcncfk~ and dr:lw­
b.leks to cach.

Freelance Adventuring Parties:

M05t aJI'{"nruring parti{"$. :tre o( tl1<: fredalK'c rype:. ~n(h gmup-~ llsually Sian
of'!" informally an(13r", compri""l ofplayer charJct~rs Ihrowil togcthn by ch.met
3nd/or eireUmSlanCC. There are coun/less ways to expbin how you :.Ind your fd­
low player char:tClcl'$ mer. But ror Olll: n::ISOO ur anmher you've dl'Cid~d to
thl"{lW in wilh onl: aoother aud ~ek your fOrlUlll'S to~elher.

Jor",~Jance :tdv~nrurin(; parril'S hav", no formal organizalion and no afl"tliatiofls
with anyone outside th" group. The purpose o( the parry is the mUnial pro­
tection of its members and fhe accumularion of rrcasure and magic. TIlere :ar...
no bin<lillg ap;n:elllel1lS mher than a 5imple \re:asure pulil'Y (equal ~lt;Ul'S lIlOSt
likely). Members ar... (n:e tu leavl' at any time. This type or pmy works wdl ror
lx:gillllers am! therc'~ no rt:',(Sull nUL to go this rollll'" if you h;lVe cnough gold 10
properly (-quip yuwsell'CS (Of adventure.

Sponsored AdventurIng Pa.rtle!i

Many till1l'S whell a party is rUrl11l,j they IlICk the financial meall~ to «luip
rhemsclves properly. Thc lighter barely has enough to huy a ll~cd sel nfleather
Hlllor. The mage finds he Cln'l :t(ford III huy rhe nc<:",.l.l..lry spc:1l col1lpl'lneolJi.
Th", dung"'ou the parry ha.~ chOkn for irs firsl foray is days 3\'I:IY )'el theres no
mon~y (or horses or evcn decenl provisions. What ro do?

'111e Sl)(lilrorcd ad"cllturing party invokes lr.lllsrorming such a IMny
~trappe:d (or c3sh into a compauy (Adv"lIluring Company). Investors art lined
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Party Legals
Every adventurer worlh his s:all knows {he imporlance of proptor prcpa[:l.­

lion. We're no{ t31king maps, m3gie potions, backpacks full of oil. lorches.
iron spikes, 10' poles, :and iron rarions. We're talking leg:l.l arrangemetlts. legal
documellls arc vil<tl to the professional adventuring party.

It is ofttn imporl3nt ro check with an NPC-;\lIorney before beginning any
adv"nture to make sure your ehanc{er/pany's papers arc in order. The PUty
lII:ty W:ll1t to keep 3 counselor on rerainer for {hc groups Icg31 needs. He will
m;\ke sure the l"'quisi{e official forms arc prepared and signe:d.

LiSted below arc eleven genernl documents of inl"rest. The list is exten­
sivc. hur 1101 exhaustive. Of cours", each documenl must be cuslomized for
the ch3t:1.ct"rs and situation. Mosr I"gal documenu <tre signed, wi{h each
signature signifying the swearing of a blood 03{h (sec Ch:ap{er 5) rim e:l.ch
signor agrecs tn the lerms of the contract and will abide by the <tgrcemem.
Failure 10 do so, of course. results in a loss of Honor and possibly prosecu·
tion by a lonl magistrate.

A number of magic i{ems can be used to prcpare: the heroes legally. and may
even be employed during the adventure. They inelude the Librum of legalese,
Frikeys Flask of Inrerminable Appe:l.ls. the Stupendous Scroll of Briefs and
Wrils, and of course:, Ihe Pen of Fine Print.

Keep in mind that each legal documem will cosr IdlOO gold pieces in fees.
This fu mmpensat<!'S Ihe a!!orncy for his lime and cxpcrcise and covers any
expens<!'S he ineurl"'d while h:aving {he doeumelll draf{ed, norari1.cd and filed.

I. Cancraet for the Division of Spoils: A mun-have. Squabbling
over spli{eing up {reasure and experience is the second-most like­
Iy cause of incra-parry violence (afrer inside thieving). It should
also de::l.l with comingcncies such :IS characICr deaths, Ihe addition
of new members, changes in levels, and allylhing else rhat would
affect booty dislribucion. l/ayour in shar"s seems tD be tlte most
common form of division of spoils. Under this s)'Stem eadt parry
memh"r earns shares depending on how much he conrribuled to
the parry's Sltccc:u. Parry members C:l.n 3lso be docked sh3teS as a
form of punishment.

2. W:aiver of Liability: i\ legal doeumem which immunizcs parry
members againsl each othe{ from d:lims arising from misspells,
critical fumbles, accidents, d:l.mage to, or loss of, items, :lnd oth"r
mishaps Ihal :Ire nor a result of enemy actions or ddibentte: mal­
ice:. For example, :I cltaraCler mighl become irate when a klut"ty
contp:l.nion inadvertently drops his .12 HackmaSI<:r down ~ bolo
tomlt'Ss abyss, our tltis release frees lh<: durmy o:tf from rcsl'onsi­
biliry and telaliarion. Aftcr all, eve:ryone will have a bad d3y,
soon"r or latn !l's a good id<:a to have any hil"'lings or henchm~n
who join your p<trry sien one of dtese.

3. usc Will and Testamenl: Self-cxpl:anacory. One is required for
each member of the p3rT)'. Ch:ar:aerers should cake arc: 10 keep
Iheir wills up {O dale by modifying codicils as lIeeded. Chat:l.cter
assets can be p3sscd down to new ch:lracters in succession, giving
a starling :ldv:l.mage and continuity in equipage. In order to llvoid
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granted sole salv3ge rightS ro th31 complex for a period of 90 days. Anyone
viohling their claim can be fined by the cour{ and ordercd to p<ty restitution
{o the parey holding {he right of spoils for loss of rcvenue.

The: rub is that dungeon.1 or ruins often f:tll onlside of Ihe bordeu of mtm
kingdoms. Ther"fol"', a situation can, and oflen docs, arise in which {WO
advemuting parties have made a claim in separ3{e jurisdietioll5. The legal dis­
purcs can {;\ke ye3rs 10 re.wlve while Ihe dungeon lays fallow, waiting for a
brave parry of ;\dVCnfUrers 10 cry Iheir luck wilh investigating it. Allhough the
3cquisilion of salvage rights docs nOI always :lvoid such SilU<tlions. there :Ire
times when only one legal claim is made and the rights of the :ldventuring
company are pror~led from frec:lancers by a ne:lrby go\·ernment. So this !,[;lC­
tice of buying :I ch<trter license is :l.lwa)'S something for players to consiJer.

l'rofessional adventuring panics oflen issue Stock if they need to raise opita!.
They may ;llso f;lke on invcs{Ors or sponsou in hard times with an agrrcmellt rim
such invcsrors on be boughr out afler a cerrain period of lime. TItey opct:l.te
under a stricI code of condUCt (drawn up by the owners or founJers).

When filing its ch3rl"r, :t professional advenruring parry num lake on a
name and a symbol (cresl). This has teSul{ed in many such panics becoming
household name! as Iheir parry-f;\me riSe! while news of the:ir exploiu spread.
Some profession31 advcllluring parries employ full-time minstrels to sing of
their deeds. In Fangaerie each spring, professional adventuring parties meet to

eompele wilh one anOlher.

Chapter 1]- The Adventure and The Ongoing Campaign

up willing to put up th~ cash to mv"r th" pany's ~xp"n~ und"r contract, Lt.,
Ilrovisioll$, "quipm"nl. room and board, NC. This is a good oprion for {hose
PCS who s13rr off the game a lillIe coin shy and who ;m: un;lb[e 10 properly
equip {hcnlSelvu. The eOntnet m;ly be for;\ one-rime expedition or it m;ly be
an on-going concern.

S~u::h cOl1ll'ani"$ lake many forms. Some: have: sharehold"rs. Otll"rs mar"
d'-""Cly resemble: a full partnership. '!ypiCilly investors widt venlU,.., Clpital
p·ony up the Clsh to e<Juip the party an,l cover "xpenscs and th~ party 0p"rat"s
like a husilll'5..~. After ~ach ~p"dition/adventu,.., the secl"'tary of Ihe group
nlust writ" up a l"'port delailing the 'Iak,,' {any money, treasurt and Other valu­
ables ohtain"d during adv"nturtJ. TIlt investors l"C<:OUP Ih<!'ir invulmem off
Ihe lap and thtn takt their em of {he profiu, usually 50%. Only {hen do {he
Ilarty members uke {heir CUI - shares vary depending on how much money
was inieially fronted/invested.

Th" sponsors of .mch mmpani"s are usually ~II-to-do, amutlll men who
ofteo 1000k at such an inv"stm"nt as a pt:l.ctical means 10 geHing their hands on
certain ifems which are olherwise difficult {O acquire (such as ;\ntiques, relics,
magic items, e{c.). Ofl limes they;ll'" retired advenrurers themselves who have
spare gold to invesl and know firll{ hand how proh{able advenluring can be,
nOt to mention dangerous.

The drawback of this type of $CtUP is that any magic item.~ and orhe:r trea­
sure :lre rypically conve:ned inro gold (.sold}.«' thar pmfits Cln .Iimply be paid
OUt itl shares to avoid disputes over oWMr.lhip. If:t party member d"sires a
ce:Hain item he mltSt dffiuCl the str~t-va.lu" from ;rny shares he's 10 receive, or
make up the dilfe,..,nce if his cur isn'{ enough 10 cover the filII price. If:l cer·
tain ilent is deemed to be useful for the fun her success of the Adventuring
Comp;rny, the illveslor{s) may allow ;r characte:r to usc the item with Ihe:
undemanding ,h;r, it's company properry. If;r ch;rt:l.C1er IOKs 'company prop­
erty' he may h;rve to p:l.y for it OUt of his own shares.

Although the terms of any sponsorship arc subjeci to negoriacion {he fol·
lowing rerms are typical:

• the sponsor agr~-es 10 fin:lnce the parry and flOllt the <::l$h for equip­
ment. provisions, horses, foom and board and Other expenses. In
refurn members agree 10 remup the inveslor of his up~fronr money
and give him 50% of any remaining treasure.

• the parry :l.gr«s to work for the sponror until lhq h:l.ve t'arm:d back
tCl\ times the amount initially invcsted. For example, if the sponsor
fromed the parry 5,000 g.p.s 10 launch the company Ihe: party mem­
bers would have ro continue workiug in the sponsor's employ unrH he
had madt' ~O,OOO g.p.s back from his s!l;\te of expedition loot. The
p.ury may offer to 'buy' off {he sponsor by p:l.ying off Ihe remaining
babnee but Ihe sponsor has the right 10 refuse such an offer.

• tach pally member i$ required 10 swear before rhe spon$Or a gawd
oath 10 his patron gawd lhat he will abide: by the terms of the: spon­
$Orshi]' or lOSt' one experience levd.

Aside from the: n:lSlinc:u ofbre:lking a g:lwd o:l.th, it's usully unwise 10

che:lt :l.n investor. Inveslors are wealthy and powerful. Therefore
they can hire high-level assassins to hUn! you down alld eliminate
you if they think you are skimming or breaching the terms of Ihe
agl"'emenr in allY way.

Professional AdventurIng Parties:

TIlis rypc of adventuring party openltcs much like a sponsored adventuring
I,atly. TIle difference is one or more of the parry members OWIlS the compa­
uy, i.e.. allY ~ponsorsJinvestors have been boughl out.

The pmy member/owners serve as shareholders. They may bring Other
PCS or NPCs inro {he group as employees but they ret;rin rhcir ownership sta­
lUS (unless they sell OUt their shares or inu:rest in the company).

Legally, in most a,..,as of Garwu1,e Wurld, professional advenruring pallies
nlusr he charte,..,d (sanctioned) by tit" local Se3t of governmenr. This ittvolves
p<tying 3 chartt'r license (5d I00 gold pieas) and agreeing to pay a 10% tax on
the gold piece value of:alllre:l..lure Ihe p3rry finds. Ofcouro«: most profCS5ion31
;tdvenruring panics do :I little creative bookkeeping and pay far less 13xes than
they are suPPOSt-d to. But if you go this route. beW:l.l'" the Tumen. for he can
be both sneaky and brutal in his tacries.

Such a taJ( m:ay seem oudandish :and mos{ phyers are probably wondering.
"Who on earth would submi{ {O stich a {hing?~ Well, there is an adv:am;\ge (o
berng a chmered advenlllring parT)'. Those advcnlllring parties r~ognilCd by
the sr.m have Ihe: power '0 Slake claims on any previously unknown (unregis­
tered) dungeon or ruin. Once a p:arry h:lS filed a claim on a dungeon Ihey are
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a big government tax bite, consultation with a etnifit<i NrC t:IX
al10mcy is highly recommended. POl may also want to specify
lhat lheir bt.'qut:lil is dependelll on :I filling funeral and intern­
ment, forl'Stalliull Lhe leave-the-oody-in-a-ditch-liO-we.ean-cdrry­
more-trC';l~ure syndroll\t.. h·s <I good iU('"d to insist 01L all I'MLy
mtmberlO m~king a g~wd o~th (see Chapter 5) th~t rhe)' will rry,
to the fullest of their ability, to honor your will. The thre3.t, of lhe
lou of an experience level, hold~ a linJc more weighl when dock­
ing a few Honor poinrs is lhrown ililo lhe I>.:ugain.

4. Pre-Adventure Agrt'Clllent: In many l':tSI'S Lhe party will I>e per­
forming a specific mission (hal III~US spl'Ci<l1 k'gal collsidcnuiolL.
A dUllg~n crawl differ.s grtally from a resc"e expctlition. Will
there be additional rewards, bonus cxl>erience, or other benefits?
Thi~ documelll spells OUI any unique rcquiremems and under­
sundin!? Of particular imernt is huw t.'Xpen!l'CS and losses willlJc
covered in the cvell! Lhe payoff is not forthcoming.

5. Ad"e'lluring Procedures' Manual: A compendium of Stand;lfd
policies the party wilt adhere to under normal conditioos.
Although not a legal form in itself, it providc.s proper documen­
tatiuo uf advellluring b3.ckgruund lIIaterial. pany bylaws. and
plOvides ju.stiflcatiull for group lIetions.

It should cover such tOI,iC5 as marching orda, Wdtch schedule,
r.-sponsihilil)' for trap--ehecking ;lod lock-picking, rolicies for
hC.1ling spells and rt.'lurrections, and so on. Iu-ference 10 .he pm­
cedures' manual dariflt.'l cridcal choict.'l in the rnce of cowardly or
stubborn fullowers and eumpaniuns. 3.od heads uff legal aCliuns
thaI claim l;;tl,riciou$ or unfair dccisiotl-lU<lkinll.

r.. Alternalive Di~pule Resolulinn: While /lot actually an agree­
ment UlitO itself, tht ADlt elame should he consider~ wilh an}'
legal document between parry members. When disputc.s arise,
this allu~ rcsolurion through a process oUfSide the acrual courr
Sym'm, 11 llIn lx· !tun-Liuding tlll-diaLiun (a mutually agn'!:d­
umn third parI)' hears bOlh sides and get~ issues 011 the lable. bill
docs nO! offer a ruling). hinding or nnn-hioding arbitration (~

mUlually chosen third-party 3.clually rules as in a trial, hlH wirh
limired or no discoV1:ry), a specified Irial by ordeal, a duel or sim­
ply ncguliaLiun. ADR is preferable to IISC of the local coun sys­
tems, which may bc slow, cxpensive, andlor currUpt.

7. NOIice of Complianc", A proclamation giving n()lice IImt the
party will comply wiTh all applicable laws regarding hiring of
henehmeo, overtime. l:lbor conditions. discriminalion against
non-humans, etc. Used to prolect the party againsl lawsuits and
government meddling.

8. Insurance I'oliciu: Many prnf<';.S.sional adventuring parlie.~ pay
shares 10 a parry treasury. This treasury is used to pay for resur­
rections or he:lling of ils membership. II also serves as an emer­
gency slu~h fund. As the treasury gro~. a portion of it is ofren
peeled ol1'il1lO an insllf"dncc fund of suns. Ifa party memlx:r dies,
his heir is gllarante~ to rcceiv" ~ lump-sum payment.
Sometimes, rhe parry member is eXJ>Cctcd to pay il1lo such an
insurance fund. This Co1n be well wotlh the investment of insur­
ing lives and valuable irems 3.nd makiog sure your heir, protcg<! or
family is provilkd-for. Walch fur lricky terms Ihat mighl prevelll
pa)'ollts.

'J. Bllsineu papers: Advtnlllring {;roup" who form parnu:rshills,
companies. or limited liabiliry eorpor:nions to obuin the beSt
financial advantage will wam 10 have Iheir contracts in order.
SlICh orgal1ilatiotls may rl'quirl' incurpul"'dlion papers, cll3.fters,
~CCOUnt ledgers, indcpendtnt ~Ildits, anl1l1al repurts, mimltl'S of
board meelings, etc. It i_~ I...,.;t to o<:<i,le where rhese papers will
be !tored so as 10 rem:!in s:afe. Ofteo, a member of Ihe party is
chosen :IS the business manager and/or treasurer.

10. Slipulations and Addenda: Any :l.ddilion:ll agreements or
ch:tngC5 may be covered in this form, along wilh ~ul,porting doc­
utllemation :lnd Ihe like. They may be updaled during rht' adven­
tllre as needed.

II. Professional Adventuring Parry CharterslUy-Laws: Most pro­
ftssionalauventuring parties have 3. chaner and by-l:lws. This doc­
Ulllent is lIsu~lIy kept by the pally le;;auer (or spunsor) anu is uscd
to rcroll'e disput.-s, in-pany j'Lstice, payoltl nf shart'S, "IC. They
can be rather extensive or as simple as ~AJ1 memhers of the parry
shallal;l in Ihe best interesr of the parry as a whole.~

The following is a typical chart"r for a prnfe.s.sinnal advenwring party.
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Party Charter
• Everyune SWC:lrs a blond oath that they will ubcy the

pany le3.dl·r.
• Everyunc swCars a gawd uath dl:lt they will nOI know­

ingly or through utCt·il Lting harm 10 Iht parry.
• Trea~llre shares shall he p~id our a,s follows:

1 shart' to evl'ry pany memb.:r
I 1/2 shares 1'0 rhe p.my leader
I share to anyone who took more than half damage
5 shares to Ihe parry tre:lSury (cmergency fund fm
raising the dead :IOU healing Ihe wuundl-d)
I share LO <IllY party tllel1lLcr who loses a limu or is
hlinded
1 1/4 share to the mal'J!,er
112 share to the pany mtmber who finds hidden
trcasure or who disarms one or more traps

• Anyone who knowingly macks a fellow parry mem­
ber shall be banishl-d from the group and forfeit
ALL his sharts.

• Anyone whn Steals from a fellow parI)' member sh~lI

Io....,:t linger.
• Anyone who shirks a task sh:tJl he fined 1 sharI'.
• £.1ch parry member may have one day off per wct!k

(unleu more rime is neooed to heal).
• Anyune hoarding food or drink shall be fioed I share.
• Each pallY Illeml>er <lgrtts to pcrform his dUlies (such

as guard duty) when his 101 is drawn.

Types of Adventures You Can Expect:

B.1sically, there are seven major rypes of adventures you'lI be encountering
in your advenlllring career. Each rype of advenlllre is approached somewhal
differently :tnd presCnts a uniquc SCI of challenges 10 lhe hcro.

Dungcon Crawls: t\dventurt'S into the NetherDeep (underground) by
means of subterranean mazcs and p:w.:rgew:IYs arc by Far th.. mOSt popular
AND the most challenging. Each year the HMPA conduclS a Playcr
Character Demise Survey and lhe results arc ALWAYS the same- more play­
er ch:lf';lctt'rs met'l Iht'ir dCllliSl'S in dungl'Qll seuillgs th~n ANY ulher type uf
:Idventllre. Cary used to have a saying. "Dungcoll is JUSt a sevcn lettCt WOld
for Death!" You'lI do ""..litO keep thoSl' words in mind ,md ~t:lY alert at ALL
times while dungeon delving. There's no room (and little tolerance) for com·
placenty un a Duogl'Un Crawl (DC).

In the DC, the party arms itself to the tath and Ihen sc:t~ off to elller :Ind
cxplore rhe dungeons of some castle. temple or similar nrucrure. These types
uf unuerground advClltures arc hardly ever wrapped up in a single gaming ses­
siun. 11,e parI)' lJ.'iually forges ahead until circumsrancc.s (usually the de:tlh of
unc or mort' cumrndl'S ur dwindling hit points) forcl'S them to relfeat with the
promise of reHtrning later and 'lighling anolher d:ty'.

Dungeun crawls 011 for special preparalion. Things like anificial light
sources (torches, cdndb, lamps) poles fur probing. ropc. spikes, mapping
materials. 5Cwing kils (for wounds) amllikc equipmcnl :lre Ihe 11l3.in wols fur
.such ~eliviry. A vel)' wisc s,1ge once said, ~Bettcr to hayc a thing and nOI net-d
it than to n"",d .'I Ihing and nOI have il.~

Thcre~ ~ \'Cl'y famous Story which cireulales around various gamin.!il circles
of a cermin pby"r who climbed alilhe Woly to the National HackMaster Fillals
only to have his charncter hill.' the hig nne because he had been tOO chC;lp to
layout 5 silver pi~es for a new how string (the oM one ~nappC(1 when he fum­
bled jusl as a Hedgerow Lunger chargt<i him).

Another crmcern when de;,fing with dungeon f;:r3.wls is mill'pillg. Since the
typical dungl'Oll is an endless mau of twist,S and lLlrn.'. one or more nf lh..
parry will be charged witlt mapping the parry's progress. Don't lake this chore
Iighdy if it falls fO you. The life of yourself and your Icamnl3.lCS could depend
un the accuracy uf yum map should you have ro beat a h[lsry rerreat. We'll dis­
cuss mappiull in grl"~ter detail later in this chaptcr.

As your parry is exploring and mapping, movement will be greatly slowed.
II's wisc to designate a frunt guard (ak.:l. 'the point') and rear guards beforehand.
Whoever is handicsI with a )wuru (usually the fig1l1er of the group) usu:llly
takes point. Speillobbcrs (magic-user and cleric IYpes) ~hould Silty in Lhc mid­
dl .. where they'll l>e protected. Some groups prefer sending !llt·ir Ihief oUI
ahead of the party where he can SCOUl for lraps and other dangers (especially
ifhe has infravision). Other groups like 10 keep their thief well to the back 10
watch for any rear auacks.
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The lypil'al dungeun will he fill«l with chambers and rooms (some hidden)
- mos! will be inhabiled by unfricndlies. In instances, somc will be empty
(m:lI least Ihey'li APPEAR 10 Ix emply), Thcrc will also Ix: a myriad of lrJpS
to c.llch dlO.'ie unaware, lricks 10 fool lhe unwise, aud lurking to
devour lhe unwary.

The rewmrls, lu)w{'Vcr, arc grclil. Cold, germ and maj;ic ilems awai! thOJie
with rh.. m..nle to claim lhem, Obmining slKh Iid1l's will Ix: tlt(· key fur you
and your parly 10 beller prepare for further eXpc:<li,ions, They'll earn you
expericnce poinu (See Chapler 11) that will gtl toward making yo" more
adept in your chosen profession and mor<' powerful in alt

[.mn'l be sidelracked, however, I::itsl aud you survive.
r:.xJX'ricnce poinu and gold Illean very linl", to lhe rlead. You'll find ir'[[ rake'
evtry skill you can mUSler (and a lillie luck) 10 light your way illlo ,lIld OUi of
Ihe dungeon, van<luishing Ihe guardians of lhe trCasure that lay hidden
and lhen c:lrrying ;my n:aJizr:d 1001 back 10 lhe surf.tce,

Wilderne.u Adventure: Adventuring outdoor.;, inln unknown lamb or
howling wildernesses is Ihe second most popubr rypc': of HackM:lS1l'r :..lven­
lure. MUSl players art: rduCl::ml to venlUrc 100 fur from civili1.1tion, and for
good re<lWll, Until yuur char.lC1er and his advenluring compatriOtS ha\'e
dim!x'd kvds, tntvding 100 Jilt frum the nCl uf civiJiz':l1ion can

The hiAAen 10 adventuring outdoors. as compared to dungeon
crawlillg, is dIal sometimes a guud fan hurs<' nn carry yuu OUt of harm's
way should you find yourself OUlmaldu:d. Evell so, wilderness adveUlurn
.Ire t"Xueml'.ly al best and packed wilh opportunities for the CM to

do you in,

InSll'ad of .nteting onc to tllr('C kulJ.ulds in a twemy lJy twenty fOOl room,
for ""ample, you might find yourself face 10 face with 500 pisSl't.i uff
grunge clvl'S blocking m,1d you're tr:l\'l'.ling (as wdl :IS any avenuC$ of
escape), There arc also dens of mOnSters 100 to menlion hrre, and
trackless w:tSldands fO comend with, Perhaps WOrsl of all. you're in the Open
and vulnerable. TIlere'$ nu hiding lhe magic-user or thief 10 lbe middle,
no door to spike shut and the fighters on't block Ihe pusagc taking on a few
of Ihe enemy wilh thcir superior AC.

As such, prolraCled ellpedifions are normally undcn3.ken by highcr levl'.l
characl<'rs, Even so, even durn: chal1tcu:n NEW 10 lhe life of adventuring
must get from poilll A fO [X>im 13. Furays uflimited duratiun :Ire pouible for
such .;h:lraclers ir the proper ptCC1lutions ire laken, Ofl times, yuu can hook
up with a roving patml or It:lVd in Ihe company of NPC for mutual
proreclion. JUSt heed any your GM may be Ihrowing mil, Ifyou're gel­
ting in over yuur he:ads, he's likely to Icf you know. In rhe beginning, he mighl

thaI )'uur party du sume Olploralion - perhaps 10 reach fhe sife of
a dung<"()11 elllrance or to aecepl thl' huspitaJilY uf a friendly dan of dwarves,

Keep in mind Ihaf horses and pack anim:J.ls may he m:cessMy for such jnur­
nl:)'S :as well :L'l addirional supplies, such as o:tra ammunition, map-making
equipm<'nt, lents, shelters. etc.

lravd will be at a slow r:lle in unknown ar"'as, for ),our pany will he explor­
ing.looking for foe.s 10 overcome, mapplOg. and SC':trching for new finds onost
lemples, dungeons, and the like, lr Ihe expcdirion cominues for several days,

will Ix: lll'l:r1to hunt fur g:.lllle (ur raid the lools) fO replcnish food
.<lnra;, Ynll lIlay evcn unrxr,ectl-Jly come :.Icruss inhalJiled art::.I.'i such :as thorps.
hamlets, villJgl'.'l, or tOWnS. :iinle ir will nor hc if
such senlemenu arc friendly to str.tngers you lIl.ly WaOl to by-pass lhem.

Tnwn A,h'enlllrcs: of these Cilil'S. towns and SU111e­
riml'S village-; provide lhe selling for thc lhird popular lype of

LJke man, no char.1Cter is ;tn island untO himself. Your
will need fO 101er.tCI wilh others on a routine bask \'(lh3t',s the point in JllIas.,­
inggold and treasure if yoII dOn'f have a phce 10 spend II?

5eltlemellls CUI be illlt".resring, informalive rimC$ as c1angefous as llic
dungeons lhemselves, A parry slocking up on I.lmp oil, crosshQw b<llts
:Ina pack animals is likdy to dmw anenlion.

the dungeon .;erves as rhe plOving grouud for herOt.'S where skills and
meule arc put ro the it is thl!' town your char.lctcr Ilevdops as an
rndividual and becomes flesh and bone.

Towm :Lre highly inlere-;ting, informalive places and often Ilfl'Sl.'nl hu­
ardous encoullters and that your ch,lmeter will have (0 deal wilh
Wilholll rdying 50 much on the force of ::mm or m::lgic. B.:coming a memher
uf sociely TetJuires a whole difl'erenl SCI orskills than lhal of the other types of
udventurl'). with die IJ'Upubel!', 1000'a!ing <luaners. buying supplics

nluiplllclll, SC'l."king information Ie. well :.I.'i looper:nint( with aod
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abiding by 10C3llaw5, and all ,sullliely and role.play­
ing. Such :tcliviries in a completely strange lown forethousht and <kilL
Care mlm be raken in all one says and docs, QUC!ltions about r.mk, profession,
gawds and alignmenrs arc perilous. :lnd use of an alignmenr longue is wei,llly
repulsive in mmr places. There arc usually beggars, handirs and drunlu to be
dealt with; gn::edy and grJSpinJ.\ merchants and informants ro dn business wllh;
in'ltriring ofJicials ur suspicious gU:.lrds to l>c answererl. The t:J.verll$ house
many porell! ially hdpful sources of useful infurmatiun to ruur character, lJUt
!hey ;II'\() conlain devcr and dangelous adversaril'S who prey UII lhe anrl

Why do you Ihink lhe barroom bmwl a in
Americ.1n Then rhere:11'r Ihe un Ii, srrr:cu; and ;llkys of till' dly aflcr
dark ". Who is thal lovely maiden Il«koning In y')U 10 SH'p into some shall­
oW)' enlryWay?

PolitiCiI Arena: A5 yOlil ,hat'dCter higher ll-vcl., he may bel;in (0
rcali1./' rhm his heroic elTons ale having liltle impact un the wurld :II IUJ;c
amllnd him. 11I.<lead or:\erving a king or lonl, he may Ix-gill o:r.lving Ihe chance
ro hold thl' of power and ha:ome a nrOVl'r-and-shak\'r,

Cetting involvl'(l in lhe [X>lilicaJ arena and t.:tking un a ch:lin-of-office or a
posirion is onl' of lhe mOSl rewuJing a dlarJcter t::Ill du. There's
tremendous hllrdC'n of responsibility lhal COUll'S wilh the job, as well as
inrrigue, ;lnd Ihe danger of assassinarion al lhl' hands or a rival who h:as cyn
on Yllur jlnice. Some Char.lClef' rl$C 10 polilics through lhe nlililar)', Olhers
because thl'Y are :lpprnached h)' N 1'C.s or in a
lion 10 appoinl lilies or ofl1ces) who weN: altl'::lCted to the charaCln h)' hi.s
heruic exploirs or greal FamdHonor. You shouldn'l shy away from such oppor­
lUnilie$ if they present If's Ihe surest way for a chamcler 10 leave a
lastinll mark un the game wnrld,

The World of Business and Free Emerpri:\C: Like p"lilies, Ihis rypc of
adventuring is usually taken up by high lev",1 who :ICe going intO
scmi-rctircmenr. However, many low level characlers rry rheir hand ar
a and acmall)' do <lUlfe well. Some characlers lIlay siml)ly (III lnlO .1
business. For ellample, a group orfhicves sleal a ship from a harbor ro e!Cape
lhl·lung arm of the Jaw. Luer. on Ihe high seas, Ihey realil.c lhe ship IS c:trry­
iug a l'argu uf valuable trade goods. AI lhe next pon, fhey cnuld try to frade
thoSl." for hard gold (discuvering in lhe process dm Ihey have!o pay pon
fec:<;, impnrr laxes, etc.). l\usinC$> (',unpaiglls o(ll'n rUIl in the lJackJ;ruund uf
the GM's normal cllnr,aign. Once: a charaetrr has employC'l.'S or pan­
ner!> he can trmt, he may feel com(onahle leaving lhe business 10 run on ifS
own while hc up advenluring :lg:lin du:<:king in nC)\V and llu'n when
he's in fown to sec how things arc going.

Imer-Dimcnsional Ad,'emuring: Thl're an: eoumk'SS other planl'S uf
tence in world o( I-bckMa,ster. Snmc planes arc rhe homc 10 dernom and
other unspeak:tble t",rrors, Other are occupied by members of a parric
ubr :tlignmem. Man)' pbnd ar.. Ihe home world ((l Vl1riou,s j}1wds (pan­

As these are mysterious places known In by only a very few, we
won'l go rolO det.li1 about Ihcnl here, During the course of your advcnruring
c:ln:cr, you will undoubtedly mr:cl denir.ens (rom these of exisleoce Jnd
will stumlJle upon to lravel among lhem. If's even possible!O travd 10 lhe
campaign wurlds uf ulher H:I,kMaster

Inler-GenR! Ad,'enluring: It is also pos.sihl"" wilh lhe proper magic and
Sleps, for yout ch:tracters to rransc..nd lh.. harriers of tim.., Sl)ace anilingic and
visit other gamrng genres, How will your mage holdup against me:mb.:rs of
the Heroes uf HackLngueTill or huw would your herserker r,lIC in the world
oj Catt!cPunk? A lhief wuld prulJalJly clean up picking po<;:keu in Ihe vacu­
\1111 of Span'I lackT"l. The possibililies are endlcss. Imer-genre can
be a "'onderful diversiOll for high-level draraeters whu have l>ccume lJ.ured
wilh dungeon cr:lwling anrl nel-d a challl';e of :.cenery,

Geujng your Bearings
Thc li!s! challenge yuu will face::lS a player is familiarizing yourself wilh rhe

CM's world (also callcrJ 'miJieu' Ot world'). Musl HackMa:;ter cam­
paigns :Ire ser in the {lnly official campai!;n wurld, Carwl.....te Wurld, but il is

pos-sihle, and acce:pt:rble, for GM5 to ba.sr: thl·ir campaigns in sellin!;>
nf their own making. Usually hOlme-brewed sclling! pale in ,0mparisol1
to lhe lush. rich detail of Garweeu Wudd, 11m almo.sl :lOy Clpahle GM wilh
at leaSI a smIdgen of ralem and/or imagination (;In piea together a world with
enuugh sand 10 hold the inlcresl of his players.

Your GM will briefynu on certain informarion pcnaining 10 his world prior
10 the adventure bill rhe burden is r..ally on you, a,' a player, 10 glC':lll much
IIIformation as you'll need about your environs to help you sua:""d, He's c"'r­
t.linl)' nOl goiug ro vohroleer all the roformallon you need to develop your
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Social Engagement Cantrips

The rcciplcm of Ihis c:llmip C:lli 1:llk al ll:ngdl :llwm lIny SUbjl'(:l, even if
llll'y h:J.vl: no idea whal lhe lopic of eonvcl'Sarion is alwul. Till' lllSll:f 11l\l~1

hold his hand up and move his fingel'S in :ll:llking mUliun whill: saying "blah,
bl.lh, bbh", 10 evoke lhe magic.

Gristle Teleportation
(Alteration)
Area of Effect: Caster's mouth Casting-Time: 1/6 segment

The C3S1er e.:tn usc Ihis Clnrrip 10 remove a small piece of UnW:l1lll"tl food
from his mourh :lnd conccal i, within twO fcel of his person. The malerial
conlponem of lhis spell IS a napkin which lhe C:lSler mUSI wad up in hi~ h:lnd.

Hide Food
(Illusion/Phantasm)
Area of Effect: One plate Casting Time: In segment

This anInI' will tum up to une pl31e's wurth of foot.! invisiblc for one hour.
The castCr must rub his h:lnd over his :lbdomc:n in a c:iKular mOlion 10 usc Ihis
C1nmp.

Casting Time: 1/3 segment

Casting Time: 1/6 segment

Casting Time: IIlO segment

Casting Time: In segment

Casting Time: 1/3 segment
Duration: I day

Numb Tongue
(Illusion/Phantasm)
Area of Effect: Caster
Duration: I turn

WJIl:ll lhl: CISler U$C$ fhis spell on himKlfil ~lIows him [0 nor lUle anything
lhal he pUIS in his muulh. He m:lyclld lhe: spell ~l will. HI.' is required fO grab
hillongue and w:lg it aruund lU evoke lhe canllip.

Neutralize Alcohol
(reversible)
(Alteration)
Area of Effect: I quart
Range: 10 feet

This anInI' will h:llve Ihe aniouni of alcohol in lhe larget drink. hs f'CYersc
will double Ihe :lkohol conrenr of Ihe IUgel dnnk. The somal)c curnponrlU
of Ihl: neulr.lliulioll effrel is moving nnc's h:llld over Ihe lOp of ~ drink whIle
thr rcvelK rrquira one IU prelend 10 pour II boll Ie infO a gl;u.s whIle snlilin\;
and noddlllg Ius hC3d,

This eanlrip will allow any onl: pcltun to continuously smile Wilholll his
f:lce gelling lired for up fO I hour. The eulcr mWf Slale, "My, uh IllY, wh~1 ~

wonderful d:lY."

Set Table
(reversible)
(Alleralion)
Area of Effect: I table Casting Time: 112 segment

This onuip is used to quickly iK;t:l. labll:. TIle CISler nC'Cd nnly pile llie dish­
es and ulelUils al lhe end of lhe lable and lhe anlrip will lake calC of lhc resl.
The revcrsrd onlrip will collcel all of lhe place Kl[ings on :I laMe ~lld Slack
Ihcm ne:tlly on Ihe l:lblci crlge. 'l1Ie CUler musl UK his h:lnds 10 mimic lhe
mOliull5 of dC':l.ling a dC'Ck of ards.

Personal Zephyr
(Evocation)
Casting Time: 1/3 segment Duration: I hour

ThIS anmp will crene a lighl bm:-a: Ih:ll will blow llcross II'IC casler, cool­
ing him:as ifhe W:IS using II h~nd hdd f:ln. The Clnlnp l:lSu for UIIl: hour TIIC'
(:I5ll.'r IIlIlSI periodically hl<lW inlO his h~nd J,nd spnnkle Ihe bretlh over hil
hool.

Pass Salt
(Alteration)
Area of Effect: 1 container Casting Time: 1/6 segment

This C~Jllrip will rdekinclic:llJy move:l food ur :;casunillg COnl;lincr up In Ie:n
fttl Inwards :lny one person of lhe Ooller's choosing. TIle l"anuil' CllltlOl C:lU~

damage. II prev"nlS :lny spills during lhe colll:liner's journey. Th", ("ul~'r rnu~1

n:ath 0111 lowards Ihe cOlll:liner :lnd pretcnd 10 move il 10 lhe rccipienl.

Protection from Sneezes
(Abjuration)
Area of Effect: Caster
Duration: I round

This Clmrip will prcvenl lhe ca>1<:r'S own snCC'2.es :lnd dencci the force and
spr.ty ofsomebody el.ic'ssneczc, should someone rclil:ve the ricklc in rheir nas:.I
passages in Ihe direclion of lhe e:tSler. The somalic companenl of Ihis l"'lllllrip
is holdiuK 11 linger und~'r one's llose.
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Strengthen Smile Muscles
(Alteration)
Area of Effect: I person
Range: 10 feet

Sleep with Eyes Open
(llluslon/Phanusm)
Area of Effect: I person
Duration: I hour

'Ille redpienl of Ihis anuip is able 10 sleep while slill :lppearing 10 be awake
10 lhe asual observer. Thc casler mUSI Ihp himself in ,he f:lce a couple of
tim".

Casting Time: 1/10 segment

Casting Time: 1/3 segment
Duration: I turn

Blather
(reverSible)
(EnchantmenclCharm)
Area of Effect: I person
Range: 10 feet

Conceal Gas
(Illusion/Phantasm)
Area of Effect: I person
Duration: I round

This anuip will nullify :lny sounds or smelh associ:llcd wilh lhe by-prod,
UCts of the subject's pllic sYSlem. The asler must wave his hands in Ihe :lir
U if he IS uying 10 blow:l smell :lway from hi~ fa«.

Appendix C: Magic-Usf!r Spf!lls - Cantrips

Two-D'iusion
(Illusion)
Area of Effect: '" sq. ft. Casting Time: 1/6 segment

'r1lis onlrip is virlU~lly the ume;: ~ ~ Ph~nt~m~1 Force spell in musl
ro:specu. The eUler crUla ~ 1W0-din)Cnsion~1 illusion of wh~tcvcr he dnirc:s.
If any vicwt-r sees II from ~n ~ngle of more Ih~n 45 dq;= from iu horizon­
1:11 Or verfieal viewing axis, ,he nmu'e of Ihe illusion will be immali:l.ldy
ap~n:nl. lr is dupdlcd by louch or m~gic (or Dlipel M:lgic). II is invisible
from lhe .ide or lhe re:u, :lnd 1:lSIS U 10ng:lS lhe euler coocenu,:l.I(S upon il.
'10 dTC'C1 lhe alllrip, Ihe CUler musl spak a phraK descnpw,~of Ihe illusion
"hilc making II circubl mmion widl his closed h:lnd.

Dispel Body Odor
(reversible)
(Alteration)
Area of Effect: One perSOn Casting Time: 113 segment

Anyone who has lhi~ omrip cw upon Ihem WIll no longer smdl b.'ldly:
inslC:ld smdling as if lhey h~,1 JUSI h31hcd. This spdl w1l1 wr unul lhe odor
builds up lIgaill ualurally. TIIC' rcver$oC<l spell m:lkes lilt: victim smdllike he h~
been pl:rforming maUllal labor in fhc sun for :I wttk wilhoul b:lthing. An
unwilling vicdm mllY 1I111ke a $.1ving lhrow 10 :lvoid Ihis aUlnp. The C:lSler
mU~1 rail<: l>luh ofhis arms in $\l(:(cssion and .scrub his :lrmpirs to ClSI Ill" spt:11.

illusion of Courtesy
(Illusion/Phantasm)
Casting Time: 1/6 segment

11K aslC'r 0111 l~ Ihis c:anlrip 10 m:lke ~ny one Kllon or phruc rh:lr he 1$

:lboul 10 uSC' ~m 10 he done in :I polile, non-offensive manner. TIle CUlel
IIIUSI smile :I large. loolhy smile during lhis inantJlion :md nod hll hC:l.d
repealedly.

Interject Witty Comment
(Alteration)
Casting-Time: 1110 segment

This onlrip will make lhe very nex, thing ullCrcd by lhe OlSlcr Sl:l:lll witty
:lnd humorous fO ,hose lislening. The c~ter mutt make :I motion wilh his
hands:lS if he is pl:lying an imagin:lry drum in lhe :lir.
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Wipe Face
(Alteration)
Area of Effect: I person Casting Time: 1/2 segment

This spell elc3.ns Ihe Face of 3ny ere3ture i{ is as{ upon, juSt as ifir had been
.scrubbed with S03p and waler. The ca.~ter must vigornu.dy pretend 10 rub his
own face 10 evoke this m~git:.

The HackMaster Player's Handbook

Wash Hands
(Alteration)
Area of Effect: 2 Hands Casting Time: 1/2 segment

This can{rip cleans {he suhjeds hands juS{ as if he had scrubb.;d {hem with
soap 3nd W3ter. The casrer muse rub hi~ h3nd~ together in ~ vigorou~ hand
Wll5hillg motion.

When an Alarm spell is (UI. the magic-user causes a selected area 10 rea(t
to {he presence of any (reuure larger {han a norm:ll rJr - an)'lhing larger th:ln
about one-half cubic fOOl in volume or more Ihan :lbout three pounds in
weight. The arta ofdf«t can be a ponal, a $Celion of noor, stairs, ell;.

As. soon as any erCIlure enlers {he W:lrded area, rouches ir or olherwise con­
tacU it withnu{ spt:lking:l pa.ssword established by Ihe caSt('r, the Alarm spell
leIS oul a loud ringing thar can be heard clearly within a 60-fool radius. This
ndius is reduced by 10 feet for each inrerposing door and by 20 fcc{ for each
subslanrial interposing wall. The sound lasu for one round and {hen ceases.

Elhcmal or aslrally projected crealutes do not trigger an alarm, but flying or
levitating crealure~, invi~ible crealures or incorporeal or gueolU creaturcs do.
The cas{er can dismiss rhe alarm wilh a single word. The material components
of this spell are a liny bell and:l piece of very fine silver wire or rook's brain.

First Level Spells

Affect Normal Fires
(Alteration)
Level: I
Range: 5 ydsJlevel Componentli:V, S, M
Duration: 2 rds.llevel Casting Time: I segment
Area of Effect: 10-ft. radius Saving Throw: None

This spell enables Ihe magic-"",r to cause nan.magical fires - from as small
~s ~ torch or lamern 10 as l~rge ~s Ihe ~rea of efTet:t - 10 reduce ill size ~ml

brightness 10 become mere coals or increase in light to bet:ome u bright as full
dayJigh{ and increase Ihe ilIuminuion ro double the normal r3dius. No{e {hac
this does nor affeet either fuel consumplian or damage caused by the fire.

The caster can affeci any or all fires in the Spemi area. He can alter Iheir
inrensicic.s wi{h a single ges{ure:u long as the spell is in effe.::r. The spell Ia.m
until the caster cancels it, ~II fuel is burned or the dUfOltion Cltpires. The (ast­
er am also extinguish all flames in the area. whi(h expends the ~pcll immedi­
ately. The material companelll is the fire {o be affet:{cd. The spell does nOI
affecr Fire E1emelllals or similar crealures.

Aura of Innocence
(EnchantmentlCharm)
Level: I
Range: I yd./level Components: V. S, M
Duration: 3 rds.llevel Casting time: I segment
Area of Effect: One person Saving Throw: Negates

An AUr:l of Innocence: spell allows the rccipiem 10 remain free from suspi·
don of being associated with any act or crime for the dUlalion of the spell no
matter how convincing the evidence is. Those viewing the recipielll may
:tuempt 10 make a saving Ihrow in order {O negate {he effecr. Otherwise, even
a man who blalantly srabs a person and flaunts {he bloody dagger 10 onlookers
would nor be immediately suspeC{e<! of Ihe crime. Aller {he duration expires,
people who wi{neMed an aCI will begin 10 recall the trurh and wonder why Iheir
judgement was so clouded. Tht m3terial componem is a woolen fleece.

Audible Glamer
(Illusion/Phantasm)
Level: I
Range: 60 yds. + 10 yds.llevel Components: V, S. M
Duration: ] rds.llevel Casting time: I segment
Area of Effect: Hearing range Saving Throw: Special

When the Audible Clamer ~pcll is (aSI, the magic.user amses a volume of
sound to arise, at whalever distance he desires (within range), and sccm tu
recede, approach or remain a{ a fixed place as desired. The volume of sound
created, however, is directly related to the level of the spelJeasler.The volume
is based upon the lowest level al whi(h Ihe spell an be ClSI, 1st level.

The noise ofIhe Audible Clamer at this level is thaI offour men, maximum.
Eaeh 3ddilional experience level of Ihe magic-user adds a like volume, so {hac
al 2nd level the magic-user an h3ve the spell c.1use sound Cl:Jual to that of
eight men. Thus. lalking, singing, shouling, walking, marching or running
sounds can be created. The auditory illusion created by an Audible ClamCt
spell can be virtually any cype of sound, but the relative volume muSI be com·
memiurate with the level of Ihe magic-user casting the ~pcll. A horde uf rats
running and squeaking is :loom Ihe same volume u eight men running and
shoming. A roaring lion is equ:llio the noise volume of 16 men, while a roar­
ing dragon is Cl:Jual to Ihe noise volume of no fewet than 24 men.

A t:baracter stating that he does not believe the sound receives a JIving
throw and, if it succccds, the character Ihen hears a faint and obviously falJe
sound, emanaring from {he C3S{er'S dire.::cion. NQ{e {hac {his spell can enhance
the effCCliveneM of Ihe Phanlasmal For(e spell. The malerial component of the
spell is I hir of wool or a small lump of Walt.

Appendix C: Magic-User Spells - Level I

The Armor spell docs not hinder movement or prevenl spdlcasling, and
adds no weight or encumbranC('. It lastS until sll(ccssfully dispelled or unlilthe
wearer suslains cumulative damage lotaling greater than 8 points; I per level
uf the cuter. It i~ important IU note Ihat the armor does nut absurb this danl­
3ge. The armor merely grallls :tn AC of G: the wearer still suffers full dam:Jge
from any successful anacks. Thus, {he wearer mighl suffer 8 poims of damage
from an artack, rhen several minutes later suslain an additional I point of
damage. Unless the spell were cast by a magic-user of 2nd level or higher, ir
would be dispelled at this time. Until it is disl>elled, Ihe Armor spell grallls the
wearer full benefits of the Armor Class gained. The m:t1erial component is a
piece of finely cured leather that hu bet'n blessed by a deric.

Components: V, S, M
Casting Time: I round
Saving Throw: None

Alarm
(AbJuration, Evocation)
Level: I
Range: 10 yards
Duration: ... hrs. + 1/2 hr.llevel
Area of Effect: Up to 20-ft. cube

This spell allows tht cuter 10 Cluse ;\ tremendous force agnin~t a door. A
closed (and even locked) door may be forced open wilh a su(ccssful open
doors roll made widl the tquivalent effcct of a strength of 25. Note that no
additional strength is actually granted to thc magic-users phY!iical body. The
force of a Bash Door spell may only be used on a door. It has no effeCl on
walls, windows or crealures.

Armor
(Conjuration)
Level: I
Range: Touch Components: V, S, M
Duration: Special Casting Time: I round
Area of Effect: I creature SaVing Throw: None

By me:lns of this spell, the magi(-U$Cr (ttates a magical field of for(t' thai
serves as if it were sale mail armor (AC 6). The spell has no effcct on a per­
son already armored or a creature with Armor Class Gor be{rer. I{ is no{ cumu­
lalive wi{h {he Shield spell, bu{ i{ is (UmuJarive wi{h Dexreriry and, in casc of
fighter/magic-users, with me shield bonus.

Bash Door
(Evocation)
Level: I
Range: 30 yards
Duration: Instantaneous
Area of Effect: One door

Components: V, S
CastingTime: I segment
Saving Throw: None
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Whe:n the magil:-uJCr am thiS spdl. a jn of K"J.ring fi;ame shools from his
finynipL His h~nds must he: hdd 10 as lU K'IlU fonll ~ fa.nlike shttt of fl;lnXJ,:
Ih~ nugic-uscr'slhumbs musr loud! ad! other ~nd the fingers IIlUSI he: $f'rad.
The Bumlng H~ndsK'nd OUI fLu-t1~ leu 5 f~-n 10llg in a horizontal arc ofallow
120 dcgrta in from of the nugic-ulC."r_

Any (rcuure in the- afta of tht fl~ml:ll loffe:rs IdJ polnU of Wffi;tgI:. plus 2
poinl.l: for ad! Itvd ofn-pentnce: of the spe:Ibl;Ie:r. to a mmmwn of 1d3.20
poims of fill' cbnugc::. Those: suea::ufully 1;lving \'S. ipdll«nvt' half damage:.
I~mnublc: nutmw rouched by Ihe: firr bum (for eumplc:, cJo(h, paper,
p.lImmtnl, thin wood. oe.). Such matl'rials C3l1 be olinguishc:d in the: nOI
round if no other xllon II unn.

Befriend
(EnchantmentlCllarm)
Level: I
Range: 0 Components: V. S. M

Duration: ld04 rds.+ I rd.llev@1 Casting Time: I segment
Area of Effect: 60-ft. radius Saving Throw: Special

A. Befriend spdl C:IU_~ fhe nugic-ust.r to rempor.lrIly Vin 2d4 poinu of
Ch~ri5m~. Inrellige:nt cn:aIUft'S witlun Ihe area of effecl al (he: time the spell is
Cl~l mUSI make: immediale reaction checks based on the charJ.nd~ new
Chari~ma. ThoSl:' wllh f;lvor,thle reaCflons lend to be very irnprcssl:u with the
~pellc;mcr, nuke: an dTon 10 he fnends with him :llId help him ~ ilvvroj)l'i~le

to the: Jitll~tion, Officiom bureaucr:tfS might dlocide 10 IX:l.Ul11c helpful: surly
gale guards might w,\)( informative: aftacking Oro: rnil\lu ~parc lhe casu:r's life,
takinli him captive insll:ad.

When the SI)('11 we:ar~ uff, lilt: creatllres reali7.1: Ihat they have hcen influ­
enreJ, and lhdr [(:3ctinns an:: determined by Ihe GM. The componenu for
Ihis spell arl' chalk (or while flour), bmpblack (or 50(1) aod ve:rmilion applied
10 Ihl: facl' hl'fnre: c-.lsting the 5ptJl.

NOll': TIle period bnwttn checks is Ihe: rim~ !Xriod dunng whICh lhe
dlC'Ck occurs. Whert 10 mil 1M check during Ihis ume is dnl:ffntne:ti (ran­
domly or by sdc:aioo) by lhe: GM. Thl: roll is made scan.ly.

TIme Between Checks

,""""'"
'''''''''''',-,­,­,.-
,"'"' .....
'''''

Inlellittnee ScOl't
,~ ......,.,

10.12
1).104
IS·I'
17.1&
19.10
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Change Self
(Illusion/Phantasm)
level: I
Range: 0 Components: V, S
Duration: 1:d6 rds. + 1: rds.llevel Casting Time: I segment
Area of Effect: The caster Saving Throw: None

TII~ spell enablcsthe lllagic-ll~r IU alltr tht appc:;ar:ancc of his form - includ­
ing clothing and equiprncnt - 10 appear I fOO{ shoner or laller. thin, fal or in
bnWttllj human, hUnlaooid or ~ny olher gt:nl:r.tIly ITUn-Ul.:lpcd bipaiaJ crca­
1U1t'. -11ll' Cl.~ter onool dupliall: a spocific: indlvKJu:d. The l¥'=U dot::::i lIor pro­
vide: the abililies or m.annl:nsms of the chmcn forlll. TIlt duralion of Ihl'!Opdl is
2d6 rounds plus IWO ~ddilionallUundspes kvd ofope:ric:na: of lhe: ~1C:Ull'r.

Thl' GM may allow a uving throw for dishe:lic:f under crrtllin circurn­
~l;Incc:s; for c::umple, If Ihe asrer aeu: in:t lTI:tfUioer oo.·iuusly inconsislelll Wilh
his dtosc:n role. The spell doe:::s 001 a1te:r the perceived l;;lClik (i.e., IOuch) prop­
tnics of thl: Cl1Il'r or hll equipment, il.mlille n~ can Ill' di~e:rrd in Ihis W3Y.

Charm Person
(EnchanunentlCharm)
Level: I
Range: 120 yards Components: V. S
Duration: Special Casting Time: I segment
Area of Effect: I person Saving Throw: Negates

This SIX'U aff(l;U allY single penon il is Cl1I upon. Tht tl'rm !Xrson Includes
any bipe:thl human, dcmi-hllm~nOf hum:tnoid of nun-SiK or sm~lks, such as
Bft)wnic:s, Dryads. dW;lI"\'cs, ~Ivc:s, Gnolls. gnomes. Goblins. half-c1vo,
hal/lings. h"lf-o(q, hnhgohlins. hum~ns, kobolJs. liurd Ml'n. Nixies. Orc.s.
Pixie-!.. Spritcs, TrotlodytCS, ~nd Olhers. Thus. a 10lh level fighler could be:
rnarnled, bur ~n Ogre could nOf.

TIle" person rc:<:cives a 1.lving throw ¥s. spell to ~VQid Ihl: efreel, with :l.IIy
adju511111:nt due: 10 Wisdom. If the ptrson rcccivc:s d;l/ll:tKe from Ihl: Cllilel's
gmup in thl: same round Ihl: Ch:tfTn is ClSr. an additional bonus of.1 I)('r hit
poim of d"m:tge rcGCIVl'd 15 added 10 Ihe viclim'~ savill!; Ihrow. If the: spell
f«.lpll:nr f~ils his J;tvinK lIuow, he r~tI;ards lhe caSle:r a.~ a UUSIc:d fril'.nd Jnd ally
10 bl: hm.k-d lind rtolecll-o.

Tht spell does nOI en;tbll' Ihe c:L'iler to (oUlrol the charmed (reatlln:::t~ if il
wtre an 3urnmaron, hut :tny won.! or actioll of the casll'r is vie:wt:d in the mOSI
f3vorabll: way. Thus, a ChllfllLl.u P~'lWn would nOI nhq> 1I suicide comm3nd,
hUl he mig/u bdit:vt: \1.,- castcr if assure:d lhal Ihl' only chanet; fO ,uVI: Ihe USI­
er's life i~ rOt the ptr....lIl In hold hal:k an onrushing Red Dr~gon for ·ju~1 a
11linUlc or IWO.~

NUl(: also rhal die spell docs nOI I:ndnw Iht caster wilh linguisnl: C~P3'

bilirie$ beyond Lhosl: he normnlly pmsts_~e:.~ (i.e., ht must speak rhl: victim's
laugu:tge 10 t'Ol1"llllnic~tc hi~ commands). The duralioo of rhe srell iJ :t
rUllcrion of the chJrmcd person's Intdligence :tnd is tied to dl<: S:tving
dHOW. The .lpi'll nuy hI: broken if a succenful s:tving throw is rolll'd, ~nd

Lhis uving throw iSl:hl'ckcd on :t periodic b;uis, according In th..., creatllre:'s
Inrdligenel' (&l:e the following tllbk).

If Ihl' ClSter harms, or alll:mplS to harm. Ihl: ch"rmcd pcrwll uy SCHlie overt
:ICIion, or if:t Di.~ptl M"glc spell IS SUCCl:UfuJly cast upon Ihe charmed I'l'rwn.
the Ch3rm lpelill broken. If two or mon: Chll.llll efrtc:'ts Sinlll!t:tneoU.s!y :tfrl'C1
~ CfelIUn::, the rl-,;ul! i~ dl"Cidcd by Ihe GM. 'l1.is muld r:lngt fmm one cIlecl
being cindy dOlllill:tlll, 10 Ihl' suhjc:et being lOrn by confliaing dalft'S. to oew
~vi"g t!trows that could negatt hoth s!X11s. Note rhu Ihe suhj~ hili" fuJI
mcmory or Iht: CYl'nu Ih:tl took p1~c~ whdl: hI: was charmed.

. \ , - .

Components: V, S
Casting Time: I segment
Saving Throw: 1/2

Burning Hands
(Atten.tion)
level: I
Range: 5 feet
Duration: Instantaneous
Area of Effect: The caster
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Components: V, S, M
Casting Time: I segment
SavingThrow: Special
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Chill Touch
(Necromancy)
Level: I
Range: 0 Components: V. S
Duration: 3 rds. + I rd./level Casting Time: I segment
Area of Effect: The caSter Saving Throw: Negates

Wlll:'n the aMtr completes Ihit Ipdl, a (,Iue 'g1uw encom~ his lund.
This eneq;y all:lcks mt lite fora: of any living trt'atU(t upon which Ihe magic_
user makl'$ a lucuuful melee: anxlt. The lOuchc:d erealUre musl roll a .me­
cnsful s:Jving thmw VI. spell or suffer 1d4 points of damagt and I()SC 1 poim
ofSlIlmgth. If [he save is succcssful. the ert'a[un: remains unharn,cd. Cre:tturt'S
not r,ued for Suengm suffer a -I penalty til tlieir :llla,k rolls for c:very Olhe(
~uee~fllltolich. LoSI Strengm relUrn5:1.[ the rate uf 1 point per hour. Dlm:lge
lllllSl be c::ured m:l£ie:tlly or haled naturally. This 5pdl has a special effecl on
undead c::realtll"CS. Undead touched by the CiSler sufTn no d;tmage or Strength
loss, but they mUSI su«:t'SSfuUy saYe VI. spell or nee fur Id4 lounds • 1 round
pet levd of ,he cuter.

Chromatic Orb
(Altention - Evocation)
Level: I
Range: 30 feet Components: V S, M
Duriltion: Special Casting Time: I segment
Area of Effect: One creature Sil.vingThrow: Special

Tht Chmm;tlK: Orb Spl!lI enables tht CiSler IU ernIe a small globe of v;lry.
ing hut in his hand and hurl il al any opponent he dc:sir~"$, providing Ihere arc
nl) barriers berw«n him and Iht larger creaTure, and that thc targtt crl':lrtlrt is
within 30 f~1 (Ih~ longesl di$[ancc the Chromati, Orb ~lUI be hurled). It i~

magical, and l'Ven creamrcs normally Slruc::k unly by'S, .4. elC, mabie
WCaJXIIl) willl~ afT~ltd by the Chromalic Orb ifit mik~'$.

~12gic l"C5lltance prI'Vclll$ tht spell's effects, of coutsC. Al I foor or c10itr,
Ih~re U a +3 chance: lu-hil, al (lvcr I fOOL 102 fec1 lher~ is a ... 2 chance to
S1nk~ the r:trget, and from OVC'T 2 fcci 10 the mnimulll 3 fCC'1 range the
chance to-hit is only. I. If :I Chromatic Orb misses a largtl, if diuipuCi
without funhtr effect.

TN, coktr of th~ globe determlncJ iQ effCCl when a subject is srruck. Low
I~ ClISIe:rs arc resuia~ :lS to whar color orb mey can bring into eJ:ist:cnce by
means of Ihis spell, although lhe hues bdow mdr kvd :tl(' always available
~hoold Ihe choice ~ nude 10 sclecr a color DOt CUmJnCI15uralt wimlevd of
exper;ence. Cllors 2IId effectS are shown on Ihe lablc btlQw.

Minimum Col~ofOrb Hi! Poims
Level of Caster Generaled of Damage Special Powen,,, ",.rly lfiht (I)

"" ..., ,.. hen (2)
)~ ...~ ,~ fA (l)

"" --- 1·10 bllndllesl (<4),. ........ 1.11 'dnldne: cloud (S)... T....... 1-1' ......-...../61,.. ....... .. _l'l,... _. -, _I.
Il.. .- I ....... '"

NOles on spccitI powers:

I: ught cqwlto a Light spell will be gnttl':llIM and pemS( for I roundllc:vd
of the: Olite[, and any subject f.liling to.s;r.ve versus spell will be blindtd
for Ihe duratwn.

2: Ileal from the ruby Orb will meh up [0 I cubic y~n1 once, and crcalllrd
nm s:lving versusspdl will suffer a 1<»$ uf I puint ofStrcngth and 1 pninl
of Dexlerily (or -I lo·hil and AC) fur I ruund following being struck hy
the Orb.

3: Fin: from the Orb will S('I aflallle all comhustibles within a I foor radius
of the lalga, and unless Ihe largel sal'd versus spdl an addirional 2 poinu
of lite danlitge will be ~t1ffcrtd (aceI'I when prtl1cClcd from fire by mag­
ical or natural means).

4: The 1::ttgC'I sub}oa WIll suffer blindna:s" for 5-8 rounds unless a soccc:ssful
$;Iving Ihmw V('nus spell is madt (Cure B!indntSS or Dispel Magic
nrgales Ihis dfea).

5: A magical Slinking dood of 51 radius (around lhe larger) IS crcau:d whtn
a succnsful hil is made, and Ih" subjea mUSI $:lYe versus poison or eU.:
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Ix: helpless, and in lIny tvenl will he helpless unlilleaying the ar" of lht
npoD" (c[ Stinking Cloud spell).

6: The mrqunise Orb inAICls dCClrical da~, and if the [arga is wearing
ftrrous ll1('1:l1l il will be magnetized for 3-12 rounds Wlless a s:aving throw
venus spdl is successful. M:lI&Ileliud metal will srd f:ast to OOU:I mag­
netiad metal ilems. lind non-ma&"cliud ferrous meuI itt;nu will ding
unw pullOO fm:.

7: Unless a SJ.ving Ihmw vcrrus paralyzation is made, ule subjcc:r creamre
willllt paral)'7M fOr 5-20 rounw.

R: Tht subjCC:1 crealllrc will be- [urnOO to ston(' unless a saying Ihmw ycnus
pclrificllion is made, :Illd evcn if tht S'~ye is made, Ihe subj~t will be­
slowtd for 2-tI rounw (d. Slow spell).

'J: The subjcct crtaturc: will dic unless It succ~sful$:tying lhrow Yenus death
magic is m:l.de, and even if a sayt is madt, the SUbjCC:1 will be paral)'7.cd
for 2-5 rounw.

The maltrial CUIllPOllC:l1l of the spell is a gem of tht appropriOl.le hue, or else:
a dar crystal ont budt :t$ a diamond). The gem an ~ as small (in vallH:) :lS

50 gokl p;C'CCS :lS long as its color is appropri:l.le.

Color Spray
(Alteration)
Level: I
Range: 0
Duration: Instantaneous
Area of Effect: 5 x 20 x

20 ft. wedge
Upun casting this spell, Ihe In.:tgic-mer e:tusa a vivid. hn-shaped spray of

dashing c::oloN to spring forth from his hand. From one 10 six cn:atun:s (ld6)
wilhin Ihe a~a are alf~'C11-'d ill ordtr ofinc::reasing diSl:ancc from the magic.usc:r.
All Cl'Clrurcs above: the Itvcl of tht spdlatsltr and alllho.se of 6th Icvd or 6 Hit
D~ or more arC' enlllltd [0 a saving t1lmw \'S. spell. Blind or uns«ing Cla­

IUrt'S all': nOl' affeatd by the spdI.

Cn:atun:5 IlOI allowed or f.tiling $:IvinC Ihrows, and whose Hit Dice or Iev­
ds an: less thatl or njual to the spdlc:a.uer·s leYd, arC' struck uncolUCious for
2d4 rounw; thN<' with Hit Dice or Icvds I or 2 greater titan Ihe m<lglc-U5ct"'S
level :til' blinded for 1d4 rounds: those with Hit Dice or levels 3 or mon:
grt:l.ler Ih:l.n [lu[ of Ihe spdk::uler:tl(' Stunned (r~ing and un:l.ble 10 lhink or
an cohel"l'lIlly) for ont round. The mattrial ~"()'llponenl$ of thi( spl!lI :l.l'(' a
pinch <:;lch of pnwcler or sand rhar is colored mI, yellow alld bILl~.

Comprehend Languages
(Alteration)
Reversible

Level: I
Range: Touch Components: V, S, M
Duration: 5 rdsJ1cvel Casting Time: I round
Areil. of Effect: I speaking SaYing Throw: None

creawre or written text

WhC'1l Ihis spell i~ Cl.SI, the magic-user is able tu undC'mand Ihe spoken
words uf a cmuure or ro:ad lin omerwist incomprehensibk writl(n mess:age
(such :lS writing in another language). In either CISC, rhe ma.gic.usc:r must
rouch the "e:;ttur(' or thc writing.

NOLI; Ihal the ability 10 read does nOl n«'~arily imparl undersmndinc of
the 1I1Olltrial, Ilor does Ihe ~pI!ll tnablc the caSler to speal. or writt lin unknown
languagc. Written material e:tn be rtad al Ihe r:ue of one page or l!quivalent rtr
round. Magical writing cannOt be read, other Ihan ro know it is magkal, but
rhe spell is oflen useful whtn deciphering Ire:ll1l.1rC' maps.

Thi~ spell an I~ fniltd by ccnain WoIrding magic (tht 3rd levd Secrel I'~
and lIluswllary Script spells), and il does 01){~ mo:s:ages collCC'aIM in oth­
(rwise normal tal. The malerial mmponenrs of This ~pd.1 :tl(' a pinch ofSOOI
and a fc:w gr.liru: ofsalt. The IICVaSC nf this spell, Confuse Langtagn, Qncels
a Comprehend Langu:ages spdl or rendeB a writing or a cn:aturr's spetdt
lncomprehtosibk, for mt samt duralion as above.



TIle conjured moullI docs nm ,om, wilh any riding gear, unlCM it is of a
elass low,r Ihan rhe can,r would normally be entitled 10; Ihm, a 4rh I"vel
magic-user can gain a war horS!' wilh<'lUl saddle anti harness, or a fighl horst'
with saddle and h~rnl'SS. The sralisric.~ nf Ihe animal g."1in~ arc lypiC<lI of all
creatures of Ih" same cI:L~~. Th" mOllnl disapl'""rs when slaill. The material
componenr of Ihe sjlI:U i~ a hit of hair from the type or <lllimalw be conjured.

Appendix C: Magic-User Spells - Level

Conjure Mount
(Conjuration/Summoning)
Level: I
Range: 10 yards Components: V, S, M
Duration: 2 hrs. + I hr.llevel Casting Time: I turn
Area of Effect: I mount Saving Throw: None

fiy me~m of rhis spell, Ih(' ",1S1('l' conjures <I nonn,11 animalw serve him as
~ Illoun!. The allirnal serves willingly ami welt. bUI al the expir:tlion of lhe
spell dUl"<Itioll il disappea~. remrning 10 in own pbce. The lYPC of mOUnl
gained by this spell depends on Ihe level of rhe caster; of courst. a Comer can
chO(lse a lesser mount if desired. Av:lilable mounts includ" rhe followiog:

Detect Magic
(Divination)
Level: I
Range: 0 Components: V. S
Duration: 2 rds./level CastingTime: I segment
Area of Effect: 10 ft. x 60 fl Saving Throw: None

When me Derecl Magic spell is casl. lhc magic-user detct:lS magiC<lI radia­
lions in a p.uh 10 feel wide and up 10 60 feet long, in Ihe dircclion he is fac­
ing. The ilmnsity of the magi, can be delermined (dim, f.1int, moderate,
strong. o\'erwhelming), and rhe magic-user has a 10% chance per level 10 r"t­
ogni7.e if a cerrain type or magic (alteralion, tonjurarion, ere.) i.~ pre.~enr.

TIle caster can lurn, sc<lnning a GO-degree arc per round. A slone wall of I
rOUI or more thickness. sulid meral of I inch rhicknCM, or a yard or more of
solid wood blocks lhe spcll. Magical areas, multiple ry~ of magic nr StrOllS
1nc.11 magical emanalions may wnfuse or wncnl w.,ak"r radialions. Note rhal
thiS spell docs not reveal the presence of good or "vii, or rev~1 aligllmenl.
Extraplanar cre:lIures lOa)' nm n"cl$~arily he magi"11.

Dancing Lights
(Alteration)
level: I
Range: 40 yds. + 10 yds.llevel Components: V, S, M
Duration: 2 rds.llevel Casting Time: I segment
Area of Effect: Special SavingThrow: None

When a Dancing Lighr.s spell i~ cast. the magic-user creau,:s. at his oplion.
frOIll one to four ligllts th:!t rescmble dlhcr torches or bnterns (and c;m Ih~1

amoum of light), glowing spheres of lighl (such a5 evidenced by Will-o-Ille­
WISpS). ur one faindy glowing. vaguely manlike shape, somewhat similar 10
rhal of a crearure from lhe Elemen13II'Jane of Fire.

The D:lrlCing LiglllS movc as the spellt2Sfcr desircs. forward or back,
slr<liglll or turning oorn"u. wilhour contcnrration upon such movement by
the nugic-lISer. Ir Ihe magk-user concentrales. he can move th" liglus in a f:llI­
IJ.ui, manner and pm on quit" a show. The sp.ell cannol I..., u.~etl In cmlse
blindness (ue th.. lSI level Lighl spell). :md il winks nUl if rhi' range 01 dUl"­
rion is exceetleti. The material (omponenl of lhis spell is either:! Uil of phos­
phoms or wychwood, 01 :! glowworm.

Components: V, S, M
Casting Time: I round
Saving Throw: None

Components: V, S, M
Casting Time: I segment
Saving Throw: Negates

Detect Undead
(Divination, Necromancy)
Level: I
Range: 0
Duration: 3 turns
Area of Effect: 60 ft. + lOft/level

This spell enables the caster 10 detett all undead crealur..s our 10 Ihe limil
or the spell. The area of efretl extends in a path 10 fe", wide and (,0 f""1
long (pltlS 10 feet longer per level nflhe magk-user), in Ihe dirCClion Ih..
C;iS{er is [ldng. Scanning a direclion requires one round, and Ihe ,a~r~r

mllSI be 1ll00ionless.

While Ihe spell indicar~'5 direclion. ir doe-; nOI givc specific locarion or dis­
tanCl'. It dC:lecl~ undead lhrough walls and obstacles bur is hlocktd by I fO(l{
of solid ~fOne. I y.ud or wood or 10(l5( e:trlh, or a thin coaring or meral, The
spell docs nor indicate rhe rypc of undead deteeud, nnly lhal undead art pre­
scm. The material component for this spell is a bil of earth from a gra\'e.
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Enlarge
(Alteration)
Reversible
level: I
Range: 5 yds.llevel
Duration: 5 rds.llevel
Area of Effect: J creature or

object

11,i.~ Ip.ell C.lll~CS illI!:IJlI grOWTh of a cr~aturc or objl'CI, increasing uOlh si'tC
an,l weighl. h can he {',lSI only upon a sillgle CfC".Iture (or a symbiolic or com­
muniI)' enrily) or upon a single obje<:1 lhal does nOt exceed 10 cubic ft"Ct in
vol"me per CISler level. The obje<:1 0'· ere<lture 11l11~1 bt set'n 10 ue alTl'Cted. It
grows hy up 10 10% per level or experience of the magic-user. incrl.""dSing Ihis
amoullt ill height. widd, and weighl. All ~-quipmel1l worn orurri..d hy a cr~-:I­

HIre is enlarged by lhe slJ'Cll.

Unwilling viclims arc entitled 10 a saving throw vs..~p.ell A sucressflll ~av­

ing Ihrow means the sjll:ll ["lils. If insufl1ciem room is availahle for rh.. (k~ired
growth. Ihe creature nr objecI aH:tin.~ rh" maximum pmsihl" siu, hursling
weak enclosures in lhe procc.'iS, bUI ;, is con.~lmined wilhoul harm hy stronger
materials - Ihe .~pell cannot I.., "serllO cnlsh a tre;Trure by growlh. Magical
propenies arc nor incr"ased hy rhis ~pell- a hllge sword. I is slill only, I, a
slalT-sized wane! is .~rill only capahle of irs normal fUllclions, a giam-sill-d
pol ion lll"rc:ly r~luires a greater nuid inmkc 10 make irs magical elTe<:ls oper­
.Ut', "re. Weighl, mas.~ and .~lrellgth are alTccled, though. Thlls. a table block­
ing a tloor would hc hcavier and more ellen,ve, a hUlb.i stoue would IIl1ve
more mass (and (;lUSt" Illore damage), chains would lx: rno!e malisi\"(. dours
thicker. a thin liul' tumoo to a sill.'ablc. longer r0IJ'C' and so on.

A cre~1Urc's hir poinu, Armor CI:lSS and allatk rolls do 1101 ch~ng". hm
damage rolls increase proponionalely with size. For exampl~J a I1glllCf al
160% normal siu hits with his 10llg sword and roll.~ a (, for dam;lge. The
adjusled damage roll is 10 (that is, 6 x I.G. 9.6, rounded up). I~onllses due 10
Strength, cl:lSS, and magk are nm ~lleretL

The r<'VelW spell. Rc:duce, negall:S Ihe Enlarge spell or makes ,re;"l[ures or
obj('("t~ smaller. The ne:.Jlure or oujecl 10s<'5 10% of irs original si7.( for ~'Vcry

k'Vd of the caster, to a minimum or 10% of the original size. Therc:aflcr. Ihe
size shriuks uy I-fOOl increments to less Ih:l.n I fOUl, by I-inch incremcnrs 10
1 inch. and uy I/IO-inch incrt:men[.S 10:.J minimum of 1/10 of an inch - the
r~'Cipielll CannUl dwindle away ro nOlhingnCM.

For exampl", a 16·fool_lall giarn l"Cduc~d by a 15rh lcwlmagic-user (15
sreps) would he redllted ro 1.6 reel (ill nillC sleps), lhell 10 6/10 of a fOUl or
7.2 inches (in one slep), and I1rmlly 10 2.2 inches (in lhe l;[)\ five steps). A
~Ilf;nking <:JhjCCl Illay darmlge wl:'l1ker materiab anixed to il. but an obj~'C1 will
shriuk only as long as the Obje<:l ilsdf is nOl damaged. Unwilling erealurcs are
allowed a savillg throw vs. ~pdl. The maleri:d eOlllpoullem of this spell is a
pinch of powdered irOIl.

Mount
Mul.. or "81u t>orse
Dralt t><>r<c or w>r hDrsc
<:>m.,
EJcph:Jn, (and how<bh a. 18d> I....cl)
Griffon (and Qd<fJ" n 18th Icvo:J)

Caster Level,.,
'-7."1]·1<4

".
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Components: V, S
Casting Time: I segment
Saving Throw: None
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Erase
(Alteration)
Level: I
Range: 30 yards Components: V, S
Duration: Permanent Casting Time: I segment
Area of Effect: I scroll or 2 pgs. Saving.Throw: Special

TIll: Erw: 5pc:l1 rem(jVl"5 writings uf l:iuJ(:r magical or mundane lIaltlrt from
a sClull or frum onl;' IU IWU pagl"5 uf paper. pardlllK:nI, or similar ~urf<l("('$. II
n:mon."5 Explosi\·... RUIln:, Glyplls of WarJing, Runc.':S of EyeW.II Implosiull,
Sepia Snak... Sigib. ami magil.W<r m:uks. UUI il dOd nut r...muve lJIusury
ScriPI or Symbob (sn: those: spdls). Non-maginl writings an: aUlOrw,uically
...nKd if th... l.-ASlet is 10l,i(hing dlCTll; utllerwik, Ille lh':IlKe for 5UCcc:5S i5 90%,
Magical wrilinp mun u... lOudl<:d. lIl1d lire only 300b likdy 10 bc: en5<'d, plus
5% IX' CUl...r Il"Vd, 10 a m;uilllum uf 90% (for aarnpk, 35% for a lsi level
casu:r. 40% for a 2nd kvd aster, nc.).

Faerie Phantoms
(lIIusionlPhanasm)
Level: I
Range: 60 yds. + 10 yds.nevel
Duration: Special
Area of Effect: Id6 phantoms

per level

Wben a nme PhamollU' ,pell is asl, Ille spell casler l';lUSC$ Id6 illllSionary
fxrio 10 come intu u...ing. TIl... phalllumal f,ll:rics will udla\~ a5 normal
lXria' and begm frolicking. <bneing, nUllmng and ~rn:nJly having a g~nd
01' lime: ¥l'Ithoul any concemtoltion by the caster,

If the CISler COnCemtoll\"!;, he un genelOllly tu,,,, the furi,"" ~aCl in a dauul
"'3y.\uch:t5 a'txkinga fOC', "'3lking wilh Ihe CHtcr, or puuingon a play. The
faeri\"!; Ihcrmclv\"l; do no dam:l&C. nllt Iheir successful auJCl,u c;:an ~ suffIcient
In di~rllrl the conc<:nTlOItion nf anllther sJ'C1I ClSI"r. When a phamom faerk
is slnlck hy a mel"", nr m;s.~ile attack, magiCiI or mhcl"wiSt', it disappears but
any rnher <:xi~rin& rhallllllm n:main illl:lCI unlil snuck. Ir the phanroms art
not disJ'Ctlcd 01" snuck. they will b.~1 fm one tum I)('r Icvel of Ihe CUler.
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Iurl;' :u:ting ,I~ a Emlili.lt e.m hen... fit.\ Illagic-user, convcylng IU sensory powers
In its Ill;\~ttr. oolwersing with hint and serving:lS 3 gu:ud/scoUilspy:.u wdl.

A rnaf1;ie-user nil hav... olily onl;' EUllili:l.r:l.1 :I. time, howl:ver, :l.ud hc has no
connol over what son of creature answl;'''' Ihe summuning, if any al all COlllt.

The creature iJ always mon: imelli~em rhan OIlien of iu Iypc: (typically by 2
or 3 Imelligence points), and iu !lund with die lII:1.jo\ic.useHonfl:o upon it an
exceptionally long life. The lIIaKic-user ra;dves the heightenw senses of his
famIliar, ...hich gr.P.nlS Ihe ma~ie'llSCr a .1 bonus \0 all swprisc: die rolk

Normal f.tmil;ars h:ave 2->1 hit p"'im~ plus 1 hil poinl per astcr level. and
an Armor CI"ss of7 (due 10 she, spca\, CIC.)_ Th" magic-user h:l.~ an empath­
ic link wilh th" fami!i:lt ami nn ;55l1e it memal cnmmand~ at a disl:ance of up
10 I mile. NOle that cml:talhic rcspon!'C:C from Ihe familiar art sencrally fairly
basic - while ..ble 10 commllnic:uc simple Ihough,s, Ihese: .. rc oflen ovtr­
whelmed by in~inclUal n:spon5C$. Thus, a feTrC1 l'amili.. r spying on .. band of
Orcs iu liK: W\lOO.s mighl lose iu tr.tin of lhoogh, upon sighting :I. mouSt:.
ec-,,"inJy ilS" 101llIlluuic-~lions to il.lo nla5tC1 would !.lC' lingcd wilh fcar of the
·uig Unt':>- il "on ~ying on! Thc caster cannOl S« rhrough rhe familiar's "')'('$.

If scPJitollcd from II\t casler. {he famlll:.tr loses I hiT poinl~ day and diCli
if redu«d to 0 hll polms. \'('hen Ihe amlll:.tr IS in physiCLI comXl wllh iu
RUglC-USCf, It ~Ins the- m.tgIC-uscr'l savlOg Ihrows ag:airm special "(lacks. If a
spccul .mack .....ould nottl1<1l1y cause damage. rhe famili:.tr suffcn no d;r.mag" if
the uving throw is sucussful and half damage If Ihe saving rhrow is failed.· If
the famlli.u dlCS. the: magic-uscr musl succasfully roll ;r.n immedi.ne S)'l'lem
shock check or dlc. E"cn Ifhe survivr::l thIS chcd:, (he magic-uscr Ioscs I point
from hiS Corutllullon lIlil-cn Ihe faJ1\1li:u dus. The power of Ihe conjur:llion Ii

such that it can be ;luempled but once pc't ynr.

When Ihe rnagi<;.user decidl') to find a familiar, ht InU51 load a b~ss

bruicr Willi charcoal. Wlttll r!lii i~ uuming well, he adds l.000 gp .....o"h
of incense and herU,. Till' '1'1:" illlantalioll i, 111('" bt."};1I1l alld muSt be con­
unued umillhe familiar COllin; 1)1 Ille casling linn' is fini5hcd. The GM
s«r"dy determina ~I !"Cau[tS,

N(lh~: mCl\I familian art nm inhet<:mJ}' magical, nor docs a Dispc'1 M.tgic
91'=11 St'nd lhem away. DdihelOlte mim..allllelll, f3ilurt 10 fCf:d and cart for the
farnili:lr or mmintlrnL~llnre~nahlcd...mands have. advtt:SC cfTo:'CLS on the f3mll­
iar:~ reblion~hip with its master. Purposely arranging Ihe death of onc's own
Eimiliar ;ncul": gt<:al c1i.\faVflr from ccnain po...."'rfu[ entities. .....Ilh dtre rcsulrs.

When thi.1 bpell i~ ClSI, lhe ere:uure(~) or Ilbjl:CI(.~) alTl:Ctcd immedblcly
as~"rncs rhe 111"-,~ nf a piece nf down, The rare "f falling i.~ insrJndy changed
tel a merc 2 I«r IlCr \CCnnd (120 feet per fOund), and no damaj;/' is ineurrtd
upon landing whil ... rhe '~llClI i~ in effecr. Howev... r, when rhe spell dur:uinn
ce:l.'\CS, a nmmal rare of (111 occur.~.

The spell can he casl upon Ihe magit,usl;'r ()r ~Ullle urher cre:.uure ur
oblecr up 10 ,he maxImum IOIn!:e and luIS for onl;' round for each levd of
Ihe magic-user. The Fe:uher Fall affeen unl;' ur morl;' objeclS or ut".IrUrl'S ill
a 10-fool cube, ai lunlli as du: /IIaximum WciWIl or Ihe creaturl'S or UUjl"-"
docs nOI ClIceed a cornuined tolal of200 pounds plus 200 pounds per 11;"'...1
of Ihe spellcaner.

For example, a 20d level magic-user "::IS a rang<' of 20 yards. a dUlOItion or
t....,o munns, and :l ",,,ight limit of (.00 p"'unds whcn ca.Sling rhis spell. The
sJ'C1l wrnks only upon flft-falling. Oying or propelled objcclS (such :as nus­
sib). It doe! nm affCCl a sword hlow or a chargiog (:~aturt. NOle tlutlhe spell
an h.. elTcaivdy comhincd wilh GUSt or Wind and similar spclk

Feather Fall
(Alteration)
Level: I
Range: 10 yds.llevel
Duration: I rd.llevel
Area of Effect: Special

Find Familiar
(ConjurationlSummoning)
Level: I
Range: I mile/level
Duration: Special
Area of Effect: I familiar

Components: V
Casting Time: I segment
Saving Throw: None

Components: V, S, M
Casting Time: 2d12 hours
SavingThrow: Special

dlOO Roll Familiar dlOO Roll Familiar

01-10 ..... c., 51-55 0.-
II.IS Marmolt! "... Yellow FfOI
16-10 ,~, 61-65 T~d

11-25 1'10\114 ..." StNIl SNIu:

2." C_ 71_75 Wu>d
)1.)5 ,,, 76.80 Sm;,JlUurd

2." H.... 81-85 ""~I.~S Sm.IIMoni<cy 86·90 Rabbi,...., ""''' 91_9S H.._
%-100 Small 00K

lr:l. sp<..xiaJ familiar ia ind"1ltc<1 usc Ihe G15tCf'$ alignnlCnl In d"terrnine rhe
IYI'I: oframili:l.r {hal b summoned, Irthe caslcr is a pixie fairy, an elf, I)r a halr­
df thl"}' lllay l'illtl;'1 l!looM' Ille familial indicatw for lheir alignment, or lake
lh... SIII.'(ial OUI;' for Illdl ral(',

familiar USlct'S AI'&"rt\C'Ol
........ '-"Good
Thtlliknt Lawful Neutral
Imp L-fuI E.oll
0I0r.p0n Cn Neutt1Il or NaIIral Evil
I"Icudo 0r1pl NwInl Good or a.-K Good
o-.t o.-iI;: Ne<IuaI or o.aou. &II

e-. ex Ef or~'"<>Nt
ButtMt, S<eecl Pilue Wry <>Nt

Consull ,he ..pptopnale volome of Ihe Hacltlopedia of Bc:asu for mOrt:
lIIformaul)n ..bour each famlli:u's specific abililic:s.

ThIS spell tnabl,"" the caster to alltmpi 10 summon a familur to aCI :as his
:aKk .Ind comPJinlon, F.lmlliallO arc ryplc:ally small crea{ura, such as cars. frogs.
ftruu. 00...'1. hawb, snakes. owls, IOIvtlJS, toads, wc:.ucls or cvc:n mice. A crea-
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The Sidewinder Fireball is similar 10 Ihe Skipping Beny Rreb3.l1 au-pI rhal
If WCI d6-4 for damage inSlead of d4 and Ihe range of Ihe Fi~ball is only 100
f~t per level of Ihe CUler. Thus e~h range inc~mem is 100 (<<I. The spell
range is fUllhl.'r reduced by 10 feet per do:grl.'O:' if dll.' air Il.'mperalUrl.' is 1l.'SS Ihan
32" nhrl.'nheit.

Poremial rargers also nec:tl not hi.' in lhl.' 015 do:gree firing are fronl rhe from
of lhl.' caSler. Addilionally, lhl.' lerrain nee:d nor De level as Ihe Sidewinder
Fireball can maneu~e:r around obstructions and even hit an Objecl hidden
behind a wall, for eomple. The somalic K~lures necessary for C:lSling lhis
spell indude a side winding motion m:lde wilh the ("..Uleta arms. The malerial
components afC' a tiny ~Il of bal guano and some sulfur.

Appendix C: Magic-User Spells - level

Fireball Barrage
(Alteration)

Level: I

Range: 50 yds. + 10 yardsllvl. Components: V. S, M
Duration: I round/level Casti.ngTime: I segment

Area of Effect: I or more Saving Throw: None

creatures within range

This spell allows lhe alSler to launch a volley of liny n3ming sphen:s al any
largcl wilhin ,hc spell's rangc. Thc CUler mun ruJlIO hit for eadl ~ll ~lOl.

Thosc Ihar hil will do IdJ poinls of damage. The caslel nuy shool one such
ball per round for ,he d,mlflon of Ihe spell. The malcrial components of ,his
spell ale a small haJJ of hal gu,ano and a handful of sulfur
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This ~1'C1l enables the casternr somconc he louches lhe abililY to :.lo·e ~J ifil
werc a cll.'ar sunny day cven in rht Ihickest fug. If lhe spell is eaSI wilhin fnll
al night, the vision gt:l.lIlc:tl is slill cquiwlenl 10 lhal on a dear sunny day.

Components: V, S. M
Casting Time: I segment

SavIng Throw: None

FogVision

(Divination)

Level: I
Range: Touch
Duration: I turn/level

Area of Effect: one person

Gabal's Magical Aura
(1IIusiorVPhantasm)
level: I
Range: Touch Components: V, S. M

Duration: I day/level Casting Time: I round

Area of Effect: Special S ....vlngThrow: Special

By meallS of this spdl. anyone ile:m nf no more lhan five pound:;; wl·iglit
per level of the spellalsler CUI he giv..n an aura lhar is noticed by WllIl"Oll('
using m~Kic delcclion. Furthermore, lhe CUlcr can specify the type of nl:igical
aura lhal is dc:lec,cd (alter-Ilion, conjuration, ele.) and lhis effcc,;vdy masks
the ilem's KlUal aura, if any, unlos the ilem's own :Ult:l. is CKceplionally pD'oI'­
..rful (if il u an anifact, for inslante).

If Ihe ob;cel he:r.ring Gabal's MagIcal Aura has l.n Identify spdl CUt on it or
is similarly cumined, Ihe cumlOer has a 50% ehan~ of rr:cogniling 'har lh.,
aUr;! has been placed 10 mulead the unwllly. Orherwi>c, lhe aura is belieycd
and no amoum of lCS"ting reve~b whal Ihe lrue magic is. Whllc rhls spell doa
nor confer any to-hil or d.-lI11age honuses when placed upon we:apon:;;, il will
alluw wltll"One who Ulies a weapon enchanted wilh Ihe spcllio hit C!ealUres
who would Olhe:rwisc: only be hit by magic wcapons with:l. + t ctlt:hatttlnetll.

A successful iaving throw versus magic by the crcature polentially hil by
rhe weapun will negalc ,his facel nf lhe dwcomer. The component for litis
spell is a small square fif silk, which mUI{ be: passed over lhe objcct lhal
r«eives ,he :lul:l..

Components: Y, S, M
Casting Time: I segment

Saving Throw: 1/2

Fireball, Sidewinder Factor
(Evocation)

Level: I
Range: I mile maximum

Duration: I rdJlevel

Area of Effect: 10_fL radius

When lhis sf'l.'11 is C:UI upon a flying crcalure it allows that cr('ature to fly in
complele silence. Thi, spell will Jilellte lhe nigln of anYlhing from lhe si7.e nf
a Jmall bird to a dragon. TIle malerial componcnl is an owl fcalher.

Firewater
(Alter-uion)

Level: I
Range: 10 feet Components: V. S, M
Duration: I round Casting Time: I segment

Area of Effect: I pint of water Saving Throw: None

per level of caster

By means of Ihis spell, the magie-wer dt.lInges a volume of Waltr 10 a
volatile, flammable subSlance similar 10 alcohol and Iikcwi$oC' ligiller lhan
waler. If lhis subsrance is exposed 10 flame, fi~ or ('Vtn a spark, il will burst
inlo fl..mes and bUln with a hOI fifC'. Each cre:rture subj«1 ro Firew1ler flame
will suffer 2-12 hil points of damagl.'.

The Fin:waler creared will ewpor:l.le :lnd be useless wilhin I round. ('Ven if
it is securely conrained and scaled, so il milS! be uliliud (ignited) within 10
sc:gments of its creuion. The malerial eompon(,rlIs of lhis spell are a few grains
of sugar ami a raisin.

Flutter Soft

(Alteration)

Level: I

Range: 60 feet

Duration: I hour

Area of Effect: One creature

Components: V, S, M

Casting Time: I segment

Saving Throw: None

Gaze Reflection
(Alteration)

Level: I
Range: 0 Components: Y, S
Duration: 2 rds. + I rd.llevel Casting Time: I segment

Area of Effect: Sped:.l Saving Throw: None

'1111.' ga'll.' l"l.'fl«(ion Ipdl creales a shimmering, mirror-likl.' afC'a of air beJore
the magic-wei thar moves with Ihe cast..r. Any gaze auack, such as lhal of a
Basilisk, Eyc.s of Charming, a Vampire's gaze, lhe: 61h levd E~blle spell, and
S{} on, is reflecrcd b:ack upon (he gaur if (he gaur Ulcs 10 make eye contact
with Ihc spdlaster (the spellersles suffers no effeclS fmm Ihe gaze alla~k).

Such ctl;1llum receive a $1ving ,hrow vs. rhclr own gue effCCI.

The spell docs nOI affect vision or lightiog and is nor dTecnyc againsl en-.I­
lures whoiC: effecl comes from being g1ud upon (such as 1 Medusa). Only
aClive g~ amtks arc blocked hy this lpell.

Grease
(ConJuration)

Level: I

Range: 10 yards Components:Y, S, M

Duration: ) rds. + I rdJlevel Casting Time: I segment

Area of Effect: 10 x 10 feet Saving Throw: SpeCIal

A Grease spell covers a m1leri11sllrnce wilh a llippery la.ycr ofa farty, greuy
nature. Any CfC'ature entering Ihe l.rea or ('aught in it whl.'n lhe spell is casr
must 51ve vs. spell or slip, skid and fall. Those who successfully savc C1n reach
lhc nearesl non-greased ~urf1Cc by the e:nd of Ihe round. Tho$c who fC'nuin in
lhe area are allowed a saving lhrow each round until rhey CS"tapc the arca.

The GM should ~djuSI saving lhrows by circumstanec; for example. a crea·
IU~ charging down an ioclillC lh:ll is suddenly greased has lillic chance to
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:llvoid the effect, but in :IIbility to exit the alTccted :lira is almosl assured! TIle
lpell can a1&o be u&cd to craie a yasy coating on an itC'm - a rope-, laddu
rungs, welpon lundle, eiC. Matedal objecu not in use :lire always affeCied by
this lpell, whilC' creatura wielding or C'rnploying ilems re«ivc a uving rhrow
v:I. IpcU to avoid thC' C'ffeet. If the initial saving throw is hailed, rhe c~ture

immediately drops the ilem. A &;:loving Ihrow mUit be nude tJlch round the
erealUre altempu 10 we the grnsed item.

llw: Wter can end the effect wilh a $ingle Ul{eranu; otherwi&e. it lUll for
thttt rounds plu. one round per lC'vel. The m:lllerW componenl of Ihe Ipell is
a bil of pork rind or buller.

Hold Portal
(Alteration)
Level: I
Range: 20 ydsJle 1 Component: V
Duration: I rd.lle eJ Casting Time: I segment
Area of Effect: 20 sq. ftJlevel SavIng Throw: None

Thil Ipell magioJly bars a door, gatC or valve of wood, metal or stonc. The
magical closure holds the ponal F.ut, just as if it were securely dosed and
lockffl. Any exrf;1planu erealure (Djinn, elemental, erc.) with 4 or more Hit
Dice an shamr the spell and burst open Ihe portal. A magic-user of4 or more
experience levels higher man the spellcasrer can open lhe held porr.al at will. A
Knock lpell or a IUCoCCUfuJ Dispel Magic Ipcll an ncg:lole the Hold Portal.
Hdd portals an be broken or physially haltered down.

Wilh this lpell, Ihe ca:ner cteates Ihe slightly concave. circular plane force
jokingly referred to as Haarpang's Floating am (:lifter rhe famous cripple who
found ir difficulr to ger around wirh all hilKroll euel :lind magic tomes.). The
'Cart' is actually a hovering disc approlimatcly J f~t in diamcler which can
bear 100 pounds of weight per level of the magic-U$Cr caning Ihe lipell. The
'Can' noau approlimately 3 feet above the ground al all times and rem:llins
level. It ntnts along horiwnrally wirhin iu f;1ngc of 20 yards at the command
of the wter, and will accomJnny him at a movement f;1te of no more than 6.

If unguided, it mainlains a consunt interval of6 f~1 between iuc:lfand the
magic-wer. If the spcllcuter moves beyond range (by moving fasler, by such
means as a Td~port lpell Of by trying ff) lake Ihe can more Ihan 3 fect from
rhe' Il,Ir(acc benuth il). or if Ihe lpell dUf;1tion apiro, the ntnting an winks
OUt ofaistence, and whal~r il was supportingc~ to Ihe ~urfau benealh
it. There is, however, a 10% ch:anor: when Ihe can vanishes it will take any­
thing it wu lupporting with it. Such itcnu are forever lOll and are usually
deposited in a f;1noom Trpc II bagzone. The material component of rhe lpell
is a drop of mercury.

The geslUfC':l of Ihe magic-U5<!'r, along wilh his droning inantalion, QU5<!'
Id6 creatura within the area to become lweeptible to a lugestion - a brief
ind reasonable-sounding request (sec the 3rd level magic-uscr Suggcstion
spell). The requcsr must be given after Ihe Hypnotism lpell is cast. Until th3f
time, the IUCCCSl of the lpell is unknown. Note that the sub~quem suggestion
is not a spell, bUI simply a vlX;lliz.cd urging (the Wter mUSt speak a Ian&uage
the creature undel'lrands for this lpell ro work).

Haarpang's Floating Cart
(Evocation)
Level: I
Range: 20 yardl
Duration: 6 hours + I hour/le...el
Are. of Effect: Special

Hypnotism
(Enchantment/Charm)
Level: I
Rani'e: S yards
Duration: I rd. + I rdJle...el
Area. of Effect: 30 ft. cube

Components: V, S, M
Casting Time: I segment
Sa...lngThrow: None

Components: V. S
Casting Time: I segment
Saving Throw: Negates

Appendix C: Magic-User Spells - Level I
Crc;uurcs lhar sUCCC:$Sfully roll Iheir saving lhrows arc not under hypnotic

innuencc. Those who arc exceptionally wary or hostile uve with t I to t3
bontm'l.lfme spell ili casl at an individual c~ture um mccrl the culer's gne,
the saving throw ili made with a penalty of -2. A creature that fails itS' &.aving
throw does nOI remember that the caSter hypnoliz.cd it.

Identify
(Divination)
Level: I
Range: 0 Components: V, S, M
Duration: I rdJle...el Casting Time: Special
Area of Effect: I item/level Sa...ingThrow: None

When an Identify spell is ClISl, magical items subsequently louched by lhe:
magic-wer can be identified. The: eighr hours immcdialcly preceding Ihe caSl­
ing of the spell must be spent purifying Ihe iteml and removing innucnees that
would corrupt and blur their magical auras. [f this period is interrupted, il
must be begun again.

When the spell is Clt~l, each ilem must be handled in fUrn by the magic-user.
Any consequences of Ihis handling faU fully UI'OI1 lhe magic-u~er and may end
the spell, ahhough Ihe macic-user il allowed any applicable saving throw.The
chance of learning a piece of informal ion about an ilem il equal 10 10% per
level of the caster, 10 a rnuimum of 90%, rolled by Ihe GM. Any roll of 96­
00 Indicares a false reading (91-95 re:veals nothing).

Only one funaion ofa multifunclional itcm is disco"ered per h:llndling (i.e.,
a Slh I~I macic-U5<!'r could artempt to delermine Ihe nature of live diffcrelll
ilems, five differcnt funclions ofa liingle ire:m, or any combination of the two).
If any artempl at reading fa.ils, thc wter canool learn any more aboUl Ihar
ilem until he :advances a 1cvc:1. Note Ihal some ilems. such :IS special lIIar;ical
lornn, cannOl: be idenlified wirh thili spell.

The item never reveals its euCt :m:ack or damage bonUICI, although fhe fact
Ihal it has few or many bonuses can be Uctermined... If il has charges, only a
genef;11 indication of the number of charxn rcmaining ili lcarnctl powerful
(SI% - 100% of Ihe roul poISlble charges), llrong (61% - SO%), 11l0<lef;1le
(41% _60%), weak (6% - 40%). or faint (five charges or bs). The f:llinr result
lakes precedence, 10 a fully charxed ring of three wishes always appears to be
only faindy charged.

Aller calling Ihe spell and dctermining what can be learned (rom iI, Ihe
magic,uSl'r loses 8 points of Ccnllitulion. He mUSt resr for onc hour to recov­
er eaeh point of CorlSlilutiun. If die S-poim 10$$ drops the spellcasler below a
Conniturion of I, he falls unconscioul. Consciousness is QOt rcgained unril
full Constitution is restored, which takcs 24 hOllrs (onc poin! per three hours
for an unconscious c1laf;1Cler).

The material componenu of Ihis Ipell arc a pearl (of al lean 100 gp
value) and an Owl ftJllher Slccl)(() in wine; Ihe infusion mun be drunk
prior 10 spcllcasting. If a Luckslone is powdered and added 10 the infuliion,
the divination becomes much more potenr: exact bonuses or charga can be
dctcrmined and Ihe funclions of a multifunctional ilem can be learned
from a lingle reading. At the CM's option, certain propenics of an arlifact
or relic mighr also be learned.

Jump
(Alteration)
Level: I
Range: Touch Components: V, S, M
Duration: Id3 rds. + I rdJle...el Casting Time: I segment
Area of Effect: Creature touched Sa...lngThrow: None

The individuallouched when rhis spell is casl ~ empowered ro le:llp oncc
per round for the duration of the lpel!. Leaps can be up ro 30 f~1 (orW1lrd or
Ilf;1ighl upward or 10 f«t bac~rd. HOliwmalleaps fOfWllrd or hackw:llrd
have only a sligh, arc - aboul 2 feel per 10 fccr of disr:llnce traveled. The Jump
spell does nOl ensure safe£)' in landing or graspinc at the end of lhe leap.

The material component of lhis lpell is a grasshopper's hind leg, 10 be bro­
ken by the caner when the spell is caSI.
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When this spcll is cast, an invisible barrier comes into being in fronr of thc
magic-user. This Magic Shield tOlally negares Magic attacks. It pro­
vidcs thc equivalent proteclion of AC 2 against hand-hurled missiles (ll)(es,
darts, j:lvclinl, spears, Cle.), AC 3 against small device-propclled
(arrows, bolts, bulleu, manricore: spikes, sling slones, etc.), ;lnd AC -4 against
all other forms of atrack. The shield also adds;l t 1 bonus 10 the magic-users
saving throws agairut allach that arc bll$icaJly fromal. Note that IhC$C benefils
apply only if the allacb: originare: from ill front of Ihe magic-user, where Ihe
shield can move 10 illterpose ir.self.

Mend
(Alteration)
Level: r
Range: 30 yards Components: V, S, M
Duration: Permanent Casting Time: I segment
Area of Effect: I obJece Saving Throw: None

This spell repairs small bre;lks or tears in objecrs. II will wdd a broken ring,
chain link, medallion or slender dagger, providing bur one break
Ceramic or wooden objects with uwltirle breaks em be invisibly rejoined 10

be as strong as new. A hole in a le:uher sack or wineskin compleldy healed
over by:a Mend spell.

This spell does not, by juelf, repair magical items of any lype. One turn
afrer the spell is USt, the magic of the joining fades and the cffcct nnnot
hc magically dispelled. Note rhal ilems do nOI have ro be \0 be
affected by this spell. Ir would be jUIf as effecrive in ;oining IWO
together as it would be at repairing a hole torn in one. The maximum \"01­
umc of material the ClISter can mend is I cubi, foot per level. The material
components of this spcll are twO sm.:lll magnets of any type (lodenone in all
likelihood) or twO burrs. .
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Merge Coin Pile
(Alteration)
Reversible
Level: I
Range: 10 yards Components:V,S, M
Duration: Permanent Casting Time: I segment
Area of Effect: 10 ft. x 10 ft. area Saving Throw: Special

This spell allows Ihe cuter 10 quickly ;lnd al;Curalely conven a pile of
coinage (all rypes) inro a near pile of higher denomination coins of equiv­
alenl value to thc coins thaI the spell was calf upon. Coins that are nor
carried bY;l creature within [he area of effect get no savillg throw and are
atllomarically converted.

If a cre.ature who holds or carries coins is within the area of effect he may
attempt:a saving throw to enable the coins on his person to resin the effe,r.
The new pile of coins appears in the center of Ihe area of effect. The C;lSler
may specify which denominations he wishes the coin converted 10 and may
even spccify Ihat the new coins are to be s[;lmped wilh a cemin miming U
long as he has seen {he typc of miming desired. With rhe reverse of this spell,
rhe casler may makc change from higher denominations of coinage. S;lving
rhrows described above apply for coinage carried by a creature. Note Ihat a
succc.uful :al{empl at making small change on :a full coin pouch may e;luse the
pouch to burst at thc seems. The material component of Ihis spell is the pile
of coins 10 be convened.

Melt
(Alteration)
Level: I
Range: 30 yards Components: V. S, M
Duration: I round/level Casting Time: I segment
Area of Effect: I cu. yd. of lee or SavingThrow: Special

2 cu. yds. of snow per level of caster
When;l Melr speJJ is cast, thc magic-user effectively raises the tempera­

ture in the area of effect. This sudden increase in warmth will melt i,e: in 1
round, so that:a Isr level magic-user can melt a cube of solid icc, I y:ud on
a side, in I round after the spell is cal(, so that the ice becomes Water. Twice
this volume of snow can be affected, so thu the spcll will melt I ,ubi, yard
of snow in II Z round, or will turn 2 cubic yards (I yd. x I yd. x 2 yds.) of
snOw to watcr in I round.

Again51 such monsters as White Dnll!l0m. Winter Wolvt"S. Yeti, Woolly
Rhinos, those: composed of para-elemem:al ice, and the like, a Melr spell will
innict 2 poims of damal!le per level of the: spell alSler, or 1 !'Oint per level if the
subject creature makes its saving throw versus spell. The Melt spell is general­
ly ineffective againsl types of l;featurcs other than those enumerated above,
The material componcnu for a Melt spell arc a few cry:iilals or rock salt and a
pinch of SOOt.

Components: V, S
Casting Time: t segment
Saving Throw: None

Components: V. S
CastingTime: I segment
SavingThrow: None

Magic Missile
(EvocatJon)
Level: I
Range: 60 yds. + 10 ydsJlevel
Duration: Instantaneous
Area of Effect: 1-5 targets in a

10-foot square
Usc of the Magic Missilc spell creates up to five missiles of magical energy

that d;lrt forth from Ihe magic-user's fingertip and unerringly strike their rar­
gCI. This ineludes enemy creuures in a nlelee. The tuget crearure mUSt be seen
or otherwise detccted to be hir, however, so concealment, such as
rhar offered by arrow slirs, can under the spcll ineffective.

Likewise, the caster must I,c able to idemify the target. He cannot direct a
Magi, Missile to ·Srrike Ihe ,ommander of the legion,· unless he: can single
out the commander from the rest of rhe soldiers. Specific puu of a creature
cannol be singled our. Inanimate objecrs (locks, etc.) cannot be damaged by
the spcll, and any artempt 10 do so waslCS Ihe mi$Siles ro no effecl. Against
creatures, each missile inflicu Id-4+1 poinu of damage.

For every twO extn levels of experience:, Ihe magic-user V-ins an additional
missile - he has twO at 3rd level, three ar 5th level, four at 7th level, elc. If the
magic-user hu multiple missile capability, he can have: Ihem strike a single rar­
gel creature or sevcnl crearures, as desired.

Appendix C: Maile-User Spell•• Level I

Light
(Alteration)
Level: I
Ranle: 60 yards Components: V. M
Duration: I turn/level Casting Time: I segment
Area of Effect: 20-ft. radius Savlr1gThrow: Special

This spell creates a luminous glow, equal to rorchlighl, within a fixed ndius
of the ce:nter. Objecu in darkness beyond this sphere can be secn, al
best, at V;lgue and shadowy shapes. The spell is centered on a point .sclec::lcd by
the caster, and he must have a line ofsight and unobstrucred parh for lhe
when it is cast.

Light can spring from air, rock, meraJ, wood or almosr any similar sub­
sl;lnce. The cffect is immobilc unless it is specifically centered on a mQV;lble
object Ot mobile creature. If this is casl upon a creature, thc appliable
magic resisr:ance lind "loving throw rolls must be madc. Successful resistance
negates Ihc spell, while a succeuful saving throw indicat<".S Ihal the spclJ is cen­
teted immediately behind the cre;lture, I1lther than upon the crearure itself.

Ught wen into an area of magical darkne.u docs not funcrion, but if CUt
directly agairul magical darknc.u negares it (but only for the duntion of the
Light spell, if Ihe darkness effect is conlinua1). Light centered on the
organs of a ,rcarurc blinds it, reducing iu attack rolls and saving throws by-4
and wor$Cning its Armor Class by 4. The casler can end rhe spell at :my time
by ullerillg a single word. The material component is a firefly or a piece of
phospholCSCent moss.

Magic Shield
(Evocation)
Level: I
Range: 0
Duration: 5 rdsJlevel
Area of Effect: Special
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Components: V, S, M
Casting Time: 3 segments

Saving Throw: Negates

Components: V, S. M
Casting Time: 3 segments

Saving Throw: None

Appendix C: Magic-User Spells - Level 3

Hold Person

(EnchantmentlCharm)
Level: 3
Range: 120 yards
Duration: 2 rdsJlevel
Area of Effect: I .... persons,

20-ft. cube

Haste

(Alteration)
Level: 3
Range: 60 yards
Duration: 3 rds. + I rd.llevel
Area of Effect: 40·ft. cube,

I creature/level

When lhis spell is cast, each affected ereature functions at double its norm;.ol
movement and allaek roles. A h:uted crealUre gains a -2 initiative bonus. Thu~.
a crealure moving at 6 and allacking once per round would move at 12 and
allack twice per round. Spellcasling and spell efrcclI are nor sped up. TI,e
nU'lIber ofCte;lImes lhal can Ix: aITl'Ctcd is cquallo the eastCr's eX"pcrienee levd:
lhose etClllures closest to the cent"r of eITeet 3re affew:d first. All alTC<tl."d by
H:Ule musl I~ in lhe designated area of efreel.

Notc that this spell negalalhe elTem ofa Slow spell. Addilionally, thi.t $pell
agt'S Ihe recipienl by one ~.ar, beeaUK of :iped-up mClabolic processes. This
spell is not eumul.ative wilh itselfOt ....ith other similar magic. Its malerial cllm­
ponenl is a shaving of licorice raot.

Gust o(Wind

(Alteration)
Level: 3
Range: 0 Components: V, S, M
Duration: I round Casting Time: 3 segmenu
Area of Effect: 10 ft.)! 10 ydsJlvl. Saving Throw: None

\Vhcn this spell is casl, a urong puffofair originates from lhe nugit:-.-r and
moves in lhe ditt:erion he is fxing. The focce ofIhis gus! ofwind (aboul 30 mph)
is suffICient to cninguish c:andIc:s, fOtdleS, arn.l simil:u unprotected fumes. It CIl..oSo"

es plOlCClcd flames - such u rhoK of blllall~ _ 10 ch'lee wildly :lind h3S ;.0 ~%

c:han«- pet level of experience of lhe spelkasu:r to exlinguish cvrn such lights. II
.also tulS large filO oulW':l.rd 1d6 feci in Ihe dittCIion of the wind's mow:mcnt.

It fl)(CC5 back small flying crealures Id6 x 10 yards and causes mall-~i~

beings to be held motionl"" if:lflemptmg ro move againsl irs roree. It~ larg­
et-than-m;.on-siud flying ere.1tures by 50% for one round. It b1~ uvl."r light
ob;cas. dispend most vapors, and forces a\YaY gaseous or unsccurc:d levil'lling
crc:uute:S. Irs p.tth is a constant 10 fcct wide. by 10 yanIs long per Il·vd ofCllpl."·
ricnee of the Cl.lter (for cx;.omple. ;.on 8th level magic-user causes a gUSt of wind
that tf2Vl!ls 80 yards). Thc maleri.1.l componl."llI of the spell is a lC'gume 5«'(1.

Grow
(Alter3tlon)
Level: 3
Range: 3 Y3rds/level Components: V. S, M
Duration: Instantaneous Casting Time: 3 segments
Area of Effect: one creature Saving Throw: Negates

This spell enables the casler to age a living cre:uure by one year within a
maner of sccomk If the target dOCll nOI wish to be aged. he may .auempr a
SOlving throw to avoid Ihe efrecl. A Grow spell may be cut on any living being.
11,e ~pell afrcclS the t:llrgel'S ph)'Jical body only. Illielligcncc and Wi:>dom
bontl5oCl due to aging are 001 confetred 11 a result of mis spen. Addition.aIlY,:II
child aged in this way would uill behave 21:1 child mough he might havc thc
body of an :IIdull.

The Iioid Person spell affeell ~ny biped~1 human, demi-human or
humanoid of man siu or smaller, including Bro....nia, Dryads. d\Yarvcs,
dyes, Gnolls, gnomes, Goblins, half-elvcs, h:llAings, h:l.lf-orcs, hobgoblinl,
humam, Kobolds. Liurd Men, Nixia, Ora, Pixies, Sptita. Ttoglodytt"S,

201

Components: V. S, M
Casting Time: 3 segments
Saving Throw: None
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FlameArrow
(Conjuration/Summoning)
Level: 3
Range: 30 yds. + 10 ydsJleve~ Components: V, S, M

Duration: I round Casting Time: 3 segments
Area of Effect: Special Saving Throw: None

This spell has two Vl!rsions. Firsl, the m~gic-ustr can cause: norm~1 ~rrows

or crossbow bolts to btcome m~giC;l1 f1~ming miuila for one round. The mis­
sik:$ mUSI be noc:ked ~nd drawn (or coclted) ~I me completion of me spell. If
they are nOI loosed wilhin one round, Ihey are consumed by Ihe magic. For
oery fiw: loels Ihe caner h1l achieved, up to 10 arrows or bolf$ can be affea~

ed. The arrows inflict normal damage, plus 1 point of fire chm:l.&" 10 :my l:IIr­
get struck. They may aha cause incendiary d:llmage. 'lhis version of the spell is
UJed. mOlil often in large b:lllles.

The ItCOnd Vl!rsion of this spell enablc:s Uk- ca.lilet to hUll rlC:ry bolts at opf'G­
ncntS within f2nge. Each bolt iuflkls 1d6 poiots of pi"rciog cbnugr, plus 4d6
poinlS offire dama~. Ooly}Wf th" fire chnuge is inflicled if lhe creature muck
sucassfully SOI~ VI.. spell. The castet receives one boh for every five apc:rimce
kvw=1s (rwo bolts:lll 10th levd, thra: at 15m level, "te.). Bohs muS( be used on
cu.aIUres within 20 y.uds ofcxh other and in fronl ofd~ nugic-USCf. Th" mat.,..
rUI componcnu for this spdl are: a drop of oil and a Wl:Ioll piece of flint.

Fly
(Alteration)
Level: 3
Range: Touch Components: V. S, M
Duration: I turnllevel + Id6 turns Casting Time: 3 segments
Area of Effect: Creature touched Saving Throw: None

This spell enabla the magie-user to lK-sIU.... the power of nl.agical flight. The
eruture .affected is able [0 move venically and hori'wlllally at a rate of 18 (half
that if :l..SCending. twice that ifdescending in a dive). TIle maneuverability daM
of the crealurt is B. Using Ihe Fly spell requirC$ u much eoncemralioll :lS

w.tlking. so most spells can be ca.st while hovering or moving slowly (move­
ment of 3). llos.5ible COmNt pen.altics while flying arc known 10 Ihe GM
(found in the ~Aerial Combal- section of Ihe GMC). The eucr duration of
lhe spell is always unknown to the spellc:lSter, 11 the v.ariable addition is deter­
mined secretly by the GM. The m:mri.al component of the fly spell is.a wing
fnlhl'r of lIny bird

Gandle's Humble Hut

(Alteration)
Level: 3
Range: 0
Duration: 4 hr$. + I hr.llevel
Area of Effect: 15·ft.-dI3meter

sphere

When this spell is Cilft, Ihe /llllgic.u~r Ct(":ltC$ au unmoving, op3que $phne
of force of any desired culor around his penon. Half of the $phere prnjccu
above the gtound, and the lo....er hcmi~ph"rt' puses through Ihe grouud. Up
10 stvt'n other man-sized creatura an fit into Ihe ficld ....ilh ilS ccealO.. Ihey
can freely pass inlO and out of the hut without harming il. However, if Ihe
spelicaSlier removes himself from the hUI, the spell diuipates. The tempcralure
inside the hut is 70' Fahrenheil, if Ihe exterior temperature: is betWC'Cn 0 and
100· Fahrenheil. An exterior lemperature belo.... 0 Ot above 100' lowers Ot
raises, rcspccliVl!ly, Ihe inferior temperature on a I-for-I basis. The humble
hut :Io1so provida proteaion agaimt tnc clemenu. sudl 11 rain, dUSI, gnd­
storms :lind the like. The hut can ....idul:l.nd any wind of I"" than hurricane
fon:e wilhout being harmed, but wind force grealer than Ihal dcslto)'J it.

The interior of the hUI is a hemisphere: Ihe spcllcaslCl can illuminate it
dimly upon command, or extinguish the lighl as dcsi~. Note th:llt although
Ihe force field is opaque from the ouuide, il is transparent from within.
Missiles, we:Ioponl and most spell effCCtl can pass mrough me hut ....irhoul
a.fTccring it• .although the oc.cupanu cannot be iCCn from ouuide me hur_ The
hut can be dispelled. The material component for this spell is :l. small Cf)'$r.1.l
~d Ihar dulfers when the spell duntion expires or the hut is dispelled.
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don efficiently in !he presence of Such light sourccs. Invisible (rearures are 1\(11
dClC'Cfablc by infravision. TIle [nareri:al component uf Ihis spe:1I is eirher a
pinch of dried CilrrOI or an agare.

Invisibility, 10' Radius
(lIIuslonlPhantlSm)
Level: 3
Rana:e: Touch Components: V, S. M
Dur-ation: Special CastingTime: J segments
Area of Effect: IO-ft. radius Saving Throw: None

This spell confcn invisibility upon all creatures within 10 feel of Ihe recll""
i"m. Cear carried and lighl sources :are included, bul any lighl emilled is snll
vu-iblt'. The «mer of Ihe effcct is mobile with Ihe r«:ipicm. Those :afTCCled by
this spell annot sec: each other. Any affcctcU cre:alure moving out of Ihe area
b«omcs visible, bUI Cr"lures muving into the area :after th" spell il C:lSt do nor
become invisible. Affecred crcaturcs (olher than the rccipiem) thlt atr:ack
negale Ihe invisibility only for themselvcs. If the spdl rccipielll attacks, the
Invisibility, JO· Radius spell is broken for all. The ma!erial componenls arc the
same:as for the Invisibiliry spell.

Item

(Altcratlon)
Level: J
Range: Touch Components: V, S, M
Duration:" hrsJlevel Casting Time: ] segments
Area of Effect: 2 cu. ftJlevel Saving Throw: Special

By means of this spell, the m:agic-u.scr is able 10 shlink one nOll-magiCilI
ilem (ifil is wirhin 1.11" S;1.<' limil)10 1/12 ofiu: normal sil<'o Optionally, !hc
culer on :a1so dung.: iu now-shlunken compos-i!ion 10 a cloth·lik" one. An
objccl in the ~ion of :allOthc.r cn:alure is allowo:d:l. saving !hrow vs. spell

ObjCC1S changed by an !rem spell ClI.II be murned to normal composilion
:and si1.<' merely by lossing them onto any solid surf:acc or by 11 word of rom·
mand from the origin:d spdlCl,l;ler. Even il burning firc :Iolld ils fud c:an be
shrunk by this spell.

Appendix C: Malic-User Spells. level 3
and oth,m. This spell holds Id4 hum;ns, deml·humans, or humanoid crc:l.­
lurn rigidly illullobile for five or morc rounds.

The lipell is centered on :l. point selected by the caster; il affecu persons
scleclcd by the casler within ,he area. of erT"I. If the spdl is a.u.1I rhrec or
four ~plc. each geu an unmodified Aving throw. If only (W() people arc
~ing t:l.rgefed. nth m:l.kes his saving throw wirh a -J pen.111y. If ,he spell is
asl :1.1 only one person, rhe Aving rhrow suffers'a -3 penalry. Saving lhrows
arc adjuucd for WloSdom. Those succed.ing on their s:aving rhrows arc unaf­
fected by rhe: spell.

l}n(bd CrQ{UIl$ cannot be hdd. Hdd beings cannot IllOYe or~ but they
rmuin aware of~nts around rhem and can usc abilittes not requiring mOl:ion
otlpCCCh. Being held does nor pnvent rhe: WOf'Kning of d\e sub;«u' condition
duc 10 wounds, cfuasc: or poison. The: auer can end the spell with a single Ultu­

anet':l.1 any timc: orncrwise. Uu: dun.rion is 10 rounds:lI 51h lcvd, 12 rounds at
6th level, 14 rounw 117m bel. e1C. The ~pellculer needs a small, straighl piece
of iron or a blue Ihronle wing as Ihe material tompo"e/ll uf mi$ spdl.

Lightning Bolt
(Evocation)
Level: J
Range: 40 yds. + 10 yds.llevel Components: V, S. M
Duration: Instantaneous Casting Time: j scgments
Area of Effect: Special Saving Throw: 1/2

U!)(ln CilSting this spell, the magic-user rdCll:lCs a powerful moke of dectri·
e:tl energy Ihal inniclS 1d6 poinlS ofJamas" per level of the spdkASrer tU t'aeh
ercJlUle within ilS at"a ofeffecr. Asllccessful.saving thlOw VI. spcllletlutcs this
damage: 10 half (t01Jod fraclions down). The boh begins at a fangt' and heigllt
decided by the CUler :and sueaks ourw:ard in a dircci line from Ih" C:lSling
m:agie-uscr (for ex:ample. if a 40·fool boh was sl:lorrcd ar 180 f~1 from lhe
magie-user. the far end of the bolt would reach 220 feel (180 t 40».

The lightning bolt m:ay sc.t !lre 10 combuuibles, sUnOcr wooden dOON,
splinter up tO:lo half-fOOl Ihicknc.u of stone and mdt m("lals with a low mdl­
ing poinl (lad, gold, coppe.r, sil""r, bron1.<'). S:aving Ihrows musr be rolled fOI
objceu !lul withsund die full fora of a slroke (sc:e Ihr Fireballspe.lI). If Ihe
dam:age caused 10 an inlerposing barrier stunen or breaks throush il (i.r.• rhe
Aving !hrow f:ails), die bolt continues. A boll can breach I inch of wood or
half an inch of stone per cuter level, up 10 a ffiou:imum of I fOOl of wood or
half. fOOl of stone. The lightning boll'S area of efrcer is chosen by Ihe spell-

Infravislon CUler: dtMr a forked bolt 10 fCC! wide and 40 feet long or:a single boll 5 feef
(Altention) wide and 80 fCC'1 long. If a boh eannur rnch irs full length. because of an
Level: J unyielding hurier (such:as a $Ione wall), thc lightning bolt rebounds from the

b:arrier toward iu elSler, ending only when it reachcs its fuI11"ngrh.
Range: Touch Components: V, S. M

For example: An 80-foor-lung snoke is begun ar a range of 40 feer, bur il
Duration: 2 hrs. + I hr.llevel Ca5t1ng Time: I round hits a ~rone wall al 50 fccl. TIle bult travels 10 fcct, hiu Ihe wall and rebollflds
Area of Effect: Creature touched Saving Throw: None for 70 fect hack roward its Cr"IOI (who is only SO feet from the wall, and so

By means of thi$ spell, the m:agic-usel en:ables Ihe rccipienl to sec in normal is callglll in his own lighrning bold).
darkness up to 60 feci without lighl. Note Ihat mane sources of lieht (fire, TIle GM might allow n:nC'Cling bolts. When Ihis 'YJlC of lightning boh
lanterns, lUrches, ele.) tend 10 blind this vision, so infravision docs nOI func- $Irikes a solid surface. me bolt I"necu from Ihe lurface at:an :angle equal to tlte
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Illusionary Script

(Illusion/Phantasm)
Level: J
Range: Touch Components: V, S, M
Duration: I dayllevel Casting Time: Special
Area of Effect: Script reader Saving Throw: Spedal

This spell enables the magic-uSl:r ro write instructions or other information
on parchment. paper, etc. The illusionary scripl appears to be sonle forlll of
foreign or magic.al writing. Only the person (or people) who rhe magic-user
desires ro read rhe writing an do $0. A m:agic·uscr r«:ognius il for illusionary
scripl. Unauthorized Cmltun:s glanting at me scripl mUit roll laving throws VI.
spell. A successful $Ive means Ihe CfNlUle can look :away with only :a mild
scnse of di50rienr~lion. Failure means rh" creature is subject to I suggestWII
Implanred in Ihe Kripr by the elStrr:a1 the lime the lIIusion:lol)' S<:ripi spell w.u
CUI. The Juggeslion cannot require morc Ih:an three rums 10 amy OUi. The
suggestion could be 10 dose Ihe book :and leave or 10 forgel Ihe existence. of
IhI: book, for example.

A sucaufuJ Dispel M:agic spell will remove fhe iIIusiol\.1ry SCripl, bUI :an
unsucaufuJ :altempl cruel all of me writing. The hidden writings an be IUd
by a combinalion of Ihe True Stting spell and timer Uu: Rc:ad Magic or
Compn:hcnd ~niwgcs spell. as applicable. The nuu.·rw romponenl iJ :a
lcad·bued ink llut rrquires spo:eial manuf:u:lure by:an aklKmisl,:Ior a CO$( of
001 less Ihan 300 gp per usage.

Hold Undead
(Necromancy)
Level: 3
Range: 60 feet Components: V, S, M
Duration: Id4 rds.+ I rdJlevel Castlna:Tlme: S segments
Area of Effect: Id3 undead Saving Throw: Negates

When CUt, tbis spell renders immobile Id) unde:uJ creuures wh05C tmal
Hit Dice are cquallO or less than Ihe caslC~r's level. No mOK than Ihr~ un&Jd
an be UTecled by a lingle lpell. To CUI, Ihe maeic.use:r ainu Ihe spell at a
poinl within range and tht' threc undead d0101 to thiJ arc considcred 10 be in
Ih" "":10 of "fTl.'CI, provided :loll :lor" wilhin the field of vision and spdl n.ngo: of
Ihe castcr. Undead of:lo mindless n:lo!Ur" (SkdclOIU, Zombies, Ghouls, e((".) iln~

aUlomaric:ally afTcered. Otb"r fornu of und~ ilK :Io!lowed a saving Ihrow to
ncga" tbe dJ'ecr. If Ibe spell is sucx:euful, il lenders Ibe undelld immobile for
Ihe dun.tion of the spell. The malerial component for this s~1 is a pinch of
sulphur and powtkn:d garlit.



When thi~ spell is C~t it fills the recipienrs with fierce hr.wery, gi";ng them
a +2 bonll~nn f(l hit :lnd darlli'I;e roll~ in melee comhat as well ~ making them
immune to Fear ,md tIIor:tle checks. The spell affect~ everyone within a IO-foot
radius from the target poinl whcn firsT ca5f. bur afrerwards die rl'Cipicnts an
freely movc aboue without losing lhc Ixmusc~ ~r.IITlCd by thi~ spdL
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npin:s. nr the mnnsl"rs :m: slain. Thd;e cre.ltUI"l'S do not check mO[';.lle, bUl
thcy v:l.nish when slain.

Note thaI if nn nrp"ncnt Cllists tn fight, ~t1mmnnetl mO"Ster.~ can, if th"
m~gic-".<;cr can comlllunicatc with thelll and if they art physically able, per­
form olher services fOT the summoning magic-user. In roue cases. ;tdvenwrel"S
have been known to disappear, summoned by ptJwcrful spe!ICllSlCrs using this
spell. Those SUllltllOneJ rl'Call all thc dctails (If their trip. The material cnm­
ponenrs of this spell arc a liny hog :lfld a .~mall (nm net:e'I-"rily lit) candle.

This spell C:tuscs a severe and painful migraine headache in ;\ creaturc. The
amictl-d individual is iUlllll-diatdy strickcn with painful and dimacling SYlllp.
WillS. He will OCCOlliC gnllllpy and unpkasal11 to he around. While under the
effcct nf the ~rell, all (mack rolJ.~ :lnd saving thrmvs are J~naliud oy 1. Th..
chances Ill' a spell mishap arc increased by 1U% and skill checks become more
difficult (-IU), The vielim of the spell is allowed a new saving Ihrow eacb day
thc spell is in effcCI. The cffc:ct pcrsisls umil the char-oleicr Tct:civc~ a Cure
Di~easl: ~pdl or until die dtaraclcr lIlakl'S;I successful saving throw. If lhe chor­
aCier has nOI rc:ceivcd ;I Cure: Disease nr rn~de a .~"cc"",~ful ....winl; throw in In
:llIlnutll of da)'!' e'lllal to his Constitution score, !Ie will begin 10 permanenlly
lose one abilil)' point per day (determined randomly).

Components: V, 5
Casting Time: 3 segments
Saving Throw: Negates

Components: V

Casting Time: 3 segmems
Saving Throw: None (neg.)

Paralyzation
(I Uusion/Phanrasm)
Level: 3
Range: 10 ft.llevel Components: V. 5
Duration: Special CostingTime: 3 segments
Area of Effect: 20ft. x 20 ft.area Saving Throw: Negates

The Paralration spell enables tl1l' ~pdkasl(~r to creme ilillSion~ry muscle
slowduwn in crC3Iut'·S whose l'omuined Hil Dice do not exceed twice the IOral
bd of experiellce of thl: llUler. If lhe re<ipiellt Crt.':T.tutl'S f,.. il their $;Iving
throws, lhcy Ul'CUIIlC parollrloo. and a Dispel Magic spell must be usc:d to
rcmove: Ihe eni.'Ct, or the C'".lStcr may dispel it at ;Iny time hc dcsircs.

Nondetection
(Abjuration)
Level: 3
Range: Touch Components: V. 5, M
Duration: t hr./level Casting Time: 3 segments
Area of Effect: I creature/item Saving Throw: None

lIy c.1Sting this spdl, the r11Jgic-u_~er makes the crealtlre or objCi:t touched
undetectable by divination spells ~uch ~ Cbiraudienee, Clairvoyance, Locate
Obiecl. ESI~ and dcrl'Clion spells. It aim prt:\'cms loc:l.lion by such magil':ll
itcms as CrY~lal Ba[[~ and ESP Mtdallions. It docs not alTccl Ihe Know
AJignmerll spell or the ;lbilll)' ofinlclligcllt or high b'd beings In deecel ill\'i.~­

ihle creaturcs. If a divin:uion is attempted, the Nondet~tinn caster mUSt roll
a ",win/; thrnw vs. spell. If This is successful, {he divination fails, The l1laterbl
componenr of rhe spell is a pinch of diamond dusl wonh 300 gpo

No Fear
(Enchantment/Charm)
Level: 3
Range: 10 yards/level
Duration: 2 rounds/level
Area of Effect: 10ft, radius

Murgain's Migraine
(Necromancy)
Level: 3
Range: 30 yards
Duration: Until Dispelled
Area of Effect: I creature

,
(

Monster Summoning I
(Conjuration/Summoning)
Level: 3
Range: Special Components: V, S, M
Duration: 2 rds. + I rd.llevel Casting Time: 3 segments
Area of Effect: 3D-yd. radius Saving Throw: None

Wilhin one round of l-:lsting lhis spdl. till' magic<usl'r magically conjurdo
2d'! lSI levd monSlers (se:ll:C1CJ by the GM, frOlll his lst level encounter
t~blC$). Thc monsters appeM anywherc within the s[1"11\ arC'J of eff"", as
oc:sired by lhe m~gic·lL';er. Th"y atTack the spell user's oppon"nls tn the l>est of
th"ir ability until "jther he commands lhat th" allacks cease, the spell dU[';.ltion
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~lIgll: of il1cidenct" (like light ofT a mirror). A cre:ulIn: <:ros$C(1 more rh~o noe"
by the bolt must mil ~ ......ving {hmw fMevery time ie i~ cr"-".<;cd, bm it .~till ~uf­

fer.~ "ieher full datl1a/;e (ifnn" saving lhmw is missed) or half damage (ifall.t.w­
ing throw~ are made). The marerial componenr~ of the spell are a bit of fur and
an amber, el)'llt:ll. or gbs.s rod.

Material
(Evocatlon·ConJuratlon)
Level: 3
Range: Ift. Components: V, 5
Duration: Permanent Casting Time: I round
Area of Effect: I cu. ft. per level Saving Throw: None

A Matcrial spell allows rhe magic-uSt'r to aClllally bring imo bein~ cemin
common things. There is no great difficulty in causing common uasic m:ltt:ri­
;lIs such u sume. earth (will or wood to lIppl'ar, These: Wrt~ orm~tcrials ill r~w,

u1lwolkl:d formlltt l:asHy gained by mr"JllS of this spell. Similmly, other inllr­
gonic or nnnliving mmt:riols _~"ch a~ water, air, dung, SIr.aW, etc., call he con­
jured. \'(Ihere' simple plantS are concerned, ~lJch ~ when the casrer arfempts to
bring inro being an area of gr:lSS, there is a base 100% chance of tOlal failure.
modified downward by I% per bel of rhe spell casrer.

Animal life c...o never he offceted hy Ihis spell. In no event can worked,
refilled, or fabricaled items be brought into being by a nlalerial spell, nor C.1n
rough gems or precious melals. The spell essenTi:i11y en:tblcs thc magic-u.s<:r tll
creatc common things of a hasic nature.
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Components: V
Casting Time: 3 segments
Saving Throw: None (neg,)

Th" malerial comflOn"l1l i.~:ll1 "ye fmlll n~wl or Oilier amphibi.1I1.
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This sl>c:Jltnmsfonm the \'iuilll into a primitw il\ much Ihe same malillcr
:as 1111.' Polymorph lU Amphibian spell. The victim must pass it .lyMem ~hock

roll in oruer to survive. If they Ii"". th~'Y ol,<:ollle a rJudom primali.' but get to
h'Cp lheir memories and IlilelliIlClle". ~ a primale. spclll'a.lWr.ll'anllol talk,
OUt have a 75% chanc" ofbeillil abl" to Slll't:t'SSfully cast a spelilhat has no ver­
l);lJ eompunent.l. Roll a d8 on till.' following chan to determine what kind or
primale lile urgel b~'COltll'!i;

Components: V, S, M
Casting Time: 3 segments
Saving Throw: Negates

Polymorph 00 PrImate
t Rlo\g-g,led leroyr (gn still w. IrrLlll naJe<l~l
! B>bboon
J OrlnlUon ("2 '0 Slll!np. can Yl~ weJpon1)
~ Spider monlooy
S Howlet' monkey
6 Gibbon (of lhc OP90,;'" 'c~)

1 Titpler
B Monker Br.t~IThe ricllm ,et.um theor orlglNl form.

bul theor Intellect" reducod 10 thJl of J monkey. g,v,ng
dwn i f",~ Wisdom Jnd Intelligence.

Polymorph to Amphibian
(Alteration)
Level: ]
Range: 5 ft.llevel Components: V. S, M
Duration: Permanent CastingTime: 3 segments
Area of Effect: I Cfeature Saving Throw: Negates

Whcn lhis spdl is C;\SI it \lIms an)' one CreatllfC into :t f\lnoorn amphihian.
Tlw viclim rel:tins iu original Imdligcl1C<.' and memories blll mUSI mak":1 sys­
l("lll shock in oft\cr 10 511,vi,'(" Ihe challge. The spell is permanent unlil ~no<:d

by ~ sucH'Ssflll Dispel Magic. Remove Cur$<' or simibr magics. Roll a liS on
the dian bdow to dt,tel'minl' whal killd of :tmphibian lhe largt·l !Urns inlo:

Polymorph to Primate
(Alteration)
Level: 3
Range: 5 ft./level
Duration: Permanent
Area of Effect: one creature

Polymorph 00 Amphibian (d8)
I A ubm>ncler
! A Im~11 fl'Oi
J A IOJd
~ A ..cciUin
S A Giant S.bm.lnd~r (AC 5, ..n bile

on<:e p"" round ror I D6 dlnuge)
~ AM.tn.Eiling Bullfrog
1 A newt (b." the effllCu """,r

off In Id6 houra)
B A Jelly B1n<ied Ntwl

Appendix C: Magic-User Spells - Level]

Perceived Malignment
(EnchantmentlCharm)
level: 3
Range: SO feet
Duration: Special
Area of Effect: I creature

When lhi5 5pcJl is Com on somcnnc he hccomcs convinced lhar mmoone c15e
has donc him a greal wrong. Riling lhe laTgelwilh mge and a need fO seck rel­
ribmion ar all com. The elmr decide~ whom rhe larger of rhe 5ubjeds mge
is. and while rhe suhjecr is under lhis 5pcll he receiva an e):lm IdE! hp...3 10­
hi! and damage. and immuniry Ul 1l1Omie dll,<:k!; and fear as long :IS he is in
combal with Ihe obj~~l of his r.lge. While the sl>c:lI las,s, the lar);et mUSI

anempl to engage in hand-w-hand combal wilh the Objl'<:l of Iheir r:I.);e, and
wiU auack thaI creamre exclusively umiJ one of lhem is dead. The .Ipell lasl:\
fiJr Ihe duralion of the combal or umil a 100al of one turn has pa.ISCd wiulOul
lhe 5peU's larget engaJ.;inJ.; in l"OlI1bal wilh his "enemy".

Phantom Steed
(Conjuration, Phantasm)
Level: 3
Range: Touch Components: V, S
Duration: I hr.llevel Casting Time: I turn
Area of Effect: Special Saving Throw: None

When this spell is ~':bl. the m:lJ.;ie-user ereat~':l' a lIuasi-real. horselike Ul·:I·
ture. The Stccd l'lln be ridden uuly oy lite lIlallic-~r who CflH.lu:d il. or oy any
person for whum tlu.' magic-user sJ.>c:eifi~~.lIy creates sudl a mOUllt. A phantom
.ltl'~d has a ol:llk h('lld and l>ody. gr,\y luane and tail, and smoh'-colored,
illsulmamial hoovl'S that make no 5Ound. hs eYl'S arc Illilky-eololcd. h do~

!lOt fight. but allnOlmal animals shun i, 31ld only monstrous 011('$ will ~lIa(k.

The 1ll01l"t has an Armor Class of2 and 7 hil poillts. plus I per level of the­
caSle-r. Ifillo5l.'S all ofils hit points, the phantom Sleed disappears.

t\ phantom steed moves 3t a movemelll r~IC of<\ per b·d of lhe spdlcasler.
10 a maximum movement rate of <l8. h has whal .\Cems 10 be a saddle and it

hil and bridle. h can hear iUi rider's weigill. plus up 10 10 pounds per C:C;ler
le~l. These mounts gain cerTain powers a(l"On!illj.: to the level of till: magic­
U5Cr who crealed them:

Rlh Lt",,!: 'Ill" abililY to pa'i.~ over 5.1I1dy, mudd)', or even ~"'al11py

blOund witholLt difficulty.

10lh lc"el; The aoility to pa~~ OVCl WIller itS if it Wl"~· finn. dty
ground.

121h U:"~l; The ability to travel in the air a~ if il were firm land. 50
ch:1Snu and (he like c,1.n be crossed without henelit of a bridge.
Note. however, Ihal the mount cannol casually take ofT and fly: the
movemel\f must be between poims of similar alritude.

14th l..c'·cl: The ahiliry ro pcrform as ifir Well.' a I'egasus; il flies at a
ralC of 48 pc:r rQulld upon command. Note lhm a 1l10tllU'< ~hiliti<:,>

inelilde lhosc of lower levels: Ihu<, a 121h b·d mount has the Rlh.
IOlh. and 12th level abililie<.

When thi~ <1'.,11 is employed, the CiSler creates a wind which cannm be .'11:1'''

or felt, Thi., rnOv"rn"nl of :lif dOf:'S, howev...r, ~rve 10 hlnw li(;lu ohj<!C1S before
il. flutter cunail15 or dr:1pe~, fl:lp loo~e clOlhin(; (such a~ eapfj. cloak!;, and
numles), (,r fir..... Jnd move clouds ofgaseous m:lleri:lls (such a~ a Wall of Fog,
a Fog Cloud. a Cloudkill cloud, ell:.), The wind erealed movcs in rhe direction
in which the caster points. its effee!s being feh in a progressivcly longer path
:IS the spdl continues. at a movemcnt mte o( 1 foOl per round, with lhe effects
lasting the entire course of Ihc paTh. Thus, !he spell could. for example. be
employed ro move .'\CVeml 5:lilc:d vessels. hm the fim afft'<:!ed by the wind
would also be rhe one !o move rhe f:mhesl.

The change is permanent until a Di.~pel M:lgic:, Remov" Cur.\<:' (lr similar
magic is sltcct'$~fully used fO break lhe spell. Th" malerial componenl i.<" hil
of I'timale (nor htllllall) l\;Iir or \1 pi«c \)flmpical fruit,

TIlis sP'C1i is USl.-d to prott,<:t the C.lSICf against a penonal attack. TIll' ~pcllwill
fire a lJoh of magial euergy at tlte firsl hoslile UC'Jturl.' who com~'S ..... ithin fiw
fl'Ct of the c:c;ter. The lJolt nt....er misses, always hits thl.' victim before they can
make any of ,heir itllll.du and inflicts 3d6 poims of damalle plus 2 points [K'I

level of ule ClI..\ter (the victim ClIn makt, a S<lVt' for half damage). 111~~forc the

Phantom Wind
(Alteration/Phantasm)
Level: ]
Range: I ft.llevel
Duration: I round/level
Area of Effect: I ft. broad path

Components: V, S
Casting Time: 3 segments
Saving Throw: None

Preemptive Strike
(Evocation)
Level: 3
Range: Caster
Duration: I hour/level
Area of Effect: 5 ft. radius

Components: V. S, M
Casting Time: I round
Saving Throw: Half damage
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spell will smke~! ~ Ihid' ~llcmptinl; a backstitb or ~n Og", do.-;ing in to ~Il~ck.

bUI would not: be [riA;r:m1 by it pil.kpo.xkn or an ~n;:hrl d,c.lling ;IlTO'o\~ al l~
CUIC'r. 11115 spdl cnW- imm...di;ndy aflC! it has l)ttn di~arg<.-d. or v.h~ 1hC'
duration rul\ll OUI_ The: nuu:ri;d ~OIlIPOI)(1l1 i$ a p~rd "r..bot!l.

AppendIx C: Maglc.User Spells. level]

remove the runes whellc:vrr doirl-d. Olh('f"S 1;;In remO'o'c Illem only wiTh ~ SIlC­
cc:nfuJ Di~pd MllgK 01 Erase spell. Runes of Eydullimplosion olherwise Wt
until tllc spell is Iriggcrrd. "nle il..m upon which rhe runa :l1'C' plJU-d is
unharrnnl y,hen the 1lI:l&JC is ttiggc:lTd. ObvlOmly, lhe: person who lriggered
the runes will he' blmd CVCranCf.

Components: V, S, M
Casting Time: I turn
Saving Throw: None

Components: V, S, M
Casting Time: ] segments
Saving Throw: Negates

Slow

(Alteration)
Level: )

Range: 90 yds. + 10 ydsJlevel
Duration:) rds. + I rdJlevel

Area of Effect: 40·ft. cube.
I creaturellevel

Secret Page

(Nteration)
level: )

Range: Touch
Duration: Until dispelled
Area of Effect: I page, up to

2 ft. square

When casl. a 5e:crct Page spell J.lfers Ihe aeluot! cOlilents or a page so Ihat
Ihey appt.tr to be snmClhing emirdy different. TIIUS, -a iliaI' can he mangra to
become a uallsc on burnishing t:hony walkinS slick..<. The tOt of a spell can
be ahe:=! IU ~11I)w a kdger paS<' or f'VCn aoolh r form of spdl. ConfUSC'
uliguages and r..plllo!Oi\·e llullC'S spells m~y be ClSt upon Ihe~I p;qv:, bUI -a
Comron:ocno:ll.angwges spell C1nnOI md Ihe seem P:lKC'$ u,mlenlS-

The culer is ;Wk. 10~ the: original mlllenl.'> by spe.oong -a command wunI,
p....rwiIlS Ihe Klualluj;C', and lhen lftUmlllg II 10 Its seem page form. TIlt: o.::lSUT

can :l.l'lll rrmnvc Ih.. spell bydouhk tq)C'l1l1On of Ihr command y,vrd. OdK'O 110I­

inl; lhe> dIm mag" of a p;iU within this ~pdl doaking its lrue' mlllC'nts C1n
anempt fO Dispd MagK". but ifit fails. the p;tge is destroyrd. A ·Irue Seemg spell
docs nO'! I't'vel! tilt: (omell!.) Wiles.! casr in comhination wilh J. Comprehend
l..anb'll:lb't'S ~pdJ. An Er.l.lC SI>cIJ can de<;troy the wriLinl;- The 1ll:l.Ierial componcll1~
;Ire powdtn-d htl'ring u;,J!r.s allll ..ilhrr Will 0' Wisp or 1~r1 CSSl:nl'c.

Sepia Snake Sigil

(ConjurationlSummoning)
Level:]

Range: 5 yards Components: V. S. M
Duration: Special Casting Time: ) segments

Area of Effect: I slgil Saving Throw: None

When Ihl$ spdl IS c:::a:Il, a ~m:all wrim:u symbol appr:tl"l in thr 101 of my
Wrlll..n work When mild, tile so·caIk-d Sepia Snake springs IntO hf'lIIg and
,nikes a[ tile: Ut"'.iI~'$1 li ...ing crmrure (hut dOC'S nol J.lIack fhe mJ.gle-uscr who
CUI the spell), Ir~ :l.1I;Kk i.!; made:l't i(;1 Wf'rt a mOnSter with Hil Di'e l'lUot! 10

Ihc level of the masic-llSCr who ClSI fhe spell.

lfit mikl.'lo ~UlC;:s)ruJ1y. rlJe victim i< enculfed in ;l shlmlll~rlllgamber field
ufrum.. , froll'l\ ~ud imlllohili~cO until rele.lSoo, eilher af the,c:llitcr's cummaml.
l.>y a slLc(t'SSfuIDbfl!'1 MaGic spt'JI. or until a time equal IU Idl! Jap ,1 day per
(lister level hH elapsed. Untllfhcn. nothin" ClIU get ~l the victim. mnve lhr
shimmering force surrounding !tim. or uLllcrwisc affecl him. 'n,e ... ietim docs
nOI agc-. grow hUltgry, ~ln'p. or reg-ain spell< while;o Ihis stJ.le. I Ie is nol aware
of his surroundings. If Ille Sepia Sn;lke: missei liS t<lrgef. II dlsslpafcs III a nash
of brown ligll.l .....llh 2 loud no;';" and a pulT of dun-eolorcd Imukc llllll i) 10
fcrt in diamC1el and l;ilIs for one round.

The ~pdJ (itnllOl he: deleClrd by normJ.J Obsf'rv-aIIOn. <lnd Dc-f«1 M~N.

lC\cals onl) rhal Ihe: enlire ICXI IS m-agleal. It Dilpd f..hgit. (,;III "move il;
:l.n Er.osc spell dcsuo)'S lhe entire p~ge of le;o;I. It ClIn be OSI in cornhinJ.tion
wilh OIhrr spdls Iha! hIde or guble I<'XI. TI,C componenTS for Ihe: spf:!1 -are
100 gp wonh of powdrrcd amber. a sc. ...le hom aoy <n~ke. ~nd .I pmeh of
mUJhroom ~porC1.

It Slow spell OlUeS :dTCClrd cmllUrts cn mOl'C ~nd <llIxk .II hot!f Ihell nor­
mot! rala. It lI(Ki'la a HUle spell or f'quivalelll, hut duo: nO'! OdKIWtsc: ~ffc:a

nugiCllly sprrdcd or sWweU (milIUlts. SIowrd Crc:lture! have' 'In Armor Ous
pcrlJlry of ..4 ItC. an alluk pmot!lY of -4. 2nd all Des:1..my combJ.1 bonusc:s

205

Protection from Normal Missiles

(AbJuration)
level: )

Range: Touch Components: Y, S. M
Duration: 1 turn/level CastingTime: ) segments
Area of Effect: Creature touched Saving Throw: None

Ily me,lns of Ihi~ spdl, dl~' lllagic-uscr IX'SlIlws rntal invuln.. r.lhilily 10
hurled and proj('(led mis~ilC5 slIch as "rrows. asCI. bolu, javelins. small
~luUCS aud sp'ea..... I;"rrhernlorc. it C.lUses a reducfion of I fwm ndl di~ of
damage (hut no die mniCfS leu Ih:1II I point uf damage) iu/liClrd by large or
magial mIssiles. iucb :Ii bot!li)lll missill'S, (:lIaruh ~Imu's, hurlN bouldeN:,
and m~lnl ~rro""s. bohs. ja~elins' etc. NOle, however. lhat lhli spell don
nOI cOlin")' any I'rotC'Clion from such magll:~l all-aeks:lS Fire:ball~. Ligillning
KulIS. or MJ.gie MIS.silcs. The malerial cumpolII.·nl of Ihis spdl is a piece of
IOtlOlSC or lunle shdl.

Runes of Eyeball Implosion

(Alteration)
Level: 3
Range: Touch Components: V. S
Duration: Special Casting Time: ) segments
Area of Effect: One creature S..vlngThrow: None

I\y rr~cinc dll~se my~tie runes upon :I hook. 1ll~1" Kroll or similar objcct
he'anng wrillen informJ.liun. the magil-usrr Im....enL~ unalllllori7.ctl pc:rsom
from tC':Jding hi~ material. TI'e Rune:< of Eyeball ImpJosion a~ dIfficult 10
JCltel -5% ,h:Jou per 1C"'d of nuglC usc cxpcncnce of the: milder; IlJil...·CS
hoi...... only a ~% chance. Tt-ap dctc:aion by ~pell 01 m~1 ~icc al"";1)'~ find.,
thde mna:. When tc:IId. Ihe: ullin C".iU!iC an in .....ardly dircet.-d detonation of
Ihe rndc:ri ryes. accol11pani.-d by a sickening poppmg sound. dcllVenng
3J-t. J points of wm:Jge to the reader, y,'ho gcu no sa...m,!; throw.

The magic.user who casr Ih.. ~pdl. as well as J.ny hf' mSlnKfS. can ra.d Ihe
prol«If"(! wriling wilhou! trlggenng the tunes. I.lkCWlSC. the: lllagil.-U!iC1 GIn



loe Spectral f'Ortt spell Cre:ltes an illw;ion in which 5Ound, smell, and ther­
mal illusions are included. It is otherwi:;:e similar to dIe ImproveU Phantasmal
forGe spelL The ~peU lasts for three rounds after ooncentration c:easeIi.

Appendix C: Haelc-Uler Spelll - Level 3

are negated. The magic afTects a number of cre:lIures equal to the spellca~ter'~

level, if they are within the area of efTect chosen by the magic-uSoer (i.e.• a 40­
foot cubic volume ,;entered ali called for by the caster). The creatures are affect­
ed from the center of the spell oulWard. SaYing throws against the spell suffer
a ..4 penalty. The material component of this spell is a drop of molasse~.
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Sure Grip Snare
(Evocation)
Level: 3
Range: 10 feet Components: V,S. M
Duration: I hour/level Casting Time: I round
Area of Effect: I object up to SavingThrow: Negates

10 rt. xlO It. xlO rt.

When this spell is cast the caster dll!Signates one object to be warded. If any­
one other than those that me caster designates at the time of the casting louch
the warded item the spell is instantly discharged, accompanied by a loud snap.
The victim mUSt make.a uving throw - if succeuful he is partially tripped up
by the spell and must spend one round freeing himself. If the $ave is F.tiled, he
is lIIatched up and held upside down about five feet above the ground, com­
pletely helpless. The victim remain~ helpless for 1 round per level of the Calit­
er, until a Dispel Magic is ~uccessfulJy used or untillhe caster releasa Ihe vic­
tim. The material oomponelll is a small mousetrap.

When this spell is can by the magic-user, he influences the actions of the
chosen recipient by the utterance of a few wonk - phras.es or a :;:enten,;e or two
- suggesting a cour$( of action desirable to the spellcaster. The creatute to be
influenced must, of courSoe, be: able to understand the magivuSoet's suggestion
- it must be spoken in a language that the spell tecipiem undefSlands.

The suggenion must be worded in such a manner as to make the action
sound reOlSonable: asking the cruture to stab itself, throw itself onto a spear,
immolate itself, or do some other obviously harmful act auromatically
negates the effect of the spell. Howevet, a suggestion that a pool of add was
actually pure watllt and that a quick dip would be refreshing is another mal­
tet. Urging a Red Dragon to stop attacking the magie-user's parI}' sO that
the dragon and party could jointly loot a rich treasure ebewhere is likewise
a reasonable lISe of the speirs power. The course of action of a suggestion
can continue in effect for a comiderable duration, such as in the case of the
red dragon mentioned above.

Conditions th:l.I wiJItrigger a spedal action can also be specified; if the con­
dition is not met before the spell expires, the action will not be performed. If
the target successfully rolls its saving throw, the seell has no efTett. Note that
a very reasonable suggestion cauSoe$ the saving throw to be made with a penal­
ty (such as -I, -2, etc.) at the discretion of the GM. Undead are not subject to
Suggcstion.

The material componenUi of this spell are a snake's tOngue and either a bit
of honeycomb or a drop of SWCCt oil.

Spectral Force
(Illusion/Phantasm)
Level: 3
Range: 60 yds. + I yd.llevel
Duration: Special
Area of Effect: 40·ft. cube +

10·ft. cube/level

Suggestion
(EnchantmentlCharm)
Level: 3
RanKe: 30 yards
Duration: I hr. + I hrJlevel
Area of Effect: I creature

Components: V, S
Casting Time: 3 segments
Saving Throw: Spedal

Components: V, M
Casting Time: 3 segments
Saving Throw: Negates

The HackMaster Player's Handbook

Tongues
(Alteration)
Reversible
Level: 3
Range: 0 Components: V, M
Duration: I rd./level CastingTime: 3 segments
Area of Effect: 30·ft. radius Saving Throw: None

This spell enables the magic-user to speak and understand additional lan­
guages, whether rhey are racial tongues or regional dialects. Thi~ does not
enable the Caliter to speak with auimab. The spell enables the caster ro be
understood by all creatures of that type within hearing distance, usually 60
feet. This spell does not predispose the subjecl loward the caster in any way.
The magic.user can speak one additional tOngue for every three levels of expe­
rience. The reverse of the spell (Babble) cantels the efTett of the Tongues spell
or confuses verbal communication of any ~on within the area of dTett. The
material component is a small clay modd of a ziggurat, which shatters when
the spell is pronounced.

Vampiric Touch
(Necromancy)
Level: 3
Range: 0 Components: V, S
Duration: One touch Casting Time: 3 segments
Area of Effect: The caster Saving Throw: None

When the caster touches an opponent in melee with a successful attack roll.
the opponent loses Id6 hit points for every twO ClSter levels. to a maximum
drain of 6d6 points for a 12th level caster. The spell is expended when a $ue­
ce.ufultouclt is ma.de or one turn pa.ues. The hit poinlS are added to the cau­
er's roral, wirh any hir polms over the casrer's normal ror.al rreared .as tempo'
rary additional hir points. Any damage [0 rhe cuter is sublracted from the
temporary hit poims first. After one hour, any extra hit poinu above the cut­
er's normal total an: lost. The creature originally losing hit poims through this
spell can regain them by magical or normal healing. Undead crealures are
unaffected by this spell.

Ward Off Evil
(Abjuration)
Reversible

Level: 3
Range: Touch Components: V, S, M
Duration: 2 rds.llevel CastingTime:') segments
Area of Effect: 10-rt. radius Saving Throw: None

around creature touched
The globe of protection of this spell is identical in all respects to a

Protecrion from Evil spell, except rhar it encompuses.a much larger area and
its durarion is greater. The efrecr is cemered on .and moves wirh rhe creature
[Ouched. Any protected ereatUre within Ihe circle can break the warding
aga.inst enchanted Ot summoned monsters by engaging in melee wilh them. If
a crealure is too large to fit into the area of effect is the tecipielll of th... spell.
the spell acts ali a normal Prolection ftOm Evil spell for thai creatute only. To
complete this spell. the caster must tntce a citcle 20 feel in diameter using
blessed chalk. The material component for the rever~e is powdered iron.

Water Breathing
(AlteratJon)
Reversible
Level: 3
RanKe: Touch Components: V, S, M
Duration: 6 turns/level CastingTime: 5 segments
Area of Effect: Creawre toUched SavingThrow: None

The recipient of.a Warer Breathing spell is .able [0 freely breathe underwa­
tef for the duration of the spell (i.e. 6 turns for each level of experien,;e of the
ClSter casting the spell). loe rever$(, Air Breathing, aJJows water-breathing
crealures to comfortably survive in the atmosphere for an equal duration. The
material component is a reed.
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Wind Wall
(Alteration)
Level: 3
Range: 10 yds.llevel
Duration: I rd.llevel
Area of Effect: wall, lOx 5 ft.

Ilevel, 2 ft. wide

Components: V. S, M
Casting Time: 3 segments
Saving Throw: Special
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of the numhcr of missilc.l hc hll renl:lining, he h:is involunlarily losr the
remaining ponion of the spell. The spell ends whcn the casrer h:l$ fired off as
Illany sphcrcs as he has experience levels. whcn he forgoes casting any Still
rcmaining, or when a successful Dispel Magic spell is thrown upon thc caslcr.
The componenrs necessary for the casting of thi~ spell are nitre and sulphur
formcd intO a bea.d by rhe addirion of pine l'Jr. The castCr must also have a
.111alJ hollow LIlbe of l11inUL~ proportion. f:l.'ihionl.J from ~old. The tube com
nu less thall 1,000 gp to COI1SLrUCt, so fine is its workmanship and magi!.'.!l
cngrdving, and iL l":l11 be n:·us"d.

'l'he 6..1Ct dayofthc weck and lim" o(day i~ ~retly determined h)' the GM.

Fourth Level Spells

Close Portal
(Alteration)
Level: 4
Range: 120 feet Components: V, S
Duration: I round/level CastingTime: -4 segments
Area of Effect: I creature Saving Throw: Negates

The vil·tim of a Close Porta.! .pcJJ is pr"venu:d from u.ing cXlr.!dimensioll­
al 'llUVel1ll'l1t of allY kind for till: durdlion of thc .peJl. This type of movcment
includes leJep(),,~. hlinkil1g. dinu:llsion doors. ilStr,,1 spells. ~hadow walking,
plane shifting. and wotd~ of rl'(311 of any kind, The ~pell also prevents ('thele­
~I or aStral creatures from manifesting ilHo the marerial plane. Or if sucll a
c,""alllr~ i.s caught On th" I'rime Material Plane, il prevcnt. them from vani~h­

ing hatk into the Ethc,""al or ASI ral Phnes.

Charm Monster
(Enchantment/Charm)
Level: 4
Range: 60 yards Components: V, S
Duration: Special Casting Time: 4 segments
Area of Effect: I or more Saving Throw: Negates

creatures in 20-ft. radius

This spell is similar to a Charm Per:;on .pdl, but it cm :tffect any Jiving crea­
Lure - or severa.llow levd creatures. The .pell affecu 2d<l Hit Dice or level. of
neatures. aldlOu~h it only affl:Cts one creatur" of <lor morc HiL Dice or levds.
rL'gardlcss of till,' number rolled. All possiblc subjects rcceive saving throws \'S.

spell. adjust~d for Wisdum. Any damage innictcd by the ClSter or his allies in
tltl· round of l-:lsling grants Lhe wounded creature another saving thmw at a
bonus of ; 1 per poim of damage received.

Any ;tm~eted creature regards the spdlcajter .1S friendly, an ally or comp.lIl­
ion to be rreated well or guarded from harm. Ifcommunication is possible, the
charmed crc:iture follows reasonable requests, inStructions, or orders most
faiThfully (see the suggcstion spcll). Ifcommunication is nOt possible, the erea·
lUre doc.~ nOt harm Ihe caSter. blll others in rhe vicinity may be subjecr to itS
intenTions. hostile or Iltherwise. Any overtly hOStile act hy rhe caster breaks rhe
spell. or at the very least allows a nlW uving throw againsl the charm. A!Tt'CrcJ
cr~JturC$ eventually I:llme OUl fmm under the influence of the spell. This is a
fum:tion of rhe I:realUre's levd (i.e.. irs Hit Dice).

"Chance Per Week
III Br""kinS Spell

S>

"",S>
"0
"0
"0

"""0
""

Monster LI!Vi!I
or t-ta D,(~

I>lMup"':!
Jnd or up to J"1
Jrd or up to 4'"
4th or "p to 6
5th or lip 10 1..2
6<1> or .....o 8+~

7th Ilr up to 10
8th or up to 12
9th or o..-er t2

Thi~ ~I'dl brings funh an illvi~ible vertil-:ll curtain of wind 2 feet Lhick and
of con.ider:lble slren~lh - a .trong breeu .ufficicllI to blow aw:ay any bird
.maller than an cagle or tear palJel'X and like materials from unmsp<.'Cling
hands. If in douht, a uving throw vs. spdl determincs wherher rhe .llIhiecl
mailllains irs group.

Normal ini>Ccts cannot pass such a barrier. loose materials, even cloth gar·
JIll'IllS, fly upward whClllbdught in It Wind Wall. Arrows and bolts arc defll"CI'
cd upw-Md and miss, while ~lillg nOll~ and olher mis~iles under lWO pound.
in weighl fl"t:l';VC a ->1 penallY to a fim shot and-2 penalties thereaflcr. G:.ases,
mOSL llfl:;nh wcapons, and creatures in g:t£Cous form cannot pass this w:a1J.
although il is no barrier ro noncorporeal crearures. The mnrerinl compotlenrs
arc a riny fan and:l fearher of exotic origin.

2argosa's Flaming Spheres ofTorment
(Evocation.Alteration)
Level: 3
Range: 70 yds. + 10 yds.llevel Components: V, S. M
Duration: Special Casting Time: 3 segments
Area of Effect: I target/meteor Saving Throw: None

This spell enables Lhe nl.lgic-tl.~r to em small glohe.s of fire (one fnr (';\el.
eXfl<'rience b·d he has an~inoo), e~ch of which hutsts imo a I-foor-diamcter
sph~re upon impact. inflicting Id41'0inrs ofdamagt' to Lhe cr(':lLure sLruck.
It can also ignitt' ComQlIstiblt materials (even solid planks). TIll' splto:rl'S 1m·
rreatOO as missiles hurled by the magic-uscr with a 12 bOllu~ to Lite all:tck roll~

ami with no ptnalty for flll1ge. MisSl'S are LteaLlxl a~ grelllldclikl' l1lis~iles thut
inllkt I point of damage to Cr....dturt'S wiLhin 3 fect. The spdl can Ix· c,m in
either of tWO ways:

A) Tht magic-user discharges five fbmin6 .sph~,..". every mund (see the
Initiative section in Chapter 12: Combat). Nore th,1t Ihis carries nver into
at Itagt tht following round.

B) The magic-user discharges only one flaming ~phere per round.

In addition to rdea.~ing the mis.silc. the caSter can perform Other ;ICtions in
the {/lund, ;ndu,ling spdlcasting, melee. or dt'vicr usc. Spells rt'quirinjo; COli­
Centration fora: the m~gie-liser 10 forgo the t($t of the missiles LO maintain
conccntrnlion. Also. if the magic-user f\lils to mailll1tin illl exact l1lent1t1 coum

Wraithform
(Alter-uion, Illusion)
Level: 3
Range: 0 Components: S, M
Duration: 2 rds.llevel Casting Time: I segmem
Area of Effect: The caster Saving Throw: None

When this spell is casl. the magic-user and all of his gear bc.::ome insub·
sranrbl. The Clster is subject only to magiCiI or special attacks, including those
by weapons of +1 or better, or by creatures otherwise ablt 10 a!Teet those struck
only by magiCiI weapons. Undead (If most SClns will ignor" an indivillual in
wf;lithform. believing him to be a Wr:lith or SPl:Ctr~, Ihough a Lich or slJecial
undrod may S;.\vt vs. spt:!1 with a -4 penalty to recugniu th~ sJ1<'ll. The m~gic~

lIStr an pass through small holes or n:lrrow .1J1<'uings. even mert' crncks, with
~11 he w(';\rs or holtls in his h~ml5. as long as the spell p,etsists. NOLe, however.
th~l lhe caSler cannot fly wiLhout additional tnagit'.

No form of aH~ck is possible whcn in wr:tithform, except :igainst creatures
thaI exist on rhe Ethereal Pbne. where all allaeks (both ways) are normal. A
successful Dispel Magic spell forces the magic-user in Wf;lithform hack It) nor­
mal form. The spellcaster em end the .sp,;11 wilh ~ .single word. The m'"erial
compon~nt.~ for the sf>I'll ~re a bit of g"Ut.<: anti a wisp ofsmoke.
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Components: V, S. M
Casting Time: 4 segmentS
Saving Throw: Special
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When :1 ~cryinr, allempl is delect~l. lhe Kryer nms[ iIllIllL-.:lia[e1)' roll a sav­

ing throw. If [hi~ is f.Jilo:d, lhe idelllity and gener:lllOCllion of Ihe ...cryer imme·
dia[ely l)«ol11e knnwn 10 [he magic-U'ier who C3.~1 thi.~ spell. The seneralloca­
tion is a dirt'Clion and ~ibnifical1l landmark elose 10 [he seryer. TllLL~, the c;UI­
.". might learn, "Th.. magic-II""r Sni£,l;el spies nn ILS from east. ullller the
s[airs," or, hyou are watched hy Asquil in [he city of SamatIJuoLMThe ma[eri­
al cnmp·nncms for [his sp<'11 are a ~l11all pil.'Ce of mirror and a miniature hr:tSS
hearing trumpet.

Dispel Exhaustion
(Illusion/Phantasm)
Level: 4
Range: Touch Components: Y, $
Duration: 3 turns/level Casting Time: 4 segments
Area of Effect: I to 4 persons Saving Throw: None

By means uf this spell. the: caster is :lhle to rt:.'ilOfC 50% ofJoSt hit poillls 10

all persons (humans. d"llli-humam and humanoids) he IOUCItL'S durinj; lhe
round it is COSt. subject 10 a llIuimum of four persons. The spell gives the illu·

By lIleal1~ uf a Dime,,~ioll Owr spdl, lite n1agi..:-uscr imramly tt'dllsfc:ts
him.elf up [0 30 y,1(lh diSl'ancc per Icw·1 of ell"p-t'rience. This sped.1l form of
tdeportation allows for no error. and the magic-uscr always arrives:lt exactly
the spot desired - whether l>y simply visualizing the area (wilhin spell transfer
distance, of course) ur by ~tating dir~"Ction suell as, ~300 yards strni!\11l down­
watd," or, MUl'w:lld w (he nonhwC>.l, 45 debr~ angle, 420 yards." If Ille magic­
Il.~r arri\·cs in a place rhal is already occupied by a solid hody. he remains
trapped in the Astr.ll Plane. If distances are stated and the spdlcaslcr arrivcs
with no suppOrt below his fl'l:t (i.e.. in mid-air), [1l1ing and damage rt.'Sulr
Ulllcss further llmgicalllleans arc el11I1IuYI-J. Alllhal the magic-uwr weMS or
carries. subjC1:1 10 a maximum w"iglll equal to 500 pounds of nonliving mat­
ler. or half that amOUtll of living nmler. is rrnnsferrro wifh Ihe spdl~ster.

Recov"f}' from usc uf a Dimensiun Door spell r"lluirt.-s une round.

Components: V
CastingTime;·1 segment
Saving Throw: None

Dimension Door
(Alteration)
level: .of

Range: 0
Duration: Instantaneous
Area of Effect: The caster

Dig
(Evocation)
level: ..
Range: 30 yards Components: V, S. M
Duration: I rd.llevcl Casting Time: 4 segmentS
Area of Effect: Soft. cube/level Saving Throw: Special

/I Dig Slxcll ~'nabll'S Ih~· (am'l to e:O;C'avatc 125 cubic fl'Ct of earlh. sand, or
mud jX'r round (i.e:.. a cubic hole 'i fttl on a side). In bter rounds the caster
c:lll expand an existing hole or stan a new one. The material thrown from rhe
ClIl'ava[iun Sl'allel'S evcnly aruund the: Ilit. If the mllj;ic-w.er cunlillut$ down­
ward pasl 20 f~t in earth, there is a 15% chance that Ihe pit collapses. This
check is made for every 5 feel dug l>eyond 20 feel. Sand rend.~ ro collapse afler
10 feel, mud fills in and collapses after 5 feet. and quicksand fills in :lS rnpid­
Iy as it is dug. Any creature at the ~-dge (wilhin I foot) of a pit musl roll a suc­
ces>.ful DexlnilY ch.-.ck "r fall into Illc hok Creaturti moving rJpidly toward
a pit dug immedialdy heforc them must roll a s.wing throw vs. spell [0 avoid
F.alling in. ,\ny crtamre in a pil heing excavated can climb out at a r.ltt decid­
ed by the CM. A creatUre caught in a collapsing pit must roll a saving throw
\'$. dealh to :lvoid being buril"/l: it cscapes the pit if successful.

Tunneling is possible wilh this spell :lS long :lS then: is space amiable fur the
malerial removed. Chano::s for collapse art:" doubled and Ihe safe ILJIIllclillg dis­
tance i~ half of Ihe safe eJtelVluiun depth, unl= such WnSlfuclion i~ IHOSI elI"­
flilly brncOO alld supported. TIle spdl is also .. flt.:ti\"<.' againsl cteatures ofearth and
rock. particularly Clay Golems and [hn~ fmm the Ele:mcnral Plane of Earth.
When ca.5t upon such a creature, il suffers 4d6 poims ofdamage. A succasful sal'·
ing lhrow Vli. spell rt.-d1.lCei this damage 10 hal[ 10 aClivate the spdl, the 'pelkasl­
er nee..is a miniJltlfc shovel and riny buck..1 Jlld Im~t continue to hold thelll
while each pi! i, cxClI'ared. These irem.~ di ...1.ppear al [he conelu.lion of the .~jX'11.
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Confusion
(Enchantment/Charm)
level: 4
Range: 120 yards
Duration: 2 rds. + I rdJlevel
Area of Effect: Up to 60·ft. cube

Contagion
(Necromancy)
level: .of

Range: 30 yards Components: Y, $

Duration: Permanent Casting Time: 4 segments
Area of Effect: I creature Saving Throw: Neg:ues

This spell C.llL~ a major Ili.<ease and weaknc-~~ in a ere.Ullre. The affiicled
individual is immediately stricken with painful and distracting syillptOnls:
!wi I). hl<J[eh..", bions, ~epinJ; absccssC;). and so on. Strength, OCX1",rily. and
Char~maare r.,Juced by 2. Allack rolls arc dC(;rea""" by 2. The effC(;1 persists
unril [he charneter rC(;eivcs a Cure Oi~ast: spell or spocnds 1dJ w~'l:ks taking a
complcle t~t to rcrover. Char:tctcrs ignoring the comagion for more dtan a
day or so nlay be susceptible to worse dise:lSCS al the discretion of Ihe CM.

This spdl cauws confusion in ol1e 01' more (l'eatures within (he area.
creJting indecisiun and (he illauility lU lake effective action. The spell
affects Id4 crearures. plus one creafllre per caner level. These erearures arc
allowed saving throws vs. spell with -2 ptnalties, adjusttd for Wisdolll.
Thnse successfully s.lVing are unaffected by [he spell. Confllsell Cr".1tUres
reaCI as follow.~:

d I0 Roll Actioo
I Wlr.der aw1rf (lInles. p""""f'IU!d) for dur:>don of ~I
1-6 Stand confu.lId lor one r"""d (m.... roll '&,in)
7-9 Artacl< nmre$t c.....Wre for """ round (rhM rDIl "R.ln)
10 Act norrmll)' lor OM rcKUld (rna<! roll ~g~lnl

The )pellla)l) fur twu rounds plll~ one ruund for ...~ch level of [I.e l1tStcr.
Tho5C who fail :tre checked by [he GM for actions C:tch round for the dur:t­
tion of thc spell. or Ilntil the Mwander away for the dUf:uioll of the speir rcsuh
occurs. Wandering creatures move:lS far from the caster:as possible. according
to lhdr mO~l rypical mode of mm'emenr (character.~ walk. fish .~wim. hars lly.
etc.). Saving throws and aClions are checked al the beginning of each rollnd.
AllY cOllfu~ cr"alUre that is anack"d I~rceives the au:....k"r a.~ an enemy and
acts according 10 it~ ba~ic nature. If thcre arc many creatur~ illVolvcd. the GM
nlay decidc to amunc aver:rgc results.

For ~xampl~, if thtre ar... 16 Orcs afTtcled and 25% could b" cxl'ccl",d
to mak" Ih", savinJ; throw. thC'1I f"ur are assu"'cd I" Imve s\H;ceednL Out
of the other 12. on~' wandcr~ away, four arrack the neare~t creature. six
stand confused. and the lasl acts normally l>Ut must check next round.
Since the Orcs are not near lhe p:my, the CM decides th:ll twO :llt:lcking
the nearest crealllre: atfack each mher, one alfacks an Orc Iha[ saved, :lnd
one arrack~ a cnnfused Orc, which 5Irikc-~ hack. The nexr mllnd, [he hase
is 11 Orcs, since four originally saved lIlld onc wandered off. Another (lIlC
wander) ofT. iiI''' ~Iand cunfused. f<Jur altJck. and un" acts nurmally. Th"
nlatnial component iS:I ~et of three nut sheik

Detect Scrying
(Divination)
level: 4
Range: 0 Components: Y, $, M
Duration: Id6 turns + I turn/Iv!. Casting Time: 3 segments
Area of Effect: 120-ft. radius Saving Throw: Special

By means of this spell, tht magic-uscr immroiately Decome! aware of :lny
allempt (0 observe him by means of Clairvoyance. Clairaudience, or Magic
Mirror. This also reveals Ihe IIW of Crysra.1 I~alls or (tlher magical scrying
dtviccs, provided the attempl is withill tl"" area of l'ff~"(1 uf the spdL Siue<' the
spell is centered oJllhe spelkastcr. it mo\"~~ wilh him, enabling him 10 "swttp"
areas fur the duration of lite spell.
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Components: V. S, M
CastingTime: I turn
Saving Throw: None

Extension I
(Alteration)
Level: 4
Range: 0 Components: V
Duration: Special Casting Time: 2 segments
Area of Effect: Special Saving Throw: None

By we of an Extension I spell, lhe magic-user prolongs rhe dun.lion of a
previously c:a.sr lsI', 2nd, or 3rd level spell by 50%. Thus, a Levitarion spell can
be made to function 15 minutes/level, a Hold I'crson spell made 10 work for
mrc:c: roundslkvet. ne. NI.IUn.lly, the spell affectS only spells mal have dun.­
tions. This spdI mUSI be cast immediately ueer me spell to be Clttendcd. eilher
by lhe original caster or anomer magic-user. If I. complete round or more
elapses, Ihe exlension fails and ill w.wed.

Ener'vation
(Necromancy)
Level: 4
Range: 10 ydsllevel Components: V. S
Duration: ldot hl"l.... I hrJlevel Casting Time: 4 segments
Area of Effect:: I creature Saving Throw: Negates

Thill spell remporarily suppresses rhe subjeCt's lift force. The necromancer
poincs hill tinger and ullers rhe incantation, releasing a bbck boh of cr.r.ek­
ling energy. The subjm mWI roll a saving throw VI. spell. adjUSte:<! for
rxxterilY. 10 avoid Ihe bolt. Success mc:a.ns th" spell hu no effect. Failure
mC1lns Ihe subjcci is rreared exactly 1$ if he had bcc-n dn.ined of energy lev.
cis by I. Wighl. one levd for every four lev"ls of rh" cuter. HiI' Dice. spells,
and Olher ehan.cter delails dependent on level <Ire lost or reduced. Those.
dnincd to Olh levd must make I. SYSlem shock ch"Ck 10 survive and arc: help­
less untillhe spell expires. The spell effCCI eventually wears ofT, either after
Id4 hours plus one hour per CllSter level. or I.fler six Ilourl of complele and
undisturbed rcSf. Level ahilities arc rtgained. bur lose spells must be re·mem­
oriz.cd. Undead arc: immune to Ihi. spell.

This speU lurns :an ordinary wnpon into I. m.agicaI one. The wnpon is the
cquivaknt of I. t I weapon. with +I co atlack and damage rolls. Thus. arrows.
I.XCS. boles. bows, d::>ggers, hammers. maca. spears, swords. ne., can be made
inlO I"mpon.rily enchanced weapons. Two small weapons (arrows. boles. dag.
gers, ele.) or one large weapon (U", bow, hammer, mace. ere.) weapon can be
affcct.cd by th" ~pell. Th" spell funclions on existing magical wapons as long
as the loral combine:<! bonus is .3 or Jess. Mwile W'Capons enchanted in lhis
way lose rheir enchantment when rhey succes~fully hil a targel. but oth"rwise
eM spelll;u1I ill full duration. This spell is "flen usn! in oomhin~lion with fht'
Enchant an Irem and I'crmanency spells fO erc.tre magical weapons, whh lhis
spell being CUI once per desired plus of ehe bonus. The material componenu
of thi~ spell an: powden:J lime: and carbon.

Appendix c:

Enchanted Weapon
(Enchantment)
Level: ...
Range: Touch
Dur.ttlon: S rdsJlevel
Area of Effect: Weapon(s)

touched

Fear'
(Illusion/Phantasm)
Level: 4
Range: 0 Components: V, S. M
Duration: Special Casting Time:'" segmenu
Area of Effect: 60-ft. cone. SavinaThrow: Negates

30·ft. diameter at end. S·ft. at base
When a Fear spell is cast, Ih" magic-lUCr sends forlh an illvi~ible ~'One of ler­

ror Ihal causes cn:atures within its area of efTeet co turn away from rhe culer
and nee in panic. Aifecl"d creatures are likely 10 drop whal"ver they arc hold­
ing when snuck by th" spell; me: base: chance of Ihis is 60% at Inlevd (or ar
I Hit Die), and <:lIch level (or Hit Die) above this reduces Ihe probabilily by
5%. Thus, at 10th level there is only I. 15% chance, and ar 13fh level no
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sion 10 me: penon louche:<! mat he: ill frah and well. Stamina is renewed. bUI
whe:n the: spell dun.lion apira, the recipienl drop' b1Ck to Iheir acnul hit
poinl stnmgth. The spell will allow recipienu 10 move al doubles~ for I
round every lurn (cf. Ha:S1e ~1I).

Emotion
(Enchantment/Charm)
Level: 4
Range: 10 ydsJlevel Components: V. S
Duration: Special CastlngTlme:04 segments
Area of Effect: 20-ft. cube Saving Thf"OW: Negnes

Wilen this spell is casl. the magic-user can ctC1lte I.Sillgie emolional reaclion
in rhe subjecl creatures. The foUowing Irt' Iypical;

L Courage; TIlis emotion causes the crealures affected 10 bc:cum"
berserk. fighting with a t I bonu~ 10 lhe I.HacIc. dice, causing +3
points of damage. and tC'mpon.rily gaining 5 hit points. TIle
r«ipients fight without shield and rc:gardlns of life. never check­
ing Illorale, This spell counters (and is countered by) fear.

2. Fear: The affecteU erC1llllres nee in panic for 2d4 rounds. h COUll'

tel'$ (and is counlered by) courage.
3. Friendship: The affccted C1C':ltures reace more positively (for

eumple. tol"rance becomes goodwill). Ie counrers (and is coun·
tered by) hate.

4. Happiness: This effcci creates joy and a fecling of complacent
well-being. adding +-4 to all reaclion rolls and making att:ICk
unlikdy unla.s Ihe creatures arc subject 1'0 cxrrcmt provocl.tion.
1r count"rs (~d is countered by) sadneu.

5. Hare: The affected ctc:l.tura react more n<:gatively (for example,
tolen.nec btcoma negative neurn.lily). II counters (and is coun­
tered by) friendship.

6. Hope: The dfect of hept is 10 n.Ut morale. saving throw rolls,
atuck rolls, and damagt cawed by .2. 1r Q)unttrs (and is coun·
I"red by) hopelcs:sncss.

7. Hopekssnc:u: The a.fTccted acl.twa submit 1'0 the demands of
any opponent: surrender. get out. etc. Otherwise. the erel.tura
arc: 25% likely to do nothing in I. round, and 25% likely to lurn
back or ~ueal. II countCl'$ (and is countered by) hope.

8. Sadness: TIlis erealcs unhappiness alld I. tendency toward maudlin
introsp«tion. Thi~ "motion p"nali1.CS surprise rolls by -land acids
t I 10 initialiv" rolls. It counters (and is rounlered bylllappinC$$.

Ail ert'I.IUt'CI in me area at the instant the spell is cast are affccre:<! unlClli JUC'

ccuful saving throws vs. spell arc made, adjusted for Wisdom. The spell laSlS
as long as the magic-user continua 1'0 concentrate on projeeeing Ihe chosen
emotion. Those who fail ehe saving rhrow against fear mUle roll a new saving
throw if Ihey return to the affected area.

Emergency Teleport at Random
(Alteration)
Level: 4
Range: 0 Components: V
Duration: I turnllevel Casting Time: I round
Area of Effect: The castel" Savina Throw: None

Thill spell is very similar to a Comingcncy spell. The callet nominata a lpe­
ciflc triggc::r um will activate a leleport spcll on himlClf. Some triggers could
includc tdeporting the casler ifhe is wounded 10 below 10 hil poinu, ifhe is
immencd in a liquid, ifsomeone is aboul to atlaek him from behind or ifany­
one says-Kobolds are Kcwl- in Elvish wirhin 10 fecr of him. A vague trir,gcr
could calUC the spell to ~i1, i.e. "Telepon me away as soon as I am in danger"
as a trigger could result in the cuter being lelepone:<! the f11'S1 time he walk.
ncar a Sleep dim

When Ihe Teleport is aCliv::llcd th" emt"r is ld"porl"d ld I00 miles in a 11lr\­

dam direclion. Also roll a d4 to d"lermine wll"lher or nor lhe emter remains
:11 his current heighl. On a roll of a 1 the casler appears Id 100 feel lower than
his current position, on a 2 or 3 hill relalive height remains the same, and on
a roll ofa 4 th" calter appears Id 100 fcct higher than his current elevation. Use
rhe rula given for the Teleport spell 10 determine any side dfccu of the calt­
er appearing in a solid objecl, appearing above the ground or olher mishap'.



Components: V, S. M

Casting Time: , turn

Saving Throw: 1/2

FireTrap
(Abjuration, Evocation)

Level: "
Range: Touch

Duration: Until discharged

Area of Effect: Object touched

Fire Shield
(Evocation,Alteratlon)

Level: "
Range: 0 Components: V, S, M

Duration: 2 rds. + I rd.llevel Casting Time: "segments

Area of Effect: The caster Saving Throw: None

This spell an be CISI in one of twO forms: :l. W:l.rm shield thaI prolecls
against cold-based alla,ks, or a cbill shield lha{ prorecls ~gainsr fire-based
attacks. Bolh relurn damage 10 Crc:lllHCS making physkal allacks ag:l.inSl lhe
magic-user. The magi,.user must dlOO$( whkh varialion he: menlorilCs when
lhe spell is seleclcd.

When I;Isling lhis spell, the magk-user appears 10 immolare himself, bUl
Ihe names are Ihin and wi~py, shedding no hear, and giving lighl equ:l.l 10 only
half lhe illumination of a norm~l tordl. The color of lhe: flames is detetminl'd
nndomly (50% chance ofeither color) - blue or grC<'n if (he dlill shield is casr,
viokt or bluc if Ihe warm shidd i~ employed. The special powers of each shield
~re IS follows:

A) Warm ~hield. The flames are warm 10 lhe lOu,h. Any cold-baseJ
atucks an: saved again~t wilh a +2 bonU5: eilher half norlllal dam·
:l.ge or no dam:l.ge is Sluuined. There is no bonus again~1 fire·b:ued
anacks, but if Ihe magic-user f:J.ils ro make the required saving
throw (if any) againsl lhem, he suslains double norm:l.l damage.
TIle maleri:ll component for lhis variation is a bit of ph05phorow.

B) Chill ~hield. The flames arc cool to Ihe touch. Any fire-hued
all~cks are ~aved again~t wilh a .2 bonu~; either h~lf normal dam­
age or no damage is suslained. TIlere is no bonus againsl cold·
based arta,ks, bUI if Ihe magil:-user fails to make the required sav­
ing Ihrow (if any) against them, he su~tains double normal darn­
:l.ge. The m:l.reri:l.l componenr for this v:r.riation is a live firefly or
glow worm or ,he r~il portions of four dead ones.

Any crealure slriking the spdkaster wilh irs body or hand-held weapons
inflicu normal damage upon lhe magic-user, bUl lhe alla,ker suffers lhe
same ~moum of damage. An anacke:r'~ magi,al resislance, if any. is le~led

when {he crearure :l.clually strikes the magic-u~e:r. SUCl;eSiful resislance:
shatters the spell. F:l.ilure means the ,realUre'S magic re~istanee doe:~ not
affeCI thaI ,asling of the spell.
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mOlionleu :l.nd guing, Il':l.nsfixed, al lhe flama. While so charmed. crealures
are subjecl to suggcsrion~of 12 or fewer word5, saving vs. spell with a -3 penal­
ty. adjusled for Wisdom. Tbe ,aster on give one such suggesdon ro each ,rea­
lUre, and lhe suggestion~ need nOl be the s~me.

Th" m:u:imum dundon for such a suggesrion is one hour, regardless of lhe
casters Icvel. The fire charm is broken if lhe charmed ,realUre i~ phy~ically

arr:l(:ked, jf a $Olid obj"'l comes between Ihe crC:l.rure ~nd Ihe veil of flames so
as 10 obsln"l vision, or when Ihe duradon of Ihe spell expires. Those exposed
10 the fire cllarm :lgain m:lY be :lffectcd ~I lh" GM's option, :llthough bonus­
es may also be allowed to the ~aving throw~. Nore lhal lhe: veil of flame is nOI
a magical fire, and passing through it incurs lhe same damage as would be sus­
tained from pas~ing through ilS original fire source. TIle malerial component
for lhis ~pell is a small pi",e of mulricolored ~ilk of exceptional lhinness Ihar
{he spellca.srer mus{ {hrow into the fire source.

Fire Charm
(Enchantment/Charm)

Level: "
Range: 10 yards
Duration: 2 rdsJlevel

Area of Effect: 15-ft. radius

Appendix C: Maglc.Uler Spelll - Level 4

,hance, of dropping ilems. Cre:llures affected by Fear flee at lheir faslesl r~le

for a number of melcc round~ cqll~110 lhe level of experience ofrhe ~pellca.sl­

cr. Undead and creatures thaI ulI;Cwflllly roll their $:lving throws vs. spell arc
not affected. The malerial component of Ihi~ ~pell is eilher the heart of a hen
or a while fealher.

Fireball,Volley
(Evocation)

Level: "
Range: r0 yards + 10 yardsllvl. Components: V, S, M

Duration: Specl31 Casting Time:" segments

Area of Effect: I0 foot radius SaVing Throw: H31f

This spell r;ivcs the CI.ller the ability to Ihrow one fireball per round for as
long as rhe spell la.m. The dur:r.tion of the: ~pdl is one round for eve:ry lhree
fullle:vd~ of the <:Uter, and the fireballs Ihat are: dlrow/1 always C1lU~e: 3d6 dam­
age: c:ach (save for half damage). Therefore a 10lh level OlSlel ,ould lhrow one:
fireball per round for c:lch of the three: rounds rhat lhe: spell lasts. The ca.sler
cannot use olher spells or auacks during a round Ihal he throws:l. fireb:l.ll, bur
he is allowed ro move as nOrm:l.1. If the l;I!ter ,hooses 10 nor throw a fireball
during a round that round's fireball is IO~I, bUI the ~pell still lasts its full dul'1l­
lion. Thus, he could throw a fire[,all Ihe ncxt round provided the ~pell's dur.t­
lion had nUl run out. The material component is a small rube filled wilh liny
ball~ ofblll guano and sulfur.

Fireball, Sidewinder Factor 4
(Evocation)

Level: "
Range: I mile maximum Components: V, S. M

Duration: I rd.llevel Casting Time: "segments

Area of Effect: 10-ft. radius Saving Throw: 1/2

The Sidewinder Fireball is simibr 10 lhe Skipping Beuy Fireball excepr Ih~t il
lW'.& Id6-1 for cb.m:l.ge ins'C:l.d ofd4 :l.nd the l':l.nge of rhe fireball is only 100 feet
per level of the casler. The spell range is further reduced by 10 fccl per degree if
lhe air lemper:uure is las than 32' Fahrenheit. Potential largets need not bc in
the 45 degree firing arc from the frofn of the Cl5ler. Addilionally, the lerrain
need nOI he I/:Vel :l$ Ihe Sid"winder fireball c:rn maneuver around ob.uru"ions
and even hi':l.n objecr hidden behind a wall, for example. The somalic gestures
necc.w.ry for cuting lhis ~pdl indude a ~ide winding motion made wilh the ("..sl­
e:rs arm~. The material compone:m is a tiny ball ofbal guano aud ~ulphur.

Components:: V, S, M Anydoscable ilem (book, box, boule, ,hC5{, coffer, coffin, door, dnwcr, ;\nd
Casting Time: "segments $0 forth) r..an be warded. by a Fire Tr.lp spell. The spell is «mered on a poim

5
• Th N seJ<'CI:ed by {he spellcasler. The item $0 rnpped C:l.nnot have a second do~ure or

avmg row: egates f d hwarding 5pcll phced upon ir (i such is mempre ,I e chan,e is 25% thaI tit"
By means of Ihis spell the magic-user Oluseli a normal fire source, such as a firsr spell &ils, 25% Ih:l.f Ihe second spell fails, or 50% Ihal bolh ~pell~ fail). A

bl':l.1.ier, flambeau, or bonfire, ro serve as 11; magior.! agent, for from thi~ source Knock spell dOCll nor affcct a fire trap in any way - as soon as lite offending
he awes :l. gossamer veil of mulli-hued flame 10 encircle the fire at a di~tanee pany enlen or louches the ilem, Ihe tnp discharges. Thieves and olhers have
of5 feet. Any ,rcarurcs observing the: fire or Ihe cb.ncing circle: of name around only half Iheir normal ,hanee to d"tect a fire lrap (by noticing lhe ,hara"eri~-

ir must successfully roll a saving Ihrow VI. spell or be charmed inlO remaining lic markings required to ClSI the spdl). TllCY have only halfIheir normal ,h:lnce
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Fireball, Land Scraper
(Evocation)

Level: ..

Range: 10 yds. + 10 yds./level Components: V, S, M

Duration: Instantaneous Casting Time: .. segments

Area of Effect: 20·ft. radius +5 ft. Saving Throw: 1/2

wide by 10ft. high parallelepiped back to caster

The Land Scraper Fireball is ~imihlr in most respe<:1S 10 a normal Fireball
excepl lh:1.I the area of effect i~ incrcued by a 5 ft. wide by lOft. high paral­
lelepiped lhal extends back 10 dIe caster from lhe allier of Ihe main fireball.
Creatures potenlially affecled by lhe fire in the parallelepiped volume g~in a
t 1 10 their saving lhrows.



Haarpang's Memory Kick

(Altention)

Level: "
Range: 0 Components: V, S, M
Duration: I day Ca.stingTim~: I turn
Area of EffectThe caster Saving Throw: None

By mC':lns of fhll spell. Ihe: magic-wcr i5 able to lIK"1110rize. or retain the
memory of. thm: :tddilion;rl ~pdllevd~ (thrtt lSI kvd spcl~ or one lsi :lnd
one 2nd. or one Jrd k-.-cl ~I). Th., m:lgic-~r hu lWO options; A} Memorize
addilion.;ll spells.. This l'lJllinn is l.;Ixen II lhe lime the spell is caSl. The: addi­
lion:ll spells mUSl be mtmori1.td nonn:t.lly and any m:uerW components 1Ut»C1
be acquired. H) !klllin memory o( any spdl (withill the k-.-d limiu) asr 1m:
round poor 10 m.ning IU C:tn tlli~ spell. The '()LJnd aher :I. spell is asl, ,he:
Enh:ancer mus' be SU<.<osfully casl This fOtorCS the pl'n'iously C1S1 spdl fO
mnnory. 110000·....."Cr. lhe Cl'itcr slill musl ;&«Juin: any nttdoo ITl:Ileri:t.l compo-
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LO remove Lh" LI';II) (f~ilure dewnal(j; Ih., IrJl1 immediJlely). An unsuccessfuJ
Disp<:1 M~gk doo nOl d"lrIll~te lhe spell. The casler Coln usc lhe Tr~Pped llbj~"(:t

WilhOlU di$CharWng it,.u can ~ny indivldu:ll to whom Ih~' spell w:lS spc:cilic-..I.
Jy allUned when CUI (fhe CX:l.C1 method usu:llJy involves a kl·yworo).

When rhe 11'J11 is discharged. rhere is an aplosion of ,·fool r.1dius from lhe:
sprll',; center; all C('(':ItUre$ wllhm thLJ arc:;l musl roll saving lhrows vs. spdl.
D~nuge is Id4 poinu plus 1 point per l......d of the castCf, or half this (round
up) for crnfUrtli sU~"C05fully saving. (Undtr ...... t..r. lhis ward inflictS half dam­
age and cn::.tu:s a large cloud ofsle,un.) '111., ir.,m lr:lPJWd is nm harmd by IhlS
explosion. To piaa' thi~ ~f'<'Il, the casler mLlSt trxt t~ outline of fhe closun:
with ~ hil nfsulphur or ~ltpcter ~nd tolKh Ihe <:elller of fhe efJ"CC1. AIIUnemenL
10 ..nOlher individual rtqUlre$ .. lulr or JJmll:tr obJCCI frum lhal person.

Fumble
(EnchantmendCharm)

Level: "
Range: 10 yds.l1evel Components: V. S. M
Duration: I rd.i1evel Casting Time: '" segmenu
Area of Effect: 30-ft. cube Saving Throw: Special

When:t Fumble~I ucast. tM m:tgic-uSoer Crc:;llCS.;ln are.;l in whlch:tll crt:I­

tUfO suddenly I.>ecome clumsy and a.... kw.trd. Running cre;l.Iures UtI' :lnd till.
lhose rcaching for :tn ilem drop LI. lhose employing wt:Iporu lihwisc awx­
"''.;IrdJy drop lhem, etc. Recm-.,ry from :l f1.11 or picking up a fumbled ob~1

ryplC11ly requIres :l wcccssful uving thruw and lak~ one round. Note thll
bre:tbble: nenu might suffel d;uulgt whtn dropjlM. A suhj«1 succeeding
....lth his i:lving throw ClIII :tet fredy Ihal munll. Iml if he is in the:lfe:t .;II the
boeginning of I~ ne~l round. :anoth.,r SOlving throw is rtquircd. AJlcfn:lli,·dy.
the ~II on he o.~ :tl .;In JOdh·idtUJ cre:nuI'C_ F;nlun: 10 s:l"e means rhc Cre:l­
lUre is otfTectOO for the spell's cmire: dUr:ltion; iUCCC'SS me.ul~ Ihe Crc:;llUre is
slowed (sec I~ 3rd level spell). Tl,e: lUav:ri;rl ~Olllpollcm of thi$ srdl is.;l dah
ofsolidified nlilk fat.

Haarpang's Magnificent Sphere of Resiliency
(Altention. Evocation)

Lev~l: "
Rang~: 20 yards Components: V, S. M
Duration: 1 rd.llevel Casting Time: 4 segments
Area of Effect: I-ft. dlameterllvl. Saving Throw: Negates

When this spell is <:aU, lhe: result is a globe: of shimmering force lhaL
l'nclous lhe IUbje:Cl cre:tlllre - if it is ~mall enough LO Iii whhin the dbm­
etcr of lhc sphere and it fail~ to su((e~$fully 5av~' vs. spell. The rcsiJi"11l
sphere cumains il~ sulljec, for t1w spell's dumtion, and il i.~ nm subjeci 10

damage of alfY SOri e~ccpl frnl11 11 l~od of Callcel13tion, .;I Wand of
Negatinn. or a llisinLegule or Dispel MagiC spell. These caUM: il LO lH:
d~~lroyed ..... i,hout harm 10 lhe subject.

Nothing can l)lISS lhrnugh lhe sphere. imide or OUt, though the subiecl can
brealhe normally. nle subjecl may slruggle. btu all rhal occurs is a I11O\','mem
of the sphere. Ti,.. globe an be phYSically moved eillJer by pc:oplc outside lilt'
globe or b)' Ihe sfruggles of thol'<: within. The lIlal"r!;tl component~ of lh" .~peJl

are a hemi~pherkal pi~"t.e ofdiamond (or \imibr h.....I, d".;Ir gem m.;llcri:ll) and
a malehitlg hemisllheric:ll picce nf gum ambic.
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nems. Th., maLerial compo"CIllS of tlll" $111.'"11 are a picce of string, an ivory
plaque: o( a\ leasl 100 KJI v.llu." :Ind ink consisting of sqUid secrelion wilh
eithe:r I\bck DrJr,on's 11100(\ or Gi:\m Slug digcsfive iuice. TIu:se: disappear
wh~n lhe spell is caSI.

Hallucinatory Terrain
(Illusion/Phantasm)

level: "
Range: 20 yds./level Components: V. S, M
Duration: I hrJlevel Casting Time: I turn
Area of Effect: 10 ydsJIvI. cube Saving Throw: Norte

By me.;llt$ of lhls spell. fhe magie-UKr C:tUSC'S:l1I illusion that hidcs lhe actu­
.;Illcrram wilhin the: ;,rrca uf ",rr«l. TIlfJS, open lidds or:l. mad c::an he nudt 10
loox like a ~"",·a.mp. hill. CfC'V2SSC'. or some mh.,r diJncul( or imp:awble Icrnm.
A pond an be OI",-Ie 10 lool: like :l. gt2SS)' mcadow. a prc<:ipicc like :I gelille
slope, or.;l rodc.-$(rcwn ~J1y like a wide :and smooth road. lbe hallucinalnry
lernin persisb ulllil a Disrd Magic spell is ClSI "pon th., .;Ire.;l or umil Ihe
dUr2tioll e.lli~. Individu.;ll cre.;llLJlr:S ouy see through lhe illusion. but Ihe
iIImion per.U.~$. JfTecllng OIhers who obsc~ Ihe scene. If lhe illusion involves
only a wbdt dunge. such :u Closing an open wuod 10 apJ)c:1I.l lhick:tnd dar".
or mcrt':tSlng Ih., slope of a hill, lite ",(Tea lIl:ty be unnoliced even by lhose: in
tile mids, of il. If the change is extreme (for cnmple.:t gl'2SS)' plain covering
.;I SC'Cthing field of"okantc mudpolJ). Ihe illlUion will no doulx be nOlKailhe
lrutanl one person tills prey to It. Each k-vel ofl'Xpc1"ieoce expands Ihe dimen­
siotu of Ih., cobi<; IJ'(1I. ;UTt"Clcd by J0 ranis: for I':I.;Impl". a 12th level aster
alTt"Cu an arc;a 120 yds. x 120 yds. x 120 )ods. The oufC':riJ.! componenrs of Ihis
spdl are ~ ~nne, a !Wig, and a bil of grttn planT - ~ lcaf or gnss blade.

Hurt Animal

(Alteracion)
Level: 4
Range: 10 yds.llevel Components: V, S. M
Duration: Instantaneous Casting Time: "segments
Area or Effect: 10 yds.llevel Saving Throw: Negates

'l1,is spell prOVides Ihe e.mer wllh a limited form of u:lexinesi~ manife:sled
by :l. sln~c shorl. vlOlenl lhrun. Oddly enough, Lhe 5pdl only .....ork.\ whcn
used un living 1I0rlllai dUJ1wstk':l.Icd 3niOllik Tl.e casler an hurl one or morc
animals wilhin mllge lIIu! within a Ill-foot cube. direclJy :\w:lY from himself at
high .~peed, 10 a distance of up ro 10 fC(:1 per cast­
er Icvel. This is subjecl to a maximuill wcight
uf 25 puuud~ I'~'r (;I$L~· .. lcvd. Damaj:e C11l.o;ed
by hurb:l animals i~ Ilt-cirlc:<\ by the GM. hUI
is tYl'icnlly I poinl of damage per caSler
level fnr Iightcr anim~ls sueh as chi(kcn~

aud up to 5 puints of damage per Jr\'d
fOt heavier aninl.ll, .,uch as hll;e OO~.

Nurmal domutic ~nJlnals who fall
wilhin fhe WClght apaeity of Lh",
spell can be hurled. 11m t11l'y are
allowed a S:tving lIunw ,·s.
spdlw avoid lhe elTecr.



Components: Y, S, M
Casting Time: 4 segments
Saving Throw: None

Appendix C: Maglc.User Spells. level -4

Ice Storm
(Evocation)
level: 4
Range: 10 yds.llevel
Duration: Special
Area of Effect: 20 or 40 h.

radius

The HackMaster Player's Handbook

abilities can be. For c:xample, a deacrivared Sword of Sharpness still has iu
magical bonus on lo-hit and damage rolls, bur C.1nnOr usc its Sharpneu abili·
ty unlil the comm:l.nd word is used. Once the sharpness ability has been acti­
vate<! it remains active unlil the command word is used again. Obviotl.~ly

ReliC$ and Artif3cU are above bt:il\g mage lockt-d, and lhe spell (';In be dispelled
with a Dispel Magic or similar magic. Note thaI a magic rcsisram cre3rure
could use a mage locked irem if irs magic resiSlance overcomes the mage lock's
ellchamment. The material component is thc magic irem th:lt is being locked.

Magic Mirror
(Enchantment, DivInation)
Level: 4

Range: Touch Components: Y, S, M
Duration: I rd.llevel Casting Time: I hour
Area of Effect: Special Saving Throw: None

By means of this spell, the magic-user changes a normal mirror inrO:l scry­
ing device similar ro <I. Crysl:ll B:lll. The det:tils of {he usc of such :t $Crying
deviee arc found in Ihe GMG. The mirror uud must be of finely WrOUghl and
highly (lOlishoo sHver and COSI not less than 1,000 gp This mirror is nOt
harmed by c35ting the spell, but the other material componems - rhe eye uf a
hawk, an eagle, or ,"velllt Roc, and nitrie acid. copper, and zinc - are u!iCd up.
The fullowing spells can be cut through a Magic Mirror: Comprchend
ungU:lges, Re:ld Magic, Tongues and Infravision. The following spells h:lve :l
5% chana per levl'.l of the caster of o~ralingcorrecriy: Detect Magic, Detect
Good or Evil. and Mess~ge. The base chances for the subject 10 defeCt allY
Crystal Ball-like spell arc lisll'd in the GMG.

This spell eln ha~ one of [\\10 effeCls, ~t the alSlet'S option: Either Krellt hail
~Ioncs pound down for one round in a 40-foot-diameler area and innict 3d I 0
points of damage to any creatures within Ihe: area ofdfcel, or driving sleet falls
in an SO-foot-diameter area for one round per caster level. The sleet blinds
creatures wilhin its area for the duration of the spell and causes the ground in
the area to be icy, slowing movement by 50% and making it 50% probable
that a creature trying ro move in rhe area slips and f.tlls. The dcct also extin­
guishes torches and small flres. Note that this spell will negare <I. White Hor
Metal or similar spell. The malerial components for this spell <l.re a pinch of
dust and a few drops of water.

Illusionary Wall
(Illusion/Phantasm)
Level: 4

Range: 30 yards Components: V. S
Duration: Permanent Casting Time: 4 segments
Area of Effect: I x 10 x 10 ft. Saving Throw: None

This spell creates rhe illusion of a wall. floor, ceiling, or similar surface.
which is permanelll until dispelled. h appears absolutely real when viewed
(even magic:llly, as wirh Ihe derie spell True Seeing or its equivalent), bUI
physiC1l1 objecu can pass rhrough it without difficuhy. When the spell iii
used 10 hide pits, tmps, or normal doors, normal demi-human and magical
detection abilities wotk normally, and louch ur probing searches reveal the
true narure of rhe surface, though they do IIOt cause the illusion 10 disap­
pear. The material component is a rolre dust that COSts al least 400 gp ami
requires four days 10 prepare.

Massmorph
(Alteration)
Level: -4
Range: to yds.llevel
Duration: Special
Area of Effect: 10 It. cubeltevel

Components: V, S, M
Casting Time: 4 segments
Saving Throw: None

Components: Y, S, M
Casting Time: I turn
Saving Throw: None

Minor Creation
(Illusion/Phantasm)
Level: 4
Range: Touch
Duration: I hr.llevel
Area of Effect: I cubic ft./lcvel

When this spell is cast upon willing creatures of man-siu or smaller, up to
10 such cre<l.tures per level of Ihe caSler C1ln be magically altered to 31'pe"M as
trees of any son. Thus, a company of creatures can be made to appear IlS It

copse, grove or orchard. Furthermore, lhese musmorphcd crearures C:ln Ix:
passed. through and even touched by orher creatures withotl{ revealing their
{rtle n:tlllre. Nore, however, thaI blows to the creature-trees cause damage, and
blood C1ln be seen. Cte3fUres to be massmorphed llnlSt be within the spcU:~

area of effeCl; unwilling crearures are not affecred. Affecred creatures remain
unmoving but aware, subject to normal sleep requirements, and able to see,
hear and feel for as long as the spell iii in effect. The spell persisls until the CUt­
er comm:lnds it 10 cease or until <I. Dispel M<l.gic spell is USt u(lOn the crea·
tures. Cre<l.lUreS left in this slate for extended periods are subjecl to insects,
weather, dil>Ca5C, fire and other natural h31.:1.rds. The material component of
this spcll is a h~ndful of bark chips from the type of tree the creatures are to

become.

This s~J1 enables rhe magic. user to creale an item of nonliving, veb'l:table
nature - soft goods. rope, wood. etc. The casll:r actually pulls wisps of mater­
ial ofrhe Plane: ofShadow from the air :lnd we<l.ves them into the desired item.
Thc volume of the irem cl'C;ltc:d cannol exceed I cubic fOOl per level of the
spe:lleaster. The item remains in existence for only as long as the speil's dura­
lion. The spellcaster mUSt h~ve at least a tiny piece of matter of the same type
ofilem he pl:lm to create by lIleans of Ihe minor creation spell- a bil of [\\liSt­
ed hemp ro create rope:, a splinter of wood to Cre:lte :l door and so forth.

Improved Invisibility
(1IIuslon/Pha.ntasm)
Level: 4
Range: Touch Components: V, S
Duration: 4 rds. + I rd.llevel Casting Time: 4 segments
Area of Effect: Creature touched Saving Throw: None

This spell is similar {O the Invisibility spell, but the recipient is :tble ro

mack, eithet by miuile discharge, melee eomb,u, or speJlc.:lSling. and remain
unseen. Note, however, thu {ellt:tle {races (such as:t shimmering effect) some­
limes <l.llow an observant opponent to :tl!:tck the invisible spell recipient. These
traces are only nodceable when specifically looked for (after (he invisible char­
acrer has madl'. his presence known). Arr:tcks againsr {he invisible character suf­
fer -4 penalties {O thl'. alfack rolls, and Ihe invisible Chal"1lClerS s3ving Ihrows
are made with :I. +4 bonus. Beings with high Hir Dice Ihat might normally
notice invisible 0pponenu will notice a cr<::lture under this spell as if Ihey had
2 fewer Hit Dice (they roll saving throws vs. spell; Sllcceu indicates Ihey spot
(I'll'. character).

Mage Lock
(Enchantment/Charm)
Level: 4
Range: Touch Components: Y, S, M
Duration: Permanent CastingTime: I turn
Area of Effect: I item Sa.... lngThrow: None

This spell is used 10 imitall a magical ~safcty~ OntO a magic irem. In order 10

activate or deacrivate an irem so proreCled a eomm<l.nd word must be Ultert<:!,
which is set when Ii'll'. spell is c:ur. In order to easr this spell the magic-user
must have Ihe magic irem in his possC$Sion for :u least <I. week so the ilem can
attune itself to lhe cam:r. Potioll!i and scrolls cannOt be mage locked, and <l.ny
~pluses~ that an item has alnnot be lurned on and off, although seeond:ary
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Components:V. S. M
Casting Time: 4 segmen~

Saving Throw: None
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Minor Globe of Invulnerability
(Abjuration)
Level: 4
Range: 0 Components: V, S, M
Duration: I rd./level Casting Time: 4 segments
Area of Effect: 5-ft. radius Saving Throw: None

TIlis ~pcll (l'l'Oltl'S an iJllll1ouile, lilintly shimllwring m3gic~1 sphere lIround
Ihe Ol::iter Ihat prt:Vl'rIlS 3ny 1st, 2nd. I)f 3rd levd spell ('Ilens fll)lll pcnetrnting
(j.e" the area of dTC'C1 of any sudl spells docs nOt include thl' arC'~ of the minor
glolx: ofinyulnembility). This includes inn~t... abilitiet ~nd dTlXlS from devices.
Howeyer. any t)'l)(' ofspell can be c~st oul of Ihe m3giC'.l1 glolx. and rhe$<' p.1<~

from the caSlef of tIll,· gll)bc to lhrir ~ubj"ct without nffccling the glnhe. Fourth
3nd higher levd spell. ar" nOt affeclCfI hy the glnh<:. The glohe cnn he hroughr
down by a slI(:c!CMful Dispel Magic spell. The em", can lea\'e and tl::lurn tn the
globe withollt penalty. NOll' lhnl '1'"=1I eff<:(;l~ "re nOl aClllally diIrupter! hy the
glnhe IInless cnst direcdy Ihmugh or inf<l it; The Clster wnuld still ~e.l mitror
image Cfc:ltrd hya magic.uscr nutside the glohe. If lhat tI1J{',ic.user tht'.n emered
.ht globe, rht images would wink out, to reappear when the magic-user exited
the globe. Likewise.:l magic-user standing in the area ofa Ugh. spell would slill
recei\'/' sufficient light for vision, even lhough that parr of the Light spell vol­
ume in rhe glob.e would not be luminous. The nmerill component of the spell
is a glass or r:ryst:l.l bead lhlt shallCrs at lhe expiration of Ihe ~pcll.

Appendix C: Magic-User Spells. Level 4

Monster Summoning II
(Coniuration/Summoning)
Level: 4
Range: Special Components: V, S. M
Duration: 3 rds. + I rd./level Casting Time: 4 segments
Area of Effect: 40 yd. radius Saving Throw: None

This spell is much like lhc .~rd lcvel spell MotlSler Summoning I. except tltilt
rhis spell sumlliOliS IdG 2nd levc1l11umters. TIll'S<' appl~<It anywhne wilhin the
spell's ~tl'"'\ ofcffect ~l1d attack the ruw:r's oppo:ltletm, until hl· commands them
to ceasc, the spell duratinn expires, nr the monsrer:> are .bin. Th...,le creatt1~

110 nor check nlorale: they vanish when sbin. If no opponelll .-:xisu to fight
and the magir:.uscr eln communicare with rhem, the summoned mOnsterS on
perform olher services for lhe mmmoning magie-uscr. -Inc m~u:rial courpo­
nems of lhis spell arc a riny hag and ~ small (not nl'Ccss:l.rily lit) l'lludle.

Perpetual Shocking Grasp
(Alteration)
Level: 4
Range: Touch
Duration: Permanent
Area of Effect: I cubic foot of

meL,1 per level

By means of thtS speilihe elSter C;\Il give any mel;ll objcct lhe abilif}' 10
rel)f'catedly gather a sufficient dectrie cllarge such dut it will deliver a shock 10
anynne tnllching it. Damage raken h}' tho~ touching (or rouelled by) rhe
ohject i.~ IJ4t 1. If une continucs 10 touch the ohj~ct, he will not rake addt­
tional Ibmag" unle.« h~ hreak. COntact and 100tch.". it alpin. GIOI't..\, clolhing
;In,] nnn·metal ,HlllOr nre not Sllfficien! tll insulate one from lhi.~ effect.

Phantasmal Killer
(Illusion/Phantasm)
Level: 4
Range: 5 yds.llevel Components: V. S
Duration: I rd./level Casting Time: 4 segments
Area of Effect: I creature Saving Throw: Special

When this spell is l'll.St, the 1lJ:l.l;ic-user t:rl':lII'S the illu~ion of rill: must Il--dl
$OlI1l' thillg ill1aginauk to tlte ViClilll, Silllply U)' fotm;ttg the featS of tile ,'ictim$
subconscious mind iuto SQtlll"thing that its conscious minll cm Yi'JJaliIe - the
mOSI horrihll" k,'t. Only th~ spell recipienl can -SCl' the phal1l:lSmJI killer (the
CISter s='i only a shadowy shap,,',lJut ifil .~uceetrl~ in scoring a hil. the subject
dies from frie)ll. The beast ameks as a 4 Hit Dice monster. It is invulnerable 10
all atl'Jcks and on pass lhrough allY barriel'.\'. Onec cast. it inellurdbly purSUl'S
the SUbjl·U. for it exist.:> ouly ill till' SUbjl'CI'S mind. The only dcf"n~ al}linst 3
ph~ntasll\al kiliL't arc ~1Il attempt 10 disbelieve (which mn he nil'll bill nnce),
sbying or rendering llncnnsci"m the magic-u.o;cr who c.1St the 'llClI, or render­
ing uncnn.<ciolls tlte l.ltgel nf th~ sp~1J fnr its duration. To disbdiel'C Ihe killer,
rhe subject mllst spccilicalJy Sllre rhe allCmpt ;lnd fhen roll an lnrdligenee
check. This roll has a -I penalty for evcry four levels of the C',lSIcr.

Special modifiers apply to rhis att:lck;

Magrc resisrance, bonuses ag.1inSI fcar. and Wisdom adjll.llmel11.~ alstl apply,
The subjcct's magic rl,:Sisllncc is chech-d fil'.\'t: if the spell overcomes rhc Icsis·
tance, the SUUjl'Ct's fearfWi:.dum wnuSl'S (if anyl r1ll"tI apply as IWgilli"l' modi­
fin'S 10 hi~ Itlfdligcnce check. If lhe stlhject ofa l}h~nra.'n1al killer a!Jack .~lJccord.~

in dishelieving. 3nd he i, we;uing a Helm ofTdeparhy. rhe b...ast can be turned
llpon the magic.uscr. whn mUSt then dtsbelieve it or be subjccr 10 its altack ~nd

pmsiblc effects. If the subjcct ignores the killer to perform other aClions. ~uch it.\'

aUJcking the l"a.!iler. the killer may. ~t the GM'~ optiun. j!a.in oonusl'S to hit (for
lbnk or n'llr ~lIalks. l·ld. Spelh ~uch as Rt.·ttlO\'l· Ftar and CIO;lk ofBt:l"ery, (;151

nf,er the kill,·r has aU:lcked, gt:lnl 3nmher dl<:ck to dishdicve the erfect.

Mist of Corralling
(Evocation)
Level: 4
Range: '0 ft.llevel Components: V, S, M
Duration: I turn + I round/level Casting Time: I round
Area of Effect: Up to 50 ft. radius Saving Throw: None

cloud lOft. high

When ~ Mi'>l ofCorr.J.Iling is '-";lSI it C:ll~ ~ .>hinllnninl; duudlO ~Ppl"M.11tis
eloud is 10 fl. high and can be adjum-d to be berwrtn a 5 fl. and 50 fl. mdius.
Cn:atul'l'S within this eloud lind ir dinieult to ll'"~vc, and lIl~t makl' our open
doolS roll in onln It) CSl'llpe. Visiuility wilhin the doud is limill'd 1O 10 fl'Cr. TIle
duud ir)Clf (all Ix: ittlTl'"dSl'l.! or dl'Cre-.&,1 ill site ilccordillg tl) the caster 5 wishes,
~lId the whokcloud can be mo\'ed by the<:mler SQlong as irs cemer p<lint remnins
within the spell's range. The ""Herbl con1llQnent ;< a piea: ofspider Wdl.
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""""Subject p<evklutly ~ltllCked by this spell
Subjett Is ~ lTI1(k...uur
SUbject 11 _~r1na i helm of U!lejllthy
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Polymorph Self

(Alteration)

Level:"
RanKe: 0 Components: V
Duration: 2 turns/level Casting Time: 'I segments

Area of Effect: The caster Savini Throw: None

When Ihis 5flC1I is casl, Ihe nugic-wer is able to assume the fonn or any
crcarnre, UYe! Ihose rhar .Ire noncorporeal, from .IS small as a wren to as Large
as a hippopoumm. Funhermon:, Ihe magic-uscr pins ilS physical mode of
locomolion and brearhing.lS well. No I)"tem shock roll is rcquirtd. The.spell
docs nOI give Ihe new form's other abililies (altadt, magic, special movemenr,
elC.), nor does it run Ihe risk of Ihe magic.wer changing personality and men·
Iality. ~n the polymorph occurs, the caster's cquipmenl, if any, melds into
Ihe new form (in parricularly ch.lllenging campaigns, the CM may allow pro­
lectiYe! devices, such as a Ring of Prolcaion, 10 continue operaling dTcclive·
Iy). The culer ~lairu all mental abilities, including spell we, aSliuming the
new form allows completion ofIhe proper verbal and somalic componen[ll and
the marerial componen[ll an: available. A casler nOI used 10 a new form mighl
be pcnaliud at lhe CM's option (for aample, -2 penalty to .Ituck rolls) until
he practices sufficiently 10 m.aster il. Thus, a magic-user changed into an owl
could fly, bur his vision would be! human; a ehange to a black pudding would
enable movement under doon or .Ilong haJJs and ceilings, but not the pud.
ding's offensive (acid) or defensive capabilities. Naturtily, the suength or Ihe
new form is suffieient 10 enable normal movemeru. The spelJc:mtr can change
his form as often as desirtd for the duration of rhe spell, ClIch change requir­
ing a round. TIu:: magic-user rerains his own hir points, arrack rolls, and sav·
ing throws. 111e magic-uscr can end the spell ar any time; when voluntarily
returning to his nwn form and ending Ihe spell, he regains' Idl2 hit points.
The magic-uscr also will return to his own form when ~Iain or when tht efTect
is dispelled, but no hit poinu Ire renored in these ClIseJ.
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final change rakes piau, Ihe creature acquite5 the new form's fulll'1illge of mag·
ical and special abililies. For eumple: If a I Hit Die Ort: of 8 Inrdligence is
Polymorphed into I White Dn.gon with 6 Hit Di«', ir is 85% (20 • 8
Intelligence + 5 level difference [6-1).1701,11 of20. 85%) likely 10 actually
become one in all respec:l$, bUI in any Cl.Sl" it has rhe dragon's physical .Ind
men",t capabililia;. If ir does nor assume Ihe pcnon.llity and menrality of a
Whire Dtagon, it knows whar it formerly knew as weU.

The magK-wer can use a Dispel Magicspdl 10 dungc die polymorphcd ern·
IU~ back ro iu Ofiginal form, .Ind mis requires a I)"lem shodr roll. Those who
have lou Iheir individuality and aK dlen convened back mainr:ain the belief dllt
lhey are aaually lhe polymorphcd Cft:l1UR: and auem~ to fl:lurn to that form.
Thus, die Ore who comes 10 bcli~ he is a While Dngon, what convened back
10 his Ore fonn, ncadfutly maintains he is rally I While Dtagon poIymorphcd
inlO die shape or an Ote. His companions will most likdy conOOcr him nud.
The material component of this spell is a caterpillar wc.oon.

Components: V, S

CastlnKTlme:" segments
Savina Throw: None

Appendix C: Haile-User Spells. level"

Plant Growth
(Alteration)

Level: 'I
RanKe: 10 ydsJlevel
Duration: Permanent
Area of Effeet 100ft. sq. per

caster level

When a Plant Growth spell is cast, Ihe magic-wer (aUld normal vegetation
to grow. entwint, and en",ngle to form a Ihicket or jungle thar CfC'uures ml..l.$l
had or force a way through at I. movement nile of I per round (or 2 if me
crealUres 1.fC' luger man man siu). The area mU.1I contain brwh and lreel for
mis spell to worK. Brian, blUhd, c~p:n, li.mu, roots, pplinp, minles,
thorn, trees, vines., and Wttds become thidt and overgrown MJ:IS to form a bar·
ricr. Thc:lra of cffca is me caster's kvel, squared, times 100 squall: feel. This
:ue-a an be arranged in any squall: or Ittlangull.r shape rh'l;! Ihe cmer desires.
Thu.s, an 81h I~I magic-wee can affecl (8 II: 8 .) 64 II: 100 sqw.rc feer, or
6,400 sqw.fC' feel_ This could be.1.n SO-foot II: So.-foof square, a l60.-foot II: 40·
fOOl rectangle, a 640-fOOl: II: lO·fool reaangle, el(. Individual plant ginh and
!Kighl is generally affccled less th<ln rhickness of bnKh, btanch .1lnd under­
growth. The ~Il's dfecu peniJl in the are.l unlil il is cleared by bbor, fill:, or
such m.1.gical mearu .IS.I Dispel M.agic spell.

Polymorph Other
(Alteration)
Level: ..
RanKe: S ydsJlevel Components: V, S, M
Duration: Permanent CastinK Time: 'I segments
Area of Effect I creature Saving Throw: Neptes

The Polymorph Other speU is a powtrful magic thai rompletdy alltn tht
fonn and abilil)', and possibly lhe pel10naliry and menllllity, of rhe recipient. Of
course, while a crealure with a lower Intelligence can be poIymorpbcd in form
inlO something wilh a higher Intelligence, it will fKlt gain dlat Cre:lIUn:'s mental
ability. The revcnc - polymorphing a higher InlcUigencc CJntutt: inlo Ont ofsig­
nificantly I~r InteUigenc:c - resulu in a crntUll: mucll more intelligem than
appean.nCd would lead one 10 believe. TIle polymorphed Crearnn: mUSI succeed
on I S)'Slem shock roll 10 see ir il survivcs the ch.1lnge. After rhis, it ml..l.$t make a
spcciallnrelJigence chcck to see if il rerains its penonality (.-: following).

The polymorphtd cn:atun: acquires the fonn and physical abilities of the
creature it has been polymorphed inro, while retaining il$ own mind. Form
includes nalUtal Armor Cl:w (rhar due to skin toughness, but nor due 10 quick­
ness, magical nature, etc.), physical movement abililies (walking. swimming.
and nighr wilh wings, but nOI plane shifting. blinking, tdeporting, etc.), and
attack routines (daw/elawlbite, swoop, ntke and ~'Omtriction, bUI not petrifica­
tion, breath weapons, energy driin, ere.). Hit points and saving rhrows do not
change rrom Ihe original form. Noncorporeal forms eannOl be! assumed.
Nalural shapuhillen (Iycanthropcs, Dopplegangcn, higher level druids, elc.)
ate affected for but one round, .Ind can then resume their normal form. Ifslain, Rainbow Pattern
rhe polymorphed crcatun: rcveru to iu original form, though it remains dead. (Alteration, illusIon/Phantasm)
As class and level an: nOI Ittributes of form, abililid derived rrom eilher annot Level: ..
be gained by this spell, nor call ClfaCl ability scores be specified.

RanKe: 10 yards Components: S, M
When the polymorph occun, Ihe Cll:ltUn:'S equipmem, irany, melds into Ihe

new form (in panicularly challenging campaigns, the GM may allow protective Duration: Special CastingTime: 'I segments
devic.cs, such as a Ring of I)rolcaion, ro conlinue opetating effeeriveJy). NOIe Area of Effect: 30-ft. cube SavingThrow: Negates
thai mosl aeatura genertily prefer meir own form .Ind will not willingly nand By means of this spell, the m.lgic-user cratcs a glowing, n.inbow-hued band
die risk or being subjected 10 this spdl! The Cft:llun: rttairu ia mental abilities, ofinlelWC:lving paltert\s, Any crealure CliIughl in il may become fascinated and
including speU usc, usuming the new rorm aUows completion of the proper gnc al il as long as the effeer lasa. The spell can caplivate a maximum of24
verbal and somatic components and the material components afC' available. lcvels, or Hir Diu, of crealura _ 24 crealUrd wim I Hil Die each, 12 with 2
Crealures nOi used ro.l new form mighl be penaliud al the GM's oplion (for Hit Diu, ere. All creatures affCClcd must be within the area ofeffect, and rach
e:ample, -2 10 artadt rolla) unlillhey pracliec sufficiendy to ll'Wter it. is enlided 10 a saving throw Y5. spell. An attack on an affccted creature thai

When Ihe physical change occun, Ihere is a base 100% chance that lhe sub- caUld' chm.atc frees; it From the fpdl immediately. CccatuIU thlt ace tc:Sl:n.incd
ject's penonality and menlality change inro Ihar of the new form (i.e., a roll of and n:movcd from the ara still rry to follow th~ pallern. On«' Ihe rainbow
20 or less on Id20). For each I poinl of Inrelligence of Ihe subject, sublrxt I patlern is cut, the magic-user need only gesture in rhe direction he desires, and
from rhe b.asc du.nce on Id20. Additionally, for ~ry Hit Die of diffen:nc:c the palletn of colon nloves slowly oIT in rhal dircaion, at me tate of 30 feel
berween the original form and the rorm it is UIIuming. add or fublnCI I per round. It penisa withoul further affenlion fl'Om me spellcasrer for Id3
(depending on whether polymorphed form has mo~ Hit Dice (or levels] or rounds. All affected cre:uures follow Ihe moving rainbow of light. If Ihe pat·
fewer Hil Dice (or Icvds] Ihan original, resptClively). The chance for :usump- rern leads il$ subjects inro .I dangerous uea (mrough flame, off a cliff, etc.),
rion of me personality and menlality of Ihe new form is chcclted daily unril allow a &«.Ond saving throw. If the new of the ligha is completely blocked (by
Ihc ch.lnge takes plac:c. A subject acquiring the mentality of me new fonn has an Obscurement spell, for instance), the speU is negaro:d. The magic-wer ne'Cd
dfectivc:ly become the creatun: whose: fonn wu assumed and comes under the nol uuer a JOUOIi, bUI he mUlil l!ieJIUll: approprialely whik holding a crY5l:al
conlrol of the GM umil teCOY(:red by a WJJh spell or similu magic. Once mis prism and lhe maleria! componenr, a pica of phosphor.
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When a ShOllt sprll is CUI, the magk-ll"C'r gives himself lr<,menclous \'ocal
powers. The CUler can emil an e'ar-~plilling noi~" lhal 11:IS:1 principal efTcocl in
a cone shape r:Jdiating from his mourh 10 a poinl 30 feel away. Any crt:aturC'
within this area is de'.1fen~1 for 2t!(, mund.~ :tnd suff"r.~ 2d(, points of d:tmage.
A sllccessful5:lYing thmw vs. '~I>ell nepl<$ lhe deafne.'\1l and rdlllCes Ihe dam·
age by half. Any expo!eJ brillli! or crysl;]l ~ubslanc<: .~ubi"Ct to sonic vihralions
i~ sh:nti!red by a ~hOlll, while Lho_"" brinle ohjecu in the pos.o;cs.~ion of a cre;\­
lure receive Ihe crealure's ...:tving lhrow. D"aftndl crealures sufTer :t -I permlry
10 surprise rolls, and lhose lhat ca$l spells wirh "erbal componentS art 20%
likely to miseul Ihem. Th" ShoUl spdl Clnnnt penetrale the 2nd leyel deric
~pell, Silence, 15' Ibdius. This spell can lle' employed only once I"'r day; nth·
etwise, the casler mighl permanemly deafen himself. The' maleri:,1 compo­
nrnts for this spell are a drop of honey, a drop nf cilric acid, and a small cont
made from a bull or ram hMn.
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Remove Curse
(Abjuration)

Reversible

Level: 4

Range: Touch Components: V, S

Duration: Permanent Casting Time: 4 segments

Area of Effect: Special Saving Throw: Special

Upon ~ting thi~ ~pell, thf' magic-ust"r i~ usually able' to re'move' a cur."C'­
whether it i~ Oil an object, on a person, or in the form of some undesired scnd­
illK or evil p=nce. NOle Ihat the Remove Cuo:c: spdJ (::IlInOt afTecl a cuo:c:d
shield, wc:lpon or suit of armor, for CUlllpJ", a1lhough il usually "naules a pcr­
son affiicll:d with a cur$('(! it"m to he rid ofic Cc:rtain special curses may nOIUe
countcred by this spell, or lI1;\y ~ countued only by a c:lSIer of a ce'ruin 1,,1'('1 or
higher. A ct5ter of 12Th level or higher Cln cure l}'c.1nthropy with this ~pcll by
(:l5ting it on the :ulimal form. The were-ere:llure =ivei a saving throw Vli. spell
and, if successful, till." spell fails and the magic-user lIIUSt gain a It'Vd before
atu·:mpting the' rcmdly ag:tin. The' rl:Ve'rsI: of the' spell is nOI permanelll: lhe
!kstowed CUI'SC lam one fIlrn for every experience level of the magic-USt'r c:lSt­
ing Ihe spell. It cau=: one of the folluwing efTcas (roll percentile dice):

Shout
(Evocation)

Level: 4

Range: 0

Duration: Instantaneous

Area of Effect: lOx 30 ft. cone

Components: V, M
Casting Time: I segment

Saving Throw: Special

dlOO Roll Result
1-50 Lowen 0fItI ablflty of the ...Iilect to l {tht GM

dewmlnu wlIidl by random selection)
51-75 WorHnl the SUbject'l mack rollllM l1v11li throws

by .,
76-00 Hake11M wblea SO% likM)l pet" tum 10 drop

wlIlltever It is hokIIlli (01" simply do I\Othln,,1n die
a ... of e<>:o:w.... I>Ql. uslnllOQ!s)

It is possible for a magic<user to dc:'Visc his own curse, and it should be: simihr
ill power to Ihose given (Ihe GM has final S'aY). TIle SUUjl"Ct of a Bestow Curse
spell rnust be toudu:d. If Ihe SUUjl-ct is tuuchc:.J, ~ saving throw is still applicaule:
if il is succcssful, the efTl'(l is rrll;:lleJ. TIle l>t~toWt.J curse cannOI be dispdk.J.

Shadow Monsters
(III usion/Phantasm)

Level: 4

Range: 30 yards Components: V, S

Duration: I rd.llevel Casting Time: 4 segments

Area of Effect: 20-ft. cube Saving Throw: Special

A magic-u.~r casTing rhe Sh;tdow Monsters spell Ilses nlateri;\l from the
Dcmiplane of Sharlow to shape semi-real illusions of one or more monstcrs.
The total Hit Dice of Ihe sh;\dow monsrer or monslcrs thus crrate<! C:lnnot
e~ceed the level of e~perienceof rhe magic-uscr; thus, a 10th level magic-ust"r
can creare one creafUrt rhat h:u; 10 Hit Dice, twO that have 5 Hit Dice, ete.
All sh:uiow monsters creared by one spell must be of rhe same sort. The acm­
al hir point 100al for each monSler is 20% of rhe hit poinr lornl it would nor­
mally have. (To determine rhis. roilihe appropriate Hil Dice Jnd mulriply rhe
hit poillls hy .2. Any remainder less Ihan A is dropped - in (he casc of mon­
.lelS wilh 1 or fl:\\'er Hir Dice, Ihis indicares the mOllster W;1S not sucees.d\llly
CIeaLed-and >cores lx:rwl'Cn A and J are roundl.J up to I hir point.) Those
viewing the shadow mon>tt:rs arc allowed 10 disbelieve as per normal illusions.
allhough lhne is a -2 penalLy 10 the auempr. TIle shadow monslers perrorm
as lhe real manners with reSpl"C1 10 Armor CI:t5.I' and an:lck forms. Those who
believe in Ihe shadow munSler suffer real damage from their anacks. Sped;\l
attaek forms such as petrification ur brei drnin do nOl aCfUally occur, bllt a
subject who believes Ihey arc real will reaCl Jppropri;\tely.

Those: who roll successful s:1\'ing rhmws su the' ~hadow rnon~tel'$ as rF.lns­
parent imagt$ superimposed on vague ~hadowy fnrills. These are Armor ClaM
lU and inflicl only 20% of normal me'l"", dam:,ge (hiling, clawing, weapon,
Ctc.), dropping fr:JClional damage less lhan A as clone' wilh hit JlQinrs. For
example: A Sh;\dow GrifTon a\l:lcks a person who knows ir is only qu:t.~i.rcal.

The monner slrikcs with twO claw atl:l.cks and one bite, hilling 35 a 7-Hil Die'
monsler. All three atl:l.cks hit; the normal damage dke are rolled, rnuhipJied
by.2 scpar:ucly. rounded lip or down, and added togelher to set lhe tOtal dam­
age. Thus, if the attack.o; score 4, 2 ;\nd 11 poinLS, a tOlal of 4 poillls t1f dam­
age is inflicred (4 x.2 •.8 [rounded to 1]. 2 x.2 • .4 [rounde<!lo I], 11 x.2
~ 2.2 [rounded to 2]. The sum is 1 • 1 t 2 .. 4).

Solid Fog
(Alteration)

Level: 4

Range: 30 yards Components: V, S, M
Duration; 2d4 rds. + I rd.llevel Casting Time: 4 segments

Area of Effect: 20 x lOx 10ft Saving Throw: None

volume/level of c;lster

Whcn Ihis spell is C:l.'il, lhe magic-user cre:llCS a billowing mm ofmisty v:lpors
similar fO a Wall of Fog spell. The Cl.~ter Co1n crt:lre 1CS.'l v:lpor if desired. :tS long
as a rcoanguJar or cubic m;w at lca.~t 10 fcet on :t side is formed. The fog
ubscuro; all sight. normal and inftavision. beyond 2 feel. Howl:Vcr, unlike nor­
mal fog, only a very Slrong wind can move rhcst: vapors. anti any crealure
atlempting to moye lhrough dIe wlid fug progresses at a movcmelU tale of I fwt
per round. A GUSt of 'Wind spelll"3nnOi affl'Ct il. A Fireball. Flame Strike, or
Wall ofFire can burn it away in a single round. The material component.\' for the
.pell an: a pinch of dried, powdered !'t'aS combined with powdered animal hoof.

Stirring Oration
(EnchantmentJCharm)

Level: 4

Range: Centered on caster Components: V

Duration: I turn + I round/level Casting Time: I round

Area of Effect: 20 ft. radiusllevel Saving Throw: None

Wilh this speilihe cmer can deliver;\n impassioned spcceh thai !Ouches the
minds ~nd he-1m of ~11 who hear It. Cre;\lUres in the area who e:tn understand
rhe casrcr m~y re-roll any fuiled morale ~nd fear checks. ~nd lfl:at rhe easrer as
if he had a Charisma score of four poinn higher than he actually docs. Player
char.lCtcl'$ can alw;\ys make up lheir own minds;\s 10 whether or not they want
to he influenced by this spell.

Stone Passage
(Alteration)

Level: 4

Range: Touch Components: V. S

Duration: I turn Casting Time: 4 segments

Area of Effect: I creature Saving Throw: None

This spell allows lhe recipienl and all of his cquipmelll 10 move lhrough
SIOlle as if it were a dense pudding. 1"111: reeipient am chouse to unly put parIS
of his body irIlOSlOnt·, or h" may complelely rlller. Note tlMI hc cannot see or
hear ifhis head is inside a rock, and irStnn" Passage is userlln rr:J"d [() a Slle'­
cifie loc:ttion the traveler must be very Clreful not to gCt lost! If the spell runs
om while Ihe slx:II's target i5 srilJ complelely in ~rone he i~ installlly slain with
his bod)' enwmbed in StOtW. If partially inside, till' victim mUSI make a syslem
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ihock roll or Ihe eh~r.tcter is dC'ad. If succcuful, ~ny body pms left inside uf
Ihe none ~re Ir.tpped ~nd ~ w:ly mun be fuund to fr« them. Note th~t move­
ment isah~uslinK~nd difficult, ~nd ch~lKte-rs wilh ~ Stre-llglh of II or lowe-I
nu)' rKH movc Ihrough the Slone ~t ~ll.
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ble, UUI lheir prC5Cna' doc:s lIOI olherwi~ disturb the spell. The Olaglc·u5Cr
mun have :I square uf tlte finesl lolack silk to ClSt this spell. This material oom·
ponenl mll5t be: worth at le:m 100 gp aJld is u$Cd up during spdlcasting.

Whe-n Ihis spell is ClSr, th..- a1fCCIM crt~ru~ Vins ~ VlfTu.a1 immuni()' 10 ~ny

~lt1Ick by cm, blow, prnjC'Ctik or Ihe like. Even ~ Sword of Sh~ne:ss C1nnO{
~ffecl ~ crC'ature prolecled by Sroncskin, nor C'an 1I rock hurlM by " gi3l1l, "
sn~k.c's sltike-, etc. However, m"giCllllulicks from such spelLs:L5 Fireball, M:1£ic
MiJ;sil"., LighLning Boll lInd 50 forth h"vc their norm:al "ffccu. The Sf"'lJ's effKU
an: not cumulative wilh multipl" castings. Th" spell blocks Id4 :atlacks, plus one­
:attack per tWO levels of experience the casler h:as achieved. This limit :appli(:$
n:g:udkss of lIu:ack roll~ and regardles:o; of whether Lhe arr3<:k W:J$ physiOJI or
ffiagit:aJ. For example, II SLune~kin~pdl C".l.St uy a 9th level magic-uscr would pro­
tCCt againn from five to eight all~cks. An auadting Criffon would rt-duce the
protcction by rhrcc each round: four Magic Mi~iles would cuum as four atlacks
in :addition ro inflicling thcir normal damage. The material components of Ihe­
ipell are gl'2nite and diamond dust sprinkled on Ihe recipient's skin.

Ultravision
(Alteration)

level: <I
Range: Touch Components: V S, M
Duration: 6 turns + 6 turns/level CastingTime: "segments

Area of Effect: One creature Saying Throw: None

By maN: of Ihis .pel! the m.agic-user empowen the K'Cipicnt 10 5t'l: r.Kiia­
lion in Ihe uhl'2violcl spectrum. In night condirions Ihis means um vision will
be: deu, as inr were cbylighr, 10.a I'2nge of 100 y.ards, .and sh.adowy 3nd indis­
liner from beyond 100 yards to aooul JOO y"rds disuncc. tflhe night is very
dark, wirh Ihick douds overhead, rhese: dinances 3re reduced by 50%. Where
mOte- than abour 6 fcci of c:rnh or J fccl of srone inlCrpo&e be:rwttn rhe dey
<lmJ the individu:al, such :L5 in virru311y an)' underljround 3rea, Uhnvision
allows onl)' vision ofrhe dimma;1 $Off in 3bout 3 J-foor I'2dill5, since rhe uhr:r­
violer ta)'s arc scrcenc:<l our. Ofcourse, if an emission soun:e is nearby, lht visu­
al caf>aLiliti~'$ improve accordingly. NC"Jfby light, including Lhe r:rdiance ihed
by maKk iLems. LelH.b \Q spoiluhr~vi~ior1,the brightness of the mys ~blilldinl(

thc eyes ro dimmer arell$ more distlllll. The marerial COllllMlnellt for [his spell
is.a crushed amethyn of al leilSl 500 gp value.

Vacancy
(Alteratlon,lIIuslon/Phanasm)

leyel: "
Range: 10 ydsJlevel Components:V, S, M

Duration: I hrJlevel Casting Time: 4 segments

Area of Effect: 10-ft. radiusllevel Saving Throw: None

When a VKllIncy spdl is ("ail, lhe nugic-user Quse5 .an .aret to :Op(l'elr 10 be:
nant, neglected., and unuK'd. Those who behold lhe :ore:> 5t'l: dusr on lhe Roor,
cobwebs, din, and other oonditiolU ()'piaJ of a long·:obandoncd plx:e. If Ihey
pass through Ihe .aln of effect, they seem 10 Ie:>ve lfi1cb, tC'ar away cobweb'>.
and so on. Unku rhey acnglly conlaa some ob;CC1 cloaked by the spell, the
place appean emp()'. Merdy brwhing .an invisible objecl does nOt c:r.usc rhe
YJ.C:llncy spell ro be dlJwrbed: Only forceful OOnla(l gl'2nts.1 ch.1ncc 10 nOte rhat
all is not;l5 il seerns. [fforceful conuel wilh a elo,aked object occurs, Ihose crc:r.­
lUt"r$ subjcct to Ihe spell can penell'2te the spell only if Ihey discovcr sevel'21
ilems thai they annor sec; t:l.ch beinc is rhen enrided to a saving throw Vi. spell.
Pailure means they be:lieve thar Ihe objecu are invisible. A Dispel Magic ipdl
cancds this spellliO Ih3r rhe true area is seen. A True Seeing spell, a Gem of
Seeing, and similar effccts an penelrart Ihe dectpdon, bUI a Deleel Invisibili()'
spell annnt. This spell is a V<!ry powerful combinarion of invisibili()' and iIlu·
~ion, but it Cln c1o,ak only nonliving things. Living Ihings are not nude inVLsi-
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Stoneskin
(Alten.tlon)

level: "
Range: Touch

Duration: Specilll

Area of Effect: I creature

Components: V, S, M
Casting Time: I segment

Saving Throw: None

Wall of Acid

(Evocation)

Level: "
Range: 40 yards Components: V, S. M
Duration: Special Casting Time: "segments

Area of Effect: a 1 fL x 10 fLx 10 ft:.Saving Throw: None

1/1 parallelepiped

The W,UI of Acid spell brings fonh 3 highly austic mau of lIquid acid m
Ihe form of a 10 fOOl wide by 10 foot high w:lJl with a thickness of 2 fttl. If
Ihis ipdl is ("ait in thc presence of gl'2vily, il will immedi:otely begirt to drnp to

Ihe ground as any normal liquid woutd. The CASter can cemer the wall at :my
point within the spell range bur rhe heighr must alw:l)'S bc: 10 feet. Crc3turc<o
caught wirhin the inilial fornurion of Ihe wall arc subjcct 10 2-8 hI' uf datil
age or half if lh"y make a iUccwful saving throw. Those wl'aring ll'adtel
Mlllor g3in" ~ I to their savillg throw while those wcaring most mctal armors
gain +2 lIud LlIoii(' wearing plate m3il gain .4. Tho~ who fail theIr save and
those wlto arc not wearing <lrmor (tegardless of whether or nOI Ihey made ·th.:ir
nve) arc subject to an addiLional 1-4 poi Ills ofd.1mage per round untillhc acid
can be rinsed ofT or orherwi~ neutfi1li~eU. AllY crealures wirhill 10 feet oflhe
w~1I ~rc subject 10 spluh thmage when Ihe w:lll comes cnuhing to Ihe- ground
(unless it is CASI outside Ihe bounds of slrong gnvi()'). The savillK Ihruw
bonuSC$ altove :oppl)', and affectM crealures will lake 1-4 POLntS or 1·2 pomt.
depending on whether or not Ihey saved. ThOK who fall Ihell nyc aVlnSl
iplash damage arc similarly subjecl 10 1-4 POlllts of dam;age per round unul
Ihe ;acid call be rinst'd ofT. Once Ihe acid c~hes to Ihe ground, il may form
a pucldk ifillands 011 rock ur IOOlid colltp;rClcd canh. Ifil docs nUl bnd on
an Impermeable surf:occ, il will l'IAk imu Ihe ground and become rclalil·d)·
harmless wuhm one round. If ir puddles (Ihis includes tlu.· round it mighl be­
5O;Ikmg In for permeable Wit) thOK crealures sl.anding in it an: subjn:1 10 an
inilial 1-2 points of damage if Ihey have sofl or wone f[)Or coverlllg alld I
point of damage per round untillhe acid an be ruucd ofT. Those sranding in
a puddle of acid who have hard fOOl mvering are only subjcel 10 Ih31 d3mage
if Iheir foot coVC'ring fails a 5C:pal'2re saving throw :og~inst acid. The malCti~1

component of Ihe spell is a cup of itum;lch add.

Wall of Fire

(Evocation)

level: <I
Range: 60 yards Components: V, S. M

Duration: Special Casting Time: " segments

Area of Effect: Special Saving Throw: None

The Wall of Fire spell brings fonh an immobile, bluing curtain of magial
fire of shimmering color - viole! or reddish blue. Thc spell cn:atn either an
opaque shCCI of Rame up 10 ont 20-fool Jqu.are per level of the spdlcaJlCr. or
a ring with a I'2dius of up 10 10 fetl t 5 fetr per (W() levels of cxpenenec of Ihe
magic.\Ut"I. III either form, Ihe W.11l of Fin: is 20 fUI high. The Wall of FLre
must be: ("ail W Ihal il is verlical with respecl ro Ihe curer. One side of the w.all,
sdccled by the CUler, sends forth w.aves ofhe:u, inflicling 2d4 points ofdam­
;age upon creatures within 10 f«1 and Id4 poilll5 ofwmage upon Ihose wilh­
in 20 fect. In addition, thc wall inflictS 2d6 points of damage-. plus I point of
damage per level. of Ihe ipellcuter, upon any ClntUrt: passing t1uough it
Crt:arures especially subject 10 fire may rake additional dam;age, and unde:>d
alw.a)'S l.1ke twice norm31 dam;agc. NolC rh:1I anempling 10 careh a moving
C1t:1lture with a m:wly-cn:lller.! Wall of Fire is difficulr; a suc«S5fuluving throw
enables Ihe crc:r.tun: 10 avoid the w:lll, while ilS I'2le and dir«tion of movemenr
determine which side of rhe en:llrer.! w~lI it is ou. TIle Wall of Fire 11Ists.1s long
:u the magic-u.scr conceml'2les on maintaining ii, or one round pcr level of
experience of the nugie-user, in rhe cvenl he docs nOI wish to cuncentr.I.l':
upon it. The material component of lhe spell is phosphorus.
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Wall of Ice
(Evocation)
level: 4
Range: 10 yds.llevel Components: V. S, M
Duration: I turn/level Casting Time: 4 segments
Area of Effect: Special Saving Throw: None

This spell can be can in one of Ihree ways: as an anchored plane of icc, as a
hemisphere, or as a horitontal shttl to f<lll upon ere:uurcs with the effcci ofan
icc storm.

A) Itt p!.ane. When this spell II CUI, a shccl of mong. hard icc is c~tcd.
The wall is plimarily defensive, stopping pursuers .1nd the like. The wall
is I inch Ihkx pel level of expelience of Iht magic-L1Ser. h covers a 10·
fOOl.square aru per Icvd (a \Olh levcl nugk-u.w:r an ercale a WaJl of Ic.e
100 fttt long and 10 ftt( high, a wall 50 ftt( long and 20 fttt high, C1e.).
Any crea.lun: bn:zirjng lhwugh die tee sufTers 2 poims ofwnugoe pel inch
of thiekneu ofw" wall. Fin:-using ernlum suffer 3 poinu ofdamage per
inch, whIle cold.wing crnUltn suff"r only I poim of d<lmage- per inch
when brcUing Ihrough. ll\f; plane ea.n be oriented in any fashion as long
as il is anchored along one or morc sidcJ:.

B) Hemispherc. This culing of the spell ernt" a hemisphere whose mui­
mum ndiw is equal to} fcci plw I fOOl per ca..ster I~J. Thus. a 7th levd
caster can erc.ne a hemisphen: 10 fttl in radius. The hemispherc lasts
unul it is broken, dispelled, 01 melted. Note th:u il is possibk. bUI diffi­
cull, to tnp mobile opponents under the hemispherc.

C) 1« shea. This cutinI' of the spell o.u~ a hOliZOnlal sheel 10 f<lllllpon
opponcnu. Thc sheel co\"ers a IO-fOO(-square am per caslel lC'Vel TIle
meCt has the ume efT«t as an icc: s\(um's h<lil noncs - }dIO poinu of
rhnugc inflieled to erealum bene-ath it. A Wlall ofke cannol form in an
arc:a occupied by physical objecu or ClcaiUres: iu surface: must be smooth
and unbroken when crealed. Magical fira such a.s fireballs and fiery dng­
on brealh lIIdt a Wall of Ice in one round, though this crc:a.tCS a grC21

cloud of Steamy fog Ih:u lasu on" rum. Normal fiRS or lo:ss.er nugical
oncs do nOI hast~n the mehing of a wall of ice.

The material component of this spdl is a small piece of quattZ or similar
rock crysraJ.

Wizard Eye
(Alteration)
le....el: -1
Range: 0 Components: V, S. M
Duration: I rd.llcvcl Casting Time: 1 turn
Area of Effed: Special Sa.... ingThrow: None

When this spell is employed, the magic-user creates an ilwi~ible sensory
organ that send! him visual information. The Wiurd Eye tnvds al }O fct't per
round if viewing an arca ahead as a human would (i.e.• primarily looking at
th" Ooor). or 10 feer per rOllnd if examining Ihe ceiling and walls a.s well 3S the
floor ah"ad. The Wiurd Eye can s« with infravision up fO 10 feel. and with
normal vision up 10 GO f«t away in brightly Iii areu. The Wiurd Eye can trav·
eI in any dirl:Clion as long as thc spell lasts. Ii has substance and a form that
can be dCll:Cred (by a Detl:Ct Invisibility spell. for instJ.nCC'). Solid harritrs pre­
vem the "assag~ of a Wiurd Eye, although i, can pass thrOllgh a space no
small,,! thall a small mouse hole (I inch in dialllelCr).

Using Ihe e)'l' rtquircs the magic:-L1Set to concentrale. However. if his con·
cenlntion is broken. the spell docs not end - Ihe eye merely becollles inert
untillhe magic-wet again coneenlr.UC5, SlJbjecl to t~ dural ion of Ihe spell.
The powcn of the Wnard Eye' call1lOI be enhallcN by Olher spdls Of" ilems.
The casler is subjca 10 any guc aluck mel by Ih~ eye. A soccessful Dispd
Magic: calit on the magie-WC'! or the eye ends the spell. With rtSpecl 10 blind·
ncu, magical datltncu, and so on. the Wiurd Eye' ls considered an indepen­
dent sensory organ of the culCr. Tho: material compon,,", of lh~ spell is a bil
of hal fur.
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Zargosa's Lodge of Protection
(Alteration, Enchantment)
le....el: -4
Range: 20 yards Components: V. S, M
Duration: Id4+ I hrs. + I hrJlevel Casting Time: 4 rurns
Area of Effect: )0 sq. ftJlevel Saving Throw: None

This spcll enables rhe magic-WC'r to magially 0.11 imo being a sturdy COl­
lage or lodge. made of material thar is common in the area where Ille spell is
Cti{ - Slone. limber. or (al warsl) sod. The ODOr area of the lodging is }O
Jquare fen ""r le....e1 of the spellcaster, and the- .wmcc is level, clnn. and dry.
In all rcspccu Ihe lodging resembles a normal conage-. wilh a sturdy door. cwo
or more mUtlertd windoW5. and a small fireplace. W1lile the lodging is ~IR'
against winds of up to 70 mila per hour, il has no hea.ling or cooling lOUrlT
(other Ihan nalural insublion qualities). Therefore, it muu be healed as a nor·
mal dwdling. and eXlrcme hc;rl adversely alTl:Cu it and iu occupants. Thr
dWC'lIing doa, hOWCVl:'r. provide comiderable $eCurity othelwise. as it i) .u
strong 15 a norm.1I slone- building. rcgaldll:$S of ils mate,i<ll composition.

111" dWC't1ing !esislS flames and fife' as if;1 w"rc slon~. and is Impervious to
normaJ missiles (bUI nOl Ihe son C'UI by siege machinc-ry or giants). The door.
ihullers, and CVl:n chimney are KCure against inlrusion. th" forllltt twO being
magk-user locked and Ihe Ialter being KCUred by a 101' gme of iron and.a nar­
row Oue. In addilion, Ihese th~ areas are prolected by an Alarm spell. Lastly.
an Unseen Sel'V:l.nl is conjured 10 provide service 10 the spellculet. The IMIde
of th" shdter cotll:rins rude' furnishing~ as desired by the spelbsler - up to
eight bunks, a treslle tahl" and bendlcs. as llIany as four thairs Of eighl slools.
and a wriung desk. The malCrial componenu of Ihis spdl an: a loC!lllre chip of
~om:. crushed lime, a few grains of und, a sprinkling of waler. Ind 5C."VCral
splinteflf of wood. These mUSI be augmented by Ihe componenu of the Alarm
and Unseen Servant spells if tht5e bcnefiu arc to be induded (uring :and sih'<:r
witt and a small bell). Note: 11lCre is a I% chance pet l~\"d of Ihe C.ller thai
Ihe dUD/ion of this spell will be perlll<lnel\l. (i.e. urba's lodge of proll:CflOn
will be«lme a pcrmanenl SUUCIurc.) The Unseen Servant. howewl. will be dis­
mi.\SCII as normal.

Zargosa's Tentacled Fury
(Conjuration/Summoning)
Le....el: of
Range: )0 yards Components: V, S. M
Duration: I hr./level Casting Time: I round
Area of Effect: )0 sq. ft./level Sa.... lngThrow: None

This spell createl mllny rubbery, black tt'ntacles in the a'rea of efTect. These:
waving members seem 10 spring forth from the earth, floor, or whalev,"[ SlIf­

face is underfoot - including waler. Each lenlade is 10 f"el long. AC 1\, lind
requiles as many pninls of damage to destroy as Ihe le....e1 of the magie-us"r
who caSI the spell. There arc Idl\ such lent::u;:les, plus one pcr expcnence level
of the spelkllllCr. An)' creatllr" within range of the wrilhing temades is sub­
ject to :lftack as determined by Ihe GM. The target of a (("ntade attack nlllSI
roll a J:l.ving rhrow ....5. spell. If Ihis sutcccds. the subjl:Cl suffers Id4 poiuu
of damage from comact wnh the temade: the ICnucle is thcn destroYl-J.
railure tn save indicates Ihal Ihe damage inflitled is 2d4 points. ,he chon
Ill~mbcr is wnppcd ~round ils subjl:Cr, and dama~ will be }d4 pointl on
the KCotld and all suce«ding rounds. Since Ihe5l:' t"nl<ldes havt no inlelJi­
genee to guide Ihem, there is the possibility Ihal t~y c-nrwinl.' any objecl ­
a tree. poSt. pillar. even the magic-UKr himself - or contillu~ 10 squeC'l~ a
dead opponent. A grasping hold established by a lenlade remains unlil the
rcntade is d"troyed by SOllie: form of att<lck or until it disappears ac the end
of the spdl's duration. TIle COlupo"ent fOI Ihis spcll i~ a pil'Ce of tentacle
from a Ciant (kIOPUS or Giant Squid.
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Components: V. S. M
CastingTime: 5 segments
SavingThrow: None

Components: V. S, M
Casting Time: 5 segments
SavingThrow: None

Appendix C: Mallc.User Spells. Level ..

Zombie Slave
(Necromancy)
Level: 4
Range: 30 feet Components: V. S, M
Duration: I hour/level CastingTime:4 segments
Area of Effect: Id6 Zombies in a Saving Throw: None

:Dt.radius sphere
This spell can be used in conjunction with an Animate Dud &pdlto enable

the magic-u.'ier to automatically ellen coOlral over ...ny Zombia created 1& a
result of the spell. Punhermore,'" m...gic-wer an we this spell to tempolOlri­
Iy exert control over either fr«-willed Zombies or tho$( created by another
spellC1.lter. Zombies $0 ...ffecred will follow simple commands or call lemain
in an area to atUck all who enter. The material cumponem of Ihis spell are a
drop of blood and a pinch of bone powder or bone shard.

Advanced illusion
(Illusion/Phantasm)

Level: 5
Range: 60 yds. + 10 yds.llevel Components: Y, 5, M
Duration: I rd.llevel Casting Time: I round
Area of Effect: One 40-1t cube + Saving Throw: Special

one IO-ft. cubellevel
This spell is eucntially ... spectral forccs spell that opelOltes through a pro­

gram (simil ...r to a ProglOlmmed Illusion spell) determinc:tl by the caster. It is
thus unnecessary for the magic-wer to concemrate on the spell for longer lhan
the round ofcasting it. as the proglOlm has then st1rled and will continue with­
OUI supervision. The illusion has visual. audio. olfactory and thermal compo'
nems. If any viewer actively aHempts to disbelieve the spell, he gains a saving
throw vs. spell. If any viewer succ~fully disbelieves and communiates this
faa to other viewers, uch such viewer Vins ... &:lving throw ¥s. spell with a +4
bonlU. The m.uerial eomponCnts are a bit of f1eecc md several gr:ail1S of sand.

AlryWater
(Alteration)
Level: S
Range:O
Duration: I turn/level
Area of Effect: 10-ft. radius

sphere or IS-ft.
radius hemisphere

The Airy Waler &pell turns normal liquid, &uch as water orwater·based $Olu·
lions. into a less den$(, breathable &ubstance. ThlU, if the magic'lUer wanted
to enter an underwater place, he would step into the water, cast the spell. and
sink downward in a globe of bubbling waler. He and any companions in the
spell', area of effect can move fredy and breathe just as if lhe bubbling water
Wete air. The globe is centered on and mov~ with the casler. W.aler.brealhing
creatucet avoid a sphere (or hemi~phere) of Airy Water, ahhough inulligent
ones can enter it if they arc able to move by means olher than ,",imming. No
W:llCr-b~thers can breathe in an area affected by this ,pell. There is only one
word that needs to be spoken to actuate the magic; tho&, ir can be: cast under
water. The spell dOC& not filter or remove solid partiela of matter. The mater­
ial component of the spell i& a small handful of alkaline or bromine salu.

Animal Growth
(Alteration) Reversible
Level: 5
Range: 60 yards
Duration: I rdJlevel
Area of Effect: Up to 8 animals

in a 20-ft. cube
\l:Ihen this spdl ucast, the magic-user causes aU d~ignated animals, up to a

maximum of eight. within a 20.fool-squa.re area to grow to twice their normal
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size. The effec" of thi~ Growth are doubled Hit Dice; (with improvement in
allack rolls) and doubled daroage in combat. The spell lasts for one round for
each level ofaperience of the magic-user casting the 5pell. Only natural animals.
ineluding giant forms, an be affected by this spell. The tcVClR, Shrink Animal.
reduces animal size by half and likewise reduces Hit Dice. attack damage, eiC.
The: component of both versions of the spell is a pinch of powdered bone.

Animate Dead
(Necromancy)
Level; 5
Range: 10 yards Components: V, S. M
Duration: Permanent Casting Time: 5 rounds
Area of Effect: Special Saving Throw: None

This spell creates the lowcst of the undead mOnStel1 - Skeletons or Zombies
- lUually from the bones or bodies of dead humans. de:mi-humln~, or
humanoids. The spell auses existing remains to b«ome animated. Unlike Ihe
cleric version of thi~ spell. however. the caster does nOI aUlomarically control his
abominations. TIle Skeletons or Zombi~ remain in an area and atrack any crea­
tllre (or jU5t a sp«ific type: of creature) entering lhe place, etc. The undead
rt'lllain animated umilthcy are destroyed in combat or are turned; the magic
cannot be: di~pelled. The following types of dead creatures can be: mimaced:

A) Humans, demi·humans, and humanoids with 1 Hit Die. The magic.user
an animate one Skeleton for eaeh experience level he has auained, or one
Zombie for every two levels. The: experience level~. if any. of the slain are
ignored: the body of a newly dead 9th level fighter i$ animared IS a Zombie
with 2 Hit Dice, without special class or racial abilitics.

B) Creatures with more than I Hit Die. The number of onde.ad animated
is determined by the mon.~ter Hit Dice (the [Otal Hit Dice annot execed the
magic-user'& level). Skeleral form& hne the Hit Dice of the original creature.
while Zombie forms have one more Hit Die. Thus, a 12th level magic.u~er

could animate four Zombie Gnolls (4 x [2.1 Hit Dice). 12), or a single fire
Giam Skeleton. Such undead have none of the special ahilities they had in life.

C) Creatures with less than 1 Hit Die. The caster can animate twO Skeletons
per level or one Zombie per level. The creatures have lheir normal Hit Dice IS

skeletons and an additional Hit Die as Zombia. Clerics receive a .. I bonu~

whcn trying to turn the$(. This spell assumes that the bodies or bones arc avail­
able and are reasonably intact (lhose of Skeletons or Zombies destroyed in
combat won't be!). It requires a drop of blood and a pinch of bone powder or
It bone shard to complete lhe &pcll. The C1.lting of thi5 spell i5 nOt a good act.
and only evil magic-u~en lUe it frequently.

The caster has a base 10% .. I%/lcvel chance of excning control over die
newly created undead. This is funhcr modified by I% for every point of
Intelligence, Wi.sdom and Charisma that a magic-user has awve 9. Note Ihal
specialist necromancers gains a +75% modifier 10 comrol anempts. Should he
fail 10 exert control, the undead will $(ek only to destroy their maker until they
themselves are destroyed.

Avoidance
(Abjuration,Alteration)
Reversible
Level: 5
Range: 10 yards Components:Y, 5, M
Duration: Penmnem until dispelled Casting Time: 5 segl1)ents
Area of Effect: Up to 3·ft. cube Saving Throw: Special

By mcans of lhis spell, the caster sets up a natural repukion between the
affected object and all other living things ellce;pr himself. ThlU, any living crea­
lure attempting to touch the affecred object" i& repulsed (unable co come c105­
er than I foor), or repulses the affected objecr, depending on the relative mas&
of thc twO (a haJfling attempting to touch an iron chest with an Avoidanc{'
~pell upon it will be thrown back. while the chest will skiller away from a
giant-sized creature as the creature approaches). The malerial component for
the spell is a magnetiud needle. The &pcll annot be C1.lt upon living things:
any anempt to au Avoidance upon the apparel or possessions of a living crea­
ture entitles the subject creature to a ~aving lhrow VI. spell. The revelSC: of this
spell. AUlOIction, usa the same malerial component and sets up a natural
alUlIction betwccn Ihe alTecled object and aU living things. A creature is drawn
10 lhe objecl if the c~ture is smaller, or Ihe object slides toward the creature
if the crearure is brger. It rakes a successful bend bars/lift gates roll to remove
the enchanted object once; it has adhered to an object or creature.
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Chaos
(Enchantment/Charm)
Level: 5
Range: 5 yds.llevel Components: V, S, M
Duration: J rd.llevel Casting Time: 5 segments
Area of Effect: Up to 40·ft. cube Saving Throw: Special

TIlis SfK'lI is simil~r co lhe 'ilh level Confusion spell, OUI only lhe followillg
bcing.s recei\"\:' ~ Sowing throw: fighlers. magic·users speciali7.ed in enchanl'
mcnts, monsrers thar U&t' no magk and havc an Irllelligence of Ii or les.s. crea·
curcs of21 Inu:lligcncc or highcr. and creacurcs wich more Ievds or Hic Dice
ch~n the l'llSlcr'S level. The spell ("',jUSl"S Ji~orielltation alld severe perceptulil dis·
cortion. (f('aling indC'Cision and 111(' inability to lake dTt'Ctive ~clion. The spell
affecrs lcl4 (fearures. plr~~ one crearure per c.1srer level. Those allow"'[ saving
rhrows roll them vs. spell with ·2 penaltics, adjusred for Wisdom. Thosc who
successfully save arc unaffe<:led by the spell. Affl"Cled creatures ft:act as follows:

AppendlJt C: Maglc·User Spells - Level S

c1tOlentals have II Hie Dice. It is possible ro conjure successive c1ementals of
differenr rypes if rhe 5pdlc:L'lfer has memorized rwo or more of IheSt: spells.
TIle type of c1el11enlallO be conjured must be dcrided upon before ll1emori~,..

ing the spell. Each ryre of demenl,,1 Cln bc conjured only nne:<: per d:ry. The
conjur/'d e1emtnral lIIUSt be comroUtd by the magic'll~r - lhe spdlcascer
must conccnrrate on Ihe elemental doing his commands - /Ir it lurlll; 00 rhe
mal;ie-usl'r ~nd att~cks. The c1emelllal will nor break off a colllbal 10 do SQ,

hur ir will al<oid creanrres while seeking il.~ conjurer. If the m:lgic.user is
wounded or grappled, his concentration is broken. There is always a 5%
chance Ihat rhe elemenml Illrn5 on its conjurer regardless of concentl';uion.
This dll"Ck is made :II the end of rhe ~ecol1d and each ~ucceeding round. An
clelllCl1tal lh:tl breaks free of ilS comrol can lx, dispdkd by the C~lcr, bur Ihe
(hance of succe,<;s is nnly 50%. Til" elemental can bc oonrrolled up 10 3U yards
away per level ofche spellcasler. The c1ememal remains until irs form on rhis
plane is destroyed due ro damage or unrilrhe ~pell'~ duralion expires. Nore rli:l.t
Warer Elemclll:ds arc dCStroYI-.:i if lhey are ever mort' than 60 yards from a l~rg('

OOdy of water. The marc-rial componelll of rhc srell (besides Ihe quaOliry of
rhe e[emenr ar hand) is a small amOUlll of on/' of the following:

The spell lam one round for each Ievd of the caster. Those affeered are
du.·ckcd by rhc GM for al·tiollS each round for lhl' duration of tIu: spell, or
unliltlu.- "wander away for lhc duration of ,he spell" result OC(;urs. Wandering
crealures move:l.~ far from fhe caster a~ pos.~ihle u.~il1g rhtir mosr lypic.11 mode
of mOI'tlllem (.::haraerers walk, fish swim, b;\l& fly, erc.). Saving chrows and
aCiions arc checked ac Ihe beginning of(':Ieh round. Any confused ere::nure lhat
is artacked perceivcs l],e aUQcker as an cncmy and acrs according ro irs basic
nalUre. The malerial COnlponrnt for Ihis spell j.~ a small disc of hroou and a
small rod of iron.

Conjure Elemental
(Conjuration/Summoning)
Level: 5
Range: 60 yards Components: V, S. M
Duration: I turn/level Casting Time: I turn
Area of Effect: Special Saving Throw: None

There are acrually four spells in the Conjure EJemenuJ spdl. The magic­
uscr is ablc to conjurc all :tir, carth, fire, or W'",uer elemenr~l with this spell ­
assllming he has Il'e malerial (omponelll fnr the p:rrrkular elemenral. (A con·
.~iderable fire source must be in range 10 conjure a Fire EJcmennl: a large
amount of Water must be available [0 conjure:l. Warer Element:ll.) Conjured

Ct-rance of
Knowl..dge Veracity"

6~ (75")-

""""""""""""""''''""

Ct-r~nce of
Insanlty •

55S (9<n:.)"'"

""''''""""""OS"
""""''''

Cl't~nce of
Plane

Elell1ll!ntol PIone 10%
Inner Pbne 25'.l:
.....tnJ Pl.ne J<l'.l:

QUler Pbne.lm 19 )S"
Quler P1a"'.lnt 10 <10"
QUler Pllne.lm 11 -45%
Outer Pbne, Int 21 Slni
Qm"r ....rn:, In, 13 55'10
OuU!r Pbne. In, 11 60%
Outer Pl.l.ne. Int 25 65"

Air memenral- Ilurning inccn_'OC
Earth fJemenlal - $Oft day
Fire ElemeOlal - sulphur and pho.~phorus

\'V',ner ElemeOl:l1 - warer and sand

Special prOtccrinn from llnconnollcd demenrals is av:ailable by means of a
l'rotecdon From Evil spell.

• fO<" ......." point of Intellr,eoce 0¥eI' IS. the rfI1&ic....l.... redUCe! the dUM" of InWlIqr b)' 5"­
- If the beln. do4!l nO( know In In._r, and the chance of .....nclty II not made, the beln,

wirr emplutll;a1'l' v-e an incOlT'"<:t an........... 1f ,he eh:lnce of ""neity is made. the bein. will Inswr-r
"unknown." Percen~e. lfI p".......'he= 'n: lor q"',St1on> tha, pcmlln 10 the appn>pria'e er..­
hI""",1 pIone.

TIle GM Olay alluw:l. ~pl"Cific Oucer Plan" 10 be cOfll:l.cted. In this case, the
difTefCllce in alignl1lcllt bccwccn thc ellStl'r and the plaue coltlaCled ~hcrs the
maxililum Imdligcuce lhat ("'.Ul be coltlacted - C',jch difference ill moral or eth·

Contact Other Plane
(Divination)
Level: 5
Range: 0 Components: V
Duration: Special Casting Time: I turn
Area of Effect: Special Saving Throw: None

When this 5pcll is caSt. rhe magic.user sends his mind 10 :lnother plane of
exi~rellce in order ro rr:ceive advice and information from powers there. As
lhese powcrs resent such Contact, only brief a'lswers arc given. (The GM
answers all questions willi ~yes. ~ "no,~ "m:aybe.~ "never,~ ~irrclev:tnr,~ erc.) Any
queslions asked arc answered by the power during the spell's duradon. The
character can comacc an e1emcntal plane or SOllie plane farther removed. For
every rwo levels of expcrience of Ihe magic-w;er, ooe que<olioll may he askcll.
Concaer wirh minds far removed from lhe plane of lhe magic-uscr increases
lhe probahility of the spdlc:t5rer going insane or dying. hUI rhe chance of (he
poWl'r knowing rhe :tllswcr, as wclillS the probability of the bcillg leUing the
correct answer, are likewi~ increascrl by moving 10 diSlanr pbne.~. Once the
OUler Plane,<; arc reach"ti, rhe InrelligenclC of the power conla.::ted delermines
chI' cffects. The accompanying random rable is subject 10 GM changes. devel·
opment of exrrapbn:l.r Nrc beinwo, :ind so 011. If insanity occurs, it suilu:s lIS

won as lhe first question is ashod. This condition lasts for (lIlC week for each
r"lIloval of the plane conr:t.cted (St'l' Ihe GMG), to a maximum of 10 wales.
There is a I % chance per plane rhar rht magic.uscr dies before recovering,
unless a Remove Curse spell is cast upon him. A survivinl( m:lgic-u~er eJlI

recall the answer 10 chI' qUestiOll. On rare OCcasiOIl~, this divination may l>c
hlocked hy lhc acrion of cenain 1e&'OCr or grear"r powers.

Components: V, S
CastingTime: 5 segments
SavingThrow: None

dI0 Roll Actlon
W.OOer- aw.y (..nl.... ~red) roo- d......tIon of "",II
Stond confu.ed for one round (rIlf!n rorr ~,n)
AttoCk nNrest creatu", feN" one round (ihlol1 roll agJlri)
"'Ct n<>rrlUrry for one round (then roll ag~lfI)

,,..
7·'

"

Cloudkill
(Evocation)
Level: 5
Range: 10 yards
Duration: I rd.llevel
Area of Effect: 40 x 20 x 20 ft.

cloud
This sp"11 generat"~ a billowiog cloud of ghastly yellowish grcen vapors thaI

is so loxic as ro slay any CrC31ure with fewer Ihan 4...1 Hit Dice, c.1use crcarurcs
wirh 4.. 1 to 5.. 1 Hic Dice 10 roll saving Ihrows vs. poi.ron with -4 penaJtil"S or
be shin, and creaHrrl"S with UI' to 6 Hil Dice (inclusive) ro roll unl11odifi~"(1 s;lv­
illg chmws vs. poison or he slain. Holding one's breath has no efTecl on rhe
lerhality of the spell. Thosc above 6th levd (or 6 Hit Dice) mmr leave the
doud immediately or suffer ld 10 poincs of poi~on damage t.'ach round while
in rhe area of effect. TIle CloudkiJl mowS away from lhe spdlC<l51el" at 10 fl"Cl
!leI' round, rolling ~Iong rhe ~llrF.1ce of lhe ground. A moderale brceu CIllSC'i

ir 10 airel' course (roll for dire.::tion). bur it docs nor Ol(we back 10ward ilS east­
er. A strong wiod breaks ir up in four rouods, and a grearer wind force pre·
venu the usc of the spell. Very thick v('gctalioll will disper~ lhe cloud in tWO
rounds. As thc vapors are heavier rhan air, rhey sink ro the lowe.~l level of the
lan/I, even pouring liown den or sinkhole openin~; thus, rhc spell is ide:ll for
slaying ncsts of giant ants. for example. Ir cannol penetrace liquids. nor can it
he caSt under waler.
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attempting to bR:ak fl« when Ihe spellcaster announces that hi~ intent i~ to
cast a Di5fanCl! Dislortion spell. The spell pbces the Earth Elemental in the
area of effect, :and the c1emen{al then causes Ihe arl'2.'s dimensions 10 be either
doubled or halve.d for those:: lnveling over it (spellcasler's choiCC'). Thus, a 10­
foot x 100-foot corridor could stem 10 be either 5 fCf;t wide and 50 feer long
or 20 feel wide and 200 fCf;r [ong. When the spell duration has elap1ed, rhe
c1emenr2.1 R:fUrnS to its own plane. The. true nature of an ... rea affeeled by
Distance Distorrion i~ undetectable ro any creatur" traveling along it, but the
area dimly radiates magic, and a True Seeing spell can r"veal that an f....rth
Eleflleut2.1 i~ sprea.d within the a.rea. The mat"rial necdl'd for this spell is a
small lump of soft da.y.

Domination
(Enchantment/Charm)
Level: 5
Range: 10 yds./level Components: V, S
Duration: Special Casting Time: 5 segmenu
Area of Effect: I person Saving Throw: Negates

The Domination ~pdl enables Ihe caster ro conuol the aCliof15 of any per­
son unlillhe spell is endl'd by Ihe subject's ImelligenCC' (see the chann person
spell). Elves and half-elves resi~t this enchammem as thcy do all charnl-type
spells. When Ihe spell is C:tSI, the suhjecl must roll a saving thruw vs. spell at a
penalty of -2, bUI Wisdom adjustments apply. Failure mea.ns the magic-user
hu established a t"]"pathic link with the lubjecI'.! mind. If 2. eommon language
is shared, the magic-use.r can gen"rally force the subject ro perform 3S rhe
magic-user desires, within the limits of the subject's body SfrUClUre 2.nd
Suength. Note {hal rhe casler does not rcc"ive dirl'Cl sensory inpu{ from the
subject. Subjects resisl this control, and those forced 10 t:l.kl' actions against
their nalUres receive a new ~ving throw with a bonus of +I 10 +4, depending
on tht type of a.Clion required. Obviou~ly self-destructive orders arc nOI ca.r·
ried OUI. Once control is established, thert is no limir to the range at which it
can be e:r.ercised, as long as the caster and subject art on the same plane. A pro­
tcclion from evil spell can prevent the ClISler from e:r.trcising comrol or using
the rdepalhic link while the subject is so warded, but it cannot prevent lhe
csrablishmem of domin2.rion.

Dolor
(Enchantment/Charm)
Level: 5
Range: I Components: V, S
Duration: 2 rounds Casting Time: 5 segments
Area of Effect: One creature Saving Throw: Special

By means of thi~ spell, the magie-u:lCr attempts to force (omp[iance or nbe­
dienCC' from somc oppo~itcly aligned or hostile crtaWre from a plane foreign
to that of the spell ca~ter. Thc dwcomer ca.u~cs unca:IC in fhe creature in ques­
tion during it~ mere R:ading, and on rhe round thereaftel, the subject becomes
nervou~ and filted with doubu, while on the la~t round of .,ffecl the crealure
actually feds a dull, a11-entompassing dolor. The initial effects ~Ilse the sub­
jeC! crearure to make all saving throws venus commands lind nOIl-offcmive
!pells (induding charnu) 2.1 -Ion rhe dice rolled ro determine whelher or not
il resists, the. adjustment f;avoring compliance. The secondary effeclS cause the
adjustm"nt to go to -2. The tertiary effccr brings wirh iI an adjustmem of -3.
-!1lereafter, the creature. is no longer affec{ed and ir makct furrher saving
throws wirhout adju~rment.

Thc veroa[ companenl ofthe spell must deal with the c1a5~ ofcrl'3.turc in qUe$­

rion, conraining 2.S much informarion 3S possible about the subjl'Ct Cfl'3.turc:.

When uttering the spell, the magic-uscr can bc menIally a.s.uilcd by the
creature if the subject h:J.$ a higher Intelligence than th" spell caster. In such a
CltSC', the cre2.lUre has a 5% chance: per poim of superior Inte.lIigenc" of effec­
tively charming and domina.ting the magic-user. In the C2.SC of such conuol,
Ihe creature will then do with the spell ~~rer as its alignment_dictatcs. If the
spell casrer is distracted or inlerrupted during the casting of the spell, the sub­
jecr crt<lrure is 2.blc 10 automatically effect the charm and domination.

Components: V. 5, M
Casting Time: I round
Saving Throw: Negates

Components: V, $, M
Casting Time: 5 segmenu
Saving Throw: None

Appendix C: Magic-User Spells - LevelS
ic;ll alignmem lowers Ihe maximum ImdligenCl! that can be cont:actt<!. by I.
Fur ex:ample, \In 18th level lawful good casrer could contact Moum Ctlesda (a
l:awful good plane) on Ihe "Intelligence 20

M

line, or Elysium (a neutral good
plane) on the "Intelligence 19" line.

Demishadow Monsters
(Illusion/Phantasm)
Level: 5
Range: 30 yards Components: V, S
Duration: I rd.llevel Casting Time: 5 segmenu
Area of Effect: 20-ft. cube Saving Throw: Special

This spell is similar 10 Ihe 4th lew:l spell Shadow Monners, excepr rhar the
MonSlers cteatt<!. ate dfeclive]y 40% of normal hit poinu. If Ihe 1.;lVing throw
is made, Iheir damage porential is only 40% of normal and their Armor CI;w
is 8. Tht Monsttrs have none of the special ahilities of the real Crc:ltures,
although victims may be deluded into believing Ihis to be so.

Distance Distortion
(Alteration)
Level: 5
Range: 10 ydsJlevel Components: V. 5, M
Duration: 2 turnsllevel CastingTime: 5 segmenu
Area of Effect: 10-ft. cube/level Saving Throw: None

This spell can be casl only in an afC2. completely surrounded or enclosed by
earth, rock, sand or similar matedals. The m2.gic'U5Cr musr also casl a Conjure
E1l'ment2.1 spell 10 summon an urrh Elemental. The elemental serves without
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Dismissal
(Abjuration)
Level: 5
Range: 10 yards
Duration: Permanent
Area of Effect: I crea.ture

Containment
(Abjuration)
Level: 5
Range: 10 ftJlevel
Duration: 5 rounds/level
Area of Effect: 10ft. square

walll1evel
This spell iJ used to comain a bl3St or :uea of effcct from a spell. When

Cont.l.inmem is cast the casrer may create up to one 10 ft. by 10 ft. wall per level
of cxperiem:c. Each wall is complctdy tf1UlSparent, is only about an inch thick,
and can easily be passed through by any creature. Each wall prevents an area of
effect from a spell from pllSSing rhrough, but they do not prevenf spells from
being cast through them. For eXJ.mple, a magic-user surrounded by a
Containmenr spell lOft. in diametcr could cut a FiR:hall through the barrier at
a group of CnoUs 10 ft. away. No one within 5 fl. of the caster would be affect­
ed, however. Similarly, a magic-u:>o:r with thc Cnoll~ could ca~1 a Fireball m the
magic-user within the 10ft. diamerer barrier without any problem. When that
Fireb;all explodes the blasr radius would not extend past the b,aniers, prol<:C!ing
the Gnolls from any backlash. The ma{erial oomponem is a piece of gbw.

By mtallS of this spell, a magic-uS<':t on the Prime. Material Plane seeks to
foKe or enable a creature. from another plane ofe.xistenCl! {o return ro its prop­
er p[aoe. Magic resiscance, ifany, is checkt<!. if this spell is used !O force a being
hnme. If the rcsist.l.ncc fails, rhe casrer's level is compared to rhe crealure's levd
or Hit DiCC'. If Ihe magic.user'slevel is higher, the differenCC' i~ subtncted from
rhe creatUre's die roll for its saving Ihrow '15. spell. Iftht creature's level or Hit
Dice is higher, the difference i~ added to the $:lving throw roll, If the creature
desires to be returned to its home plane, no s:wing throw is necCSS:lry (it choos­
es to fail lhe roll). If the spell is successful, Ihe creamre is instantly whisked
aw,l.y, but {he spell ha5 a 20% chanei.' of :aetually sending rhe subject ro a plane
other th...n its own. The marerial companel\{ is 2.ny ilCm mal is dist3Steful to
{he subjcci CR:arure.



Drayton's Hidden Stash
(Alteration, Conjuration/Summoning)
Level: 5
Range: Special Components: V, S. M
Duration: 60 days Casting Time: I turn
Area of Effect: One chest. about Saving Throw: None

2x2xHt.

The magic-user can leave Jl Jny rime afler lhe ca.lring and lhe suhjccl(s)
eonlillLll.' on JS ifrhe caslCr were slill praelll. AI long JS lhey arc nOl anachd.
lhe erealLLrC"s ignore all else going on around lhem. spending rheir lime lalk­
ing and arguing 10 Ihe exclusioo of olher activirics. However. when lhe casler
le;lI'es, each sub;eCl eomplelcs only lhe stage of lhe spell rhar il is currently in.
Jild lhen Ihe spell is broken. If rhe e~srer main rains rhe spell for mon: rh~n

lhree rounds, each affecled crealllre can roll JnOlher saving lhrow vs. spell.
Those failing ro save wander offin confusion for 1d I0+2 round~. ~l~ying away
from lhe spellcJSrer. Those who m:rke lois saving fhrow conlinue 10 lalk aml
roll saving lhrows for each round rhal lhc caSlcr continues tilt: spell, up
rhrough rhe SiXlh round, 10 Jvoid lhe confU.lion etT,'(:I. If lhe spell is main­
rained for more Ihan six rounds. each subjeel mUSl roll a succcssful savin~

rhrow vs. spell ro avoid going inro a rage. allacking aU mher SUbj~'ClS of lhe
spell wirh intenr ro kill. This rage lam for Id4+ I mund~. -l1lU~l.' wlm ~ul.'c~'s~­

fully save againsl lhe rage efTect reali?,e lhal dl~1' hal'e Ix:en d~'Ceivcd and col­
lapse 10 rhe ground, lamenring lheir foolishnlSS. for Id4 rounds unk'SS
alfacke<l or olherwise dismrbed.

lllis spell cnabk'S a $pccl;tlly con$lruCied chC$t {inlO Ihe which Ihe spdl­
castl.'r can Slash away valuable ilcms) to hl.' hiJdcn <Ie~p within II." Elh~""al

Pbne, 10 besumnlOllt:<! using 11 ~mall model oflhe Chesl. Th~ brGecJu:sI musl
Ix- "xceptiollally well-cn,fl~d alld expellsi,·e. COlmrllclffl for Ih" CLller by l1la~­

ler cn,ffslllcn. If made principally of wm'll. it n"'.~l b" ~bony. fORWood, san­
dalw(H)(l, tc:lk (If lhe like, and all nf ils corner lI11ing.~, nail~, an/I harelw.11"<'
musr be plalinum. If COIlSlfll(Ted 'lf ivory, lhe m~lal 1I11ing.~ of Ihe eh""l musl
he gold. If Ihe Chell is fashioned from bron1.r. copper, "r sil\'~r. ilS IIlting~ mUSI
Ix: ,,1('(lru'" or .Iil\'~r. 'l'he eosl of~uch a cll""t is J\"v~r less Ihan 5.UUO gpo Once
il is conslrueled, Ih" magic-user musl have a riny replica (of Ihe same rnareri­
.lls :md perf"et in every dt'lail) mad~. so rhal Ih~ minialure of lhe ehesr appears
In he a r~rfecl copy. Onl' mar,ic-u~..r can hal''' bUl one pair of Ihc.se ehcsls JI
;"'y &iv~n I,m~ - "v~n Wi.~h .~pdls do nm allow nc"plions! The eht'~ts Ihem­
~ell''''' ar" non-macical. and can ht' 1I11t:<! wilh locks, wards, and 50 on. JUSl as
any normal C"llcsl. While 10uehinG the ChCSl and holding lhe liny replica. fhe
casl~r ehanlS lht' spell. This causes lhe brge ehcsI 10 vanish inlo rhe Erhereal
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Drayton's Engaging Conversation
(Enchantment. Evocation)
Level: 5
Range: 10 yards Components: V
Duration: Special Casting Time: S segmentS
Area of Effect: I or more creatures Saving Throw: Special

in a IO-n. radius

This devious spell dimaCTs lhe suhject efC;11ures hy drawing lhem imo all
absorbing discussion on lOries of inreresl lo lhem. A chain of responsC.'i occurs
during lhe nCXl 11 rounds. wilh addilional saving rhrowli as descrilx.-d bier.
Thcse raponses arc eonvers.1lion (rounds 1-3), possible confusion (rounds 4­
6), and lhen eilher mgc or lamemafion (rounds 7-1 I). All saving lhrows are
afTcclC"d by rhe crcamrcs' Inrclligences, :IS nored Ialer. The sllhj~"Cr trcarurcs
musl Dc- able 10 undersland lhe language in which rhe spellcasler speak.~. Upon
casling Ihe spell. Ihe magic-user begins discussion ofsome ropic germane lo Ihe
creamre or crcarurcs 10 be affccled. Those making a sutccssful saving Ihrow vs.
spell are unafTccred. AfTccl~-d cre:uures immedbldy begin lU oonverse wilh the
spcllcasler, agreeing or dilagreeing. all mOSl polhdy. As long as lhe spdk-.lSler
chooses. he can mainrain lhe spell by conversing with lhe subjecl(s). If the ("'.!.'ol­
er is arratke<l or mherwisc dislracled, fhe suhj~,(:l crealure.1 do nm nmice.

Components:v'S
Casting Time: I turn
Saving Throw: None

Extension II
(Alteration)
Level: 5
Range: 0 Components: V
Duration: Special Casting Time: -4 segmentS
Area of Effect: Special Saving Throw: None

This spell is lhe same 35 lhe 4rh level EXtenSion I spell. excepl il eXlends Ihe
duration of 151 lhrough 41h ICl'C"I spells b), 50%.

Dream
(Invocation. Illusion/Phantasm)
Reversible
Level: 5
Range: Touch
Duration: Special
Area of Effect: I creature

The Drl:am spell enables lhl.' C:ISler, or a nll:s.<;cnger lO"ch~d l1y Ihe Cl51er, 10
sl'lld n"'S$agcs to olh"l'> in Ihc forl11 of drcams. Al the heginning of Ihe sp~ll,

lhe CJSler must nallle the re~'ipielll or idl'mify hiltl by soml.' lide lhal 1<,"~vC$ n"
doubl as 1lI his idemilY. A~' lhe casler (omplctes th.. spell. Ihl' 1>l.'l'SOn ~:ndil1g

lhe spell f:alls illlO a deep lr'Jncdike ~leep, and il1~tanlanlVllSly projl'Cls hi~

mind 10 fhe rccipienl. The sender lh"n enu:rs lhe re,·ipiel1t's dream and deliv­
ers the message unlc,"S lhe recipient is lIIal;i~"1IJly proll'Cled. If Ihe wdl'i"nl .)
aw:tke, the mcss.1ge sender can choose lU remain in lhe millcdikl.' sleep. If lit..
sender is di~lurbed during lhis time. the spell is immedialely tancdled and the
)ender com"" OUl of lhe lranee. The whereJbollls and eurrem acrivilics of Ihe
recipient callnm Ix: learned lhrouGh Ihis spell. The sender is un::rw~re of his
Own surrnLJntlin&~ or Ih~ .l(livili..,:; around him while he isln his lrJnCe. He IS
lorally rlefcnsclQ,S. hOlh phy.~iCllly .md melllally (Le.• he alw:l)'s f.lil~ any sav­
ing lhrow) ",hile in Ilw Imllce. ()nc~ lh" r('(illielll's dreams are enlered, Ihe
stnlkr call dclivl'r ~ ml'$3ge of an)' lenglh. which lh~ recipient remembers per­
feedy upon wakin};. 111l.' comll111nk.lIion is onc-w;l),; lhe ra:ipienl Clnnm :lsk
(lue!ilion~ or offcr information, uor call lhc )l·nd..r gain any information hy
obSl.'rvillg Ihe dreams of the rt.'Cipiem. Ollll' tl1l' mcssag.. is dcHvCl('(l, Ihe
sender's mind relurn~ insl:llldy 10 his OoJy. 11ll' dUr'~lion or d1(' spdl is II",
rime require<l for lhe sender lU enter till' reeipiel1l'~ drcJf11 and ddi,'cr Iltl' m~­
5.1ge. The reversc of fhis spelL Nighlmare. enahb' lll.. C3.'>ler lO scnd a hideous
and unseuling \'ision 10 rhe rccipiem. who is allowed a saving Ihrow VS. spell
10 avoid rhe efTcc!. The Nightmare prevems I'CSlful sleep and Cl.uses IdlO
points of damJge. The Nighrmare le:l.\'cs lhe redpienr f.1Iigu..d and unabk' 10
regain sptlJs for Ihe neXl da),. A Dispel Evil spell casl upnn rhe r~'(:ipient Sluns
lh" c.uI~r of Ihe NiGhlmare for one lurn pcr Il.'vd of lhe cleric counlCring lhis
('viI sending.
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I)lane. The ehesl can c(lnl'ain I (ubic foUl of malerial p'er Il'vd of Ihe mug,,­
user no mafler whaf ilS apparenl size. Living maller makes il 75% likdy Ihal
Ihe spell fJil~, so Ihe chesl is rypiC':llIy used for sccuring valuable spell btlOb,
lIldgiClI ilems. gcms, efe. As long as Ihe spellcasler hJS rhe small duplicatc of
Ih" magical eh!'.>l, h.. can rualJ lh.. brge one from Ihe Erhercall'bne whenev­
er lh~ chell is desired. If Ih.. mini;lIure of the ehesl is 1051 or dcsrroye<l. Ihere
is nn way. Ilnl even with a wish spell. Ihal lhe large chcsi can rCfUrn, although
all expedilion mighl I"" mOUlllNI U) lind it. While Ihe chesl is U) lhe ElhercJI
Plane, Ih..r.. ;s J Cllllluhlive 1% chance per w~k lhat sollie being IInds iI. This
,hance i~ Iest.'l to 1% whcncver lhc chesl is rl'CllJed :lnd Ih~ slkll ree:lst 10
retum it 10 the Etlll'rr:al Plaue. If lhl.' eI"'51 is found, Ihe GM m"~l work nul
lhe em'oumer ami d~'CiJe how till' beill]; rca((s 10 thl.' chcsI ((or ~x,"npk il
mighl ignore Ihc d"'SI. fully or partially l'mpty iI, 01 CVl'n C".llC"h:lIlgC" (lr mid 10

lhe ircms Pre'iCfll!). Whenever lhe s~'Crel d"'S1 is orouglll oa~k 10 lloc P,im..
Marcrial Plane, In erhercal windnw is npcned fm a variable amoulll of lime
(usually aboul one lurn); Ihe window slowly diminishC.'i in size. When lhi.l
hole 0lknsl"'lw~n Ihe plancs. check for an elhereal encoUfller ro sec if :I. mOIl­

Sler is drawn Ihrough. If Ihe large ChCSl is nOI rcrrievcd before fhe spell dUr'J­
lion LlPSC~, lhere is a eumuLuive ch:tnce of5% per day lhal lhe chcn is losl.

S.ilvlng Throw Modifier
Spell II.iI5 00 effOCl.,

o.,.,

Intelflgence
2 Of' les.

'·7
8·10
11·1<4

".



Appendix C: Magic.User Spells. LevelS

Fabricate
(Enchantment, Alteration)

level: 5
Range: 5 yds.llevel Components: V, 5, M
Duration: Permanent Casting Time: Special

Area of Effect: I cu. yd.llevel savin&Throw: None

By mans of rhis spell, the magie.uscr is able 10 conven mau~rilll of onl." Win

inlO a produel rhar is of the ,umc marerial. Thus. the 5pc11casrer an I~briate

a ....ooden bridge from a dump of lieu. a rope from a parch ofhe.mp, c101hes
from Au or ....onl. and so fOrlh. MaSicl or livins rhiog!' cnnOi bto ere:;utd or
allertd by a r-abric:m' spell. The qualily of ;tffllS made by thi~ ~pell i~ com­
rllC'OSUfarC' wirh rhC' qualilY of marC'rial used ;as lhe basis for rhe new
Fabric:;uion. If t..Ill: casu~r "'\IIks with 1 miucral, the an:a of erre<:t is rroucro by
a faaor of 27 (I ruhic foor per la-d inmxl of I cubic ~). Articles R'<Juir­
lng a htgh dcgra: of enfUmanuup (tc:vo'dry. swords. glass. cl}'n:t.l. C"fc.) anOCll
bC' F.tbriattd unlw rhC' magic·uscr orherwue has grt:at skill in Ihe appropri.
alC' craJl. <:Wing requires one full round per cubk yard (or fOOl) or marenal
to bto 1fT~rd by rhC' ~pell.

False Vision
(Divination)

Level: 5
Range: 0

Duration: I d4 rds. + I rd.llevel

Area of Effect: 30-ft. radius

Components: V, S. M
Casting Time: 5 segments

SavingThrow: None
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Fireball, Sidewinder Factor 5
(Evocation)

Level: 5
Range: I mile maximum. Components: V, S. M
Duration: I rd./level Casting Time: 5 segments

Area of Effect: IO·ft. radius Saving Throw: 1/2
The Sidewinder Fireball is simil:tr ro Ihl" Skipping Ikny Fireb.ll1 C'Kepl rhat

i, 1I.~ d(' for danugt' insread of d4 :tnd the T:lJlge of th/.'.' FirthaJl is only 100
fM: per levtl of rhe asrcr. Thlls each range tnUl"mem is 100 feel. The spell
r:lngc II limher rcdllCOO by 10 feel pet" degree if die :tir tempentun.- isle» t..IU.1I
32' nllI(·nheit. IVtl"llti<tltafKCts also nl'ni 1I00t bc ill the 45 degree firing arc
from rhe from of rhe CL\rer. Addilion:tlly, Ihe terrain need nor bC' It'\'el:u d~
Sidl.'.'Winder Fireb.tll an maneuver around obmUClionland eveo hit"oln OO}CCI
hidden behind a wall. for ~mple. The SOm:llic pures nCCt;:U:lry for casting
this speD include a liKie winding motiun ItWk ....ith the castC't'S arms.

Fireball,Torrential
(EvocaUOfl)

level: 5
Range: 10 yds. + 10 ydsJlevel Components: V, S. M
Duration: Instantaneous Casting Time: 5 segments

Area of Effect: 4O-ft. radius Saving Throw: 112

The Torremi." Fireball issiOlilar in most respC'CU to I normal Fin.-ball cxctpt
Ihat rhe Ibm~ dealt is 1d6 per asia kvc:1 and the: arc:t ofdTect is a 40 foot
ndiw sphere.

The malerilll coml>OOCnt of Ihis spell is 1 han<iful of dty, Cl'}'Sfal, g1us, or
minen! '11hCfcs' which disappears ...hel1 thC' spell is t:aSl.

When Ihis spdl is casl. thC' magic-t~r is :thle 10 conf()und 1ny :tllempr to
sery (by mt."il1lS of eitllC'T a spell or a m:tgical dC'vice) any point wirhin rhe :trC:t
ofefTccl uf die spell. Tu~ die sl'dl, he tnust l.w: aWAre of tht- scrying allemjX,
ahhough Ir.nowl«igc of the serrer or the seryer's loc:nion is nur necc:sg,ry.
Upon casllng rhe spell, the caster ~nd :til he dc,ira wilhin Ihe r.Klius of Ihe
spell become underectable to II\e !CryIng. FUTlhermoK. Ihe casler is able 10

send wh:llC'W.'r m6l2ge he desires. including vision and sound. according to
tht mtdiunl of the !Crying nltrho<i. To do rhis. the caster must concentr:ate on
rhe me\SJ.St he i.~ .\endin\;. Onct concenlr:llinn is broken, no funher images
can be sellr, ahhough ,he caster remains lIndetCCI~blC' for the dumrion of lhe
sI'dl. The tn:tteri:tl componl,"1Il for this spell is rhe ground dust of an emet1lld
worth at le:tl;t 500 g.p., which is sI'rinkbJ illlo rhe ~ir when the spell is C.tSI.

Feeblemind
(Enchantment/Charm)

Level: 5
Range: 10 yds.llevel Components: V, S, M
Duration: Permanent Casting Time: 5 segments

Area of Effect: I creature Saving Throw: Negates

This spell is used solely agairul people or creatures who usc masic spells.
The Fecblemind allses the luhjcet's inlcllcc;1 ro dcgenefale ro rhar ofa moron­
k child. TIt/.'.' subjur rematns in Ihts 51are unlll a Hal or Wish spell is IlI00m
anc.el the tfTC"Crs. Magic-Ilsing bcings are ycry vlllnerable 10 rhis spell; rhlls,
their saving thrOWS:tn: madC' wilh lhe following adjUitlllenrs.:

Components: V. S. M
Casting Time: 5 segments

Saving Throw: Negates

Hold Monster
(Enchantment/Charm)

Level: 5
Range: 5 ydsJlevel

Duration: I rdJ1evel

Area of Effect: 1-4 creatures In

a 40·ft. cube

This spell imOlohtli7.c5 from one ro four crcarura of any IYpe wnhm spell
ranse 1nd in sight of Ihe spe1Jaster. He an opr tu Hold one, t....o, 1111«', or
fuur ,r<"1rUf~. If thll-': or four ;l.le a1l1cketl, C'"~ch $;/ving throw is normal: ;r fWU

are attacked, ro.tch 'i1yinlj rhrow sufTers a -I l)Cnahy; if only one is auack<,"(1. the
saving rhrow sufTen a·) IlCnalry. The marerial componenr for rhillpell is llIle
hard metal bar or rod for each monsrer lU be Held. The bar or lod all be as
small ;IS a rlm-.:-petltly nail.

Hyptor's Faithful Bitch-Hound
(Conjuration/Summoning)

level: 5
Range: 10 yards Components: V. 5, M
Duration: Special Casting Time: 5 segmentS

Area of Effect: Special Saving Throw: None

By Ineans of thi~ ~llClI, the magic-uscr sun1O.on5 up:t photlltOm w:llehdog
(always an alph:t-feIltJlclrlm nnly he an str'. He may rhtn command Il to
perform :as gU1rdian of a passage. room, door or similar Ipace or ponal. 111e
ph:l.Otom Birch·Hound will pl'Olecl Ihe space il has beat chugcd wirlt gU:trd
ing lIS dtoul/,h the life of hel I'1clr.Jcubs depended on il. She will immedi.udy
commenet: rn b:trking lnudly :tnd frorociously if any Cn:1tUk b.rgtr than a ar
approxhl.'.'l rhe pl.:ace: i, guards.

As rhe Hound is :tl>le to IklCCI inyisiblC' CrtatufU :tnd ward agaiMt rhe
approxh of ethereal c~:uures. she is an exccllem guardian. She does 001 R':tCI

ro illusions lhal are nOl at 1C'1S1 quasl-re:t.l. If the intruding creatun.- apost'$ its
back to the walChdog, rile dog ddivers :t vkious :tflack as if it ....~fe:t to-llit
Diu ffi(1051er. &triking for .}d6 poillti of damage-. It lS able 10 hil opponenu of
all rypcs. even lhose nonnally subjCCI only 10 m:tgict.l wa.pons of +3 or yr1ICT.

Crr..nurcs WiJIOUI backs (f...r a:.tJuI'le, Odul' Jdlin) arC" lIor allxktd l'ht
liound ann(K he :tll-acked, hut it cao IJc, dispelled. "ne ipl'lIlasts for 1 m... i·
mum of onC" hour pillS h;,lf an hour per ClIrC'r btl. bul 01KC rl lS lCItV2trod by
an Intruder. tl l:uu only one round per asler lad. Then.- is:t 5% dt.:tflCC thn
die bitd. Itound will be Qver «-alous ill hCf dmks and .... ill allack rhe o.agic­
IIscr woo cast II\e spell if he leal''''''' her sight :tod urC'r returns :tnd 1uempu to

5lIYln& Throw Adjusunellt-,
~.,

5pclllht ofT1'ltt
CIon<
Map:-Usw (hooINn)
Combto\IUCItl Ql'~
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approach Ihc area hc commanded her 10 guud. If lhe spdle:Uler is ever more
Ihan 30 yards di~lam from Ihe lIru thllt Ihe wlllclu.log guiotrJs. the SIJ'CJI ends.

Thl! nl3ll!rial eomponenl$ of Thit spell are a liny silver whiSIle. a pie« of
bone, and a Ihrad.

Lyggl's Cone of Cold
(Evocation)
Level: 5
Range: 0 Components: V, S. M
Duration: Instantaneous Casting Time: 5 segments
Area of Effect: Special Saving Throw: Half

Wht:n Ihis.spell is CUI, II ausa a cone-shaped are;l of cxm:me cold. origi­
n:lling .11 lilt m.tgk-ustr·s hand and cxtending oUfW,lm in a cone 5 feet long
and I fOOl in diam"tr pc-r kvtl of Ihl! asta". IT dr-11M heal and causes Id4.. 1
poinu ofdanugt per I~'d ofexperience ofthe magic-user. For c:umple. a 10th
la-d mayc:·ustr ",,'OUJd caJt a cone: ofcold 10 feet In dlaJll"a:llld SO fC'C'Ilong.
auslng IOd4.10 polnrsofdamagc:.lu male:nal component isa crysW or glass
cone ofvc.ry small me.

AppendIx C: Maglc,U5er Spell5 • levelS

nil even us.: hb memuria-J SI)('lIs. nlC hosr hady remins ils own hil points
and phys;icalllbililies and prolx·nil'S. The GM dC'("jdes if lIny lIdditional mod­
ificarions arc necessary; for enmplc. perhap~dumsint'Ss or ineffi,iellq oc,urs
iflhc.atl('.t muSt Decome. used 10 the ncw form. The aJignm"llI of [he hu~t or
r~"plJ.cl" is tllat nf Ihe occupying life force. The casler an shift freely fr0l11
lhe ho~r ro Ihll' recepracle: if willlin Ihe IO-fool-per.lcvd nnge. Each altCmPI
10 shifl rrquirr:s one: round. '1111l' spell c.nW when Ihe m3gic.ustr shlfu fmm [he
jar 1O his awn body. A suc(O.~fllll)isrd Magic spll'lI asl on Ihl! hMI an drive
lhe UStti of the hhgic JlI.l spdl b.tck inlO the 1c«f'lade and prrvelll him from
making lIny allllOO for I d4 rounds plus I round per level of lhe ClI$Ier of rh"
dispel. The base SUCCCil chana: is 50%. plus or minus 5% per Icvd difft1"l.'OCC
bttwtt-n lhl! caslers. A su=ful Dispel Magic: cast againsl lhe rccepl:lCle
fOfCt"J lhe occupam b;tck illlo his own body. If Ihe magic-ustr who asl the
magic jar is forced hxk imo his own body. the spdl c.nds. If Ihe hosr body U

slaio, the casler r<:t:ufIIS 10 Ihe: rcccplxl", if within nilS", and tnll' life forct of
tile IlUSt Jeparu (i.e'., ir i~ d~). If !he ho.sl body is slain br)'Ond rhe range of
the spell. bolh rhe Iwst and the (':ISter dit. Auy lift fon:e:: wilh nownat 10 go
is lre;lted 15 slain unlOli R:'CIlIed by a Raise Dc-oid, Resurrttlion or similar spdl.
If rhe body ofthe ast!.'r IS slllln, his life force surviva ifit is in "ither Ihe rc.ttp
lade or the hose. If th, rtCC'pndc is destroyed while me ClSI"r's life fcm;e I,ICCU­
pitS iI, lhe casrtt is Irr~'OClIbly slam.

A nq~;ui~ sc:orc indic::uc:s Ihlll mc: m:tgic-WiC."t IIl1S a lower talallhll.l1 me lat­
ge'!; lhus, the hosl has al':lving tlllllw LouIllU. F1.ilure ro l:tire o"cr Ihe: hosIlea''t$
!he magic-USC'r'~ life fon:c ill Ihe MlI.gic Jar. If suecf$Sful, 11K- casias life force
!Kcuptes the hosl bodyalld mt hOSl's life fon:e is confined in Ihe Magic Jar
1CCep11I.de. The ClSla cao all upon rudimentary or ioslineti,'t .Imowkdsc of
the ~ubjccl Clei\lure, bul not upoo irs rc;ll or acquired krlQ\l;lcdgc (i.e., Ih"
magic-user does I'lOl :tulomalica.lly know the language or spells ofthe crealllrt).
1bc asttt maills his own mat'k rolls. d;w koowledgc and rnining, :tnd :tny
adjWi(mrnls due 10 his Inldligena or Wisdom. If Ih" h<Kl body is hUl1l:ln Or
humanoid. and lhe- ntcll'$$:lry '{ldl compnnll'nlJ lin lIv.&ib.bk. [tit nugk-UStr

223

Magic Jar
(Necromancy)
Level: 5
Range: 10 yds.nevel Components: V, S, M
Duration: Special Casting Time: I round
Area of Effect: I creature Saving Throw: Special
~ M~ic Jar spc-Il enables the GUier 10 shlfl hiS lIfe force inlo a special

tKrJllxk (li etm or urge crysul). From Ihere lhe casler an force an exchange
of lifc fofCC$ btrwttn Ihl! «<eplml! and anolher Cre;llUre, rhus enabling Ihe
mJ.gie-t1~r 10 13kt O\'tr lind comrollhe body ofanOlher cralure, while Ihe life
fofCll' of lhll' hosl is ,ontlned in Ihe rc«plade. The special life force reccpDde
mUSl bIl' wilhin spell nnge of Ihe: magic-user's body al the lime: of spdlcasting.
Tht magic-ustr's life force shifts 11110 Ihe rco:pladt in [he round in which Ihe
ClSllng is conlpleled. :tHowlng no Olher aCtions. While ill rhe magic jar. Ihe
C1.utr C:ln senst and aU,'iek lilly life force wilhin a 100fo(1I-per-levcl r:tdius (on
the:: $.lInt plane); h~cr, the cX:ta erealUn: typeS and rc1arive physiol pusi­
lions cannol be delermlncd. In a group of life forces. lhe ClSler em sense: a dif­
ference of fOllr or more leveWHit Dice and ,an delerminc whcther a life furee
is positive or negallve energy. For l:Jt:tmpk if lWO IOlh lcvel fighlen art: anaek­
ing a Hilt Gi~nl and four Ogres. Ihe asler could delCrmine th:1.l there art: thrt:e
Slrongcr and four we~kcr life for,cs wilhin t:Inge, all wilh pmitivc life energy.
The emu could Try 10 r~ke over cilher a 'lmnger or a weaker cn::I[Urc:. UUI he
has no ,olllrol over exactly which etc:tlUre is :tll:tcked. All :tllempl 10 take over
a hosl body requires:t full round. If is blocked by a I'rotection From Evil ~f>Cll

or simib.r ward. Ir is successful only if Ihe 'ULjl't:t fJ.it~ a )~ving thtow vs. ~f>Cll

wilh a special modifier (sec fotlnwiniJ. 111e ~aving lhrow is mooifil-a by sub·
rl';\aing Ihe combined Inu:Higcnee :tnd Wisdom scorl'S uf the latgC:I from Ihose
of Ihe m:tgic.uscr (In1dllgcn« :tnd Hil Diet in non-human or non-hul1lll.noid
crealUres). This modifier is lidded 10 (or liUbmlCIl-a from) the die roll.

I\llcmpring 10 usc any of Ihe,e lIS mll.lI:rial componenu in 1I .pdl will ClIU:>l.'
Ihe spell 10 f.ait. The spellculer must have al l,ast a liny piece of mailer of the
um" Iypc 3S Ihc ilCm he pl~ns 10 cre~le - a hil of lWisled hemp 10 creale rope.
3 chip ofSlllnc. ro Crl!31e 3 houldcr, and 50 on.

Major Creation
(Illusion/Phantasm)
Level: 5
Range: 10 yards Components: V. S. M
Duration: Special Casting Time: I tum
Area of Effect: Special Saving Throw: None

Like the Minor Creal ion spell, rhe major crealion spdl "l13blC$ the magi,­
user tU pull wisps of m:;lll'rial from Ihe Dt:miplant ofShadow 10 creal,,:an ite:m
of nonliving, VW1able n:lIure - sofl gooili, rope. wtX>d. ",. 11)C magi,-ustr
an also Cre;lll! mlner:tl objccu - Slone, crystal. ml:1.:r.l. <.'Ie. 1111: item t"fcalcJ
cannol excttd I cubic foot per level of [he spdka.uer in volume. TIle dur~li.un

of the crcared llcm varies wirh lIS rebli~ hardness and Driry:
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Monster Summoning III
(Conjuration!Summoning)
Level: 5
Range: Special Components: V, S. M
Duration: .. rds. + I rdJIl!ivel Casting Time: 5 segments
Area of Effect: SO-yd. radius Saving Throw: None

TIlis sl)('11 is mlKh like 11." 3m b'tl spell MonSlcr Summooing I, txctpl th3t
tlli~ spdl SUIIUIIOII$ Id4 3rd Itvd monSttfS. Thc:st appar within rhe spell's uta
of efTCC'I and lIurllhe asta'S opponents. until citht:r lie colllmands IhrnllO
cease. the spell dur:l.lIoo aplf"Cl". or Ihe monstc:J'S" an: slain. ThCSC' CR':lIUrCli do
nOI check monic and Yanlsh when s1:lm. If IKI oppon"m cxists 10 fight. and
tbe m~U5Cran communiale with them. lhe summoned monsters CUI per­
form orber strvices for lhe maglvuser. The ffi:l.lenal components of Ihlli IpdI
are.l riny bag and a small andll!.
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Appendix C: Malic-User Spells - LevelS

Seeming
(1IIuslorllPhanwm)
Level: 5
Range: IO-ft. radius Components: V, S
Duration: 12 hours Castine Time: 5 segments
ANa of Effect: I person12 levels Saving Throw: None

This IpdI enables the casler 10 alter the appearance ofone person for t'Yery
IWO kvds of aperitna: he hu anaintd. 1De change indudc:s clothing and
equipment. The: aster Qn rnah: the m:ip~u appear II any gmenlly man·
Ih2ptd bipedal CfQlU«. cad! up w 1 foot wner or WIer than his normal
ht:igtu. ~d thin or nt Of in between. All those a1Tcaed mUI( roemhle the 5II1lt

eeneral type of ctelnlfC: human. Orc, ogre, etc. Each n::mains a n::cogni:uoble
individlU.!. Tht tlfccr fail.l for an individlU.! if the iJIwion diosen by the cuter

c:annoe: be ICl:Omplidled within the .spdI parameten (for eumple, a halfling
could noe: be mark 10 look like a l;tn~ur. bur he mighr be made to look like a
.mort, young ogre). Unwilling persons rccc:ive living throws VI. Ipcll to avoid
Ihe dfccl. Affccled pcrsonl resume their normal appuranCCl if llain. The Ipcll
i$ not p~iIe enough to duplicl.le the appearan"" of a lpecific individual.

Sending
(Evocation)
Level: 5
Range: Unlimited Components: V, 5, M
Duration: Special Casting Time: I turn
Area of Etrect: I creature Savlne Throw: None

By means of this ipClI, the caster can COnlXt a lingle ctellU« with whom
he is nmilut and whole name and appc:annoe UI: known. If the creuun:: in
qlleltion iI nol on the lime plane of aillenoc as the Ipdk::uter, then:: is a bue
5960 chance rlUt the sending does nor .trrivt. LoaJ conditions on other plana
may wolKn this~ considenbly. ar the oplion of Ihe GM. The Sending.
if lU«C$$fuI. ClIn be undtnlood t'Yen by a ctC.ttun:: with an IntdligeDCC II low
II I (animal inleUigeou;). The m.tg~·wtr an send a short mesuge of 25
WOM or Ies5 10 the recipient; the rccipicnl can answer in like manner imme­
diarely. Even if Ihe Sending is rtaived, the subjea ctC.t1Un:: is nor obligated 10

act upon it in anf manner. The malerial component for thu spell consuts of
two tiny cylindeB, cadi with one open end, connected by a shari pita of fine
copper wire.

Shadow Door
(1IIuslonJPhantasm)
Level: 5
Range: 10 yards Comp.nents: S
Duration: I rdJlevel Castine Time: 2 segments
Area of Effect: Special Savini Throw: None

By meaN of Ihillpell, Ihe magic.user crealC!i Ihe ilIwion of.l door. The iIIu·
lion abo permits the magic-u.sc:r 10 appear to i1ep through this ·door" and dis·
appear. In rnIiry, he h:u darr~ :uide and an flee. lowly invisible, for me lpell
duration. CreatUtel viewing this arc deluded infO eng or enlering.ln empry
Il).fool x IO·foot room if lhey open Ihe "door." ATrue Seeing lpell. a Gem of
Seeing or limil.tr magical means an dilGoYer rhe magic--user, Ctttain high Hil
Dice monslerY miglu also norioe lhe rnagic.-Uler (_ Ihe Invisibility spell), bul
ooly ifmaking an aaive attcmpl 10 do 10.
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Shadow Magic Fircball mU$t roll anolher uving Ihrow. If Ihe lalter roll il suc,
cessful, the cn::alure $uffefl half Ihe normal Fireball dam.age; if Ihe roll il not
sUCCClliful, the Cn::aIUn:: luffen full normal Fireball damage. If the fint uving
throw WII sU«C$$ful, the Shadow Magic nature is detected and only 20% of
the tolled damage is received (rounding down below f(;llClions below .-4 and
rounding up ft'Ktions of A and above).

Stone Shape
(Alteration)
Level: S
Range: Touch Components: V. 5. M
Duration: Pennanent CastingTlme: I round
Area of Effect: I cu. ftJlevel Savini Throw: None

By meam of thil lpell, Ihe magic·user an fonn an exuting pie« of Itone
inlo a Ihape that luitl hil purpoltl- For example, thc magic.wer can make a
stone weapon, a Ipcdal lrapdoor, an idol. etc. This spell can .1110 enable Ihe
spellca:iter 10 reshapc a stone door 10 a.s to escapc imprisonment, providing the
vulume of stone involved is wilhin the limits of the are3 of e(fecl. While Ihe
caster can thus create slone doors and coffers, the fineness ofdetail i~ nOI great.
If the construction involves small moving paris, there is a 30% diance: they do
nOI funaion. The malerial componellt of Ihis Ipell is son clay Ihat mu.{t be
worked inlO roughly the desired shapc of the Ilone object and then touched to
Ihe Ilone when the spcll is unen::d.

Stone Sphere
(Evocation)
Level: 5
Ranee: I ydsJlevel Components: V, S, M
Duration: Permanent Castl!'gTlme: 5 segmenu
Area of Effect: Special Saving Throw: Special

This spdt cmlles a Ilone Iphen:: of 112 feel diameter pcr level. II is I)'pical­
Iy employed 10 dolt passages. porlak and brexhes againsr opponents. h OIn
also be dropped or roUed ontO opponenll. In order 10 do Ihis the pcnon
rolling or dropping the sphen:: mUll make a lucceuful to-hit roll. Then the
viaim is allowed a uving throw venUl pualyzation. If Ihat illUcces.sful, he
takes no damage. Othcrwise Ihe victim will take Idt2 poinu of damage pcr
level and be 25% likely to have one: or more: appendages pinned underneath
the sphen:: (a.uuming it il on a flal lurface). The stone is permanent unlCSl
dwroycd by a Dilpd Magic or Disintegrate lpell. or by normal mealU luch as
breaking or chipping. The material component is a small m~rble.

Summon Shadow
(ConJuratlonlSummonlng. Necromancy)
Level: S
Ranle: 10 yards Components: V, S, M
Duration: I rd. + I rdJlevel CastingTime: 5 segmenu
Area of Effect: 10·ft. cube SavingThrow: None

Whe:n this spdt is ~t, the magic-uscr conjures up one Shadow (1ft the
H.tddoptdi.l of Beu:u:) for every thrtt kvc-1s of apetience: he hal allained.
These mONten arc under Ihe conlrol of the IpeUcasrer and attack his enemies
on command. The d1adow1 n::main untililain, tumed, Ot Ihe Ipdl dunuion
apin::s. The marerial componenl for this IpcU is • bit ofImoky quam..

Shadow Magic
(Illusion/Phantasm) Telekinesis
Level: S (Alteration)

Ran,e: 50 yds. + 10 ydsJlevel Components: V, S Level: 5
Duration: Special CastingTime: S legmenu Ranee: 10 ydsJlevel Components: V, S
ANa of Effect: Special SavingThrow: Special Duration: Special Castine Time: 5 segmenu

The Shadow Magic lpell enables the magie-lIItr ro tap energy from the Area of Effect: 10 ydsJlevel Saving Throw: Negates
Dcmiplane of Shadow 10 cast a quasi.n::al magie-U$tr evocation spell of 3m By mUIlI of rhis spell, thc magic,u5Cr is able to move objecu by coneen-
level or leu. For enmple, this spcll can be Magic Miuile, Fireball. Ughtning u'lring on moving them mentally. The spell can provide either a gentle, IUS-
Bolt. or so on. and hu norm.tl effccu upon creanllU in the area of effect if uined force or a single Ihort, violent thrUlt. A lunained foru enables the
Ihey fail their laving throws \IS. IpeI!. Thus, a ucatu~ failing 10 uve agaitUr a magic.wer to move a weighl of up to 25 pounds a distance: up 10 20 fut per
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Tempus Fugit
(1IIusion/Phanusm)
Reversible
Level: 5
Range: 0 Components: V. S
Dun-tion: 5 tumsllevel Casting Time: 5 segments
Area of Effect: 10ft. radius Saving Throw: None

This llJU1ion :affccu the mlnds:and bodies of any in the arcI ordTett. Those
.....ilhln 1M spdls a1'l':l pcrc:t:l\'t a much f:Ufer pass:;;agc of time:_ CR:atUIa nc:etl noI

be- in Ihr atta when Ihe spell J$ CUt 10 he alkcccd. E,'Cf)' lum spet11 ....ithin the
a...... or I.... Tempus Fugll SCC'ffiS like a lUJI six IUms. All affeacd individuals a~
sped up acomlinsJy. wilh rtg;ttd to ;lny Ilme:-depc:ndcm lUncnon. This IOduda
s1~. hunger, hc.tIing and spell mcmoruallon. Any spell c:asl "ithin [he area of
lltelcmpu< I;ugil also h15;ln xcclcratcd dural IOn. One hour wllhm the area of

22S

Tdc'poning high nlC".Ins lhe magic·uscr arrives 10 f...,t allllv" Ih.. ground for
l'wry 1% hc' i> 1Jclow lile luwc'Sl "On Targl:1~ I'roh~bililY; Ihi.~ could"'" as high
as 320 f..... t if Ihe dl'):linaliull :l.l'ea was never seen. Any low result m""ns rh..
in~lant dtath of lhe l11:1.gil"-U>tf if tilt' :l.rc~.1 inlO which hI' Telepofls is solid. A
magil"-uscr t:annUI Tdepun 10 :ill art'll of C'nIPlY space a substantial surface
mUSI be Ihere:, whedler a wouJ"n nour, :I. >te)ne flOOI, llalur.ll ground, ele.
Areas o( ~lronJ.;pltysica.l ur 1ll1lgic:alI'IlI'lllies m~y lll:,ike Tc!cl)l,malion mnrc: hal·
amolls or C\'Cn impul'Sil,k·.
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round. The &ptlll:lSIS rwo rounds, phJ$ one round per Cl5u:r lLoyd. TIll: wc:iglll
can b.. moved vertiC1l1y, hori1.onlally, or bOlh. An objccl 1ll0vl"ti bc:yoml lhe
caSI..r's ranse falls or SlOps, If lhc cu,cr ceases concemr,uion for any rt."lIW1I,

II... nhjcci f:lll~ or Slap'. The objecl can be relekmcflCllly manipubu:d :IS if
will. one h'lod. For eJ;,lmple, a lever or ropt an he pulled. a key can be lurnl"<l.
an nhjC:CI rnl.1le:rt and 50 on, if Ihe force reqUIred IS wilhm ,hc ....'eighl limin­
lion. Th.. C:lSler mishl even be able 10 umit SImple knou. a' ,he discrelion of
Ihe <;M. Ahernali"dy, Ihe sptll energy can be expended III a single round. TIll:
casler can hurl one nr more ohjecu wilhm range, and wllhin a IO-forn cuhe,
dilC'Cdy away from himself at hiGh slK'Cd, to a disuncc of up 10 10 feef ptr
casler Icvd. Tllis is subjco lO a maximum """,ighl of25 pouods ptr asler level.
D:ilnageQosOO by hUlled objtCIs is dc:cicled by Ihe GM, bUI annot cxuod I
point ofcLunagc ptr caslCf levd. Of'ponems who f..l1 wilhin Ihto Wt"isht capac­
ily of lhe spell can be- hurk<!, bill lhey arc allowed a $:lving Ihrow vs.. sptlilo
avoid lhe dfecl. Furdu:rmon:, dIOSe' able 10 employ as simpk a cnunICf-lI\I':J.;­
sure as an enlaru ~pdl. (or exa.lllplc· (chu~ luding til(" body weighl go nver Ihe
maximum spell limit). etn e::t.Sily counl..r til(" spell. The various Bigbys ~nd
spells also rounler t1tis spdl.

Appendix C: Magic-User Spells - Level 5
Ihe >IJdI is as ~ir 10 lh~ affC'Ctcd, lour hnu[$ within a Tempus rugil spell i..
l'llui"aklll 10 a (ullcl;IY wilh reganls In re:.<t, .~pdl prcpar:uion and rc:covery of
liil poi1lf~. NUll: Ihallhcsc: limes ~Pl'ly 10 non...:omh31 siluations.

'111e cmcr can rt'Yerse Ihe spell 50 Ihal lime is slowcd (or those wilhin iLi
area. An Iwur will.wxm 10 Ilt" only ten minutts.:t (ull day merely four houn.
Rcv"Kll require:.< no specbl prep.lr.llion. With tllher ''C[$ion o( Ihe spdl. Ihe
magk-lI...r is al<o affected. When Ihe rt'Yel1C vC[$ion is ClSr. lhe efF'«:u of,lie
spell I~sl al ka>1 len millUlCS 3fiet" the ewer di~pds ii, due 10 hLS slowed rtx·
ciun spc..-d.

Touch of Death
(NKromancy)
Level: 5
Range: Touch Compooents:V. S
Duration: Permanent Casting TIm@: 5 s@gmems
Area of Effect: One living creature Saving Throw: Negates

Touch ofDc:ath aJlowl; the C,ultt 10 illunedialdy n13ke a .peci<lliouch ann
:tgainS! one Vlellm. I( dIe: aluclr. n SlKCC'Ufui dle "ictim mUSl make a .st.lCCCSliful
g",ng lhmw vs. dcalh magic or insumly ilic:. EvnI i( dte victim sa"CS hr suffco
20R,1 daf11.J.&C..... him ouyaho Ix enough 10 51ay them_ Nor... ma.t victims can
SlilJ be r.uscd or relOcartUted. and rhat rhe $pdl only works on living Clntures.
nor on Clllr<lpluur bangs. undead. COOlilrucu. and thelilu:.

Wall of Force
(Evocation)
Level: 5
Range: 30 yards Components: V, S, M
Duration: I turn + I rdJlevcl Casting Time: 5 segments
Area of Effect: IO-ft. square/level Saving Throw: None

A Wall of I'nrce spell erealts an 1ll"ISIble barrier in rhe loc:aIe dGircd by UIC
casu", up 10 Ihe spell's r.tnge. The! \'('.I!I of Force cannot move and i~ IOt;d!y
unaff«led hy lllUSl sp..Us. including Di~pd Magte. However. a DlSinlcgr:tle
spdl will imnlediatdy desllOY iI, as will a Rod of C:ancdlauon or a Sphere o(
Annihil::uion. likwiS(', the \l1;C]1 of r«lfCC: is nil{ :tffectcd by blows. mwilc:s,
cold. he:u. dccuidly, I'It. Spdh and bl(a.th weapons CinnO! pass throug,h it III
cllhe, dir«lion, :alchough Dimel1sion r>c:--. Tdepon. and ~imibr dTC'C1$ can
bypUli the barrier. 11K- m..git.w;('f 0111, if desirnl, fonn Ihe wall inlo .. spl\cn­
al mape wllh a radiU$ o(up 10 I (001 per levd or an opctl hcmispheric.ll dupe
with a t.lIdlUJ o( 1.5 (ce:t ptr caster kvd. TIle W1tII of For<:e muS! he continu­
om: ~nd unbroken when formtd: If ItS surbce is broken by any objca 01 crra­
lure. Ih.. spell f~jls. The c:a.slcr an end [he spdl on command. The malCfi<l1
compon..nl for Ihis spell IS a plOch of powdc:rcd diamond worth 5,000 gp

Transmute Stone to Mud
(Alteration)
Reversible
Level: 5
Range: 10 ydsJlevel Components: V, S. M
Duration: Special Casting Time: 5 segm@nts
Area of Effect: 20-ft. cube/level Saving Throw: None

ThiS spell l11rnl nalunl rock of any:;un inlo an equal volume of mud. The
depth of Ihe: mud can never exca:d Italfiu- lenglh or brl':tdlh. If i, i5 (:lSI upon
a rod:, for tJlanlplc, lite rock affl'Clcd collap~ into mud. Crealures unable fO

Lc:vilate. Fly or othcrwise free Ihe:msc:lvcs (rom Ihe mud ~ink ~llile nllC' of 10
fccI per fOund ancl suffocate, acc:pt (or lighlWCighl cre:tfUl"CS tltal eould lIor­
mally pass acm,~ such ground. Ibush thrown alop the: mud can supporr crtJ.·
lUles able 10 climb on mp Oril, wilh cite amount of brush required subjC1:t 10

lhe CM's discrelion. 'l1'e mud remain.• until a Dispel Magic &ptll or a rcvcrse
uf tlli. spdl, lIlud 10 I'lxk, rCSWICS il' <I,hsr:Ulce - bill nm nec('jSJ,rily lIS (orm.
EvallOraliol1 lum> lhc' lllud to l1orll1~1 din, al Ihe role of Id(j lby~ p"'r I(J cubic
feel. The revcrse:. Tral1smlllc Mud to Ru~k. l"llll hardt'J\ Ilorlil:d mud into wft
!lone (I:lndnone or similar miner:ll) per1l1311Clldy unlc-ss magiGilly ch~ngcd.

The malerial components for Ihc spell arc: day and W".lICr (or $;1m!. lillll:', and
wale:r for Ihe rc:vc:rsc).
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Destinailon Is:
Ver')' bmltlllr
SIU<lied carefully
Seen casually
Viewed nnc:e
N_s-.

Teleport
(Alt@ration)
level: 5
Range: Touch Components: V
Duration: Insununeous Casting Time: 2 segments
Area of Effect: Special Saving Throw: None

~'hen thu- ~pdl is ~, lIlC nggicuscr iMliJnlly lr.tn~POns himself. along
will. a ccn:ain lUllOUl1l of addi!ic,lllal wfight Ihal is on or being tnu<;hed hy II...
spdlcaslCf. 10 a wdl-lulUWlI d('$cinllcion Oi'i(ancC' is nOi ;( helm. bUl iOl"rph.
nar tr:a\'c1 U nul ~ibl" by 11l....In~ ofa Tdcpon $pdt. The sl"dkaslet" is 1hl.. 10
Tclepon a maximum wrighc o( 250 puuum. pIllS an addilional 150 pounds
for cach level of experience above- the 10ui (1 131h Icvd magic-user em
Tclepon up 10 700 pounds). I( t1K- dOlination am is v..ry familiar 10 lhe
m;agie-uscr (he h~ a dl":t, mennl piaure duc 10 previoU$ proxil1lilY 10 and
study of the arc:a), II is unlikdy th.. t t1K-re i~ lUlyerror in arriving, a1lhough Ihe
curtr has no control over hi~ (;tcing upon ani...'". Lessel knowl1 arcas (chose
.s«n only m:tgialJy 01 (rom a distance:) incrc..sc lhe probability o( error.
Unfamiti.1f arcJ..S pl'I".SI"nl considerable peril (sa: table).

Probability ofTeleporting:
HIgh On Target
Ol.Q1 OM9
01·G4 05·98
Ol..oe 1>9·96
01-16 11.9}
01-31 lJ·1H



Antlmaglc Shell
(Abjuration)
Level: 6
Range: 0 Components: V. S
Duration: I turn/level Casting Time: I segments
Area of Effect: I ftJIcvel diameter Saving Throw: None

By means of thi~ ~pell, lhe magic·u~er SUlrounds himself with ~n invisible
barrier thai moves wilh him. The space within this barrier is totally impervi­
OilS to all magic and magical spell effects, rhw preveming the passage of spells
or their effecu. Likewise, ir prevents the functioning of any magical ittms or
spells wilhin irs confines. The are:l is also impervious to breath wtapom. ga:te
or voice amcks, and similar speeial allack forms.

The Amimagic Shell also hedga OUI charmed, summoned, or conjured crea­
lUres. [t cannor, however, be: forced ag:linSl any creature thar it would keep at
hay, any allempt to do so creates :l discernible prCS.lure againSi the barrier, :lnd
continued prl:liSure will break the spell. Normal crearures (:I normally encoun­
lered troll rather Ihan a conjured ont, for insl.:tnc:e) can emer the area. :l.$ can
normal missile!. Furthermore, while:l magical sword does nat function magi­
cally wirhin the atl'a, it i~ s!ill a sworo. Note that erC:ltures on their home plane
a~ normal creatures there. Thus, on Ihe E1emenr:l1 Plane of Fire. a randomly
encounlered fire elemental cannOT bc kepr ar b:ly by this spell. Anifaets. rdies
and crc:alures ofdemigawd or higher StalUS are unaffected by mortal magic ~uch

as rhis. Should the caster be: larger than the area enclosed by thc barrier, partS
of his person may be: considered exposed, at the GM's option. A Dispt'l Magic
spell does not remove the spell; the casler can cnd it upon command.

Sixth Level Spells
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Zarba's Guardian Hand
(Evocation)
Level: 5
Range: 10 yds.llevel Components: V, S, M
Duration: I rdJlevel CastingTime: 5 segments
Area of Effect: Special Saving Throw: None

The Zarba's Guardian Hand spell cre:lles a man-sited to gargallluan·sized
magical hand that appears beTWeen rhe spc:lIcaster and his chosen opponent.
This disembodied Hand lhen moves 10 remain bcTWeen the two. regardless of
what the speJlca.ster does or how Iht opponent tric~ to gel around it. Neither
invisibiliry nor polymorph fools tilt hand once a creature: has bc:cn chosen. The
Hand does not pursue an opponenr. The si'Le of the Hand is determined by
the magic-user. and il can be from humlln size (5 feet) all Ihe way up to ritan
size (25 fed). It provides cover for the caster againsr the selected opponent,
with aU the attendant combal adjusunems. It h:ls a~ lllany hit poinls as the
caster in full health and has an Armor Class of O. Any creature wC'iChing less
than 2,000 pounds trying to push past the hand i~ slowed to half its normal
1I10vemem. If the original opponenl is slain, Ihe ca.o;ter can designate a new
opponenl for Ih" hand. The caster C:l.n command the Hand OUI of exisrence at
any time. The malerial component of the spell is a sofl glove.

Components: V, S, M
Casting Time: 5 segments
Saving Throw: None

Components: V, S. M
Casting Time: 5 segments
Saving Throw: None

Appendix C: Magic-User Spells - LevelS

Wall of Iron
(Evocation)
Level: 5
Range: 5 yds./level
Duration: Permanent
Area of Effect: IS sq. ft.llevel

or special

Wall of Stone
(Evocation)
Level: 5
Range: 5 yds.llevcl
Duration: Permanent
Area of Effect: Special

When this spell i~ ast, the magic-u~er caUSe! a verdcal iron wall 10 spring
inlO being. This wall can be: used to seal off:l p=ge or dose a b~ach, for the
Wall of [ron inseru itself inlO any surrounding nonliving materi:ll if ils are:l is
sufficient 10 do so. The Wall of [ron is one-half-inch thick per level of experi­
ence of the spellcastcr. The magic.uscr is able to CrC;lle an iron w:lU of up to
IS ilju:ue feel per experience level; thus, a 12th level magic-user can crC;lle a
Wall of Iron wirh an area of 180 square feel. The magic-user can double the
wall's area by halving ju thickness. If the casTer desires, the Wall can be: creat­
ed veniC:l.lIy resting on a l1ar surface, so rhar it can ~ ripped over to fall on and
crush any cre:llUre be:ne:llh il. The Wall is 50% likely ro rip in eilher direclion.
This chance can be: modified by a force of nOI less than 30 Sltenglh :lod 400
pounds mass _ each pound over 400 or Strenglh paim over 30 alters the
chance by 1% in favor of the strongcr side. Crearures with room 10 11c:c the
f:llling w:lll may do so by making successful saving IIlrows vs. death. Those
who f:lil are killed. Huge and gargantuan crealUres ClInnot be crushed by the
wall. The wall is perm:lnent, unless successfully dispelled. but it is subject 10

ail forCe! a normal iron wall is subjeCi TO _ rUSt, perforation, ete. Thc materi­
al component of this spell is a small pie« of sheel iron.

This spell cre~tC$ a wall of granite rock thaI merg~ into adjoining rock
surfaces. It is typic~lIy employed 10 dose passages, ponals, and breachC'$
against opponents. The Wall of SlOne is 0.25 inch thick and up to 20 square
feel per leve:! of experience of the magic-user casting the spell. Thus, a 12lh
leve:! magic.uscr can create a Wall of Stone 3 inches thick and up to 240
square feel in surface area (a 12·foot·wide and 20-foot-high wall. for exam­
ple, 10 complete:!y dose a IO-foor x 16-foot passage). The W:lU crcaled need
not be vertical, nor rest upon any firm foundation (see the Wall of Iron
spell); however, it must merge with and be solidly suppOrted by exiuing
SlIme. It can be uscd to bridge a chasm, for instance, or as a ramp. For Ihis
use, if the span is more than 20 feet. the wall must be arched llnd buttressed.
This tequirement reduees thc area of e[fcci by half. Thus, a 20th leve:! caSler
can creare a span wirh :I surface: area of 200 square feel. The wall can be
erude1y shaped TO allow crene1:1rions, batdemems and so forth by likcwise
reducing rhe area. The none is pc:rmanell1 unless destroyed by a Dispel
Magic or Disintegrate spell, or by normal means such ;u breaking or chip.
ping. Th" malerial compon"nl is a small block of granite.

Wall Passage
(Alteration)
Level: 5
Range: 30 yards Components: V, S, M
Duration: I hr. + I turn/level Casting Time: 5 segments
Area of Effect: 5 x 8)( 10 ft Saving Throw: None

A Wall Passage spell enables the $pelkasler 10 open a passage through wood­
en. plaster or stone walls. bUI not other marerials. The spelkaster and any asso­
ciat"s can simply walk through. The spell e:tuses a 5·foot wide x 8·foot high x
10-fool dc:cp opening. Sc:vcral of these spells can form a continuing passage so
thai very Ihick walls can bc pierced. If dispelled, the Wall Passage dosa away
from the dispelling ca.srer, ejecring those in the passagc. The material compo'
nenl of lhis spell is a pinch ofsc:same ~d.s.

Body Heat Activation Spell
(Evocation)
Level: 6
Range: 20 ft./level Components: V, S. M
Duration: I dayflevel Casting Time: I turn
Area of Effect: 10ft. cube/level Saving Throw: Special

Body Heat Activation can be: linked to anyone other ~pc:ll. allowing that spell
to be: inSiantly ast upon tIIc area. The second spell may be anyone lhat the ast­
er knows. but it cannol be of a level higher Ihan one third lhe casler's level,
rounded down, and no higher than sixlh level in any CLSC. This sc:cond spell is
cast at Ihe S<lme tillle as Ihe Body Heal Activation Spell and is triggered as soon
as a warm blooded crC;lrure: larger th:ln a normal ral enlers Ihe area ofeffect. The
spell is cclllered upon lhis firsr target, but others in the area m:lY become victims
if lhe linked spell has an area of effect. The c::a.ster may choose 10 make hinlstlf
imlllune to his own Body HC:1t Activated spells. Note Ihat this spell will fail to

a"ivate if lhe ambiem temperarure in the area is beTWecn SS and lOS"
l=ahrenhc:ir. The malerial componenl is blood from a cold blooded creature:.
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This spdl is a Illore powerful fOflll of the- f{cmo"e eu,.,;e spell that willaulO­
lll~tinJly rellloV\." any curse Of ho shon of a DC3lh I lex or divioe curse.

Chain Lightning
(Evocation)
Level: 6
Range: 40 yds. + 5 yds./level Components: Y. S, M
Duration: Instantaneous Casting Time: 5 segments
Area of Effect: Special Saving Throw: Half

This ~f>"11 crealCS an cl~trical discharge that begins :IS a single srroke of
lightning, 2 112 feet wide. commencing from tht fingt'rtips of the caster.
Uulike a I.ighlning Bolt spell, Chain Lichtning srrike$ one object or Cfeature
inirially, then arc.~ to a scric.~ of olher ObjKIS or creature.!; withio range, losing
energy Wilh each jump. The l'W'lh inilially illn;CI.~ II\(; poil11s of damage per
k....eI of thr cast<,"r, 10 a maximum of 12dC, (half damage if the objKt or crta­
ture rolls II successful S'~villg tbrow vs. spell). Afit'r the fitst strike. the lightning
arcs 10 the next neart'St Objl'Ct or creallire. Each jump reduc1:5 the damaged
innieled by Id6. Each Ctl'ature or magical Objl'Cl hit rl'Cciws a S'~ving Ihrow vs.
spl'll. Success on this save indicOltcs thl' creature suni:rs only half dam,lge frOIll
The bolT.

The chain can strike a~ lIIany lime~ (including lh~ firs! objcci or cf{':lture)
~ the spelkasler h~s levels, n1rhol1gh ~:,ch creawre or ohject C-1n h., ~lmc:k onl),
oncc. Thus. a boll ca~1 by a 12th l('Vel magic-tl.'II:r can strikc up 1012 rimes,
causing less dam~ge with each srrike.

The boh cOllfinucs 10 afC umil it h:lS snuck rhe apprupfiale number of
objects or creaturcs, umil il strikcs ~ll objecl lhal gmunds il (illlerconnl'Cting
iron bars of a large edl or e::tge, a largc pool of liquid. erc.). Of lImii lhere arc
no more objecls Of CIT:llUre.!; to Slfike. Direerion is nOI a considerarion when
plolling chain lightning arcs.

Dislance is a factur- an arc l·~nllutl'xccl·d the spdl's range. Iflhe only pos­
sible arc is grealer than the spell's r:tllge. the stroke fades imo 1l0Ihingnrs5.
Crarurcs immune 10 elecrrical allack call he struck. even though no damage
IS taken. Nore rhat iT is possihle for lhe chain [Q arc back to lhe CJ.5ler!

The malefial compon('nts arc a bit off"r." piKe of ambu, gla.~~, or cryslal
1011. and one sih'ef pin for l."dch c:xperil'ncc level of the C;L~Ter.

Appendix C: Magic-User Spells - Level 6

person controlling fhe link and subj~'C, are on the same plane. A PfUll'Ctioll
From Evil spell can prevellt the person controlling the link from exercising
conlrol or using the lelep:llhic link while the subjeCi is so warded, bur it can­
not pll...vent thr c:5lablishrnelll of The charm.

Contingency Spell Level

••s.
••

Caster Level
t1_14
tS·17
".

Conjure Animals
(Conjur3.tion/Summoning)
Level: 6
Range: Special Components: V. S
Duration: I rd./level Casting Time: 6 segments
Area. of Effect: 30 )Ids. radius Saving Throw: None

The Conjurt' Animals spell enables fhe magic-user lU l1lagi~-a.lly create Olll'
or more mammals 10 ,lllack his opponents. The toral Hit Dice of lhc nlam­
nmls cannQl e~ceerl twice hi.~ level, ifdeTermined randoml)', or his level ifa spe­
cific an;malrype is requI:51~.J (sce rhe Game Ma.~ler Guide). Thus. a magic­
ust:r of 12th level could randomly conjure rwo mammal~ Wilh 12 Hil Dice,
fuur wilh 6 Hit Dice I:'~ch. six with 4 Hit Dice each. righT wilh 3 Ilit Dice
each, twelY<: with 2 Hit Dice cach. or 24 wirh 1 Hit Dic cach. Count c"<,"ry t I
hit poinf bonus of a creature as 1/4 ofa HiT Die: Ihus, a crealUfe with 4.3 Hil
Dic<: equals a 4 314 Hit Dice creature. The Conjured Animal(s) remain fo~ ont·
fOund for e:lch [evel of the conjuring magic-user or until slain. They follow the
caster's vel-hal commands. Conjured Animals unfailingly atr.tek the m,lgic­
users OPVOnl'lllS, btll they fl:5i~t heing used fot any orher pl1rpo~e.

Contingency
(Evocation)
Level: 6
Range: 0 Components: Y, 5, M
Duration: I day/level Casting Time: I turn
Area of Effect: The caster Saving Throw: None

By means of this spell. lhe magic-user is ahle to place or feceive anolhcr spell
upon hi~ person so Ihal Ihe laller spell will come inro effecl under the condi­
lion~ dictaTed during rhe casling of the Contingcncy spell. The Contingency
spdl Wild the spell it is 10 bring int<) efful arc caSl at rhe same timl' (lhe 01\1'­

lurn 1.1iSting time indiewwd is dil" IOtal for bolh castings). The <pell rl1 he
hrought illlo effecr by rhe prcscrilx:J Contingency mUSl be one lhal affKts the
magic-user's person (Fealher Fall. Levilafion. Fly, Fl<ign Death, cle.) and b~' of
a spell level no higher than 1/3 ofthe casrcr's experience level (ruunded down).
hUl nnt higher lhan lhe 6th spcllievel.

Components: Y. S
Casting Time: I round
SavingThrow: None

Break Hex
(Abjur3.tion)
Level: 6
Range: 30 feet
Duration: Permanent
Area of Effect: Special

Charm of Undying Devotion
(Enchantment/Charm)
Level: 6
Range: 5 yds.llevel Components: Y, S
Duration: Special Casting Time: 6 segments
Area of Effect: I person Saving Throw: Negates

The Charm of Undying Devotion spell enables the caSter or a person cho­
~en hy the C'.!Slcr to comral the aClions of any person unril the ,~pell is ended
hy lhe .~lLbjKt'~ ~l1cctssful.l.:l.ving throw or tht magk has been dispelled. £lv1:5
:lnd half-e1v..... resist lhi~ enchalllmeni as they do all charm.rype spells. When
thespelJ is CISt. rhe viCTim IIIl1SI mil 'l.~wing thmw vs. ~pell. Failure means the
magic-user has C$f;lhlishoo a tclep"thk link herwern the SUhjKT'S mind and the
mind (If any other person. po~sihly lhe caster hilmeJ( If a common l:lnguage
is ~hared. the pcrilOn cOlllrnlJinli the link em generally force lhe subjecl to per·
form as he desires, within the limils of The suhjUT'~ body SIfUClUrc and
Slrl·ngth. NOle that lhl' person c(\lllrolling The link dOl'.~ nOI receive dire<:t sen­
sory input florn (he subjC'Ct. SubjC'Cts resist thi~ C,)nlrol, anll lhose forced In

take aCliolls against lheir na1\m~s receive a new 5.1ving throw with a b"nu.~ of
t I to .4. dq.>endiull Oil the type of action le(IUilrd. If fhl' vicrim fails his s.w­
ing tlIfOW. cven sclf·dCStruClivc OfdeIS af(· carried 0111. Ona- cOl1trol i~ est.,b­
lished. rhere is 110 limit to du.· nllllle at which it call be l'xerciSf:(l, as long as the
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Only one Contingency spell can be placed on the spellcaster al anyone
tin\(': if a second is C:l.S1, the first one (if STili aCTive) is cancclkx!. l'"hl' condi­
tion.~ needed 10 bring the spell into effeci must be clear, although lhe)' can hl'
rmhergenemJ. For examplc, a Comingency spell cast wilh ~o Airy Warer spell
might prescribe that any lime the magic-u.'II:r i.~ plunged into or Olhc.rwisc
engulfl..J in watl'( or similar liquid, the Airy Water spell will inSt~lltly come
infO effect. Or a Contingency could bring a Fcatltl'r Fall spell illlO effect any
time Ihe magic.user fills more rhan 2 feel. In an C:lSl:~. Thc Comingcnl)' imme·
diately brings into effeel the second spell. fhe Ia(fer being "C:l.SI~ inSlallla­
nMusly when lhe prescribed cireulllStancts occur. Note fhat if complicaTed or
convolutcd condilion~ arc pre~rihed. The whole spell complex (Ihe
COlllinllency spell alld the companion magic) may fuil when ClII~d upon. The
marcfial compunl'nlS of lhis spell are (in addition ((0 rhose of the comp"nioll
spell) 100 gp wonh of (luieksilver and an cyelash of an Ogre magic-user. Ki­
rin. or similar ~pell-lising crearure. In addilion. the spell rcquirl'S a slatUCt!e- of
the magic-user carved from elephanT ivory (which i~ nm deslroycJ. though it
i~ ~UbjKI 10 wtar and lear). which must be CIrriI'd on fhe person of The speJl­
c.1ster for lhe Contingency ~pell to perform its funclion when called upon.



The Death Fog mherwise resembles the 2nd level Fog Cloud spell: rolling,
billowing vapors that ctn be mO"ed only by a very strong wind. Any cr".uure
anempting to move through the Death Fog progrdecs at a r:1I<' of 1 f()(lt per
unit of normal movemem rate per round. A Gmt ofWinti spell "mnOl affec,
it, but a Firtball, Fbme SuikC':, or W'lll of I:ire can burn it aw:ly in a single
round. Thl: Olalerinl components ar,' a Ilinch of drilod and powdered PCi~,

powoered nnin131 hnof and strong acid of nny SOrt (indudil1l; highly dislilled
vinegar Of add crY~lah), which OlUSt l.>c ol.>lailled fr0111 an alchemist.

Creaeures Afftcted.."
2dlO

'"
'"

Conversion Factor (CF),,
""

Millfimum# of
Creatures Hit Dice
Under 2
2104
4+1 to 6+3
6+4 ", 11;,]

Creatures Hit Dice
Under 2
2.04

'1+1 to 6+1
6'4toS'3

Demishadow Magic
(Illusion/Phantasm)
level: 6
Range: 60 yds. + 10 yds.llevel Components: V. S
Duration: Special Casting Time: 6 segments
Area of Effect: Special Saving Throw: Special

This SIX·Jl i~ similat to tit.. 51h bel Shadllw Magic spell. but thi. spell
cnables lhe ctuing of partially real 4th~ and 'Sth· level eVOC1lions (Cone of
Ctld. Wall of Fire, W'III of let, C1olldkill, elC.). If fl'<:ogniuod as Dernishadow
Magic (if a 'Jving throw vs. spell is successful). damaging spells inniCl only
40% of normal dama{;e, with a minirnlllll of 2 poinl.~ per die of dnlllage. A
DClllishadow ClouJkill slays crealures widl fewer than 2 Hil Dice and inflicl5
Id2 poil11s of damage pcr round.

If crcmm:s of differing Hit Dice arc auacked with a Death Spell. roll the
dice (4d20) to determine how many CtCalllres of unda 2 HiT Dicl' arC': JlltCl­
<:<1. I( the numbcr rolled is greaTCf than I1w aClual number of ~1ll.>-2 Hit C!icc
creatures. ",pply thc remainder of ,he roll '0 the highcr Hit Dice creatures by
consulting the following table.

Death Spell
(Necromancy)
level: 6
Range: 10 yds.llevel Components: V, S, M
Duration: Inst''1ntaneous Casting Time: 6 segments
Area of Effect: 30-ft. cube/level Saving Throw: None

When a Death Spell is em, it muffe OUI the life forces of (;TC':lturcs in the
:11'("d llfclfl'<:t inslal1lly and irrevocahly. Such crt"JIUl"CS cmnot Ix: raised or res­
urrected, but an individual slain in rhis mnnner OliSlu he broughr hack via a
wish. The nUllll.>cr ofer(,':llun:s that call Ix: slain i~ a functiun of thl·ir Hit Dice.
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In other words, fmlll the 4d20 mll.eulllr:lCl lhe nUOlher of Cre~\lIrl':Sof Ies.e
than 2 I lit Din' (tl1l'se cr..atllfl'S die). If tlll're arc any remaining points from
the 4d20 roll. subTract 2 for each creature of2 to 1\ Hit Dice (thesl' crtatum
alro dic). If this .sl;11 d"esn'l usc ul' alilhe 4d20 roll. subUllCl 10 for '·.reh Cll"'"
tlil'~ of111liJ 6+3 Hit Dice, andsi) oil. SIOI) when all thc crC:llUrcs arc dcad.
all ehe 4d20 foil is used up, or ,he remaindtr is less than half lhe CF of any
relllailling creatures. (If lhe rcmaimler is olll··h",lf or more of IIt(,' CF of a crea­
ture. that creature dies.) For example. a mixed group of 20 Goblins, eight
Gnol1s, and four Ogres, led hy a Hill Ciant, are eauglll in lI.e area o( a Death
Spdl. Th~ 4d20 roll gin'li a lUtal uf53 point.s; 20 uf this cJilllin:rtl~' the Coblins
(20 x 1 CF), 16 kills the Gnolls (8 x 2 CF), and lhe relllainill~ 17 kills twn
Ogres (10 points to kill one Ogre, and tlt('- fCmaining 7 points ar.. enough to

kill nne mnre Ogre). Thc other IWO Ogres and the hill giant ~re unharmed. i\
De:uh SreJi dflCS nm affecl Iycanrllfnpes, undead crcatures or (l'caruro;-s from
plalll'li orher than the Prillle M:llerial Plane. The material componenr nf This
spell is a crushed black pearl wilh a minin'um v:lhlt of I,UUO g.p.

GALE
Suon, wind

Storm

STFlONGWIND
Moder",. wind

G.le

Wind
CALM

ONdalm
lJ&lu willd

Modente wind
MOO£fViTEWIND

C.'m
StrQfl& w'nd

lpolnt
2 points
4 polnu
8 polnu

Components: V, S, M
CastingTime: 6 segmentS
Saving Throw: None

COOL
W'M
C,"

WARM
Ho<
Co"

COLD
Coo,

Ami<: told

Temperature
HOT

S_lte<in1: hut
W'M

I .. n;l\Ind:
2nd ro<,r><!:
1rd n;l\Ind:
41h.nd <:lIeh ~u«er>:tinl round:

PAflTLY CLOUOY
Clear weatherC_

M,stll1cht ['lIn/small hili
SlHtIllcht SI'\QW

CLOUOY
Partly cloudy
Dffp douds

",
HEAvY AAINIlAII(;£ HAIL

Olivi", .leel1he""y 'II'\QW

G••
Hu,rklne·<ypl><>an

Pr-eeipitation
Cl£AR WEATHER

Very dellr
u,t., dOl/d. or huy

Death Fog
(Alteration, Evocation)
level: 6
Range: 30 yards
Duration: td4 rds. + I/Ievel
Area of Effect: Two IQ·ft.

cubes/level

The l'1'iring of a D~th Fog spell creares :tn area of solid fog that has th..
additional property of being highly addic. The vapors are deadly 10 living
things. so that vegcnrion exposed to them will die - grass Jnd sirnibr small
pbnrs in rwo rounds, bushes and shrubs in fnur, ~malilr/:C':~ in eight :tnd large
trel':'; in 16 munds. Anim:tllife nnt immune to acid suffers d:ullage according
ro the leng,h of time il i~ exposed 10 lhe vapors of <l Death Fog, as folJow~:
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Control Weather
(Alteration)

level: 6
Range: 0 Components: V, S, M
Duration: 4d6 hours Casting Time: I turn
Area of Effect: 4d4 sq. mi. Saving:Throw: None

The Comrol \'(/c3rher spell enables a magic.user to change dll' weadler in
tbe local area. The spell affCi:1S the ~athl':r for 4d6 hours in an area of 4d4
square milts. It rtquiret one turn to ca.~t the sf'dl. and an addilional Id4 WillS

for Ihe weather condirion~ to nccm. The currrnr wcarher conditions ar~ delid­
"d hr th" GM, derending on Ihe dimate and S<.'a$On. \'<-bther conditions have
rhree COrnp,)nenl~: precipitation, lernl'l'llllUl'~ alld wind.

The spell C3n change Ihl'S<" condilions according to th" following chan. The
upper.ca~ed hC':adins_~ reprrsent rhe existing wearher conditions. The small
h"adings Iknl'3th e:u:h IMge heading arc the new conditions to which Ill(" l'aSt­
er Cln change the exisring cQlldi,iQns. Furthermore, tl.e caster can cOlllrolthl'
r1irtction of rhe wind. For ClCamp1c, a day thar is dC'dr and warm with 111l.xicr­
ate wino C1n be controlled to lx,<:ol11e hazy, hot, and calm. CornrJdil~ions arc
not possible fog and strullg wind, for example. Multiple comrul weather
spdls e:lll be used only in succession. The marerial componems for this spell
arc burning incense and bits ofearth and wood mixed in warer. Obviously. this
spell funclion$ only in areas where there arc appropriare climatic conditions.
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Disintegrate
(Alteration)
Level: 6
Range: S ydsJlevel Components: V, S, M
Duration: Instantaneous Casting Time: 6 segments
Area or Effect: I creature or Saving Throw: Negates

10 x 10 x 10 fl. cube

This ~pdl calUCS maHcr 10 vanish. [I affccu cven mailer (or energy) of a
magical nature, such as Zarba's Shoving Hand, bUI nor a Globe of
Invulnerability or an Anrimagic Shell. Disintegration is insrantaneous, and its
eITecl$ ar" p<'rman"OI. Any singl" creature can be aITecr"d, "ven undead.
Nonliving maller, up 10 a 10-foot It" lO-foot It" 10-foot cul>e. can be obliterat­
ed by the spell. The spell cn:alCl; a thin, green l':I.y that c:J.lUes phYiiical nJaleri­
:a.l touched 10 glow and van~h, leaving trace~ affine du~[, Creatures that ~ue­

cessfully save vs. spell have avoided the ray (materi~ items have rcsisted rhe
magic) and arc not affecred. Only the first cr"arure or objecr struck can be
aITecred. The material componenu are a lodestone and a pinch of dust.

This is a ~pell Ihar must be used by a magic-user planning 10 creale a lIlag­
ical ilem. The Encham an Item spdl prepares Ihe object 10 aceepl the magic.
The il"m mUSI meet the following I"Us: I) it must be in sound and undam­
aged condilion; 2) th" item must be th" finest po$Sibl", considering its nalure,
i."., crafted of Ihe highm quality mal"rial and with rhe finesl workmanship;
and 3) its COst or value must reflecr Ihe second tCSt, and in most cases rhe item
must have a raw-mareri3ls cosr in excess of 100 gpo With rcspect to require­
ment 3, it is not possible to apply Ihis Icst 10 ilems such :u ropes. leal her
goods, dorh, and ponery nOI normally embroidered, bejeweled, tooled,
carved, or engraved. If such work or malerials can be added to an ilem with­
OUI weakming or harming its normal function~, however. these are requirt.-J
for the item to be enchanted.

The magic-user must have acr:c:ss. 10 a worluhop or laboralory, Ilroperly
eqtlipped and from which contaminating magic can be screened. Any magical
ilem nOI relaled to the fabrication process (such a~ mOlil protective devices)
and wilhin 30 feet of the malerials is a source of contaminating magic and will
spoil the process. The item 10 be prepared mUst be Touched by the spellC3.STcr.
This rouching musr be constant and conTinual during Ihe casting time, which
is a base 16 hours plus an additional 8d8 hours (as the magic-user may never
work more Ihan eight hours per day, and h:ute or any other spdls wHl nOI alter
the time ~quired in any way, Ihis effeclively means that OISting time for this
sp<'ll is two days .. Id8 days). AJI work must be unintcrrupled. and during telil
periods rhe ilem being enchanted must n<:ver be more Ihan 1 foot dislant from
Ihe iipellcut<:r: if it U. the whole spell is spoiled and must be begun again.
(Note that during rest perioW absolutely no orher form of magic an be per­
formed, and the magic-user must remain quiet and in isolation or Ihe encham­
ment is ruined.)

Al rhe end of the spell, the cuter will know that the ilem is l'e:tdy for rhe
final tcst. He will Ihen pronounce the final magiul syllable. and if the irem
mako:s a saving throw (which is exactly the same as thar of the magic-user) vs.
sp<'lJ. the ~pell is completed. The spclkaster's saving throw bonuses also apply
to Ihe item, up to +3. A result of Ion the Id20 roll always results in failure,
regardless of modifications.

Once the spell i~ fini~hed, the ma.gic-user can begin to place the desired spell
upon the ilCm. The spell he plans to place must be casr wilhin 24 hours or rhe
preparatory spell fades, and the irem must be enchanled again. Each spell sub­
sequemly cast upon an object bearing an Enchant an Item spell requiro:s 2d4
hours per spclllevel of rhe magic being cast. Again, during casling Ihe ilem
must be louched by the magic-uscr. and during Ihe resr pcrioW it mUSI always
be wilhin I foot of his person. This procedure holds true for any additional
~pell~ placed upon the irem, and each succ<:ssive sp<'11 mUSI be begun within
24 hours of the last, even if Ih" prior spell failed. No magic placed on an ilCm
is permanent unless a Permanency spell is used as a finishing touch. This
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always runs a 5% risk of draining 1 poinr of Constitution from Ihe magic-u~<:r

asting the sp<'ll.

Also, while it is pos.sibl<: to tell when the buic ~pell (Enchanl an hem) SIlC­
ceeds, it is not possible to tell ifsuccessive curings acrually work, for each mUSI
make the same sort ofsaving Ihrow as rhe item itself made. Naturally, an item
thar is charged - a rod, mff, wand, Javelin of Lighlning, Ring ofWi~hes. elc.
- can never be made permanent. Magical devices cannot be used to enchanl
an item or casr magic upon an object so prepared, bUI scrolls can be uscd for
this purpose. The marerials necded for rhis spell vary according ro Doth the
Ilarure of the itcm being ench3nred and rhe magic to be casr upon it. For
example. a Cloak of Displacement might require Ihe hides of one or more
Displacer Beam, a sword m"anl to ~lay dragons could require the blood and
S(lllle other part of the rype(s) of dragnn(.~) il will he eITective againsl, and a
Ring of Shooting Stllrs mighl require pi«es of meleorites and Ihe horn nf Ki·
rin. TIICS<: spt.'cifics, as well as olher information pertaining 10 this ~pell, arc
decid<:d by the GM and musl be diliCovered or researched in play.

Casting Ihis spell auempls a dangerous ael: to lure a po\W:rful creawtC frolll
another plane 10 a ~pecificaUy prcpared trap. where il will be heM un Iii ir
agrccs 10 perform one service in relurn for frC<.'dom from the En$naremem
sp<'ll. The type of creature to be Enmarl-J mUSI be known and ~Ialed. and if ir
has a specific. proper. or giv<:n name. this rnu~t be used in casling Ihe
Enmaremem spell. The spell cauiies an awar<:nCS5 of a gaw-like opening on Ihe
plane of the creature to be Emnar<:d. A special saving Ihrow is Ihen made 10
determine if the crearure deIcers the nature of the planar opening u a trap or
believes it 10 be ,1 gate. To save. the crealure must roll equal 10 or less Ihan il$
Imelligence score on Id20. The score is modified by rhe difference hetween
the ercalUre's Imelligence and that of the ~pellcaster. If the crearure h:u a high­
er seore, Ihe difference is subtracred from its dice roll ro save. If the spellcasl­
er has a higher score, Ihe diITerence is added to rhe dice roll. If Ihe saving Ihrow
succeeds, Ihe crealure ignores the spe'll-crealed opc!ning, and Ihe spe'll fails. If
Ihe saving Ihrow fails, the creature sreps inlo the opening and is Enmared.
Wh"n S(I trapped, Ihe olherplanar creature can fredy arrack Ihe "nsnaring
magic-user, unlt:SS Ihe casler has crealed a warding circle. Such circle.< may he
temporary (drawn by hand) or permanent (inlaid or carvcd). Even wilh such
proleclion. the entrapped crealure may break free and wreak il~ vengeanct'
upon the speJlcaster. A hand-drawn cirtle has a base faihire chalice of 20%,
while one inlaid or carved has a base of 10% (and thaI is for Ihe firsl time il is
used, 10 delermine whether or nor Ihe job was done properly). The base
chance is modified by IIl<: difference between the magic-user's combined
Intelligence and experience level and th<: Intelligence and th<: <:xperience level
or Hit Dice of the creature Ensnared. If the spellc:l.l"tcr has a higher tot~. Ihat
difference in perccnrage points is subtracted from the chance for the crealure
10 break frcc. If the creature has a higher t012I, rhat difference is added ro in
chance to break free. The ehance can be further reduced by careful preparalion
of the circle. If the hand-made circle is drawn over a longer period of lime,
using specially prepared pigmenu (1 ,000 gp value per turn Sp<'nt drawing), the
chance ofhreaking fre<: is reduced by 1% for every tllrn spent in preparation.
This can bring Ihe base chance 10 0%. Similarly, an iulaid or carvC\i Jcsign can
be broughl 10 a 0% chance of the creature brcakillg free by illiayillg wilh var­
ious metals, minerols, etc. This COSI will require a minimum of one fullmonlh
of time and add nOI 1t:SS than 50,000 gp to Ihe basic CO$I of having Ihe circle
inlaid or carved into stone. Any bteak in Ihe cirde spoils the cfficacy of the
spell and enables Ihe crealure to brcak frt.'t: automatically. Even a straw dropped
across the line of a magic circle destroys its power. Fonunatdy, the creature
within cannol so much u place a ~rraw upon any portion of the inscribed
ward. for rhe magic of the barrier absolulely prevenu it. Once safely Ensnared,
rhe creature an be kepr for u long as the spellculer dares. (Rcmember rhe
danger of something breaking rhe ward!) The erealUre cannot leave rhe circle,
nor can any of irs attacks or powers penetrate rhe banier. The casler an oITer
bribes, use promises. or make ducats in order 10 exacl one service from Ihe
captive creature. The GM will then assign a value to whal Ihe magic-user h:u
said ro Ihe Ensnared cre;ature. rating il from 0 to 6 (with Gbeing th" mosr per­
suasive). This raring is then subtracted from rhe Intdligenc" score of the crea_

Components: V, S, M
Casting Time: I turn
Saving Throw: Negates

Ensnarement
(Conjuration/Summoning)
Level: 6
Range: 10 yards
Duration: Special
Area or Effect: SpecialComponents: V, S, M

Casting Time: Special
Saving Throw: Negates

Enchant an Item
(Enckantment, Invocation)
Level: 6
Range: Touch
Duration: Special
Area or Effect: I item
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ture. If the creature roll~ a successful Intclligence check against its adjusled
Imelligence, it refuses service. New offen, bribes, etc., can be made, or the old
ones re-offered 24 houts l:uer, when the creawres lmelligence has dropped by
I point due to conflnemenl. This can be repeated until the creature ptomises
10 serve, unlil it bfC1lks free, or umil the caster decides 10 get rid ofil by means
of some riddance spell. ImpossilJle demands or unreasonable command!; are
never agreed to. Once the single ilCrvice is completed, the crcaHlre need only
so inform the spellc:uter to be instanlly sent from whence il came. The crea·
mre might later seck revenge.
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Fireball, Show-No-Mercy
(Evocation)
Level: 6
Range: 10 yds. + 10 yds.llevel Components: V, S, M
Duration: Instant:l.neous Casting Time: 6 segments
Area of Effect: 20-ft. radius Saving Throw: 1/2

The Show-No-Mercy fireball is similar in most respec:u 10 a normal fireball
except that the damage dealt is 1d8 per level of lhe c.aster .

Components: V, S
Casting Time: 6 segments
Saving Throw: Special

The ProximilY Fused fireball <':Ill be caSl at a single target point. It will nOl
go off until a larget comes wilhin 10 feet of lhecenlef of lhe spell's nrea, A
target is defined:l.!i any living creature weighing over 10 Ihs. D~llInge dealt 10

those in lhe blast f3.dius is Id6 per level of the caSler. In olher respects"this
spell is similar to the normal third level Fireball spell.

By means of this spell, the magic-user is able 10 make a seclion of melal,
StOne, or wood as lransparent as glass to his gaze, or even make it into tranS­
parent matetial a! explained hereafter. Normally, lhe G[asstt spell can make up
10 4 inches of mer.ll, 6 inches ofSLone, and 20 inches ofwood tl'7.nsparelll. The
spell will not work on lead, gold. or platinum. The magic-user can Opt to make
the Gl:wce work only fot himself for the duration of lhe spell, or he can aClU·
ally make a tt:l.n&parent area, a one-way window, in the material affecled.
Either ClSC gives a viewing area 3 feel wide by 2 ftet high. If a window is ete­
aled, i[ has the strenglh of the original material. The material componelll of
the spell is a smnll piece of crysral or glass.

A Ceas spell places a magical command upon a crealure (usunlly human or
hunlanoid) to carry OUt some service. or 10 rcfl'7.in from some action or course
of activity, as desired by the spellcaster. The creature lIIUSt be iutelligcnl, ron·
scious, under in own volition and able 10 understand lhe C:lSler. While a Ceas
annot compel a creatute ro kill itself or perform aCIS that arc likely 10 re.suh
in cutnin death, it can cause almost any other coune of action. The Ceased
creature musl follow the given instructions umil the Gea! is completed. Failure
to do .so will cause the crealure to grow sick and die within Id4 weeks.
Dcviatiol1 from or twisting of the inSlructions causes a oorrc.sponding lou of
Strength points until the devinlion ceases. A Geas can be done away with by a
Wish spell, but a Dispel Magic or Remove Curse spell will not negale it. Your
GM will decide any additional details of a Gcas, for its casling and fulfillmem
are uicky, and an improperly c:ut Gcas is igllored.

Components: V, S, M
Casting Time: I round
Saving Throw: None

Components: V
Casting Time: 4 segments
Saving Throw: None

Components; V. S, M
Casting Time: 6 segments
Saving Throw: 1/2

Geas
(Enchantment/Charm)
Level: 6
Range: 10 yards
Duration: Special
Area of Effect: I creature

Glassee
(Alteration)
Level: 6
Range: Touch
Duration: I rd.llevel
Area of Effect: Special

Fireball, Proximity Fused
(Evocation)
Level: 6
Range: 10 yds. + 10 yds.llcvel
Duration: I rd.llevel
Area of Effect: 20-ft. radius

An Eyebile spell enables the casler to merely mtel the ga1.c of a creaturc and
speak a single word to cause all effect. This gaze attnck is in addilinn to any
other allacks allowed to the magic-uset. The magic-user selecls one of four
possible gut attacks at the time the spell is cast, and lhis attack cannOt be
changed. For example, a 12[h level c:uter who chose fear would have four
opportunities to make gaze auacks caUl'ing fear, one for each round of the
spell's duration. Any ga.u atrack is negated by a successful saving Ihrow vs.
spell, with Wisdom adjustments. The four effects of the spell are a! follows:

Charm: The magic-user can charm a single penon or mOMler by ga'LC and
by uttering a single word. The effect is to make the charmed subject absolute­
ly loyal and docile to the casler, even to the point of penonal danger. It is olh­
erwise the same as a Charm Mooster spell. All creatures other than humans,
demi·humans, and humanoids save with .2 bonu:>c$.

Fear: The magic-user can cause fear by gaze and by speaking a single word.
The subjC'l:t flees in blind terror for Id4 rounds. After this, the crealUre rcfus­
es to face the casler and cowers or bolts for lhe nearest cover if subsequently
confromed by the caster (50% chance of cjther). The latter effect lastS one lurn
per C:Uler level. This alfack can be: Ilegaled by spells Ihal counter fear.

Sicken: This power enables the caster 10 merely gau, speak, a word, and
cause sudden p;tin and fever to sweep over Ihe subjecl's body. Creatures wilh
Ability Scores function lit half effcctiveness; Olhers inflict only one-half dam·
age with physical alladu. Movement is at one-half nOrlllal rate. The subject
remains suicken for one turn per level of lhe caster, after which all abilities
return at the tate of one poim pet turn of complete rest or one point per hour
of moderate activiry. The effects annol be negaled by a Cure Disc:l!C or Heal
spell, but a Ikmove Curse or sUGCeSSful Dispel Magic spell is effective.
Creatures Olher Ihan humans, demi-huOlans, ;lnd hum;lnoid!; save Wilh +2
bonuses vetsus this anack.

Sleep: The magie-u.scr an cause any individual to fall into a comatose slum­
ber by means of a gau and a single word, unleM the subjecl succc.ssfully rolls
ir5 saving throw vs. spell. Cre:lIures normally subject to a lSI level Sleep spell
SlIve wilh -2 penalties. An affC'l:ted creature OlIiSI be shaken or otherwise
shocked back 10 consciousness. [n all cases, the gau attack has a speed facior
of I. This spell does nOI affect undead ofany rypc:, or extend beyond the plane
occupied by the casler. NOle Ihat the caster is subje<:t to lhe effects of hi~

reflected ga.u and is allowed any applicable uving throw. In the Ole of a
reflecled charm g:t1.C, the caster is pat:l.lyzcd until it wears off or is countered.

Eyebite
(Em:hantment/Charm, Illusion/Phantasm)
Level: 6
Range: 20 yards
Duration: I round/3 levels
Area of Effect: I creature

Extension III
(AlteratIon)
Level: 6
Range: 0 Components: V
Duration: Special Casting Time: 6 segments
Area of Effect: Special Saving Throw: None

This spell is the SlIme as the 41h level Extension I spell, except thm it will
extend 1st through 3rd level spells to double duration and will eXlend the
duradon of 4th or 5th level spells by 50%.
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Globe of Invulnerability
(Abjuration)
Level: 6
Range: 0 Components: V, S, M
Duration: I rdJlevel Casting Time: t round
Area of Effect: 5-ft. radius Saving Throw: None

This spell cre.ale!.an immobile, f.aindy shimmcring, m.agical sphere .around Ihe
casrer rh.ae prevents .any lsI, 2nd, 3rd, or 4th level spell cffecu from pencr(;lfing.
Thus, rhe are.a of effecl of any such spell dOC$ not include the .area of rhe Globe
of Invulnerabiliry. This includes innare spell-like .abiliries .and effeers from
d~ices. Howevtr, .any rype of spell can be casr our of the magical sphere; spells
pass from Ihe caster of the Globe ro the subject withom effect on the Globe.
Fifth and hither level spells are not affccled by the Globe. The Globe can be
brought down by a successful Dispel Magic spell. The mareri.al component of
the spell is a glass or cl)'St:l1 be.ad thar sh.amrs .ar the expiration of the spell.

Guards and Wards
(Evocation, Alteration, Enchantment/Charm)
Level: 6
Range: 0 Components: V,S, M
Duration: I hrJlevel Casting Time: 3 turns
Area of Effect: Special Saving Throw: None

This special and powerful spell il' primarily used to defend the magic-user's
srronghold. The ward prOleCIS a one-slory 5lronghold, wilh .a b~ dimension
of 400 feel x 400 feer. The magic-user can ward a mullinory area by reducing
rhe base area propon:ionalcly. The following take place in the wardloJ area
upon casting the spell:

1. All corridOr! become misry; visibility is reduced to 10 feer.
2. All doors .are M.age Locked.
3. Srairs arc filled with webs from tOP to bollom. These aCI as Ihe

2nd level web spell. except lhat they regrow within one lurn if
dC.5troyed.

4. Where lhere are choices in dirl"<:rion - such as a cross or side pas­
nge - a minor confusion-type spell funclions so as to make il
50% probable thaI intruders believe they arc going in the euet
opposile direction.

5. The whole area radiates magic. The normal we of lhe DetecI
Magic spell becomes impossible for Ihose of bs Ihan the casler's
level and difficull for olhers.

6. One door per level of experience of lhe magic.uscr is covered l.>y
an illusion 10 appear as if it were a plain wall.

7. The magic-user l'an place one of lhe following additional magical
effecls:

A. Dancing lights in four corridofs.
it A magic moulh in two placC.5.
C. A stinking cloud in two places.
D. A gUSl of wind in olle corridor or room.
E. A suggestion in one place.

NOle that ilems 6 and 7 funcdon only wh~n lhe magic-user i~ totally famil­
iar wilh the area of the spell's effect. Dispel Magic can r~n\ove one effttt, ae
r.lndom, per caslin!;. A Remove Curse spell will nor work.

The malerial components of the spell arc burning incense, a small measure
ofsulphur and oil, a knolled suing. a small amoum of Umber Hulk blood and
11 small silver rod.
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il 10 a depth of 6 inches over an area equal ro 100 S<Juare fccl f"Cr leve! of the
spellcaster. This icc lasts for Oile round per level of the casl~r.

The material component is.a thin sheet of cryst.al about an inch square.

8) Cold ray. The spell can be used as il Ihin ray ofcold lhat springs from the
cuter's hand 10 a dinanee of 10 yards per level of lhe Illagic.u~cr; this (;IY
innicts 104+2 poinls of damagc per level of lhe caSler upon lhe first creature
struck. A saving throw vs. spell is applicable; ;Ill damage is negated if il is ~uc­

cessful (as the ray is so narrow a save indicatcs il misS«ll. If lhe first Cfealure
is mil'sed, the path of Ihe ray is plolled 10 its full distance, lind anYlhing else
in irs parh must save (if applicable) or suITer appropriale damage.

The material componenl is a white sapphire of nOl less rhan 1,000 gp value.

C) Globe of cold. This creates a small globe about lhe si1.t of a sling SlOlle.
cool 10 lhe touch, bUI not harmful. l1\is globe an be hurle<!, either by hand 10

a dislance of 40 yards (considered shon r.lnge), or as a sling bullct. The globe
shalters Ur>Oll impacl, innicting &16 poinls of cold damage upon all CrealUll'..'i
wilhin a I O-fool r.ldius (one-halfdamage if a saving throw vs. spell is successful).
Usc the Grenadelike Missile ·I~ble in the HackMasler Game Maslds Guide 10

find where mi....o;o; strike. NOle Ihal if lhe glnbe is not lhrown or slung wilhin one
round per level of the spellcaster, il shat{ers and au.'iC$ cold damage as Slaled
above. ·n1is timed effccl ClIn be emplnyed 3g:1insl pursuers, although il can prove
haurdous to lhe spellcasler and his as.<ocimes as well.

The malerial componelll is a I,OOO-gp diamond.

Hyptor's Total Recall
(Alteration)
Level: 6
Range: 0 Components: V, S
Duration: Instantaneous Casting Time: I segment
Area of Effect: The caster SavIng Throw: None

By usc of this spell, !he magic-user is able 10 instantly recall any 1st through
S!h level spell he has use<! during lhe past 24 hours. The spell must have been
memorized and aCIU.ally use<! during lhat lime period. Hyptor's Total Recall
.allows the recovery ofonly one spell. If Ihe recalled spell requires material com­
ponents, these mUSI be provided by the CUter; the recovered spell is nOI usable
unlil rhe material eompanellls arc available.

Invisible Stalker
(Conjuration/SummonIng)
Level: 6
Range: 10 yards Component~: V, S, M
Duration: Special Casting Time: I round
Area of Effect: Special Saving Throw: None

This spell summons an Invisible Slalker from lhe E1emenlal Plane of Air.
This 8-Hil Dice monster obeys and serves lhe speJlcasler in performing whal­
ever r3S~ .are set befor~ it. It is a faultlc.u tracker wilhin one day of lhe quar­
ry's passing. The Invisible Stalker follows inSlnlclioos even if lhey send him
hundreds or lhousands of miles away and, once given an ordet, follows
lhrough unceasingly umil the task is accomplished. However, Ihe creature is
oound 10 serve; it does 001 do so from loy.alty or desire. Thercfore. ir reseols
prolonged missions or complex nub, and it all~mpLl to f"Crverl insfructions
accordingly. Invisiblc Stalkers undcrst:tnd common speech bUl speak no Ian·
guage savc their own. The malerial components of lhis spell ale burning
incense and a pil"Cc of horn carved into a crescwl shape.

Components: V, S, M
Casting Time: 6 segments
Saving Throw: None

Karnaac's Transformation
(Alteration, Evocation)
Level: 6
Range: 0
Duration: I rd.llevel
Area of Effect: The caster

Components: V, S, M
CastingTime: 6 segments
Saving Throw: Special

Haarpang's Magnificent Sphere of Freezing
(Altera(lon, EvocatIon)
Level: 6
Range: Special
Duration: Special
Area of Effect: Special

Karnaacs Transformation is a sight guarameed ro aSlound any crealUfC nOI
Haarpang's Magnificent Sphere of FreC'.ung is a multipurpose s....ll of con- r 'h 1 > 1..- aware 0 ilS power, or w en I Ie lllaglc-us~r casts t 1C spell, h ... undergoes a Star-

siderable power. If Ihe casler Opts, he may creale any of lhe following, I>' > Th > d 1 r 1I llIg lrans ormallon. e SIR an Strengf I 0 I 1e magic.user increase 10 hcro-
A) Frigid globe. A small globe of maHer al absolulC uro temperalure r1W.l ie proportions. so he bt:com~s a formidable fighting machine; Ihe spell cau:;cs

spreads upon comact with watcr, or a liquid thaI is principally w.aler. freC'ting the caster to become a berserk fighter! The magic-user's hit poinls double, and
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Components: V, M
Casting Time: 6 segments

Saving Throw: Negates

Mass Suggestion
(Enchantment/Charm)

Level: 6
Range: 30 yards

Duration: 4 turns + 4 turns/level

Area of Effect: I creature/level
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the sfl'l'lJ. When ClSI on Warer El~mentals and orh~rwater-based creatures, this
51">Cll aCIS ~s a Slow spell: The creature mnve.s at half speed and mak~s half fh~
nUlllb.t:r of altacks each ruund. It ha$ no dTl'ct 011 olher crcalllres. The matn­
ial component of this spcll is a small vial of dus!. Irs reverse, lUise Water. caU$­
es waler or similar fluids to rerum 10 their highest naturallcvd: spring flood.
high lide, etc. This can mak~ fords impass.:tble, noal grounded ships, and may
even sweep away bridges, at fhe CM's option. It nes"tes Lowcr Water and vice
versa. The materi;Ll COl11ponelll of thc R;lise Water spell is "small vial of water.

Components: V, S
(M optional)

Duration: Special Casting Time: Special

Area of Effect: 10 ft/level radius Saving Throw: None

Mirage Arcana
(lIlusion/Phantasm,Alteratlon)

Level: 6
Range: 10 yds.llevel

The M:lS5 Suggestion spell cnables the magk-user to innuellCC' the actions of
one or more chosen crealures in the sallle way as the suggestion spelL Up to one
,reamre per experience level of the caster can be inOuenced, provided thaI all
subject creaturc!S <Ire within the 30-yard range. Undead are nor ,ubjecr to this
~pell. The sugge.llion must be fearonably wnrded and understood.by lhe Cn':J­
lures, and muSt he the same for all hearing it. Creatures sllc(;t:$Sfully saving V~.

spdl arc ul1ani.,"(;lcd. Saving throws ag'lin" lhe spdl suffer a penalry of -I, and
if a single creature is to be affccted. in saving lhrow ruffers a -4 penalty. Note
that .:t very reasonable Mus Suggeslion ,an cause the uving throw to be maul.'
with .:tn addilional penalty (such as -I, -2, erc.), at Ihe discretion of your CM.
A nlas:o; suggestion can continue in effcct for a considerable duration, at the
CM's discretion. Cundiliolls thai will trigger a sp<X'ial a"ion can also be spcci­
fied: if {he tondirion is not met b.t:fore the spell expires. the action will not be
performed. The material componenrs of this spell are a snake's longue and
dlh"" a bit of honeycomb or a drop of swe~t oil.

The magic of Ihi$ ~fJ'C1I is sirnihlr to thar of the Vacancy spell, only more
powerful and elabor.tte. The spell enables the CISler to make ~n arc;r al'pear w
be somcthing other than it is - a setting he has personally seen. The spell
remains as long:as the casl~r m.:tinlains a minimal concentration upon it. Even
after this, the spell persists for a IOtal of one hour plus one additional turn for
each experience level of the caSler. (NOlC: Minimal cOl1centr.ttion ClIn be main­
tained during normal conversation bUI not while sfJ'Clleasting. in melee. or if
harmed by;tn attack.) [f the c.:rster 3ctually uses a sm;tll bit of anything con­
nc<:ted with the place to create this spell, it takes on a qu:tSi-realiry. In iu b.:rsic
form, foruful cont:!CI is necessary 10 have any hope of discovering tht magic,
,hon of a delecrion device or sp,ell. [11 ils more complex form. where a nmrer­
ial tomponent is used, dete'lion is possible only by some lmgical means.
whether device, item or spell. Either form of Mir.tge Arcana is subject tn the
Di.~pd Magic spdl. As with all powerful illusions, the mrnd of the believer
urges appropriate effects upon the viewer's body. Under the influence of lhe
spell. Ihe viewcr could possibly walk aCroS$ll bed of hOI coals lhinking it was
a shallow stream of water that was cooling his feet (and thus ~uffer no dam­
age), dine upon imaginary food and a,ru:rlly be salisfied, or rest ,omfon.:tbly
upon a bed of sharp stonts, thinking il a featherbed. Graviry is not affected by
tile spell, however, so an envisioned bridge spanning a deep cha.~m does nm
SUPl>Otl the believer. Those who witness lhe evcnt .see it as a sudden disap­
pear-mce of the individual. TIley do not connect il with an illusion unk-ss lhcy
arc otherwise aware of some magi, .:tt work.
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all damage he sustains comes lim flOm the magiC:lI pointS gained, nnce lh<'Sl'
pointS art: diminaled, all subsequenl damage (10 his lrue hit pointS) is doubled.
11lt Armor Class of lhe magic-user is 4 kiter than that pos=.J I'rior 10 cast­
ing the spell (AC 10 gOl:$ to 6, AC 9 to 5. AC 8 to 'I, etc.), to a maximum Armor
Cl:w of -10. All :macks an: :as a lighter of Ihe same levd u Ihe magic-user (i.e..
Ihe magi,-uscr U5eS the tombal values normally reserved. for fighlert). The
magic-uscr nn usc eimer a dagger or a staff when alla,king. A dagger ,an be
used TWice per round, and e:a,h sUl;Cwful am,k inOi,t5 an additional 2 poims
of damage. A naff can be used only onte per round, bUI wilh a .2 bonus 10

:iuack <lnd damage rolls. The magic-user fights in mdee in prefercnee 10 <Ill other
form~ ofattack, and tominu<'J; aH<lcking umil all opponents art: ~lain, he is killed.
the magic is Dispdled, or the ~pell duration expires. The matl'rial componellf for
CLSfing this ~p"ll i~ a Potion of Heroism (or Superheroism) Ihat the magic-u.Sl:r
must consume during the course of uttering the spdl.

LowerWater

(Alteration)
Reversible

Level: 6

Range: 80 yards Components: V, S. M

Duration: 5 rds.llevel Casting Time: I turn

Area of Effect: IO-ft./level square Saving Throw: None

The magic-user culing a Lower Water spell OUse.5 water or similar flui(1 ill
the area of effect ro sink away. The water can be [owered up to 2 feet for ev~ry

experience level of rhe magic-user, ro a minimum deplh of 1 inch. Th~ w.:trer
is lowerl'd within a square art::l. whose side.s .:tn': 10 fl'et long per ca.~ler level.
Thus, a 12rh level magic.user affecrs a volume of24 feel x 120 feN x 120 feet,
a 13th level caster a volume of 26 fcci x 130 feet x 130 feet, and so on. In
extremely large and deep bodies uf water. such :tS" deep ocean. the spell crntes
a whirlpool that .sweeps ships and similar crafl downward, pUlling them at risk
and rendering them un.:tble 10 leave by normal movement for the duration of
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Legend Lore
(Divination)

Level: 6
Range: 0 Components: V, S, M
Duration: Special Casting Time: Special

Area of Effect: Special Saving Throw: None

The Legend Lore spell is used 10 determine legendary informilrion legard­
inga known person. place or thing. If the penon or thing is at hand, or if the
magic-user is in the place in question, the likelihood of the spell producing
results is far grener and the O-Iting time is unly Id4 turns. If only detailed
informadon on the person, place, or thing is known, casting time is Id I 0 days.
If only rumors arc known, casting time is zd6 weeks. During the osting, the
magk-wer onnotl'ngage in activilil's other than Ihe routine: eating. sleeping,
elC. When compl~led, the divination r~veals iflegendary marerbl is availabl~.

h often reveals where this malerial i~ - by place name, rhyme or riddl~. It
sometimes gives l;C'rtain inforll\Mion regarding the person, pbce or thing
(when rhe objeCl of lhe Lcg'.'lld Lore is 3l hand), but rhis data is always in sollle
cryptie form (rhyme, riddle, <lnagr.UlI, ciVher, sign. etc.).

Natur311y, a Legend Lore spell reveals information only if the person. pla,e
or thing is noteworthy or legendary. For example, suppose Lord Proadus arne
across an extremdy w..ll-madro sword. It radiatcs magic, but when he used an
Identify spell, he could not learn any informatinn. Evron giving it to a Irust~d

fighter didn't work, <l$ the sword did not reveal any speci,d powers. Finillly, lie
aim a Legend Lore ~pdl. hoping to gain more information. Since Ihe sword i~

al h.:tnd, he completes the spell in three turns. In hi~ mind oom~-s the message,
"This gre1t .sword was forged. in Ihe belly of the Dwarven Forge and tempered
with the blood of a Swack [ron Dragon. Since the dilwn of time it hulain losl
in the shadows of time, awaiting a man of olJused hands and uncombed hair
to pick il up." The wily Proadus realizes, this must be: a very powerful iteJll,
since his spell gave only.:t cryptic answer. But who is it waiting for~ And where
is the Dwarven Forge~ For morc information, Pmadus is going to have to cast
more spelk 11m now the process will take much longer, since he has only Ihe
vaguC$t of duC$ to follow. The Legend Lore spell is ClSt with incense and strips
of ivory form~'<i into a tC(:mngle. but some ilem ofv:llue 10 the C:lSler must be
S:terificed in addition - a pOtion, magical scroll, magical itern, CIC.
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Mislead
(Illusion/Phantasm)
Level: 6
Range: 10 yards Component: S
Duration: 1 rd.llevel Casting Time: I segments
Area of Effect: Special Saving Throw: None

When a Misleldspdl i~ ta~t by du,' magit.user, he atlually treatcs an illu­
sory double ar the same rime rhat he is cloaked by Improved [nvisibiliry magit
(sec the 4th level spell). The magit-u.ser i~ rhen free 10 go elsewhere while his
double seemingly moves away. The spell enables the illusion of rhe magit,"scr
ro speak and gC5ture :L<; if if were rea[, and rhere arc full o[faclory and touch
components:L<; well. A Hue ~eing spell or a Gem of Seeing will reveal the illu­
sion for whM it is. A Detecl Invisibility or True Seeing spell or items suth :l.S a
Gem ofSl'l:ing or Robe of Eyes nn detetl the invisible m:l.gic-user (see rhe 5th
level magit-user spell Shadow Door).

Monster Summoning IV
(Conjuration/Summoning)
Level: 6
Range: Special Components: Y, S, M
Duration: S rds. + I rd.llevel Casting Time: 6 segments
Area of Effect: 60-yd. radius Saving Throw: None

This ~pell i~ mud! like the 3rd level spell Momter Summoning I. extept
that this spell summons Id3 4th level monners. These "ppear within the
spell's area of effetr and aH:l.ck rhe caner's opponenrs, unril he tommands
rhem to cease, rhe spell durarion expires, or the monsters are s[:l.in. The.~e

erearuru do nor check morale; Ihey vanish when shin. [f no opponent
exists to fight, summoned mOllSters can, if the magic-user call communi­
cate with them. and if they :l.re physit:l.Jly tapable. perform other servkes for
the summoning magit-user. The malerial componems of lhis spell arc a
liny b:l.g and a small (nol necessarily lir) CJ.nd[e.

Move Earth
(Alteration)
Level: 6
Range: 10 yds.llevel Components: Y. S. M
Duration: Permanent Casting Time: Special
Area of Effect: Special Saving Throw: None

When cr~I, the Move Earth spell moves dirt (d:l.y. luam, nnd) :l.nd its orher
components. Thus. embankmenrs t:l.n be toJlapsed, hillocks moved, dunes
~hifted. elc. However. in no eveO( on rock prominencu be colbpscd or
moved. Thc area [0 be affected dicures the casting timl'; for every 40 yard X

40 yard surface area and 10 feN of depth, one turn of casting time is required.
Thl' maldmum arl'a thar can be affectcO is 210 yards x 210 yuds. wllicll takes
four hours. 'fll'rrain featur~ are to be moved - as comp:lrcd to simply caving
in banks or walls of earth - it is netessary thar an earlh clemenflll be subse­
quently summoned to :l.SSist. All spell CLuing or summoning musr be com­
pleted before :l.ny effetts occur. As any summoned &rlh £ll'meOla[ will per­
form mosl of irs work underground, it is unlikely that it will be iOlelCepted or
interrupted. Should this occur, however, the movement of the eardt requiring
its scrvitlCS mUSI be stopJ>l'd until Ihe demental is once again :l.vail:l.ble. Should
tht elemental be slain or dismissed. the Move Eanh spell is limired 10 colbps.
ing b:l.nks or w:uls of earrh. The ~pell cannOt be used for runneling and is gen­
erally 100 slow 10 tfllP or bury creamrcs; irs primary usc is for digging or fill­
ing mMrs or for adjusring terrain contours b.ofore a banle. The material WIll­

ponenrs for this spell are:l. mixture of soils (day. loam. sand) ill:l. small b:l.g :l.nd
an irnn blade.

Note: This spell does nor violently break rhe surface of rhe ground. Instead, it
tre:lres wavelike ereslS :l.nd IroUghS, with the c:1nh re:u;ling with g[acier-like nu­
idiry until the desired. resulr is achieved. T=, StrlH:;lUres. rock form:l.tions. etc.
are rebtivdy unaffected, S:!Ve for chang~ in elevation and relative topography.
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PartWatct"
(Alteration)
Level: 6
Range: 10 yds.llevel Components: V. S. M
Duration: S rds.llevel Casting Time: I turn
Area of Effect: 20 ft. x SavIng Throw: None

3 ftJIevel x 30 ftJlevel
By employing :I. Pan Water spell, rhe m:l.git-user is able to cause water or

similar liquid to move ;lpan, rhlls forming a 20-foor-wide !rough. The depth
and length of the trough are dependent upon the [evd of the magic-user. and
a trough 3 feet decp by 10 yards long is cr..ared per level. I:or naOlplc. al [2th
[..ve[ th.. magic-uscr would p;lrt Wolter 36 feet (IccI' by 20 feer wide by 120
yaros long. The trough remains as long a~ the spell lasts or untilthc tI1aj;il:-u~r

who C:l.St it opts to end its efft'Cts. [f cast under water. this ~pell creatcs an air
cylillder of appropriate ICllj;th and diameter. If r:ut diredy on a Water
Elemcntal or other water-based creature. the cre:l.turc receivcs 4d8 damage and
musl roJl a successful s:l.vinj; throw vs. spell or nee in panic for 3d4 rounds.
The material eOlllponenu for Ihe spell :l.re IWO small sheets of trySlal or glass.

Perpetual Illusion
(Illusion/Phantasm)
Leyel: 6
Range: 10 yds.llevcl Components: Y, S. M
Duration: Permanent Casting Time: 6 segments
Area of Effect: 20-ft. cube + 10-ft. Saving Throw: Special

cubellevel
When rhis spell is on. rhe magic-user cre;(rCS;ln illusion wilh visual, audi­

tory, olfactory and rhermal dements. The spell c:l.n create the illusiou of any
object, cre;((\lr.. or force, as long as i, i5 wilhin the bnnnrlariC5 of the spell's area
of effect. II affects all creaturC5 that view the illusion. even to the cxtetll of
rhem suffering damage from r.111ing into all illu.sory I,ir full of shillp ,pikc>.
CreacurC5 that anemp' to disbelieve the illu~ion gain a saving throw vs. spell
and, if successful, rhey sec it for what it i, and add .4 lJ.onuses to associates'
saving throws. if this knowledge C:l.ll be torllmuniClled effectively. Cre:l.tureS
not ,ensing the spell effect :l.re immune untillhey bctome aware of it. The per­
petual illusion is subjecr 10 a Dispel Magic spell, of course. The nmedal com­
ponent of Ihe spell is a bit of fleece.

Phantasmagoria
(Illusion/Phantasm)
Level: 6
Range: 6 rt. Components: Y, S
Duration: I roundflevel Casting Time: 6 segments
Area of Erfect: -4 square + Saving Throw: Negates

I square ft. per level or caster
By mcans of this spell, rhe magic-user preparcs a special form of Spl'Clr.![

forces spell which is triggered by some special action. The I'hamasmagoria IYP­
ically includes a full visual, audia[, olfactory and touch illusion which involves
failing, sliding or moving rapidly. The efft'Ct C1l1l be aimcd at making the ~\lb·

jectS believe that they arc so doing or dt;rt something else is doing su. For
examplc. the Phamasmagoria may ile rriggered when failing into :I. pit. real:h­
ing the center of an area. opening a door. or performing somc like action. The
suiljett(s) will then believe Ih:l.t rhe fall conrinues for swres offeet; rllal a pit
h:l.S opened and thar they arc helplcssly sliding down inro an unknown area;
rhar a wall of W.;lter is rushing down from the area beyond the just-npene,l
door, or wharever. Note that unlike the Programmed Illusioll spell. thc
Phanr:L<;magoria spell muSI :l.lways involve the illtl5ion of something failing or
rushing. or a dwindling I'l'rsp<'Clive.
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Incilmulon
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Nore: Very good or very evil persons will nor be rcinc.llnared as Crc:l.turcs
whmc general alignmelll is Ihc upposile. Reincarnated eharacc:rs musr make Idll
rolls On the F1awlQuirk tables. If the reine:/,fnall-J charaeler dil:S within 24 huurs
after coming back in theit new forill the Rcilll.'3rrt31ion Uoesll't take and lhe soul
is Still linked to rhe olu bodyr.uher Ihan the rein(;un31c:<i hn<ly. Therefore if rhe
eTCalllre dies again ir can be Raised or Resurrceled inro ilS old body, Olherwise,
after 24 huurs if lhe reincoIrnatcd character dies and is subsequently Raised or
~un«H.·d, his l':ISCnce returns 10 tht llew rcinl"arnaled body,

The material componenrs of rhe spell are a small dnlm and a drop of blood.

Repulsion
(AbJuration)
level: 6
Range: 0 Components: V, S, M
Duration: I roundl2 levels Casting Time: 6 segments
Area of Effect: 10 fr.llevel x 10 ft. Saving Throw: None

Wlu:n lhis spell is alSl, the magie-user is able 10 Clluse all erealurl'S in the palh
or rhe area nf effccr to move ditCClly a'Mly from his person. Repulsion occurs al
lhe spec'd of lhe Cl"!'allitc attcmpting In mnve Inwud lhe spellClsler. The
repelled creallife continues 10 moY<: away for a complelc round l'Ven iflhis lakes
it Ix')'ond spell mnge. The casler cm designate a new direclion each round. bur
u~ of rhis pow\·r COUlllS as the Casler'S prillciplll aClion in the round. 111t alSt­
er can, or COlll'!;e, chOO'ie 10 do snmcrhing else ;nsle;,d of "sing rhe I~erlllsion

arlOlek. Thc material component for lhis spell is a pair ofsmall magnelized iron
bars aU:l.ehcd ro IWU small e:tnine sraruelles. one ivnry and one ebony.

Shades
(Illusion/Phantasm)
level: 6
Range: 30 yards Components: V, S
Duration: I rd.llevel Casting Time: 6 segments
Area of Effect: 20-ft. cube Saving Throw: Special

This spell is rcl~lloJ 10 the Shaduw Monsters and Demish:l.Jow MunslCrs
spells. The Sh3des spell uses marerial from the Demiplane of Shadow 10 form
semi-real illusions of one nr mol"!' mnnSl(:rs, up to I Hit Die per caster Icvd.
All shades crcaled by one spell mUSI be of lhc 5.1me rort, and Ihey have 6u%
of lite hit poilll IUlal lhe I"!'al creatul"!'S would have. Those who view the ~hades

and fail rheir s.1ving Ihrows vs. spell believe the illusion. The shadt'S Iltrform liS
lhe real monSters with rf'.Sp«t to Armnr Cbs.~ and 31l'ack form_~. Special atr.lck
forms such as pelrifte:llion or level drain do nOi :leruaUy occur. bill a SllbjCCI
whu believcs the shadd arc real will rcaCI :l.pprOpri:l.lcly. ullia Ihe illusion is
COUlltcroo by a Di~pcl Magic spell or the conditiun is eOUnlcrl-J by a he;tl spell.
Those whn roll sUCecs.~f,d .~wing lhrnws see rhl.' shalle:s 3S lmnsparem image:s
superimposed on vaguc sh3dowy forms. Thf'.Se are Armor Class 6 and cans..
only 60% uf the true monsters' norm:l.l melee damage.
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Components: V. S, M
Casting Time: 6 segments
Saving Throw: Special

Components: V, S, M
Casting Time: I turn
Saving ThrOW: None
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Programmed Illusion
(1IIusionIPhantasm)
level: 6
Range: 10 yds./level
Duration: Special
Area of Effect: 20·ft. cube +

IO·ft. cube/level

This spell creates a Sp«tntl Furl:c sp.ell thai aCtivales Upoll cummand or
when a sp<.>cilic condilion uccu~. The illusion hilS visual, auditory, ulfactory
and lhermal e1emenls. It l'llil be of :l.lly object. cn'llture. or force, ilS 10ng:iS il
remains within the buundaril'S uf the spell's area of effeel. The occurrencc th:l.t
begills lhe illusion l'llil Ix: ilS l;eJler.u ur:iS specific and detailed ilS dC$ircd, such
ilS the fulluwing: "Begin only when:l. vellerabJc female human c:Jrrying a sack
ofgroar duslcrs sils cross·lcgged wilhin one foot of IhlS Spol." Such visual rrig­
gers can rc:I.cr 10 a ehamcrer using the disguise abiliry. Command range is ')
)'2rds pcr levd of Ihe magie·uscr. ro a 12th level magie.user can command the
Programmed lllll.lion to occur ar a maximum encounrer range of 60 yards, A
Programmed Illusion C:l.nnOI disringuish invisible crcalllrcs, nor alignment,
level. Hil Dice or dass, exeepi by exrernal garb. If desired. rhe effccr can be
keyed to a specific noise or spoken word. The spell lam until lhe illusion
occurs: IhllS, rhe spell durarion is variable. The illll.lion will lasr for a maximum
of one round per level of fhe spellcasrer. Creallll'CS lhal auempl 10 disbelieve
rhe illusion gain a saving throw vs. spell and, if successful. sec ir for what it is
and add +4 bonuses 10 associares' saving rhrows, if this knowledge l.'3n be com·
munic\led effecrively. Crc.uures nor sensing rhe spell effecl are immune unlil
rhey become aware of il. The iIlusinn is subject to a Di.~pd Magic spdl. The
malerial componem of the spell is a hit nr fleece.

Reincarnation
(Necromancy)
level: 6
Range: Touch
Duration: Permanent
Area of Effect: Person touched

Wilh lhis ~rdl, th\· m3gil:-u$l.'r can bring back to life a vcnoll who died no
more Ih3n nne day per experience level of lhe magic·uscr. TIle essr:nee of the
dead persnn i.~ It:lnsferred ro anolher hndy, possibly one very differellt ftom his
former hody. ReinCirnalinn does nnt require any saving lhrow, sySll'm shock
nr resurrcction survival rnll. The corpse is touched, and a new incarnalion of
the persnn will apl>ear in rhe i'tea in Id(, turns. The person Rl,iuC<.lrnalloJ
rccalls lhe majority of his former life lind forrll, bUI lhe chardCter dilSS, if any,
of the new incarnation might be dilTer\'nl indcl-J. Tlte new incarnalion is
llrrermin«l on Ihe f/)[Jowing lablc. If a pl:tytr characll'r rdce is indiCllll-J, lhe
cltamCl\·r 1lI11S1 bl: neated,

Project Image
(Alteration, Illusion/Phantasm)
level: 6
Range: 10 yds.llevel Components: V, S, M
Duration: I rd.llevel Casting Time: 6 segments
Area of Effect: Special Saving Throw: None

By means of this spell, lile magic.user Cfl-;lICS a nonmalerial duplic:m ofhim­
self, projIXting it to allY ~pot within spell l"ol.llge. This im~ performs aCliuns
dt-eided by the mllgie-user - wdlking, spc'.uung, speUClSling - l"Unforming ro Ihe
actu<t!llcliuns of the m~gie.user unlen he eom:emrau:s un lIl:l.king il act differ·
l'lIIly (in which C'dSC the magic-user is limitloJ to half movement and no au:teks).
111e Image c,m Ix: dispelkoJ only by mC"dns of a ~uccessful Dispel M:tgic spell (or
upon command from Ihe spellca.'ilCr): attacks pass h:lTmlessly [hrough ir. The
image mll.lt be wilhin view of rhe magic'\lSer projCCling il ar all limes, and ifhis
sight is ob~t1'\lclcd. Ihe spell is broken. Nore Ihal if lhe magic-user is invisiblc al
the time the spell is C2St. the im:l.gc is :tlso invisible unlillhe casler'S invisibility
ends, though the m:l.gic-uscr mUSI slill be able 10 sce rhe image (by means of a
Detl:(! Invisibility spell or OIher mt:thod) ro mainrain Ihe spell. If rhe magic.uscr
lJ.S(.'li Dimension Door, Tekpon, Plane Shift or a similar spell lhat breaks his line
ofvision. rhe ProjCCl Image spell ends. The maleri:l.1 component of lhis spell is a
small replica (doll) of Ihe magic-user.



Components: V, S. M
CastingTime: I round
Saving Throw: None

Veil
(illusion/PhantaSm)
level: 6
Ranee: to ydsJ1@v@1 Components: V, S
Duration: I tum/level CastingTime: 6 s@gnl@nu
Area or Effect: 20·ft. cubellll't'lll Saving Throw: None

The Veil spell enables the nugic.UKr 10 inslandy change the appca.nncc ofhis
surroundings and p.1rty or creare h2J1ucinatol)' lerDin 50 aI 10 fool even the mOSl
dcvc::r creatures (unless Ihey have the True Seeing spell• .I Gem of Seeing. or a
limilar magical aid). TIle Veil can make a sumptuous room ~m like a filthy
den, cvc::n taaile impressions conform to the visual illusion. Likewise. a p.1rty
mighr be made to resemble;t mixed band ofBrowllies. Pixies and Faeties led by
a Treanl. IfhalludnalOl)' terDin is creared, touch docs not ClIUSC it to vanish.

Magle-User Spells - Level 6AppendiX c:
Transmute Water to Dust
(Alteration)
R@yerslble
level: 6
Range: 60 yards
Our-adon: Permanent
Area of Effect: IO-ft. cube/level

Components: V, S, M
Casting Time: 5 segmenu
Saving Throw: None

(special)
When this spell is c:ur. the subject am ilUrandy undergoes a dunce from

liquid to powdc:Jy dust. NOle th21 if the waler is a.Iready muddy, the area of
effccl is doubkd, while if WCl mud is being transmuted, Ihe area of effect is
quadNplcd. If walet remains in contacl with the IlOInSlTluted dlLSf, rhe former
quickly~ the latter, turning Ihe dusr into silly mud (ifa sufficienr quantiry
of water exim to do 10), otherwise soaking or dampening Ihe dust accordingly.
Only liquid acrually in the arca of effect at Ihe mornenl of spdlc:uring il afrecr·
cd. Liquids that are only parrially Woller arc affected only insofar as Ihe aClual
water COntC'OI is concerned: however, podons containing water arc rendered
useless. Liviug creatures arc unaffccted, exccpr for those native 10 the Elemental
Plane of Water. Such creatures receive saving throws vs. spell. Failute inflicts
IdG points nfdamage per CUter level upon the subject, while success means lhe
creature receives half damage. Only one such creature ClIn be affected by al\Y
single cuting of thisspelJ, regardless of the creature's si"lC' 01 lhe siu of llie'lpell's
area of effecr. The reverse of the spell is ~imply a vel)' high-powered crcale Waler
spell that requires a pinch of1l0rma.I dusl as an additional material componCnt.
For either wagc of lhe spell. other componellls required arc diamond dusl of at
!call 500 gp value and a bit ofscashdl.

True Seeing (Tr-ue Sight)
(Divination)
level: 6
Range: Touch
Duration: I rdJlevel
Area or Effect: Lin@ of sight,

max.. 60 It.
When lite magic-user employs rhis spell, he confers upon Ihe recipienl the

abilily to sec all things as lhey acrually arc. The spell penetntCS normal and
magical d'llkncs.s. Secret doors become plain. The naci 1QC11ion of displaced
things is obvious. Invisible things become visible. Illusions and apparilions arc
seen lhrough. Polymorphed, changed or enchanted objects are apparem. The
real form appears translucently superimposed on the apparenl form: a Gold
Dr:lgon polymorphed to human form would ap~r human with a ghosdy
dragon looming over the human form. Unlike the cleric version of this spell.
the recipient cannOt delermine ltligtulIcm. The recipient on focus his vision
to sec into the Ethemtl Plane or the bor{lC'ring arras of adjacenl planes. The
range of vision conferred is GO fect. True seeing docs not penemte solid
objects; il in no way confers X-ny vision or its equivalent. Furthermore. the
spell effects ClnnOI be enhanced with magic.

The lpell requires an ointmenl for the eyes that is made from a V1:1)' nrc
mushroom powder. saffron and fal. It COStS no less than }DO gp per usc and
mUSl be aged for Id6 months.

The HackMaster Player's Handbook

Spir-itwr-ack
(Evocation/Abjuration)
level: 6
Range: I ft.+ I ftllevel Co"'!ponents: V, M
Duration: Special Costing Time: Special
Area or Effect: Special Savlne Throw: Sp@ciaJ

A SpirilWrack spell is a very «rong prolection/punishmenr spell againu the
~rful crearures of the nerher planes (Abyssal, Hades, Hell, elc.), bUI to
employ the magic, rhe spell ca.sr« must know Ihe name of rhe being at whom
he will direa Ihe energy. Prior 10 ttrual ultenncc: of a Spiri[Wr;ICJt spell me
magk-user mlLSr prep.1re:m illuminated sheel of vellum, t:arefully imcribcd in
special inks made from powdered rubies and Ihe ichor of .I slain demon of rype
I. II. or III and covered wirh gold leafin a continuow border. The spell <."aSl·
er mlLSl perJ()nally prepare rhis document. including Ihe being's name there­
on. (This will require from 8·32 houlS of lime alld COSI 1.000 gp for vellum,
spedal pens. gold leaf. and other miscellaneous malerials alone: the COSI of the
powdered rubia' is a minimum of5.000 gp for c:lch documenl.) If the demon,
devil or olher powerful being from a nether ourer plane is presem in some
form (and nOt possessing another creature's hody inSTead), the magic-user can
then lJcgin actual spell inClOtation.

ImmediatcJy upon beginning the reading of lhe document. Ihe being
named will be rooted to lhe spot unl~ il makes its magic resistance pereent­
age (adjW:led for the level of lhe magic-user) as a s.:l.ving throw; and eyen if
such a s.:l.ving throw is made. the monster feels grearly uncomforlable, and if it
hu nor hccn maginJly forced to rhe locale and 10 held there, il is 90% likely
to mrnl 10 its own (or allOlher) plane, as the named being is powerlcs.s 10
auadt Ihe magic.user while he is reading Ihe spell document. This finl pan of
the documC'nl conlinues for I full round, wilh the di5COmfon 10 the named
bting becoming grea.ler a.1 the end. During the KCOnd minute of lhe ioca.ma.­
tion, Ihe being na.med undergoes acute pain and loses I hil poim per Hit Die
it~. Arlhe end of this round of rnding. tlle being is in wracking p;.in.
The third a.nd final round of urteran« of the condemnation will ClUSC a IO$S
to rhe being of 50% of its exisling hir pointl:, horrible pain, a.nd at lhe end
consign it 10 some confined space on its own plane - lhere to reouin in tOI­
ture for a. numbtr of ynrs equal 10 the level of lhe magic-user who prepa.~d

lhe documenl.

Obviously. the being so deah with will be Ihe $w<!rn foe of the m..gic-llser
forever afterW:llds, 50 the magic-user will be: loatll 10 finish the spell but r:uher
usc it aI a threat to fOll:e submission of the being. Each round of reading will
cause the being fOll:C'd 10 listen !O be a cunlUbdve 25% likely to concede eyen
wilhout any other offerings or paymellI.

Stone to Flesh
(Alteration)
Reversible
Level: 6
Range: 10 ydsJlevel Component5:v, S, M
Duration: Permanent Castine Time: 6 segments
Area of Effect: I c~at\Jre Saving Throw: Special
~ Slone 10 Fk:Ut spell tU/lU a.ny 50rl of slone imo f1C$h. If Ihe recipient

itol\C object wu fonnerly living. this spelll'dlores life (and goods), a.Ilhough
lhe wrvival of the cralure is subject to the usua.I $)'Uem shock surviva.! roll.
My formerly living crealure. rcgardk:s.s of siu, ClIn be Ihus RturtlC'd to flesh.
Ordina.ry slone t:ao bt lumed 10 flesh in a volume of9 cubic fect per level of
exper1cnce of the spdlcas:ter. Such flesh is incn, Ia.ding a viral life foree. unlcs.s
a life fora: or magic:a.l energy is a.va.il.able (for aample. this lpClI would turn a
Stone Colem into a Flesh Golem, but an ordina.ry Ita.lue would become a
body). Ifcasl upon SIOllC, the ma.gk-uscr can C((:lte .I cylinder of fleshy male·
rial from I 103 feet in diameler a.nd up lO 10 feet long. allowing a pusage 10
be m..de. The material componenrs arc a pinch of ntlh and a drop of blood.
The (everse. flesh ro stOne. turns flesh of any $On to Slone. All posses.sions on
the perJ()n of the crealure likewise lurn to Slone. The intended subject of Ihe
spell receives a. Javing throw VI.. spell to avoid the effecr. If .. Sl1'ltuC' crealed by
this spell is subjecled to breakage ur w~thering, the being Of ever returned 10
his original. fleshy S1ale) will have similar damage. defnrmities, etc. Tile GM
may allow such damage 10 be repaired by various high level cleric spells, luch
as regenerate. TIle material componenu: of the lpell arc lime. w:uer. and earth.
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Seventh Level Spells

Anger Deity
(EnchanunentiCharm)

level: 7
Range: Infinite Components: V

Duration: Inst,1nt,1neous Casting Time: I round

Area of Effect: I gawd Saving Throw: None

An Anger Deity spell allows lhe spellC'".btl"f lU offend:l gawJ in till'" hoJX~ of
geuinl: a reaedon OUI of him. After the c:uter spends one fOund casling lhe
spell (which in\"Olv~os insulting (he gawd. his momma. and his d.1wg) roll on
the Ihe following charr ro determine the rcaerion:

If Ihe spell suec~"Cds in angering till,' gawd enough to lIl:lke a pel'5Onal
appearance the l"aStCr is in dl"Cp, deep (fOuble. The gawd may allack. lhe C:ISl­
er, permanently polymorph him inlU ~lIIelhillg urrdesirJule, curse lhe C"blCr,
drJg the cil)(er's soul irrto th~' Nctlll:rwodd, or do an)" I1UlllUcI of t.'ltlemcly
nasty things. Netdbs to say this is usually til<" end Qf the chal1lclerS Olrccr.

If the gawd sends his minions one major minion or JD6 minor minions will
appear (hc nex( round. A major minion would include a Solar. Grealer Devil.
and the like. A minor minion would include U::>ser Demon.l, Dev:u. and sim­
ilar crealures. The minions will ~llack. the l":lSler inulledi:l.tdy.

If "divine rc\'enge~ i~ indicated it can uke on many forms. Some possrbili-
Ires lIlciude a Lightning Bolt from thc sky that mika for 10-100 poinu of
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Cacodemon
(Con juration/Summoning)

level: 7
Range: lOft. Components: V, S, M

Duration: Special Costing Time: Special

Area of Effect: ~SlJ1YTlCII"IE!SavingThrow: Special

This perilous exercise in dWL'onwrcraeft SUllunons up a powerful demon of
type IV, V, Qr VI. depelllling upon lh" <lem.,n'~ name heinS knnwn 10 Ihe
magic-user, Note that this sr~ell is not of sufficient POWcf to bring a demon of
grealer power. and I=r SOIU are nUl called as they have no known Il:lmei. In
any evelll, lhe spdl C"Mter must kllow the m,me of the lype IV, V, or VI demon
ht i. summoning. As the spl'll naml' implies, the drmon so summoned is mosr
angry and evilly di.'I'lOSCtl. Th" spell CL~t"r must he within .1' circle of protec­
tion (or a thaumalllrgic triangle wirh protcerion from evil) and the demon
eonfinl-cl within a I'Clllagram (circled pentacle) ifhe is to dvoid being slain or
cankd ofT hy the .IummQned CacOOcmon. The sun,nll"lned demon e,n he
treated with a~ follnw~:
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damagc, a great chasm opening up ulldernc,1rh the C.'Ufer. nr all of the cows in
the caSler's village refming to give milk.

Banishment
(Abjuration)
level: 7
Range: 20 yards Components: V, S, M

Duration: Instantaneous Casting Time: 7 segments

Area of Effect: 60-ft. radius Saving Throw: Special

A Banishmerlt spell enahles fhe caSTer to forcc some eXfr:lplanar creature OUI
of the L1ISter's home plaue, TIll' dTl'l.:t is instantanoous, and the SllUjlXI CHnnor
CQIlW back widu..ut some spL"l;ial sumnll,lning or n't:ms of el;ress from irs own
Illane [(} rhe one from which it was Ihnished. Up to 2 Hit Dice or levds of
creature pcr caster level can be banishcd. Thc casfer must bOlh name the type
of ercafUrc(s) fO be Sent away and give its name anc! ride:iS well, if any. tn any
<'vem, the creatufe's magic rl'.Iistanu' must be ovcn::orne for till' spell to be
dTccti'·e. The marerial (Olllpllnent$ of Ih" spell a~ suhstanc~ hurnful. hate­
ful or opposed to the nature of the subjcct(s) of the spell. For every such sub­
stance included in (he ca.,ting. the ~ubjeci crearure(s) 105C~ 5% from irs lIlagie
rl"Sist:lllce and suff<:rlo a -2 JX'rraiIY lU it~ ~aving throw vs, spell. For oamplc, if
iron, hoI)' WalL'f, sunsronc ami :1 Sl'r'l; of ro~ll\ary weI''' llsClI in ca.sling a
Bauishmem upon a being thar hatC5 (hose things, ils saving throw vc(sunhe
spell would be made wirh a -8 penally (four mbstanel"S times rill' factor of -2).
Special items, ~\lcllll~ hair from rile tail of a Ki-rin or Couall fCHthers, could
als<1 he I,dded tn dlanl;e the ["CtM to -3 or -4 pef il"m. In conrm'l, a tir.ln's
hair or miSt[elCtt bll'.SSfd by a druid mig,ht lower the faclor to "I with l'I'5pcet
to the .l.1me CrC<lntre. If the subject crcature successfully rolls ils saving throw
vs. spell. thl' Cl.Ster is stunJ.\ by a badd:a>h of energ)', suffers ld6 poims of dam­
age, and is stlutrll'd rol' one round.

I) The m,lgic-usercan require lhe monster to perform a dc.o;ired coursc
of aClion by force of threat and pain ofa Spirirwraek spell (q.v.j, allow­
ing frl"Cdom wlrelle\"Cr the demon performs the full extent of the SI.'r­
vice, .lnd fQfcing lhe ([emon ro pledge word "p"n il. This i., exc"",dingly
dangerous, as a minor error in such a bJrgain ",HI be sei7.ed upon by the
monster to reverse the desired OUlcomc or simply 10 kill and d~"I'our the
summoner. Furthermore. the demon will bear J.\re:ll enmit)" for lhl'
mabie-usn IOll'ver after such forcl-cl oue(til'IlCe, so the ~pdl casle, h;ld
b"lIef he mOSt powerful ,mil capahle,

2) By uibUlc offrcsh human blood and the promise of one or morc human
sacrifices. the summoner can bargain wilh the demon for willinJ.\ scl"\·ice.
Again, the spdllll.ltl·r i~ well advised (0 haw :uuplc prOIIX!ion and power
,,, defend himself, as the den",n rllight d<:l:ide the offer i, insufficient ­
or il is ea!iier to enjoy the 5luumoner's slow death - and decide llot 10

accept the bargain :rs offered. Although (he demon will have 10 abide by
\l pk-clge, as his nallle is known, Itc will have to hold only to rill" elaCI
wlml of rhe armng<'m"m, n(\( to lhe spiril of ,he atteem<,m. On lhe
othc( hand, only highly evil magic-users arc likely ro attempt to mike
such a harb"::lill. and the summoned Cacodemon mighl be ra\"or'.lbly dis·
posed to""Jrds .Iudl :I dlaruetl'r, cspl-cially if he is also chaotic.

J) -!l1e SlllllIltOnc<l (lemon can he the objccl or a 'Imp the Soul $pdl (q,v,).
In (his case. lhe magic-user will not speak with or barg.1in for the
demon'.~ services. although the Cacodemon might be eager (0 reach an

The Gawel hlm~K appe>n. u;t punish th& 'P"1k;:l>ter,

The G>wd •.,.,d. m'IlIOru '" de.1 Wilt. the "",,1Ic:><u:-r.
The cha"'cter l< ,he vlcdm "'''dM"" r_8""
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Appendix C: Magic-User Spells - Level 6

Zarba's Shoving Hand
(Evocation)

level: 6

Range: 10 yds.llevel Components: V. S, M

Duration: I rd.llevel Casting Time: 6 segments

Area of Effect: Special Saving Throw: None

Z-Ub:l'S ShovinG Hand i~ a more powerful version of Z:arba'~ Guardian
Halld. It crtatts a man-sized () ft<::t) to garganlllan-sil.<'d (21 fcct) hand that
plaCts ilStlf between the spdlc:LItcr and a chosen opponent. This disembodied
!land then movCll to remain berween Ihe rwo, reg;1rdlcss of what the Spel1C.1St.
er docs or how the opponent rries to get arolmd it. However, the Shoving
l'bnd also shovCll its opponent. This force can pu.lh awa)' a creature weighing
500 pounds or less. slow movcment 10 10 fcer per round if the CrcalUre weighs
between JOO and 2.000 pounds. or slow movcmcnt by jO% if the creature
weighs mOTe than 2.000 pounds. A creature pushed away is pushed to (he
nnge limit, or lImil pr~ed againsl an unyiddin~ surface. 1111,' Hand ilsclf
inflicis no damage. Till,' Shoving Hand has:ln Armor CI;ll;s of 0, h:l~ as mall)"
hit poilllS lIS its c:lSwr in full health, and vanishes whel1 dl·stfU)"l-J. Thl' C'"bler
C'"Jll OlIiSC i( tOlelleal (to rdeaSl.' a tral'lX'd 0Plwnent, for cKampk) Qr disllli:>s
il on COlllmand. The Illalerial COlllpllnelll is a glove.

Zarba's Sphere of Personal Inclement Weather
(Alteration)

level: 6

Range: 10 ft.llevel Components: V,S

Duration: 2 hours/level Casting Time: I t'ound

Area of Effect: 10ft.rndius Saving Throw: Negates

around one creature

When Ihis 'pel! is C".ISt it calise; fredki~hly hold wead'cr to follow the viclirn
.lrOUlld. Sorne p,,~sibilitics include Iud <:I1l/hrurm., rnrrrnridl min, hail,.1 hli,.­
1':11'I1. vuy high winds Or exrrem" he,n :rn,llurrni/liIY. Th" ",,,arher doe,' nm
ha,·" 10 match a characlds .,urroundinl>-" i.". .1 Ch.lmCter in J jungle could ~till

be surround«l by;1 blizzard, and if would follow him evcn ifhe wcm indoors.
DJngeroU5 weather may cause Id4 points of damage per hour (at the GM:,
discretion) if the victim docs nor rakc appropriarc prccaluions.



Appendix C: Mailc.User Spells. level 7
Hit Dice are allowed a saving throw \'S. spell, which, if su(('essful, negatel the
altempt to comrol th11 creature. Regardlcss of rhe IU(('CSS or failure: of the IOIV­

ing Ihrow, C:1eh etcature required to m1ke: 1 check counu tOW1n1 the Hit Dice
limit of Ihe spell. Th~ CrC1tures under the conuol of lhe magic-user can be
commaOOed by the cuta if they are: wilhin hearing range. There is no tcl~­

pathic communication or 1111gU1gCO requirement ber--=n the cuter and Ihe
Controlled undead. Even if communicarion is impossible, the Controlled
undead do nOI 1lu;ck the: .spellcuter. lu the rnd of Ihe spell, the: Controlled
undC:1d men 10 their normal behavior5. Those: nol mindless will remember
the control exened by the magic-user. The ffi1trrial component for this spell
is a sm111 pic« C'ac:h of bonr and raw meat.

Finger of Death
(Necromancy)
Level: 7
Range: 60 yards Components: V, S
Duration: Permanent Casting Time: 5 segments
Area of Effect: I creature Saving Throw: Negates

The Finger of Death spell snuffs out the viclim's life force. Ifsuccessful, Ihe
viccim can be neither Raised nor Rc:surreaed. In addition, in hum1n subjecu
Ihe lpell initi1tc:s changes to the body sudllh1r :after three: days the OSier can,
by mC:1ns of1 SflKial urc:mony costing nc:lt IIC$$ Ih1n 1.000 gp plus 500 gp per
body, aninule the corpse as a Juju Zombie: under the colllrol of the caster. The
eh1n~ can be reversed bcfoK animation by a Limited WISh or simlbr spell
cast dir«l!Y upon me body and .. full WlSh resrora the: subjecl to lift. The
caster uners thr Finger of Death spell inca.nf1tion, poinu his index finger at
Ine UC:1ture to be s1:1.in, and unless Ihe viaim suc::c«ds ill a saving throw \'S.

spell, dealh occurs. A ere:.ltur~ successfully saving still receives 2d8t I poinu of
d:lOlage. If the subject dies of d1mage, no internal ch1nga occur and Ihl.': vk..
tim can then be re:vived normally.

A Duo-Dimension spell ou£('s the caster to have only two dimensions,
height 1nd width, with no depth. Hco is thus invisible when turned lidew1Ys.
This invisibiliry can be detccted only by me1nl of a true sc:c:ing lpell or simi­
!1r me:thods. In 1ddition, the: Duo-Dimeruional m1gic-uscr C1n JUU through
the thinnesf of sp"ees as 10llg as these: h1ve: the: proper height - going through
the: space: belWc:en 1 door 111d its frame ili 1liimple matrer. The magic-user can
perform aJl:u;tions normally. He can turn 1nd becomr invisible, move in this
stair. and appear again nexl round and QSt 1 spell, disapparing on thc fol­
lowing round. NOI:e th:u when turned, Ihr magie-wer C1nnOI be 1ff~ted by
any form of 1uaa, but when visible. he is subject to doublco thr amount of
damage normal for an anaclr. form; for example, a dagger thf\lSl would inni"
2d4 points of damage if it struck a Duo-Dimensional m1gie-user.
Funhermore:. the m1gk-usc:r hu 1 portion of his existence in the: iUrDI I'bnl.':
when the spell is in e:£Tea, and hr is subiCO' to pouible notice by crearurl.':S
there:. If noticed, it is 25% probabll.': th1t the magic-user is pulled ~ntirdy incu
the A,strall'bne by any alrack from ,In astral creature. Such an att1clr. (1nu any
subseque:nt 1UacIr. received 011 thr Alitral Plane) innicu normal damage. The
materi1! components of this 5pell 1re ,I flat ivory like:ness of thr spellculer
(which musl be offinClI workm1nship, gold fiJigrc:cd and e:n1meled and gelll­
studded 1t 1n 1verage cost of 500 to 1,000 g.p.) and a strip of p1fchm~nt.As
rhe: spell il ulle:red, Ihe: pardunem is given half a twist and joined at the ends.
The figurine is thell pa$i>C'CJ through the parchmcllI loop, 1nd both disappear
forever.
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accord wilh me dweomercnfter before he is forud imo imprisonmt'nt.
Tht' napping of me demon is risley only if proper prCClurions havt' not
been taken, for failure to confine me monster waully mrans only Ihat
il is ablr 10 escape to irs own plane. Once tr:appcd, me ckmon mWI
rrmain impri$Oned unlil thr·~r of his obj«l of confinemem
breaJu ir and frees him, and this requires onr kl"'icc from me now
IooKd monster. If the individual(s) f~il'lthe drmon fails to drmand
a SC:I"'Kc whrn mr monstrr asks wlut is required of him, the ckmon is
undet no constnint not to slay thr libentor(s) on thle spor, bur if a kr­
vice is required. me: crearwe mun fint do his best to perform it and
then relurn to the Abps.

The: duntKm of sc:rvice ofany demon must be limited unless the demon is
willing 10 sc:rve fOf an extended period. Any required coune of aaion or ser­
vice: which e:ffc:etivc:ly requires an inordinatr period of time: to perform' or is
impc»$ible to perform, is 50% likely to frc:c: me demon from his obligation.
and enable him to be unconstrained in hi. vengeance: upon the: spell ~Ier if
he is not thereafter continually proleCled, for a de:mon 10 flUd can re:main on
the plane il was summoned to for u long u 666 days.

The: demon summon«l will be exceptionally mong, i.e:. 8 hit points per Hit
Die.

Caning limr is I hour per type (numeric) of the de:mon to be sUlllmoncou.
If there is any interruption during this period, llie spell fails. If there is an
interruption while: the Cacodemon is sUlllllloned, there is a 10% chance that
il will be able ro escape its boundaries and altac:k the magic-user, this percent­
age rising cumub.tivdy (by one) each round of continued interruption.

Each demon is entided to a saving throw ve:rsus this summoning spell. If a
score higher Ih1n Ihe: level of the magic-user summoning is rolled with 3<16
(2d10 with respect to type VI demons), Ihal panieular spell failed to bring the
desired demon. Whe:n this oc.curs, il is ttrtain that the named demon is
imprisoned or dc:snoyed or lhe name used was not perf~lIy COrr«l, so the
~11 cutt.( will have to call upon anothrr n1me to bring fonh a <:academon.

The camponenu of this spdl1re 5 naming blxk candid; a bruie:. of hot
coals llpon which mwt be burned sulfur, bat hairs, Ianl. SOOt, memlllc or
nilrie acid eryna!s, mandrake rocK, akohol and a pic« of parchmem with Ihe
demons name inscribed in runes inside a penladc; and a dish of blood from
IOffiC mammal (pre:ferably a human, of course) placed inside Ihe: area where
the Cacode:mon is to be hdd.

Charm Plants
(Enchantment/Charm)
Level: 7
Range: 30 yards Components: V, S, M
Duration: Permanent Casting Time: I turn
Area of Effect: lOx 30 ft. Savtng Throw: Negates

The Charm Ilianu spell e:nables the: spellcasre:r to bring under command
vC'get1ble life fornu and cammunicue wilh them. These: p1111U obey instruc­
lions 10 the besl of their ability. The: spell will eh;um pl1nu in a 3O-fool x 10­
f(l(l{ ami. While the spell doa nOI endow me vcgeurion with new abililies, it
doa enabk Ihe mape-user to command the planu to usc: whatever they have
in order 10 fulfill his iruuuelions. If thco planu in the 1rC1 ofdf«l do h1vc spe·
cial or unusual abilities, rhese: are used as commanded by the m1gic-user. For
example, mis spell C1n generally dupliC1te: Ihe: e:ff~ts of the 1st level druid spell
Ent1ngk. if the c:asttr desires.. The saving throw 1pplies only to intelligcnl
pl1nu, and ir is made wirh a -4 penalty 10 the die roll. The male-rial compo­
nena of thco spell ate .. pinch of humus, a drop of W.1te:r and a rwig or Iea[

Control Undead
(NKromancy)
Level: 7
Range: 60 ft. Components: V. S, M
Duration: 3d.. rds. + t rdJlevel Casting Time: I round
Area of Effect: Id6 undead Saving Throw: Special

This spell enables the: magic-l.J.St'r to cOlnmand Id6 undc1d crC1l1urcs for a
shorr period of time. Upon casting the spell, thr magic-user sc:1C'Cts one poilU
within rangc of the spell. Those undead nearest to lhis l)Oint arr affC'Ctro, until
eithcr undud equ11 in Hit Dice: 10 Ihe culer's levc:l or sUr. undead are 1ffC'Cted.
Unde:ad with 3 Hit Dice: or less arc lIulomatiC'Ol1ly cOlltrolled. Those of gmller
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Duo-Dimension
(Alteration)
Level: 7
Range: 0
Duration: 3 rds. + I rd.llevel
Area of Effect: The caster

Components: V, S, M
Casting Time: 7 segments
Saving Throw: None
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Fireball, Delayed Blast
(Evocation)
Level: 7
Ranie: 100 yds. + 10 yds.llevel· Components:¥, S, M
Duration: Special CastlniTlme: 7 segmenLS
Area of Effect: 20-ft. radius Saving Throw: Half

This spell erato a Fird>all. with a +I bonus to ~h of its din' of tUrnage,
which rdeucs iu blut :mytime from imu.mly to li~ rounds late:r, according
to the command gi~n by the m:tgic.UKr. In other rape:cu, the: spdl is the
ume u the 3rd level spell Fireball.

Forcecage
(Evocation)
Level: 7
Range: 10 yds.l2 levels Components: V. S, special
Duration: 6 turns + I/level Casting Time: )-4 segmenLS
Area of Effect: 20-ft. cube Saving Throw: None

This powerful spell enables the cuter to bring into being a cube of force,
bIll it is unlike the m30giul item of th3.t n30me in one important respect: The
FQtcCCage does nOI have solid Walls of Force; it hu altef03.ring bands of force
with II2-ineh g3.pS belWun. Thus, il is truly a cage, rather than an cncloKd
space with solid walls. Crearures within the area ofeffcct of the spell ate caught
and c:omained unless th~ are able to pa&5 through the openings - and, of
cout'sc, all spells and brnth weapons can pass through the gaps in the oors of
force of the Forcc:cagc. A creature: with magic resistancc can make a single
ancmpt to pus through the walls of the cage. If the resiSt<lllCC cheo:k is SU(:­

ceuful, the creature: esc:apa. Ifit fails, the creature is cagal. Note that a sue·
ees.sful check does not destroy the cage. nor does it enable other creatures (save
f.:lmilurs) to flee' with the esc:aping creature. The Fo~ is also unlikr the
solid-W.tIkd protective device, Cube of Force, in that it can be gonen rid of
only by mUM of a Dispel M.tgie spell or by the: cxpintion of the spdl. By
means of spcci.tl preparation at the time of memoriution. a Forcc:agc spdl
on ~ altered to a "Forcccube" spell. The cube created is 10 feet on a side, and
,he spell then lCRmbles thaI' of a Cu~ of Force in all respccu save that of the
differC'nces bnwttn a ClSt spell and the magic of.:l device, including the meth·
ods of defnting irs PO~t. Although ,he aetu;al casting of either application of
the spell requiro no material component, the study required to commit it to
memory dOC$ demand that the magic-user powder a diamond of301 least 1,000
gp value, using the diamond dun to tnee the outlines of tile e.tge or cu~ he
de5ires to ere.:lte via spellcaning at somc latcr time. 11ms, in lllCllloriZ:lIion, the
di.:lmond dun i5 employed and expended, for upon c:ontl'lction of study, the
ma(;ie-usct OIUlit then tOSS the dust into the air and il will disappe.tr.

Hyptor's Shimmering Sword
(Evocation)
Level: 7
Ranie: 30 y.ards Components: V, S, M
Duration: I rdJlevel CastiniTime: 7 segments
Area of Effect: Special Saving Throw: None

Upon cuting this spell. the magic.UKr brings into being a shimmCting.
sword.ILke pl.tne of force. The spellcaster is able to mc:nt.tlly wield this wnpon
(to the exclusion ofall ;acrivitio other than movement), causing it 10 moYc: and
suike u if it were being used by a fighter. The basic chance for HyplOr's
Shimmering Sword to hit is the ume :u the eh:mCl: for a sword wielded by a
fighter of half the Icvd of the spellcaster. For example, if cast by a 14th I~
m.:lgic.user, the ~.:Ipon has the ume hit prob.1.bility :u a sword wic:ldcd by a
7th level fightCt. The Sword hu no m;agial atrack bonuses, bur it can hit ne.:lr·
ly allY sort of opponent, e~n those norm.:llly struck only by .3 wcapons or
thOSC' who are :l.5tral, ethere:ll or OUI of phase. It hits any Armor Clus on a roll
of 19 or 20. It inflicts 5d4 points ofdamnge to opponenu of m.:ln size or snl.:lll·
er, and 5d6 points of damage to opponents larger thnn man size. It IJSU until
Ihe spell dur:ttion expires, a Dispel Magic is used sllccessfully upon it, or its
UStCt no longer desires it. The material componelll is a miniallire platinum
sword with a grip and pommel of copper and zinc, whidl costs 500 gp to con­
struet, Ind which disappears after the spell's cOl11plctioll.
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Limited Wish
(Conjuration/Summoning,lnvocadon/Evocation)
Level: 7
Range: Unlimited Components: V
Duration: Special Casting Time: Special
Area of Effect: Special Saving Throw: Special

The Limited Wl5h is.a ~ry potent but difficult spell. It will fulfillliteraUy,
but only panwly or for a limited duration, the uueruKe of the Jpelkasrc:r
Thus, the acru.aIity of the p.ast, prestnt. or futuR: might be altered (but possi­
bly only for th~ m.:lgie.UKr unlus the wording of the spell is most carefully
stated) in some limited manner. The UK of a Limited Wish will llOI wbsl;an­
ti.:llly change major realitio, nor will it bring WC'llith or crperience merely hy
asking. The: spell can, for example, restore some hit points (or all hit pnints for
a limited duration) lost by the magic.uKr. It can reduce op(lOnent hit prooo­
bilitia or damage:. inerease: duratiOIl ofsome magical effeo:t, cause:.:I creature 10

be favonbly disposed to the speJlcaster, mimic a spell of 7th level or leu, and
so Oll (scc Ihe 9th level Wish sJllCl1). Greedy desires Il.SUJlly end in disaster for
the Wisher. Casling time is hased on the time spent preparing the wording for
the spc:ll (cber players dedcle what they W.:lnt to uy before ~uing tho; spell).
Nnrmally, the casting rime i5 one round (most of it being takcn up by J~'(;iJ­

ing what to say). Cming this spell .:Il;el the easter 0110; year per 100 years of
tegular life Ipan.

Mass Invisibility
(1IIusion/Phantum)

Level: 7
Range: 10 ydsJlevel Components: V, S, M
Duration: Special Casting Time: 7 segmenLS
Area of Effect: 60 x 60 yds. Saving Throw: None

This is a more IClltensive ad.tpt:ltion of the Invisibility spell for h;aHklidd
use. It can hide creatures in .:I GO.yard II 6O-yud area: up 10 400 man·sila'!
cre~tura, 30 to 40 gianr.s, or sill to eight laIKe dragolU. The effe<:t is mobile
with the: unit and is broken wlten the unit attacks. IndividUJIs le.:lving the unit
berome visible. The magic.user an end this spdl upon c:ommand. The mate­
rial componellts of the M.ass Invisibility spell :Ire :In ertlash .:Ind ~ bu of gum
arabic, the former encued in the bller.

Monster Summoning V
(Conjuration/Summoning)
Level: 7
Range: Special Components: ':-I, S, M
Duration: 6 rds. + I rd.llevcl Casting Time: 6 segments
Area of Effect: 70-yd. radius Saving Throw: None

This spell is much like the 3rd levd MOllster Summoning I spell, except Ih.:ll
thilipeiliummons 1d3 5th levd 1Il0nslc:rs. These .ap~rwithin Ihe spell's area
of dTeo:t .and aHack the caster's opponenu until either he c:ommands them to
ce:uc, the spell duration cxpiro, or lhe nlon~lc:rs are slain. ThC'.S(' ete.:ltures do
not ch«k morale. and Ihey vanish when slain. If no opponent auu to light,
wmmonai monsten can, if the m~g.ic-user can comrnunie:.tte with them, and
if th~ .are physic:ally e.tpable, perfotm other Krvica for the summoning
magie-l1SI:'r. Th" materi.tl oomponenu of thIS spell are a tiny bag and a sm.tll
(not neceworily lit) undle.

Phase Door
(Alteration)
Level: 7
Range: Touch Components: V
Duration: I usage12 levels Casting Time: 7 segments
Area of Effect: Special Savini Throw: None

When thisspcll is cast, the magic-uKr attunes his body, :1nd a KCllOn ofwall
is affccted :I..~ if by:l. Wall PJ.'iS3.ge spell. The Phase Door is invisible to .:Ill crea­
tures save the spe:!IC.:l.Ster, and only he can usc the sp:1ee or pJSuge thc spell cre·
ntes, disapfH'.:Iring. wh~n the Phase Door is entered and appearing when it is
exited. If the cuter desires, one other ere.:lturc of man si« or les!> ('all be taken
through Ihe door; Ihis counuo u rwo uses of the door. The door dOC$ not pass
lighl, sound, or spell effects. nor can the caster see through it without tlsing il.
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Components: V, S
Casting Time: 7 segments
Saving Throw: Speci<l!

Appendix C: Maglc::.User Spells. Level 7

Simulacrum
(1IIusion/Ph<lnrasm)
Level: 7
Range: Touch Components: V, S. M
Duration: Permanent Casting Time: Special
Area of Effect: I creature Saving Throw: None

By ml"llU~ of thi~ spell. thc mal;ie*U>er i,' aule to create a duplil"'ll.te of allY
crl'atUre. The duplicate appc,,{'S" LO be exactly du: same as the oril;in3l. UUt there

Components: V. S
Casting Time: I segment
Saving Throw: None

Sequester
(Illusion/Phantasm, Abju ration)
Level: 7
Range: Touch Components: V, S, M
Duration: I week + I day/level Ca.stingTime: 7 segmentS
Area of Effect: 2·ft. cube/level Saving Throw: Special

\'(Ihen casl, this spdl nOI only prtvenlS detection and local ion sptlls from
working 10 delecl or locate fhe objecu affeCted by rhe &quwer spell, il also
renders ,he affecfed objeer(s) invisible 10 any form of sighl or seeing. Thus. a
Scquc51er spell cm mask a Sl'Cret door. a Irc:lsurc v:luli, Cit. Oftou/'Sc, lhe spell
dot'S I1UI prl.'vellt the slIujcel fl0m ul·ing discovered through tactile meam or
rhrough Ihl' lise of devicl'$ (such as a Robe of EYlOS or a Gem ofStdng). If caSt
upon a creaturt whn i~ unwilling 10 he alTeaed, tht cr...atllre rl'C... ives a nornl,,1
saving Ihrow. Livine cre3tttreS (and cycn und('ad types) affected by:l. Sequesler
spell be:come comarose: ann are effcclively in a Smle of suspended animation
until the ,pell wea{'S" ulT or i~ di,pelled. The material componctlts of Ihe ,pell
art' a basilisk eydash, gum arabi<:, and a dram of whitl·wash.

Shadow Walk
(Illusion, Enchantment)
Level: 7
Range: Touch
Duration: 6 turns/level
Area of Effect: Special

Reverse Gravity
(Alteration)
Level: 7
Range: 5 yds.llevel Components: V. S, M
Duration: I rd.llevel Casting Time: 7 segments
Area of Effect: 30 ft. x 30 ft. SavingThrow: None

This spell rt,verses grnviry in lhe area ofdfecr. eausing all unarr:lI;hed objetls
~nd ereaturt:s within it to ufalr upward. TI,c Reversed Gravity l:cstS as long as
the CllSlcr desirtos or Uti tit tht' spdl expires. If some solid objccl is el\Coutltered
in rhis "r.,II,~ Iheobjecl srrikes il in rhe s.1me manner as ir wOllld {luriug a llOr­
Illal downward fall. At Iht end of tht' spell durJtion, tht affl'Cled objl'Ct~ and
crealures f.tJl downward. As lhe spell affccts an area, objects lens, hundreds or
even lhousands of feel in lhe air aoove rhe area tan be affcclcd. The malerial
cumponems of this 'p<:11 are a lutkostune and iron filings.

In order to use lhe Shadow W'llk sptlJ, the magic-u~r m~1 be in an area of
heavy shadows. The c.a.srer and any cremlfC he louches are Ihen rransponed to

Ihe edge of the Prime Material Plane where it borders the Demiplane of
Shildow. I" thi~ rc:gioll, till' ,nagi<:-usl'r C"dll move at a rdtC of up to 7 milt'S per
111m. moving normally on Ihe horders of Ihe De:miphne of Shadow hut milch
more: rapidly relative 10 the Primt' Material Plane. Thu.l, :I 1lI:I[;ic-u~ucall us...
lhis spell fO travel rapidly by slepping onro thc Demiplane of Shadow, moving
the desired diSlance. and Ihen sreppine hack unlO lhe Prime Malerial Plane.
The magic-u~l'r knows where he will come out on the Pritm' M:ncrial Pldllc.
The Shadow Walk spell can al", be: used ro rrnvel [0 other planl'$ thm border
on tht' Dcmiplanl' of Shadow, but lhis rcquirr:s the pClletltially perilous transit
of rhe Demipl<l.ne of Shadow ro arrive at a border with anorher plant' of rl':J..lity.
Any creamres lOuehed hy Ihe magic-user when Shadow Walk is C.Ul also make
the tnnsitiun to the bordt'rs ofIhe: Demiplane ofShadow. They m:lY Upl 10 fol­
low tile magic-uscr, wander olT throuJ,;1l lhe pIauI', or ,tumblc uuck into the
Prime Material Plane (50% chance fM eirhe:r rQ'ult if rhey arc losl or abandnne:d
by Ihe: maeic-lJ5<'r). Creatures unwilline to accompany the magic-u.'ier into the
Demrplane of Shadow receive a S3ving lhrow, negaling rhe cffeel if!lleeCSSflll.
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Thll~, th" spell C1n provide an <:-'\Cape TOute, though cenain crr:atur<:-~. ~ll(h as
Ph:ue Spidl'n, can follow with t'3S<'. A True Suing spdl, Gt't1l of &eing and
simihr magic will rcvt'al the presence of a Phase Door but will nOf allow its
use, The l'hasl' Door laslS for one uuge for cyery rwo levels of eXJX'rien~ of
lhe spellcasrer. Ir can be dispelled only by a c.uling of Dispel Magic from a
higher level magic-U5Cr. or from sevenl lower level magic-users. eUling in ton­
(en, who,e combinl-u levels of ex~rience are 1110rc than double that of thc
rn~gic-uwr who cast lhe s[X'1l (thi~ is rhe only instance in whid, di,pel e1TtelS
can be combined). Rumor has it th~t this srcll has b('Cn adupled by a eenaill
JlQwerh.11 magic-user (or m~gic.users) to create renewable (or pl.'"rnmnl.'"nt) por­
ral.~, which may (nr may nm) he keyed 10 sreeit1c individu~ls (henchmen) or
iu,ms (such.1S rings).

Power Word, Stun
(Conjuration/Summoning)
Level: 7
Range: 5 yds.llevel Components: V
Duration: Special Casting Time: I segment
Area of Effect: I creature Saving Throw: None

Whl.'"n a l\lwn Word, Stun spell is uttered, any creaturl.'" of lhe magic-uwr's
ch"ice is SHtnned - reding and unahte: to rhink coherently or 3Cl- for a durn·
lion dependl'nt on its currenl hit point.~. Of COUfl;e, thl' maeic-ILo;er mUSI he
facing thl' creature, and Ihe erealure must be within Ihl' range of 5 yaftb per
experience level of rhe casrer. Crea!Ures wilh I 1030 hil points are srunned for
4d4 rounds. lhose wilh 31 ro 60 hir points are stunned for 2£14 rounds, lhose
wilh 61 ro 90 hir JlQinrs are Stunned for 1£14 rounds, and cremures wilh over
90 hil points are nor affL'Cled. Nore Ihal if a crealure is weakened.so lhal ilS hir
points 3re below i15 usual maximum, the currem number orhit pOlms is used.

Prlsmatic Wall Effects
Color Order Effeet of Color Spell Nelated By

R" ,,, Stops OOI'l-ITIaIkal miullu -infllcll Cool 01" Cold
10 polnu of~, u-.. ro.-Iuolf

Onnge "" SlOf'l ~IQI m,uiru - ,nflic:ts 40 GuuofWond
polIIti of d~mage. "'''I fot" ~lf,- )~ S~ pobonl.. pial. ind plll'lflQtIon Oillntegr.ltl
-1f>AA:u eo points 01"cb~.~ for IuoW

G....en •• SlOf'l bre3m Weaponl - u"e "I. llO'lon W~lI Pul~'

or di,; 11Il'I"'OfI lulfer 10 points of cbma~1

"'" s. Stops loc:idonldeteCtion ~nd mental m~dCl M.t,tc MOislll
- II"" '0'5. pllfJflQtlon or turn to I~

Indi,o ,. Stopl ~lalspelll - "'~ 'o'S. ~nd or Contln~r LJallt
10 IIllane- ,. Fon:e "eld protec:don - U~ '0'5. spill 01191I~
or be SNIt to &I'IOmtr pI,1II

Prismatic Wall
(Conjuration/Summoning)
Level: 7
Range: 10 yards
Duration: I turn/level
Area of Effect: '" ft./level wide

x 2 ft.llevel high
This spell enables rhe magic-tL<cr to tonjlll'c a vl'rtkal, opaqlle wdll- a shim­

mcring, muhicolorM plane of tight that Jlrolect.~ him from all forms nf al1ack.
The Wall llashts with all .:olors of the visible Spectnllll, ~n of which have: a
dislinct power and purpose. The w:l1J is immobile, and the spetlcastt'r c:In pass
Ihrough lhe Wall WilhoUl harm. Howcver, any creature with fewer than 8 Hit
Dice Ihal is wilhin 20 feel of lhe WJJI and does nOl shield irs vision is blinded
for 2d4 rounds by lhe colors. bch color in rhe Wall has a special Clfccl. Each
l<olor am aho be nt:g:ltl-d by :l ,pt:cit1c maJ,;ka.l elTecl. but the colors mlLSl be
llcg<lted in the precise order of till: spectrum. TI,e :lccompauyiul;t:lule shows the
$C"en colors or the Wall, Ihe order in which lhey appc:al', their dTe<:ts Oll crc:1UurCS
lrying 10 alla,k Ihe spelkasler, and rhe magic n«<\t-u to nt-gaIC each wlor. TI"
Wall's maximllm pmpnnion.~ are: 4 feel wille per level of experience or Ihe ClSI­

rr and 2 feet hieh per I('vel of r,xperienee. A Pri~m:ltic Wall spell casl to matl'ri­
ali7.l' in a SP.1Ce occupioo by a creature is disrupfed and fhe spell is Wa!;ted.



Statue
(Alteration)
Level: 7
R;tnge: Touch Components: V, S, M
Duration: I hr.l1cvel Casting Time: 7 segments
Area of Effect: Creature touched S;tvingThrow: Special

Whcn a Statue spell is cast. the magie-u'l:r or other ,mtture i. apparently
tllmed III solid unne, ~Iong wilh any ~arll1l:ttl~ and l'lluiplIIl:nt worn or I,U­
ried. The innial tran,formalion from I1I'$h 10 SIOUC rl'lluifl'S 0111: full ruund
aftcr rhe spell is cast. DurinI'; ,hI: lr:tllSformatiott, thcn: i~ att 18% cbance lhar
thc rargeted crcalurc suffers a 1)'stem slwck failure :.Iud .lit'S. Tile (rt'"oItUre Inust
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ue diffcrt:lIc~,,: the Sill\ulitl.rulll ha~ only 51% to GO% (50% ~ ItIIO%) ofllle
hi! poilll~ uf tilt: rc;J creamrt:, tlll.·re arc personalily differenccs, then~ arc arca~

of knowl«lh": thaI the duplic<lH.' docs 1I0t have, and a Dacct Magic <pel! will
inslantly ~~~ it as a Simulacrum, as will a TlUe S«ing spdl.

At all times tile Simubaum re~ilU under the absolute command of the
ma(;ic-l1Sl'r .. ho crota! It. No sp«ialll::lepathle Imk QUI$. 50 command must
be I'XL'rciscd in wme OIhcr manner. The spell e..citcs Ihe form of uu~ ere::llurc,
bUl II is only a zombie-lIke creal ion. A RclOcarnallon spell m~ be wed to
gi.-e th... duplicale a ....t;l\ force, and .11 limlled WLSh spell must be used to
empower the duplicate with 40% to 6S,*, (35% • 510~) of the knowledge
and penon.dity of the onglnal.~ Itwl of the Simulacrum, If an)'. is from
20% to 50% nf that of the original eralUrc. The duplicare eralUre IS formed
fmm icc or snow. 1nc sIX'1l is CUI aver the rough form and some piece of the
cre:llurc tn he- Ilupliclla! must be plaad insIde lhe snow or tcc. Addtrionally,
rile ~pdl rt:qui~ powdered ruby. The Simulacrum has no abiliry ro become
more powerl1ll: il Clnnlll incrase its 1n'C1 nr ahilities. Ifdestroyed. it moeru to
snow and mdt,; into nothingnl'SS. Damage to the Simlllacmm can be refUired
by a complex process requiring al 1<!'J.St one day. 100 gp per hit point, and a
fully e1luipped bboratory.

Spell Turning
(Abjuration)
level: 7
R;tnge: 0 Components: V, S, M
Duration: Up to) rdsJlevel CastlngTime: 7 segments
Are;t of Effect: The caster Saving Throw: None

Thi) pow<;rful al>iur~tion causes spells caSt a~inq the magic-lIscr to
rebourM.!un til<; original castC"r. This includes sp,tlls ClSI from <cmll~ and innate
spell-like al>ilitirt, txtt sp«if>eally c:xcludes t~ following: area effects Ihar ue
fIQI eelllen:d directly upou the prolt:ClI:d magic-USC"I, spdl effects ddi\"cred by
touch, and )pd1 dTl'us from dt-vicn such ali wallds, St;l;"CS, C1C. TIm..., a Light
spdl casl IU Wind the "rOlCCled magic-uSCI' eoukl be IUmed hacl. upon and
pussibly blind III<; (<l)tC"l", while lhe sanlC" spdl would he unaffceled if asl It')

light an area within which the prUlccled lIlagie-user is ~Ianding. hom 5e\",;,n 10
ten sptUI<;\"eh are alTccted by the IIIrning. The enet nllmoo is secrcrly roUM
by till.' GM; the playC"l" n(V('r knows for cerrain how e:ffccli\"r Ihe.sprll is. A spell
Ill:!.)' be only plIlli..lly tUflIl,j divide the IlUllIber of rcmaining kvels Ihal Coln
be lurned by til< spcllll'Vd of thC" incoming spell tn $C(' what fr:tClion nf Ihe:
effeu is lurn~'\l, with til{' remainder affreling lhe Cl.<te:r. For example:, all
incoming Fireball is Cl'nlcft'(l on ;I magic-uscr with one I....cl of Spor:lI'lilrning
left. 11lis lll{"oIns that 2/3 of the Fifl'ball affccts rile: prnlccletl magic-"_",,r, 1/3
afTel"U tht: ,a)ln and l'adl is lhe celller of a Firl'ball effret. If the rolled tbm­
agt is 40 poilll). the protccled magic'U)l'r re<:eivC!i 27 poinrs of<bnmge :lIId the
CISler suffe!'li 13. BOlh (and any crealur~'S in thl' respcctive areas) can roll .<:1\'­

ing Illft,lwS vs. )pell fur half d:!.lIlage. A 1);lllial1y IllInl'l.i 1101d or l':lml)'sis spor:lI
will:m lU' a Slow spell On thuse who arc 50% or more affccted. If the prOteCt­
d magi,-user and:.l )pdlC'::l5ling attacker both h:.l.-e srr:J1luming eff/:Cu npcr_
atinj;, a rcwualiul!j field is cfCJ.lI:d that ha~ the following dl'('Cl-~:
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mil pcreelllilc: diee and add iu ConSllllllion score 10 Ihe roll. If the tOial is 18
or Irss, .he: creatul"<!' di~. If the rOlal is 1'J or mOf(, thc crcamrc survives the
tran<formation; Ihe crealUrc cn wit/Uland any inspeclion and appear to be a
stOlle st:at ..e, although faint magic is detc>ctM (ronl the stonc Ifsomeone checks
fOI it Note Ihal a cr.".turc with a \.an.titution of 18 or more will always sur­
vi"e rhe Inlllsfnrmalinn.l>r:s.pite heinS in this condition, the IX'trifled individ­
ual CIlI r.ct:, hear and smdlllormally. feeling is limited to those scnuuons Ihal
can alTCC! the gr:tnite--hard sumwxe of tht llIdividtul's body - t.r.• chtpplng
is tquallll a ,light wound, h...1 hrol.ing olT one of.m stalue's arms 1S .seriOUS
damage. In.t individual undC"l" the magic flf a SlalUe sprll caD rrr:urn 10 hIS nor­
nw Slate instantly, acr, and lhen relUrn III Ihe ~IUC Slate, if he so desires. J.5

long:u the sp<'11 durarion is in dl"CCI. The malerial mmponenlS of this spell arc
lillll" saud :.Iud a drop of W:ttet stirred by an irnn har, wdt a.<:1 nail or spike,

Teleport Without Error
(Alteration)
Level: 7
Range: Touch Components: V
Duration: Instantaneous Casting Time: I segment
Area of Effect: Special Saving Throw: None

Thi.~ spdl is similar to the Telcport spell. The casrer is able Tn rr:uupon him­
~If, along wilh the matrrial wright nOted for a Telepon sp<:11. to lIny knuwn
lncation in his home plane wuh no chance fflr error. The ~pcll also enllbb thc
casler to travel 10 oth<!':r pbnes of ClItSICnce, bUI an)' such plane is, at belt,
~5lUdif:(1 CltrJully." This assumt:S that tM CoISter has. in fact, xtu.ally becn to
the p1a1le and clleflllly penlSl:(I an :Irea for an evelllual Tdeporlat Withoyr
Error spell. The table for the 'll:lcpnn spcll is used, wilh Ih... ClSter's knowledge
of the area to .. hicIJ tran~portatinn is desired wM 10 dnermine tM chana of
CflOr (for an execprion, see Ih.. 9111 b·e1 nugic-user spell Succor.) 11K' e.ut'er
can do nOthing else in Ihe round 11t;1I he al'r~ars fmm a Tdeporr.

Torment
(Evocation - Alteration)
Level: 7
Range: I Components: V, S, M
Duration: Special Casting Time: I round
Area of Effect: One creature Saving Throw: Special

When th.s spell IS casr. the: magle:-USCr ll:ekJ to force submission :.Ind obt.-di­
cnce from a capnve erCllUre from anOlher plane from whom :.I Jlt:rvicl: is llcillg
demanded (also ~e Dolor and Ensnarcmem spelb). Th... initialullerinK of thc
~rdl C1USCS a link from rhe caster tl'lthc Co1prive erClrurc boulld in a ma!;ic eir­
e1 .., thaul1l:lIur&ie triangle: or pt!nrasr,1111. An inlcnded vicTim of {hi~ spclllllllSt
Elil:l m:l&ic resislanee chl'Ck, if appliClblr, for thc Tormenl {o have any efflOCt.
Thrreaftr:r, the magic-user eonrinues 10 read rhe balance or Ihe specially pte­
pared writing, and !'aen round rhis conrinues, the caprive feell; progressively
wnrl'iC' - discomfort and lht'n pain. The lim IWO rounds hring IWmges, the
third and founh rotlnd~ nf rcading bling 1hoollng p:Un.s, and the fifth and
sixlh roLlnd~ of rcatling ClUSt: adles and then cramps.

The crcalUf( n:fW:ing to subnlit U,l tl'e prrfollllJnce of a scrvict i< given a
stral~ht ~ving Ihrow "en;w; spell, .&djusu:d ('",h rourM.! for the iorrnsiry of lhe
dwc:omer. l1w: p,~ in Ih... finl round is nude al -) to tile dir roll, Ihr second
al -2, rhe Ihlrd al -3, Ihe fourrh lit -4, and t~ fifth and sixth at 6 antiS
re5p«uvdy. Falling the savlllg throw IntlU::afCS me ernlure has agm:d to lhe
mJ£C"'s dcnunds. Tht're IS no pen;l\ty follOWing round 8 in ally o:vc:nt. Even
should thC" CK'.ature break loose, the Tormelll will have an dl'«1 on Ih... uea­
tIlle. 1'1It' crealUre IS -Ion InlUaflve for CVl:ry 2 rounds me spdl h:u bt-o:n in
t'lTea, up to.a mntmUm IX'nalry of-4 on round 8. In addiliun, lhe crl""oIturc is
-I III hit and -I p<!'r die of damagt after j rounds of Ihe spell. lhls incn-.a.silll!j
hy -J prr round 10 -4 in round 6, Ihen dtercasmg agam to -I III round 9. It
is likdy thaI any inrelJiJ;tnt CICaturt wllh low morAl standards will Jubmn once
il n:alil.t:S the nalure of the spell il is hcing subjected to. Nalurally. this docs
nflt (;tUS<C" the CR'alUrc 10 fed anythIng Olher lhan immense: hailed for the OSl­

er. l'helorced service will be carried OUI tflthe lelfcr. as is the case with all such
.lgr"'C:llIent~, bur Ihe creamfe will mosr ecrt':unly seek whaf<:ver revenge it can.
I'I'epamlinn lilr Ihe C:tsling of a 10rment spdl requiret elthcr the secret name
filr rile: type: of cre:arufe nr ilS gi,'ell name to be inscribcd in the teltl of the
inOllllariun. The eLSler mll~l al.ro identify himself. This establishes thc link and
:-.1l0W\ rh~ dWCOlller to h... effic.leiouS. However, for c,'cry 1 polnl of

Effect
$ptA dram~ without eIIect
$ptA ~ffew bodl equallJ' ~t lull o-.ce
80ctI tunww~-~~ lor ItH_
Bach asten &0 tfvoou&II *r'Illnw 1M f'os,dooe Enerv plIne

dlOO Rol
01.70

"...11.97.....

240



AIM pbNIIl 00 rnlIe ""'"
-~ .....
- pbnf(2.OOO rate"- .......-"""""-"' .......

TIlc subjecl will aUlom:uially M altered JO:U; 10 be- able 10 physically sur­
yiyc IIIC normal condirions of thoc plxe tn which i[ is !tnt. Then: is no lavmg
UUl)w if the ~ubjcas arc willing, C\'en if they Iuve;l, nugK l'aUlancc.

Ifat any ume during lhe- rccil:l.lion uf me spdllbc casttr is inlernll"cd, ,he
magIC falll and rhe sptll is Iosl.

Appendix C: Magic-User Spells - Level 7

Transport: When the lran~pon verses arc rcciu:d, rhe subjoct will bc
Tdepooned Wilhout Error or otIH.'rwisc: moved '0 some Olher pbO'. lne nnm­
ber or vena required depends on tht localiCln of ,he u":lnsport:

Vanish
(Alteration)
level: 7
Range: Touch Components: V
Duration: Special Casting Time: 2 segments
Area of Effect: I object Saving Throw: None

Wilen lht n12gie-u.ser tmploys IhlJ spell, he CllISCli an object to vanish (i.e.. to

he tclepnrted as if by a Tdcpon spell) if it weighs no more tllarl 50 IJOUnds IJCf
caster lewl. Thus, a 14lh b·d caster Cln Vanish Uld cause tu rtappc:ar al a
desircd 10cl.liCln, UI objecr up to 700 pountb in wcigfll. The mmmUIII volume
or rna,erial/ha[ an be affected d 3 cubic fCC! per bod ofcxpcrienoe. TIIlII.ltoUI
loYCigln and volume limit the spdl. An ob,lCO thai cxcccds cirhc:r timitltiOIl is
ull::J.ffecttd aM the spdl fijlt.. If dwted. a vanished ob;cu CUI bt pbced d«p
wilhin me &ht:1'C:ll PbrlC. In Iilll case. the polm from which the ob;m vaniJltd
rcmaillJ faintly nugicaI unlil the irem u; rctricval.. A wca:ssrul Dispd Magic
spdl aJt on the point Will bnng the: V;I,nl5halltem Ndr. from the: EtIJert'a! Plane.
Nme that Ctn.lwtSaM m:agiaI forces QIlnol be made to vanWL TIlI"rt d a 1%
dunce lhat a Varudlai irem Will be Dwnltgraled instad. 1beff is:also;l 1%
dunce lhal a creature from the Ethcreal Phnc i, able 10 gain 1oC'CC$S 10 till" Prime
M.:utnall'lanc rhrough lhe VUlishcd item's COmk"C1Mm.

Vision
(Divination)
level: 7
Range: 0 Components: V, S, M

Duration: Special Casting Time: ·7 segments
Area of Effect: The caster SavingThrow: None

When a rnacie-us.-r wishes to gain supcrnarural guidance. he t"a5Ui a Vision
'~I'cll. calling upon whalever powfr he desires aid from ;lnd :asking It qucstion
,hal will bc answtrtd wilh a vision. Two lix-,ided dice arc rolled. Ifult'Y IOlal
2 to 6, ,tu- pm'o't:r is annoyed and re!'uscs 10 answer Ihe question: in~lead, tllC
l)(lwer allSd: tM magic-user ro perform JOme .service (by an ulrn.-pII"'('fful
(;eas or QLICSI). If the dice toni 7 ro 9, Ihe power uindiffcn:nl and gives $Ollie
minor vision, though il may be unrcbled to the: question. If tltt diu tOlal 10
or heuer, the power granrs tbe: vu,on. The matcrW componcnl Clf mt spell iJ
the sxrirlCe ofJOmethtng valutd by Ihe spellCiSter or by Iile powtl suppliat.
cd The mort preciow Iht sacrihce. Ihe bater the dunce of spdl success. A
very precious ilem granl.l a bonus of. I 10 the dice roll, UI extrcmely precious
item adds .2 and a pricdas uem adds +3.
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IlIIelligen~of tile cr(':llllre above ,hal of the sptlJ caster, thert is a ]% ch:l.nc:c:
lhat the captive Cll:alure will gain control, dr.lw lhe cuter imo lhe confines or
ils prison. and ClIfry him offto ils own pbne and whalcver foue is thus decreed.
If me magic-user is interrupted or diSlr:ICled during the mding, lhert is a 5%
chUice pel point Clf Intelligence of rhe aplive efUturt thaI il Will gain con­
lrol. The malerial componem ofIhe spell is the arortmemioned ·specially pre­
pared wrilingW (in 'M form of a scroll). 11$ sp«JRllnks will require an cxpen­
dilllrt of not las Ihan ].000 SF ~r Hit Die of Ihe crearurc: 10 be affcocd by
lhe dwcoltlC'T of Ihe ~1.

Volley
(Abjuration)
level: 7
Range: Special Components: V, S, M
Duration: Special Casting Time: I segment

Tht l'a'tm: of the preceding l;aSd a1w hulds. [II ~'aSCS not 5tl\lC<I, the GM i~ Area of Effect: Special. Saving Throw: Special
to liSt rhe: d05t$t stared J;;I!je :1$ a guide. TIle suujrtt rcturrlS to its narur;ll form This highly dangtrouJ dwoomtr enables rhe prospcClive redpienr uf ~ spocll
in lime. DUr.ltion i5 6 rurns per levd uf Ihe ~pdl ("JoSte,- minus I tufn fOf every rn lUrn lhe osting b:td: upon ilS Sl:nder. Thu.s. lhe r::J..nge. dunnion. area of
vem: taluircd to c:ffcct me polymorph. The suuj~"(t wililhink IIno behave Cll::J.Ct· c:rfect and LIving lhrow of lhil Ipdl depend upon circumstances amllhe spdl
Ips a non.polymurphc:d ming of l.he saUll' typt', bUl havt itHlriginal hil poinr_~. heing volltyed. JUsume: Ih3t 3 I'ow<:r Word. Kill is t"a5t at a magic-uSt'r lIre-
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Transmute Rock to Lava

(Alteration)
level: 7
Range: 20 ftJIevel Components: V, S, M
Duration: Special Casting Time: I round
Area of Effect: 2 cubic feetllevel Saving Throw: None

The power orTraosmute Rock 10 Lava lurns lind ordin;lry rocky arC:! inln
one fiJktl wilh hUl JaY". The ~pdl i~ !"'tnn;lnenr in lhe f,l;n5C [h:u (he hva
remain~ umil cool~'I.1, Iypkally ld6 days in norm:11 condi[inn~. Creallll"6
c3ught in Ihe area ~ulfct 5dlO points of d;llllOige elIch round unril rhey C5(;ape
by mea/lS or It ~uccl~~ful ~ayil1g lhrow. Chilr:lCltU' C'fjll;pmeOl lIluSI also QI'l!

or be dcsuU)'I.oU. TIle marcrial compoo"tlll is a ri«:l: of obsidian.

Truename
(EnchantmentlAlteration)
level: 7
Range: 3 ft. Components: V, S
Duration: Special Casting Time: Special
Area of Effect: Thing named Saving Throw: Negates

Thll spell enables me magiC-UKr 10 have gmr P""'~ oyer any li"ing lhing
which hu a niUtl(', gtllerM; or individual, known 10 rM ~I ewer. Nuurally.
IllOSI INC names arc 001 Irnown (elren by mecrt.alUtU lhtnudva). for the com­
mon nama or most thlll85 arc 001 their ItUC and SC<'l'tt names. True nanlCS:lrt'
disaM:rcd through hanl "'-ark. spying. olcnsive use or I.cgcnd Lore and sa~
craft (at the most difficult kvcb). The casling of a Truename spelJ rtquirtS the
mag)c-user 10 call 011I the lrue name of lhe suhject and lhen begin a rccir.loIion
of YCrJc which ellcom~ the O:llUrt and/or hiStory of rhe ,ubject. Thil. will
rcquirt 3 #gmtn". Thereafter. still in YCf'SI: (and pfI.ferably rhyming or n(';l,r­
rhyming). the l"llSler mUSl lk.'SCribe tht desired resllle of Ihe '!ruename spell.
Each po~~ible rClult diffen in lhe length of time n~ry 10 effoctuate it:

MlIlriplc Sugsenion: 11lt: verses can col1t~in from I to 4 Suggcs,ion flOw­
ers. JUSt a.s if ~-adl Wet(: a spell. E:acll verse requircs ] .segmenl 10 red[e: (1('(
Suggtslion spell). In n lmal of7 .~gmenrs (including rhe rime: for the inilial
reading), 4 Suggestions can be made.

WCllkness and Sllrrellde:r: 'In", VelV:S rteited C1111C.' act\l;l,lloss or] point of
Snenglh (-\ lo-hit and damagt, -] on movemenl rarc) for c:ach seg.rlll:nt uf
rtCitation. Wilh lhe loss of each point [If Stre:lIglh, Ihe iUlJjC"C1 IUUS( save ver­
JUs paral)'Ulion or meekly surrelldtt. Each verse mUSI ronlinlle for I scgmem.
Strenglh 10» is recoVtted in fmm 2~R rounds after Iile rociution cases, and
wirh rcccn"ery ofStrt'ngrh lilt wbJco regalnl iu Will to raisl.

Polynlorph: The verses an ausc the suhjea to chan&e inro somerhing cbe.
jllS! as if a Polymorph Any Object ~l h~ been cur. No 5)'$lem ,hod $'.lV­

ing mrow is nttdcd. Tht length ofrime in vcrses (I ~lIt per vcrse) to cause
the polymorph depends on how radica.I the elanw::



Zargosa's Opulent Manor House
(Alteration, Conjuration)
Level: 7
Range: 10 yards Components: V, S, M
Duration: I hr.llevel Casting Time: 7 rounds
Area of Effect: 300 sq. ft./Ievel Saving Throw: None

By me.ans of this spell. the: magie-U$t:r conjufC'$ tip an C"ll"lradimC'nsionai
dwclling, emrance 10 which can be g;tined only al .a single polnl of spaCe" on
Ule' pl..ne from which Ih.. spell was casl. From Ihe enny point. fhwc erc::llurn:
obscn';ng the' am K'e only a faint shimmering in Ihe air, in 1n arc-a 4 f~ .....kj..

and 8 fCCl high. The casler of the spdI oomrols C'mry 10 Ihe mansinn, and lhe
ronal is mUI and nude iuvisiblc- bthind him when he eOlC'B.. He may open i,
agaill from hiJ (lWII sid<' at will. Once observen ha~ puscd beyund lhe
entrance, mcy behold .a nugnificcnl foyer and OUIIlC'rous chambct-s beyond.
1bc pl.tee 15 furnished and rom.ains sufficte'nt foodsmlU 1II !lervC' a ninC'-cool'SC
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Plr«l with a Vollq spell. The: Volley ha.~ hc:cn CI.~I "I,U),,U) Ih;al ...·hC'n IhC' Power
Word, !Gil isaimcd al LlIl.' wl;rt, thC' Volle')' <.'3U5CS lhe '(X'1I10 boona' luck upon
lUi auc:r. lbcn. if clK: ewe:r uf LIlt: lim~ f.ti.ls 10 nuke" s:I\<ing Ihmw \"C'fSUS

$pdt mC' Power ""ord, Kill works upon iUi CZSIer r.JILlle'r ilian ils intended 1"!'Gel.
I-lO"''n'Cf, if lhC' origilUl asfc:r doa ~\"C venus spdI, me spdl OfJIX again Aies
Illw:ml lhe original targc:r. The: CIStC1" of clK: Volky spell musl mc:n saV!: \"CnUS

spdl, OC' IX' affcclC'd by rhC' ann Again. if the: cUll;"r uf me VoDe')' ~I saves,
IhC'n lhC'spdl is mumld 10 il$ origm"tOr. v.t.o must ~in AYe or be afreaC'd.
TItc: spdl will he sent back and fOM unnl one' or fhe: OIher nils to sa\"C, or umil
till.' 5p(1I10$l.'S its power. The entire!pC'lI is Volleyed, such thaI ifa Lightning &11
were: IU Sllttl 10 fC'C'l before: ,he: Vollrying m3£ivU5C'r, lhe full spell would be:
l"CIulllcd. It'"~vinl; others ill fhe Volleying p~rty um'cuhed. Eoleh exchange will
take: a single Sttond. A SI'CII will lose p<>wer if ir ra.(".;e.~ rhrough a number of
exchanges equal 10 ils level. rouming C'~dl Vol1(')', bur nm the original ~Iins. as
lulfof a lingle exchange; i.e.. a 151 Ie:vel spell will be asf, Vollrycd rhe first lime,
(perh"ps) ~1U1Il VoUeyro, and then will di5sip:I.U:: a 2ud level spell woukl go
Ihrough four VnI~ ponions (two complcre aduogc:s) before: beillg ahauSlcd;
and .so on. '11", l1l:IluUJ romponenl is a bif of bent willow or odler llcxilllC'
wood. crisscll'l<W:'d with spec~ly ~rcd ut.lnds of gul.

Zarba's Grasping Hand
(Evocation)
Level: 7
Range: 10 ydsJlevel Components: V, S, M
Duration: I rd./Ievel Casting Time: 7 segments
Area of Effect: Special Saving Throw: None

ZllrlJlI'~ Gm~ping Hand iJ ;t ~lIpcrior vcrsion of the 6th k-vcl spell Z:iIrU~'S

Shoving Iland. lr creares a man<si~d (5 feet) 10 gargantu"n-liiu:d (21 feet)
hand th~l ~ppcars ami gr:lSps a crraturC' designalC'd by rhe casrer. regardla:s of
what the lipcllcasler does or how IhC' oppnnC'm Iries 10 escape il. The Gr:lSping
Hand can hoid mOliulIlC'SS ~ crcalurt or object of up to 1,000 pounill WClghl.
slow move.mcm to 10 fca pcr round ifIht cmllurc weighs be'twet-n 1,000 and
4,000 pounds. or slow movo:me:mlJr 50% iflht CrtalUrt' ....'C'iglu up 10 16.000
pounds. The: Hand ilJdf infiil;u 110 danugt. 1bc Grasping Hand h.u .ao
Armor Ous of o. h.as as Imn)' hil points aJ ifS caSU:1 in filII hc:Ihh, and van­
iothd when desfl'OYC'd. The casler an order il 10 re:k'UC' a Ir.JIPpcd opponml or
can diJmks il on romnund. The material component is a Ir-~Iher gl()\f('.
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Zarba's Sphere of Insanity
(EnchanunentlCharm)
Level: 7
Range: 10 ftJIevcl Components: V. S, M
Duration: Special CastingTime: 7 segments
Area of Effect: I creature Saving Throw: Special

Whe:n :larin's SphC'rC' of Insanif)' iJ casl il auscs IhC' vic1lm', rd 10 anempl
10 ti)";l$inalt his ego. Th.. vielim mUSI make .a saving Ihrow. If he: fails his id
$lIcce:eds in cltu.ing him 10 suffer 3d6 cbm;age aod rnlocing Ilis irllcllC:C1 10 thai
of:a babbling. h111ucinating m.adm:lII. TIlt viClim rfrC:Clivcly has Inldligena'
and Wisdom lic:ur~'S uft1m:t C'ach, which per&i~l until tht vktim is cured by a
HC"~I, Reslor:uinn, Wi.dl nr similar magic. If fhc tar~el makes hili nvillg lhrow
his s,,£,<,regn illlervencs, prevcnting madnCiS but still forcing the victim to suf­
fC'r 2d6 damage and lIunning him for Id4 rounds. TIlc mareri~1 componem is
a silver sphere filled with smaller spheres, cOSlins 100 gold piC'GC'$ 10 COnSfnlct.

Zargosa's Instant Summons
(ConjurationlSummoning)
Level: 7
Range: Infinite + special Components: V, S, M
Duration: Instantaneous Casting Time: I segment
Area of Effect: I small object Saving Throw: None

Whe:n this spell is alSl, fhe magic~u-<;C'r fdC'pons wrne desired l{em ftum vir·
tually any 1000rion din:elly 10 hi! hand. The smgle objc:et alllm no longer in
:lOy l!im~nsion than a liWOrd. can have: no more weiglu dl1n a shield (aOOm
eighl pounds). and mUSI he nonliving. To preparC' this spell, rhe: nl1gicouscr
must hold a gl.'1Il of not less ,hall 5,000 IW v~lue in his hand 1nd utrer all but
lhe /inal word of the: conjuration. At somc poinl in the fmure, he IllU)1 crush
lh.. i;C'm and Oller Ihe final word. The dt:liil"l:d item is Ihen Ir.JIIISPOrle:d illSl3nl­
Iy infO lhe Jpellcutcr's right or left hand, as he desires. °lne item IIImt have
been prrviously tOU('ll<'d dOling the iniri:tl inant3tion:and spcafic:ally named:
only thai Il"nicuhr ilem is summonC'd by rhe spell. During J)C iui!i;u il}Q.n­
l"lion, lht gcorn becomes nugica.lly inscrilw:d with lhe: Ilame of Ihe il ..m 10 be
summoned.. The: Ilucription is invisible :and unrarlIDle:, a:apr by means of:a
RC'ad Magic spell, to:all hul rhe m:1£ic.ust:r who c:ast rhe summons. If the ilem
is in lhe Jl"I'SSCSSinn of3nOlhC'r ac:arure, fhe ,pell docs IlOl work, and the ClSl'
..r knows who lhe peusa.Mlr is and roughly whC"~ he or il is Incalro:l when lhe
summons is asf. henu an be surnmonC'd from OIl\cr planes of aistence. bUf
only ifsuch ilems arc nOI in fhe ~ion (nol nC'ccss:arily the phYSlca.l pp)
of anOlher erC'allire. Fnr C'3ch le"col of c:xpencnce above the: 14tll, Ihe magic<
user is ;ablc to summon a desired item frOIll Ollt plane fanher removed from
fhe pbne he is in at die time thc spell is casf (one plane :lway ar 14fh level, (WO
plana away at 15th, cle.). Thus, a magie<uscr of lGfh level could cast the spell
cwn if rhe <~esirl!(1 irem was on Jll.' &«nnd bycr of one of the: OUICr Planes,
hill al 14th level the magivuscr would Ix: aule to SUl11illOIl Ihl.' itcm only if it
were no fanher lhan one of the lilller Plants, rhC' ErhC'l'C.111'11nC' or fhc Asrral
Plane. NOli: lhat speci:al w;ords or h:lrIiC'rs., or f..cron Ihaf block Tdt"pOn ur
Plane Shift spell~, m:ay aiM) block the operalion of this lipcll. ObteclS in
Drayton's HiddC'n 5.ash cannot be ~'CrerJ U)' using rhis spdl. NOIC': If lbe:
ilem is magic-wer marked. it can be' summoned from anywhC'rC' on Ihe same
plane unless special Incal coll<!;lions :apply. Funhermore. the dcralb of Ihe
lncalion of Ihe ;Iem are more specific. :and Ihe item is maR" casily nxcable
wim othC'r rypcs of KrylOg~



The HackMaster Player's Handbook

b.1nquello:as many dmens of people :as the spdlcaJler hu levels of experience.
There: is .1 u:lff of ne.1r-tranSP.1re:nt serv.1nu. liveried .1nd obe:diem, to wail
upon .111 who emer. The .1lm05phere is dnn. frnlt, and warm. Since Ihe: pbee
an be entered only through iu speci.al pona!, outside c:ondilions do nOI .1lTccl
Ihe nunsion, nor do conditions iruide it p.1S.S 10 Ihe pl.1ne beyond. .1nd
n:1:l.Ution within the place is norm.11, bUI Ihe food is rM:U. II excellenl
.1nd quile filling:iS long:as one is wilhin Ihe pl¥(. Once outside, howev<.r, iu
dTa:u digppar imm«l.utely, and if tho5c r(Sling h;avc nor aTen f'ClIl food
wilhin .1 n:.1SOn.1ble lime sp.1II, ravcnous hunger S1rikel. Failun: 10 at norm.al
food immedi.1lC'ly tcSulu in Ihe OMCI of f:uigue or S1.1rvuion pen.altia u
decided by the GM. The m.1leri.11 c:omponenu of this 5pCU .1n: .1 mini.1ture
port.al arvctl frolll ivury• .1 small piece of polished m.1rble and .:I liny
spoon TlleSoC' :Ire ullerly dcsrroy«!. when Ihe spell is C:l.SI. It is worth menllOn·
ing Ih.1l Ihis spell h:l.S been used in conjunction with :I norm:ll poIU!. u well
as wirh illusion ffi.1gic. Therc: is evidence: rh.11 Ihe design .1nd interior of the
sp;lCe cre.:ltcd an be .1llered 10 suil Ihe C:l.Stcr's wishes.

This spell allows the m:lgic.user 10 SCI cert:lin vibl1ltions to em.:lfl:lle from.1n
objca or locnion ih:ll te:nd. to e:ither rc:peI or alll1lCl a specific rypc of inTelli­
scnt cralun: or ch:I.J":I.Ctn'S of:l p.tnK:ubr alignm,enr. The fl'l..:lgic-USCI musl
decide: which dTecl is desired wirh reg:mi 10 wh.1r crc:.:lrurc: type: or .alignmenl
before: beginning Ihe spcllcasTing. for Ihe compone:nts of ach :lppliC:l.tion dif­
fu. The spdl C:l.nnot be au upon living crutures.

Antip.1lhy: This spdl C:l.USC$ Ihe: affccled erC:l.tule: or alignmenr rypc 10 feci
.1n uve:rpe:rw.:ring urge to le.:lvc Ihe area or 10 nOI touch rhe .1ffected item. If.1
S.1ving throw VlI. spell is succeuful. the crc:.1t\ln: can suy in Ihe: .1fe:.1 or loucll
Ihe Item, but Ihc crulun: will feel very uncomforl.1ble:• .1nd a persiste:nt itch·
ing will cause it to suffer Ihe loss of I poim of Do:le:riry per round (fur Ihe
spell'. duration), subjcci 10 :I m:u:imum loss of 4 point.,; and a minimum
Dexterity of 3. Failure: 10 S.1Ve: \'S. spell forces the being to ab:l/ldon the :ltC.1 or
item, shunning it pcnn:lllerllly and never willingly tCturning TO il unril Ihe
spell is remuved or expires. The: ll\.1terial component for this appliCltion nf the
spell is.1 lump of alum soaked in

Symp.1thy: By curing the Symp.1thy .1pplic.1tion of the spell. the: magic·user
an C.1use a p:lrlicular Iype of cre.1ture: or alignment of ch.1mCler 10 fe:d dale:d
.1nd pleased to be in .1n area or touching or poncssing all object or ilem. The:
desire 10 Slay in Ihe :ltl'a or louch the obje<:1 is overpowering. Unless .1 S.1ving
throw vs. spell is successfully folled, Ihe cte;lrutl' or ch.:ll.:lcte:r will suy or refuse
to rdcasc the object. If the S.1ving Ihrow is succeuful, Ihe creature or character
is released from Ihe: ench:lntmcnt, bUI a subscqucnl $:lving throw must be
nude: Id6 lurns laler. If Ihis saving Ihrow fails, the affected creature: will rc:lurn
to Ihc area or ob;CCl. The: mate:ri.11 components of this 5pCII:lre: 1,000 gp wauh
of crushed pcarli and a drop of honey. N(){e: Ih.1l the: rypc of erea·
lure 10 be affected musl be n:lmed specifically - for U:l.mple. Red Dragons,
Hill Giants, Wele:rats, umrn:asu. C.toble:pa. Vampires, erc. Likewise, Ihe spe.
ciflC :llignmc:nt must be ll.:lllled _ for cnmpk, ch.:lOlK: evil, ch.:lOlIc good, I.1w.
ful ne:utral. lrue: neutral, elc. If Ihis spdl is casr upon .1n :lra,.:I lo-fool cube
Cln be ench.:lnted for experience level of Ihe C:l.Ste:r. If an object: or ilem is
enchamed, only th.1r single thing ca.n be enchamed; affected creatures Ot ch.1r·
:lClers uvc \'S. IpC'l1 with a -2 penalty.

Eighth Level Spells

Binding

(Enchantment, Evocation)

Level: 8

Range: 10 yards Components: V. S, M

Duration: Special Casting Time: Special
Area of Effect: I creature Saving Throw: Special

A Binding spell Crc:.1les .1 magical resminl to hold .1 cre.1tun:, usw.lly from
anorher pl.1ne: of c:xistena:. Extrapl.1nar CrcalUrcs must be confined by a eireu-
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lar di.1gr.lm; othe:r cre:.1IUrc.s can be physialJy confined. The duratiun of Ihe
spell depends upon Ihe form of the Binding and the: la'd of the: euler(s), as ",ell
:is Ihe lengrh of lime the spell is actually utte:red. The: componems v:lry KCord­
ing 10 Ihe form of Ihe spell, bUI they indudt' a cominuous ch.:lnting uner.mce
read trom Ihe Kroll or book p.tgt' giving the spell: gcslurcs :Ippropri:lle 10 the
form of Binding; and n1.1terWs such as mini:llure ch:lins of mel;!1 bilvcr
for lyamhrDpC$. etc.), soporiflc heTbs of the: rarest son. a corundum or dl:l'
mond gem of gre:1I siu: (1,000 cp value per Hil Die of Ihe subJCC! creature),
.1nd :a vellum dqliction or S1afUelle of Ihc subject to be Magic
resisunce :lpplic:s unless the subjeCt's lrue: n.:lme ia used. It saving Ihrow is 001

appliablc as long as Iitt' c:xperience: Ievc:I of Iitt' caslc:r is .11 leasl lWicc as grc::ll as
rM Hir Dice of the wh;ecl. The C25ler'S levd an be augmented by onNhird of
the: levels of .1SSisting magic.user of9th 1CVl:1 or higher•.1nd by one 1CVl:1 for
exh .1SSisr:ml of4th through 8lh 1CVl:1. No morc: Ihan six other m.1gic.uscrs an
assin with this spell. If the C:lSler's level is less than lWice: Ihe Hit Dice of tht'
subjcct, the sobject gains a saving throw YS. spell, modifi«1 by the form ofbind­
ing being ancmpled. The v:lrious forms of hillding .1Ie:

Ch.1ining: The suhjeCl is confined by rcstraims Ihal generate an Antipathy
spell affecting all creatures who .1ppro:I.Ch the: subjccl, e:xecpl the: easttr.
Dur.uion is u long :as one: year per Ie:vd of the: c-..,o;ter{s). 11le subject of this
form of Binding (:IS wc:ll as in Ihe: &lumber and bound slumbcr versions)
re:mains wilhin the: rC$traininj; barrier. Slumbcr: Brings .1. corn:ltose sleep upon
the subjecl fora dUl1Ition of up ro one ye.1r per level of the C.1Sler(i).

Bound Slumber. A combimuion of cli:lining and slumber rb:!t bm fnr up
to one month per level of rhe caster(I).

He:dged Prison: 111e: suhjC'C"t is transporled 10 or othelWise broughl wllhin
a confined .1re:.1 frolll which it C:l.nnOI wander by any means unnl fn:ed. The:
spell n:m:lins untillhe m.1gical hedge is somt'how broken.

Melamorphofis: Causa the subjecl to ch:ange: 10 some: noncorporeal form,
$;lIVC for iu or face. The: Birn.ling is pcrm.:lflCnt ulllil some pl"dCrib«!. XI
freo: Ihe: Jubjc:o.

Minim," Conuinmenl: The subject is shrunken 10 :I he:iglll of 1 illch or
evt'n less and held wilhin tbe hedged prison ofsome: ge:m or simil.1r obj«l. The
subject of.1 minimus conlainmem, me:tllnlorphosis. Or hedged prison I'.1di.1lts
:I ve:ry faint :Iura of m.1gic. 111e: sub;CC1 of the chaining form of the spell
receives :I S.1ving Throw wirh no mcxMicatioru.. HO'WCVl:r, slumber .1l1ows rhe
subject a tl bonus. bound slumber a +2 bonus, hedged prison.1 13
me:t.1morphosis a t4 bonus, .1nd minimus COlll:linme:nt a .5 bonus to Ihe sav­
ing Ihrow. If the: subject is magially w".1ke:ncd, Ihe GM can :wign .1 ·1, ·2, or
even -4 pcluhy 10 the: $;living Ihrow. A successful saving Ihrow en.1blc:s Ihe sub­
ject ro bulS( ils bonds and do as il ple:ues.

A Binding spell C:l.n be Ie:newe:tl in the: casc of Ihe firsl Ihrec forms of the
spell, for the: subject docs nOI hav.. the opportunity 10 break Ihe bonds. If any·
thing has C:l.uscd a we:akening of a ch.1ining or slumber version, such as
:llte:mpt.,; to cantaCI the: subje<:t or magiC.1l1y rouch iT, a IIOrm.11 '.1ving throw
applies 10 lhe renewal of the spell. Otherwise, after one year, and each year
there.1fte:r, rhe subjcct g:ainl.1 norm.11 saving Ihrow v,. the spell. Whellever it is
succt'uful. the Binding spell is broken .1nd the crealUre: is fm:.

Clone
(Necromancy)
Level: 8
Range: Touch Components: V. S, M
Duration: Permanent Casting-Time: I turn

Area of Effect: I clone Saving Throw: None

This speU eralCl :I dupliate: of:l human. de:mi-human or humanoid Cte::l­
run:. Thia done: is in most n:spcas Ihe duplic:ale: of Ihe individual, complete to
the Icn:I ofexperience, memones, ele. Howcvc:r, the dupliate really is the: per·
'On, SO if the origin.11 :and a duplic.1fe exist .1t the ame lime, nch knows of the
olhers exisrence; Ihe original person and the done will (:Ich da;irc 10 do
wirh Ihe olher, for such.1n :llrer-ego is unbearable 10 bolh. Ifone annor dc:stroy
Ihe other, one will go ilU:l.oc and deslroy iuclf (90% likely 10 be the clone), or
possibly bolh will become m.1d .1nd destroy Ihemselvc:s (2% ch.1nce). These
evems narly oecur within one: week of Ihe dual exislCnce. Note th.1f the
clone is the person as he exiSfcd .1t the rime:.11 which Ihe flesh was t.1ken for rhe
spell COmponelll, and .111 ,ubsequenl knowledge, experience, ere., is 101:1l1y
uliknown 10 the: done. The clone is.:l physiol dupliclIe:, and possc.uions of the
original arc: :ll\olhe:r m.1l!er entirely. A c1ont' lakes 2d<l months to grow, and
only :lfte:r lhal time is dual exislence: tstolblished. Furthermore, the done h:15
Ollt' less ColISlitution paim th.1l\ the body il was cloned ftom; tht' Cloning fails
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Components: V. S, M
Casting Time: I hour

Saving-Throw: Special

Antipathy-Sympathy
(EnchantmcntlCharm)
Level: 8
Range: 30 yards
Duration: 2 hrsilevel

Area of Effect: 10·1t. cube or
one item





















Appendix D

Cleric and Druid Spells

Components: Y, S, M
Casting Time: I hour
Saving Throw: Special

Notes Regarding Cleric Spells:
All material components required for the various spells are used upon com­

pleTion of the spdl in quesfion, with {he nOlable cxceprions of standard rcli­
giOllS ircms (such as religious symbols, prayer beads, or similar devices),

The rcvt"f$3J of$Orne spells might well plnC( the cleric in a <Juco;tirlilabic I>osi.
tion with rc:sreo:t (0 alignmcnr. The use of spells which promote henling is
shunnoo by evil derics in many Cl5e5. Likewise. spells which Me banc,(ul may

be uS«! only at reTil by derics of good alignment. lncmtious usc of spells of
opposite alignment will change the deric's alignment. if such u.l-1gc comi",u::s
llndl~"Ck«l. It is up to the player In {;lIaro his char...c[c('S alignment wirh CIte.

In any event. the derie IIIIllI ut"Ciue which appiianiull of a Tl"Versibll' spcll
will be used prior to praying for it * il is nut possible lU have one spcll both
ways. In like manner, Ihe Illere ft1.lUl"St fOr a spell (or ils oppusill') through
prayer willnol guar-dIllee that the spell will t..e given to dw deri" As the spell
It-vcllx"COIlICS higlwr, the clclic's confiden('(' that his gllwd will gl';Ull the spdJ
will decrease.

Your GM mighr altcr the malerial components of spdk rccluirt" only reli­
gious adjuncu as materia!' or JUSt do away with Ihem. Cornult your GM in
this regard and ask for his ruling and rt::lSllning. TIll:n report him III the
HackM:tSler GM Association for tampering with Ihe rules.

Following rhe name of e:tch deric spdl, a magicaJ .",hool is given in paren­
t1l<:.se.~, The cleric sp<':lJs are not TC'alJy organized imo magical ",hools, so this
is provided for reference purpose.<: only. For instance, Wisdom bonuse$ apply
ro .uving throws vs. encJl.1mmem/eharm spells. If the approprbte magical
school were not listed with deric spells, it would be hard to figure OUt which
spells were considered ro I>e. enehanrmemJeharms. Thete are few mher rea­
sons one might need 10 know Ihis information.

First Level Cleric Spells

Befriend
(Enchantment/Charm)
Reversible
Level: I
Range: 0 Components: V, S, M
Duration: Id4 rds. + I rd.llevel CastingTime: I segment
Area of Effect: 60-ft. radius Saving Throw: SpeCial

This is the 5;lme as the fit1t levd magic-uscr spell except that it is reversible.
Thc viCTim of Ihe reverse of the spell may altCmpt to make a saving throw to
neg.1le Ihe effects of the spell.

Bless
(Conjuration/Summoning)
Reversible
Level: I
Range: 60 yds. Components: Y, S, M
Duration: 6 rds. Casting Time: I round
Area of Effect: SO-ft. cube SavingThrow: None

Upoo uttcring rhc Hles.s spell, the: Courer mi.~< che momle of fricodly crea­
turl$ ~nd ~ny S:lVing chmw roll.~ rhey m~ke ~gainst fear effecrs by +1.
Furthermore, it rJ.oo their attack dice rolls by + I. A blessing, howevcr, ~fftcts

only {hose nor already engaged in melee combat. The caster determines at
what range (up to 60 yards) he will C.Ut lhe spell. At (he instant Ihe spell is
eompleled, it affects all Creatures in a 50-foot cube ccmered on Ihe poinr
selected hy the t:lSrer (thus. affectcd Cre3111rCS leaving the area arc still subjeCT
10 the spell's effect: Ihose entering rhe area afler the easling is completed are
not). A s~'Cond usc of this spell is 10 bless a singJe ilem (for example, ;I cross­
bow bolt for use ;lh'3inn a Rakshua). The weight of the item is limitl'ti 10 one
pound per l.1lSter It:vd and the effl'Cl lasts umil Ihe item is USl'ti or 111l,' spell
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duration eods. Multiple Ille!;.~ .~pc:lls are oor cumulative. In :lddidon to thc
verh:tl ~nd soll1~cic: gesture:. compCl0e:.r1ts, che:. HId/; spdl requires holy W:ller.
'111;5 spell carl he reversed by rhe cleric to a Ctl~ spell rhat, whe:.o casr upon
etll:my cre~tl1rcs, lowers their momle and ~lta(k rolls by -I. The Curse spell
r"'Juire:.s thc sprinkling of unholy wMer.

Ceremony
(Invocation)
Level: I
Range: Touch
Duration: Permanent
Area of Effect: One creature,

one item, or area (see below)
Ceremony has a number of applicalions in the religious o·rganiz~nion,

depending on rhe levd of the deric. The effl"Ct of a Ceremony spell dues nut
l<".!ve Ix:bind an ;lum of magic, althoogh in some l.-ases an aura of good or evil
might Ix: pn.:sent (and thus detc:<:table). The specific Ceremony spells cm vary
from religion to religion. hur usually encompass:

1st-level deric: rOll/ingo/agt. bllrhll. 1IIllrri'lgt
3rd-Jc:vd deric: drdirarirlll. if/l'rsrirurt'. rOllurratr itrm
Slh-b:cl deric: ordilliltion. (p((ial lJOIVf

7th-k-vd deric: rOllsrrrau groulld
9th-Ic:vc1 deric: pnllthtll/(friu

E.1.eh of rhl'M; varierio:s of che Ceremony sfH'll requires a cleric of the indi­
cated IeI'd or higher, with additional restrictions 3& described below. For all
Ctrenlony spells except anathematize (ue below), no 5;lving Ihrow is called
for, since the rec.ipient is either inanimate or presumed fO be willing to be
affected by Ihe macic; any version of the spell exeepl for anathematize will
simply fail if it is cast on a person who (for some re:t.SOn) is unwilling to receive
the benefit. ISridly, rhe ceremonies listed do the following things:

Coming of Age: is a limite<! fornl of the Bless spell which is cm upon
a young man (and in some cultures a roung woman) at some point
relalively early in life, often the ~ge of 12. A younG fH'rson who
receives. this spell gelS a • I bonus to any single .uving throw, which
c.1.0 he taken at any rime aftfr the coming of age ceremony is com*
pleted. [n some cultures, Ihe coming of age eeremony has a sym­
bolic significance, such Iha{ an adolescent muS! receive this bless*
ing bt::fore he can eojoy the rights and privileges of adulthood.

Burial: magically protects a corpse, and bestows it with the blessiog
of the religious organi7_l.tion. The body is shielded for ooe week as
ifbya Prolecrion From Evil spell, and anyone trying to disinter lhe
corpse within that time musr make a saving rhrow versus spell or
SlOp and flee in fear for (lne turn.

Marriage: has no rangiblc after-effcci (i.e., il docs nOI guarantee hap­
piness or harmony), bill il mually C.1rrles a mOr:ll or legal sigoifi*
canee, Oot dissimilar in natUre fO Ihe various rites of marriage thar
arc performed in our real world.

Dedicalion: allows the recipient of the spell 10 be taken illlo the
ranks of rhe casting derie's religion. making that pcrson a sanc­
lioned worshiper of the cleric's gawd. The effect of a dedicnion is
permanent, unless the worshiper demonstrarcs a desire 10 chaoge
allegiance fO a diffeTC'lIl gawd. In such a C':lSI:. Ihe earlier dedicnion
can be overridden by a new dedicarion cast by a cleric of a higher
level Ihall till," one who pcrformed tile previous dedication.

TIle rite of Investiture must be performed on any aspiring eletie
before that ch:lrJClcr l":lll achieve lite SlatuS of a litst-levd cleric.

Consecra.te item: must be performed on any objc:<:t to be placed on
an altar ur in some other 1000,IIioli within a teligious l'tiiliee. To pre·
vem it from losing its potency, holy (or unholy) WlIter nlUSt be kept
in:l prop<:rly COllsecr-Jtl'ti cOlllaincr.
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Ordinalion: must be J>f'rformed on a cleric before the characler can

become the prir'St of a congrq:atlon or assume similar SOrlS of

duties, and even an adventuring cleric must be ordained before he

Cln gain followers and <:5111bli.ll1 11 following or other Sorl of group.

In all cases, the cleric performing the ordination must be of higher

level than the recipient; Ihis ceremony is oflen conducted ;u pari of

rhe training a cleric r~eives in ord",r to advance from second to

thirrllcvel.

SJ>f'cial vows: can be rc:ceived by a would-be cavalier, dark knight or

paladin before- that chal"1lclcr embarks upon a ut~r in Ihe desited

profession. The effeclS of rhis spell persist for as long as ir raka the

character to accumulale enough e~J>f'rienc:;e poinr5 TO risc: TO th"

upper limit of his current level. The special vows can then be
rc:n",wed as par! of the charact",rs IT:lining between ["v..,[s, or al any

time during advancement through lhe neXI higher level. A cava­

lier, dark knighl or paladin who h35 received special vows is

immune to the effeclS ofBcstow Curse spells (but not cursed itenu)

for as long as the special vows temain in effect. Additionally, this

ceremony renders the subje<:t more susceptible (-4 on saving

throw) to :IlIY Quest sJ>f'lI cast upon him by a cleric of the same

a.lignmem as lhe c.-<lster of the special vows.

Consecrate ground: should be performed upon an 1I'ca before any holy

(mtholy) structure is built on the site. A religious edifice consrrllcr­

ed on ground that has not been Consccratoo will slowly hur im:vo­

CJbly fall into a srate of disrepair and h:\!; a 1% chanc", p!'r year,

cumulative, uf actually coll~psing as a tc:suh of this ovctsighr. nli~

spell must be ~Sl before Ihe :rrea in qucsrion IS :rlrercd in any way

(e.g., bnd.scaping) and hcfore any construclion mat"rials are broughl

ro rhe sile; it will h3ve nu effl"Ct if it is dune as an afterrhuuglll.

Consecnte cround: can :rlsc be used on a plor of land desrined for

uSC: as a graveyard, and in such a case the graveyard ir.sc:lf automat­

iully turm undnd e:rch ruund with the same effectiveness as a 3td·

level cleric. Or, if the consecration nf a would-he (;ravcy:rrd is per·

formed by an evil cleric. any undead cr('anlre:; occupying the area

arc rrealed ;u if rhey were being proleClcd and conlrolled by an evil

cleric of 3rd levd.

Analhernati1.e: is a form of excommunication where rhe offender is

lilerally br:l.nded on rhe check, forehead, arm or hand wilh a sym­

bol. sigil or sign that identifies the subject (to those who understand

the symbol) as someone who hlU' c:;ommiul-d 3 .serious offensc in the

eyes of his gawd. An unwilling subject of this spell is allowed a sav­

ing throw versus spell, at -4, fO "'SClp!' ilS effecls. [f the recipiel1t is

not !luly descrving of the telling brand, the spell fails when caSt.

A successful Atonem",nt c:ru~ the brand to fade, and possibly vanish. If

the offending actions were caused nmgically or by some other external

force, the brand ullerly disappears. If the offending actions were nal­

ural, rhe bT:lnd callnol be completely removed.

The componenlS for th", various Ceremony spells vary from religion 10 reli­

gion. but lhe material COlllponell1 always involvd rhe usc of the r,;leric's holy

symbol in one way or another. Standard COStS for the cuting of thae spells

are as follows: coming ofIlg~, 5-15 sp; burial, 5-50 gpo marr;ag~, 1-20 gp; J((/­
;r/J/;IJ>I, 1-10 sp {or sometimes freeh illl~SJitU", 1-100 gp (or sometimes free);

ium rIJ1lutrAfilUl, usually free: IJrJil/4JilJl/, usually free pm possibly as much as

200 gp; spm',,1 I/O/us, I ~ I00 gp (or somelimes free); r()1/UC1'llt~ ground, 100-600

gp depending on the si1.e of the area tu be affl"Cu:d 3nd the level of the deric

performinc the spell; Jnd alUuhmuuiu is JlwJys performed at no chJrge, since

the osring of lhis spell is always deemed 10 be in the best if\lelests of the cler­

ic's religion.
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Combine
(Evocation)
level: I
Range: Touch Components: V. S
Duration: Special Casting Time: I round
Area of Effect: Circle of clerics Saving Throw: None

Usine Ihis spell, rhree to five deries comhine their abilities su lh~l one of
them casu spells and turns undcad Jt an enhanced level. The highest-level
cleric (or one of lhem, if two or mOrf; arc tied for highcst) slands alone, while
lhe others join h~nds in a surrounding cirel",. The cclllral cleric CUtS the
Combine spelL Hc tcmporarily g~ins one level for e~ch cleric in the circle, up
to a maximum gain uf four levels. The Icvel illcre~se affects lurnine undcad
Jnd spell delails rhat vary with lhe caster's level.

NUll' thai rhe central deric g~ins no addi,ionalspdls and lhal the group is
limiled to his cuntndy menlOrizl"<1 spoells, The encircling clerics OlUSt con­
ceOlrJte on maintaining lhe c:;umbine crfect. TI.('y lose ~Il Armor CI:LSS holluS­
es for shield and Dexterity.

Ifany of lhem has his conccnrrarion broken, rhe Combine spell ends imme­
diarely. If Ihe Combine spell is broken while the cenml deric is in the :ret of
OlSlillg a spell. that spell is ruined jusr as if Ihe caster were disturbed.

Spells casl in combinJtion have rhe full enhanced effect: even if thr'
Combine is broken before rhe dur:rrion of the enhanced spell ends. NUle lhal
the combinJrioll is not broken if only the cenrral caster is disturbed.

Command
(EnchantmentlCharm)
level: I
Range: ]0 yds. Component: V
Duration: I round Casting Time: I segment
Area of Effect: I creature Saving Throw: None

This .~pell enables the clcric to command another crealUre wilh a single
word. The Command mUSI be ullered in J IJn~ua~e underslood by rhr,; crea·
lure. TIll: subier,;t will obey to the best of his!irs ability (jnly as long as the
command is absolutcly clear and unequiv()(3l; lhus. J Command o(uSuicide!"
is ignored. A Command to "Dic!~ C:luses fhe crcamre III fall in J faim or
CJraleptic Slare for one round. bUl thereafter the ctearure revives and is alive
and well. TypicJI Commands arc:: back, halt, fil"C, run. SlOp, f:dl. go, le.lv",
surrender, sleep, rest, erc.

Nu Command affects a crcarure for more than one round; undcad ar'" nOl
affected at alL Crealures wilh Intelligence of 13 (high) or I1)Ore, or those wirh
6 or more Hir Dice (or experience levds) are entitle(! to J saving throw vs.
spell. adjusred for Wisdom. (Creatures with 13 or highn [ntelligence al1(16
Hir Dice/levels gel only one S3.ving thruw!)

Create Water
(AlteldtJon)
Reversible
level: I

Range: ]0 yds. Components: V. S, M
Duration: Permanent Casting Time: I round
Area of Effect: Up to 27 cu. ft Saving Throw: None

When the deric casrs a Creale WOller spdl, lip to four gallons ofwater are: (;",n­
erared for every experience [evel of the Olster (for example, a 2nd·levd clerk crt'·
ata up to 8 galluns of water, a 3n.l-Ir:vel deric up 10 12 gallons. ClC.). '1l1C waler
is clean and drinkable (it i~ jU5f like rain Wolter). 111e created W<lu.'r C1IIl ue dis­
pelled within J round of ilS ereJrion; otherwise, illi mJgic fades. leaving normal
water that can be used, spilled, evapo[';lted, etc. The reverse of the spell, Destroy
Water, obliteralcs wilhout lrace (no Y:l.por, mist, fog, or 5rCJm) J like quanlity of
water. Water CJn be creared or destroyed in an area :IS SIllJIl ~s will aClually con·
tain the liquid, or in an arel as hrge as 27 cubic fcct (I cubic yard).

Note chat W11er can neilher be created nor datroycd within a crealure. For
referf;nce purJl'OM'S' water wdghs abour Ii pounds per g:r.1lon, Jnd a cubic fOOl of
water weighs approximately 62.4 pounds at 60" E The Create WJrer spell
r~lJire:s al [easl a drop ofwatu; the Deslroy Water spell, al least a pinch ofdu~l.



When this spell is ca:;t UPOJl a flying crcalLlrc it allow.~ that creal'ure 10 fly in

complell: silence. This spell will silence the flight of all)'thing from lhe siu of
a small bird 10 a dr:agon. The materi:ll cOlllponent is an owl feather.

Components: V, S, M
Casting Time: I segment
Saving Throw: None

Components: V. S, M
Casting TIme: 4 segments
Saving Throw: Special

Appendix 0: Clerk and Druid Spells - Cleric Level'

Flutter Soft
(Alteration)
Level: t
Range: 60 ft.
Duration: I hour
Area of Effect: One creature

Invisibility to Undead
(Abjuration)
Level: I
Range: Touch
Duration: 6 rds.
Area of Effect: I creature

Cure Light Wounds
(Necromancy)
Reversible
Level: I
Range: Touch Components: V, S
Duration: Permanent Casting Time: 5 segments
Area of Effect: Creature touched Saving Throw: None

When casting this spell and laying his hand upon a crearure, rhe cleric ous­
lOS rhe cre1wre tn be h"11"d or Id4 points of damage per I~vel of Ihe c1cric.
Thi~ healing e;tllnor afTecf erc!\tures without o::orporeal hodi""" nor can if cure
wounds of cre~turcs nOI living or of CXrr:lI,!:tnal' origin. Th" reverse of rhe
spell, Cause Light Wounds. o~r:tles ill the ~ame mallner, infli<:ling Id'l POinlS
of d;\mage per level of thc cleric. If a creature tries to avoid thi~ touch, nn
attack roll i5 needed ro derermine if rhe cleric's hand strikes the opponent and
causes such a wound. Curing is permanenr only insofar:u the crcall.m: docs
not sustain furtht'r dama~e; caused wounds will heal- or can be curcd - JUSt
as allY nonnal injury.

The HackMastcr Player's Handbook

Detect Evil
(Divination)
Reversible
Level: I
Range: 0
Duration: I turn + 5 rds.llevel
Area of Effect: 10ft. x 120 yds.

Components: V, S. M
Casting Time: I round
Saving Throw: None

This spell causes affected undcad to lose track of and ignore the IV;lHk·d
crealilre for the durarion of lhe spdl. Undead of 4 or fcwer Hit Dice arc auto·
matically affected. but chose with more Hit Dice receive a saving throll' vs.
spell 10 avoid the effect. Note thar a cleric protected by this spell C'Jnnot turn

affected undead. The spell "nds immediately if rhe recipiem makes any allack.
although casting spells sllch as Cure Lighc WOllnds, Augllry or Chant does !lot
"ndthe ward. The marerial componem is rhe c1eric's holy symbol.

Except as nmed al)(l\'e, thi.~ .~pdl is the same as the $Coon..! levd magic_user
spell DeteCt Evil (q.v.).

Detect Magic
(Divination)
Level: I
Range: 0 Components: V, S, M
Duration: I turn Casting Time: I round
Area of Effect: 10 ft. x ]0 yds. Saving Throw: None

Except a5norcd above. rhisspell is rhe same as the flrsr level magic-user spell
Deleet Magic {q.v.}.

Light
(Alteration)
Reversible
Level: I
Range: 120 yds. Components: V.S
Duration: I hr. + I turn/level Casting Time: 4 segments
Area of Effect: 20-ft.-radius globe Saving Throw: Special

Except ali noted above, tltis :;pcll is till' same as rhe fiw level magic~us~r spell

Light (q.v.).

Endure Cold/Endure Heat
(Alteration)
Level: I
Range: Touch Components: V. S
Duration: I hr.llevel Casting Time: I round
Area of Effect: Creature touched Saving Throw: None

The creature rcceiving fhis spcll is prQleett:<1 fmm normal eXlreme.< of cold
or heal (depending on which application the cleric selects at the time of cast­
ing). The crealure can sland unprolecled in tcmper:atures as low as -30' F. or
as high as 130' F. (depending on applicntion) wilh no ill efTeet. Temperatures
beyond lhue limiu inflicr I pail\{ of damage per hour of exposure for every
degree bqond lh" limit.

The spell is immedialely cancelled if lhe recipient is affecred by any non­
normal hUt or cold, such as magic, breath weapons and 50 on. The can­
cdlal;on occurs regardless of the application and regardless of wh"lher a
heal or cold effect hirs lhe character (for example, an Endure Cnld spdl is
cancelled by magical heat or /lrc as well as by llIagical cold). Th", recipient
of the spell does not suffer lhe first 10 poims of dQmage (afler any applic­
able uving throws) from the hnt or cold during the round in which the
spell is broken. The spell ends inuantly if eirher re5in fire or resisr cold is
Casl upon lhe recipienr.

Magical Stone

(Enchantment)
Level: 1
Range: Touch Components: V. S. M
Duration: Special Casting Time: 4 segmentS
Area of Effect: ] pebbles Saving Throw: None

By using rhis spell. the cleric can cemporarily cnch~nr up ro three small
pebbl~s, no larger than sling bullers. The Magiol SrOnC5 can rhen be hurled
or slung at an oppon~nl. If hurled, Ihey C3Jl be thrown up to 30 yards, and
all three can be thrQwn in one round. The ch:tracter using thcm must roJJ

normally to hit, although rhe magic of rhe 5tOnes enable5 any character to be
proficienl with lhem.

The stones ~re considered +I weapons for determining if a creatute can ue
struck (those struck only by m...gical weapons, for instance), although they do

nOI have an attack or Jarn~ge bonus. Eaclt Slone that hits infliCts Id'i points
of damage (2d4 poims against undead). The magic in each stone lam only
for half an hour, or until u>cJ. The material componelilS arc the cleric's holy

symbol and thre~ small pebbles. unworked by tools or magic of any type.
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Appendix D: Cleric and Druid Spells - Cleric level I

Protection From Evil
(Abjuration)
Reversible
Level: I
Range: Touch Components: V, S, M
Duration: 3 rdsJlevel Ca.stll1gTime: "segments
Area of Effect: I creature Saving Throw: None

Ex~P' :u noted above, this ~pdl is the ~:une u Ih(' fint kvd magie.uscr spdl
Prol«lion From Evil (q.v.).

Purify Food & Drink
(Alteration)
Reversible
Level: I
Range: 30 yds. Components: V. S
Duration: Permanent CastingTime: I round
Area of Effect: I cu. ftJIevel, SavingThrow: None

in a 10 sq. rt. area
Whrn CUI, this spell makes spoil«l, l'OIu~'n, poisooous, or othfiwisc conu.m­

imlted food and wattt pure and suirable for ":lring and drinkiog. Up ro 1 cubic
foot of food and drink pt'r level an be Ihus mado:: wiDb'" fOl' consumplion.

This spell does nOI prevem subsequcm natllral dcay or spoilage. Unholy
water and similar food and drink ofsignifiance is spoiled by Purify Food and
Drink, bul Ihe spell has no crfrel on crr:llurrs of any type nor upon m:agical
potions. The rt'VttS(' of the spdl is I'utr"fy Food and Drink. This spoils even
holy wat"r, however, it likewise has no .,(frel upon crC':tlures or potions.

Remove Fear
(Abjuration)
Reversible
Level: I
Range: 10 yds. Components: V, S
Duration: Sped'll Casting Time: I segment
Area of Effect: I creature/41evels Saving Throw: Special

The deric C2Sling thi~ ~~Il instills courage in th" spdl rreipi"nr, raising th"
cre;tIUre's nving Ihrow rolls against mafllical ft'Car attaCks by 1'1 fOf on" Illm. If
rhe recipient has recently (that day) failed a savinfll throw against sllch nn
attack, the spell immediMcJy sranrs anorher saving throw, with a +4 bonus 10
rhe di" roll.

For "very fOUl levels of the caSter, on" crellwre c.1n be affrcrM by the spell
(on" cre:UU/l: at levels I through -I, twO creatures ar I"vds 5 Ihrough 8, ric.). The
reverse of th" spodl, Cause Fear, causes Ol\e Crc:lture 10 fltt' in panic at maximum
movemenl spccU away fWIlI the Wter for ld1 rounds. A successful .saving
throw :lVin$( the rt:Yt:tst:d eifC'Ct neg.ut:S it, and lilly Wisdonl adjw;tment also
applit:l. Ofcourse, Cause Fear an be automalicll.lly countered by Rcmov" Fear
and vice Vt:1'U. Neilher spell has any dT«t on umk-ad of any 1()t1,

Sanctuary
(Abjuration)
Level: I
Range: Touch Components: V, S. M
Duration: 2 rds. + I rdJ1evel Casting Time: "segments
Area of Effect: I creature Saving Throw: None

When the cleric castS a Saoctuary spdl, any oppemrnt au"mpring 10 strike
01" Ol:hetwisc dir<'CIly .,,:acX lhe protrcr«l creature mLlSt roll a saving throw vs.
spell. If the $Iving Ihrow is suaessful, the opponrm an atuck norma.lly and
is unaffrctrd by that asting of lhe spdl. If the saving rhrow is failed, the oppt)­
ncm loses Indr of and touily ignores the wardrd c:rnture for lhe dUllllion of
the spell. Those not attempting to :mxk the sobjrct remain unaffcct«l.

Note Ihat this spell does not pr"vent Ih" opt'r.uion of :area attacks
(Fireball, Ie" Storm, "tc.). Whilc prolrel«l by this spell, the subjrct cannot
lake dim:t offensive actiOl1 without breaking Ih" spell, buf may USC' non­
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an~ck spells Of otherwise ael in any way that d(>t:S not violate rh" prohibi­
tion against offensive action. This allows a wardrd cleric to heal wounds,
for example, or to bien, perfonn an Augury or Chant spell, cast a Lighr in
the area (but not upon an opponelll), and so on. Th" componentS of the
spell include the cl"ric'l holy symbol and a small silv"r mirror.

Walking Corpse
(Necromimcy)
Level: I
Range: Touch Components: V, S
Duration: I week/caster level Casting Time: I turn
Area of Effect: I creature Saving Throw: None

A Walking Corpse spell renden a single creature ambulatory, oft"n so his
companions nred not caff)' his body. Thc colp5t: annol havc been dn.d more
than o~ thy Jl"f caster level. It continues 10 rot, but is apable of following
th" castt'l' at half its noroul (living) movenlCnt rate. It docs nOlhing dse; il
dc\r$ nOI lalk, rhink, fight, dcf"nd itself and automatically hils saving throws,
elC. A walking corpse has Ih" maximum number ofhi1points thar il did when
it was alive. 11le walking corpse an be lurned or dt:ltroycd :II a zombie. If a
tin" is lurning unde:KI and a walking corpse is Within hIS line of light, the
walking corpse can ~Iill be accidentally turnrd or dcstroyed as a Zombie. ('\'en
by Ih" raising tI"ric. Th" creature I?ins 2d6 rolls on Table GA: Flaws and
Quirks, bur lhe GM rolls these and keeps thcm secrel umil such lim" :as the­
cr,,:uure is fully llIisrd or ruurrt:Ctcd. Exceptions are obvious flaws, such as
losing an (':Ir or fing"r. Th" walking corpse can be fully reslored 10 life by a
Raise: Dead. Resurrection, Limit«l Wish or WISh spell.

Second Level Cleric Spells

Aid
(Necromancy, Conjuration)
Level: 2
Range: Touch Components: V, S, M
Duration: I rd. + I rd.llevel Casting Time: S segments
Area of Effect: I creature Saving Throw: None

The reeipient of this spdl gains the bc:nefir of:a Bless spdl (.1 to :aH3ck rolls
and saving thruw$l ami a $~eial bonus of IdS :addirionaJ hir points for the
duration of the spell. TIle Aid spell enables lhe rreipicor to actually 1I:a'le more
hit points th~n his full nor[\\;lllot;l!. Thc bonus hit points arc lost first when
the recipient r:akes damage; they cannol be reguined by eur,uive magic. For
ellample, a ht·level fighler has 27 hit poims, suffers Ij poi illS of dalllage (27·
<\ .. 23), :and then receives an Aid spell thai giv~-s 7 additional hit points. The
fighter now has 30 hit poims, 3 of which are lemporary. lfhe is then hit fnr
5 points ofdamage, 2 norm:al hit poims ami all 3 temporary hil points arc Inst.
He rhen rcceives :II Cure Light Wound~ sJKIl that h"al~ 4 points of damage,
restoring him ro his original 27 hit paims.

Not" thaI the oJl"ralion of the lpell is unaffccled by permanenl hit point
losses du" ro en"rgy drain, Hil Die los.scs, Ihe lou of a familiar. or the o~r­

arion of anain arlifacts; the temporary hit poinr gain is figured from Ih"
new. lowcr total. The matl.'rial componcnrs of Ihis spell arc a liny strip of
white dOlh with a slieky subsunc&! (such as ttCe sap) on Ihc ends, plus thl.'
deric's holy symbol.

Animated Corpse
(Necromancy)
Level: 2
Ranee: Touch. Components: V, S
Duration: I week/caster level CastingTime: I turn
Area of Effect: I creature SavingThrow: None

An Animatc Corpse: spell brings a drad crearure ~ck to a sUt" somewhar
raembling life. The eoipse' cannot have been dead more th:lln one eby pc'r
caster kvd. if continurs 10 rot, but is capable of following rh" am"r at half
irs normal (living) movem"nt Dt". An 1IIIimated corpsii.' is rtfrelively :II fWQ

HD Zombie that reuins sam" of its mind. While il does llO( r"Din any c1;w
or r:acial abililics, il an walk, Ialk. rem"mbrr, complain, roll $:Iving th~,



Components: V. S
Casting Time: I round
Saving Throw: Negates
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etc.. bm it CillnOl auack. The walking corp'\C em be lurnl.J or dcslroyl'J as a
10mbico. If J daic l~ lluning undead anll a walking corpse is wilhin his tine
of ~il~ll. tht walking corp...., can still be accidenl.1l1y 'lIrnlxl or d<:$troycd :1$ a
Zombie. even b), the raising deric. The creature gains 2d6 rolls on 'I1tblc GA:
Fbws and Q.uirh. hili the GM roll< these and keeps lhem seU('1 until such
lime 3S the crealure is fully rai.-;"d nr rc.~"rrcCle(l. Exceptions arc obvious flaws.
such :\$ lo~ing an car or finger. The animalcd c.urpse can he fully """t,""cd hy
a R.1ise Dcad, Resurrection, Limiled Wish or Wish spell.

Appendll( 0: Cleric and Druid Spells - Cleric Level 2

Detect Chal'"m
(Divination)
Reversible
level: 2
Range: 0
Duration: I turn
Area of Effect: I creaturefrd.

\'(Ihen used bY:1 cleric, lhis spell can dt'l"cI if a p"r.<;(ln or mnnsl"r wilhin
30 ygrd§ is under th~ influ~nceof a Charm "f'C1i1 or similar wnlfol, such as
Hypn~is. Sugge.<tion, B~guiling, possession, el(. The creature rolb a savillg
throw vs..~pdl and. if SUCCe.~1i11. lhe caSler learns nOlhing aboul thaI particu­
lar crearure from the casling. A caster who learns Iha\ a cre:uurc is being influ­
l'nced has a 5% chance pcr level to determinc the exaci type of influence.

Up 10 I() difT~rent crt;IlUre.~ can he checked before lhe spell wanes, If lhe
creature is under more lhan on(' such em_'<:t, only ll.l· i'lforrnalioll lhat the
charms exis! i< g:lim:d. The rype (si'lee tlwrc arc conflicting emanaliolU) ilO
impossible 1(1 d(·lermin.... The rcvcrse of tilt.' SP\:IJ, Undetl'Clahle Charm. COIll­

I'letdy masks all charms 011 a single crealurl' for 24 hours.

This spell enables a citric to cnnjure up a wr::ak air demenral---ll JUSl devil
of AC4, 2 HD. MV 180 frrl per rollnd. oneal1ack pcr round for ldti poims
nf d:unagt--whieh can be hir by normal W(-~IJOIl~. The Dmt Devil3rp'-'ars as
a sl11311 whirlwind 1 fOOl in diameter al ils Lase,S feet tall. and 3 to 4 feet
across at th\' tOp, h IflO\'l~ as directed Ly the cleric, Lut dissipatcs if il ilO "ver
scl»rated from the casler Ly mure than 30 yards. lIS winds arcsufTicienllo pill
OUI IOrdlt.'li. small campfires, l'ltPOSl-d Ianlerns, and other small, open flames
uf nonmagic:l.l origin.

The Dl~~l Devil can hold a gas cloud or a crealllre ill gaseous form at Lay
or pu~h i, away from rhe C:lSfcr (rhough it cannot darnagl' or displ'r5/: such 3

doud), If skimming along the glOund in :.In area ofloosc: dust. s:.Ind, or ash,
lhe DUSt Devil picks up those panidl'S :.Ind disperses them in a 10-fOOI-diam­
ClCrc\oud celltered Oil it.'lelf. The cloud oblOCurcs normal vision, and Crc.11UrCS
C'~ught withill are blinded while inside and for one round :tfrer lhey emerge.

A spdlC1sr~r Cliuglll in Ihe Dusr Devil or itS cloud whik easling mUSl make
a .'>;lYing lhrQw vs. spell 10 k~p his concenlralion, or lhe spell is ruinl.J. Any

Diminished Rite
(Necromancy)
Level: 2
Range: Touch Components: V, S
Duration: Permanent Casting Time: I round
Area of Effect: One creature Saving Throw: None

1\ Dimini~hed Rile will bring :1nyd"ad creature back tn lif" in till: same way
as:t Raise Dead spell. It (:Ill be used any length of lime :Ifter the dearh of said
crealure, provided the body has nnt .~igni(jcalltly d<:<.:ayed. The crealU'" will,
how<'Vl:r, lose .<;(lme nf irs sp<:<.:ial ew:nce. Anyone broughr back lo) Iif... with a
Diminishe(J Rite spell come< back with only half of d1l'ir It.'vd~ or Hil Dicc,
rounded dQwn (10 a minimum OrtirSl levd or lhe ert::.Itur...'s ori~inal Hit Dice).
In addirion. dw feeipienl must roll a skill chl'l-k agailm each of Iheir skills or
Itll'Y go dow'l by 20 poinls and take 2d6 roll~ on TaLle 6A: Fbws and Quirks.

A full Resurrection or ReslOration an he coil/jutted later to resmr" lhe
cre;uure's losl leV(~ls ;lIId skill pnillts, a.~ long as it is don" wilhin a lime period
of 1 monlh lirlll'S the crea!l1re~ origillallc:vd or Hil Dice. Thus. an 181h level
charJ.clef I":li~"d with a Dimini.d,erl Rile .;pelJ would be only 9th level. but
could ht fully re.<lored wilh RCSllrr<:<:!iOll or Rl'SlOF.uion if ca~l within 18
n,ourh.l. If lhe crealur" dies again Ixfore hi~ lost skills alld kvds or Hit Dice
are r<:storoo 10 him, lIll'y are forever los!.

1\ cleric Wlins experiencr poinls for I":li.~ing th" d"arl :\s if he defearC(1 Ihal
creature in individual comha!. .

Augury
(Divination)
Level: 2

Range: 0 Components: V. S. M
Duration: Special Casting Time: 2 rds.
Area of Effect: Special Saving Throw: None

The deric casting an Augury spell se('k~ to divin(' whl·thl·r all aClion in the
immedi.ut fum", (within nne-half hnur) will hendll or harm lhe 1':lrlY. For
example. if a party is considl:ring the dCSUtfClinn of a weird '\Cal that do!'eS ;l

portal, an Augury spell an h( used to find if we,,1 nr wne will be lhe imme­
dial<' ("('Suit. If the .~pdl is Sl1cce.l~ful, lhe GM yields some indiclilion of the
probablc olltcomc: ~weal:' ~w~.~ or pos~ibly a cryptic Imule nr rhyml'. 'nle
base chance for receiving a meaningful reply i_~ 70%. plus 1% for "ach level of
lhe cleric C3S1ing {he spell: for example, 71 % at lsI level, 72% at 2nd. (I(,

Your GM delerrni,ws any adjuslmetllS for the p:.lnicular conditions of e.u;h
Augur)', For eltaml>le, if lhe qUl'Slion is ·Will we do well if we venture 10 lhc
lhird Icvd~~ and :.I tenibll' Troll Kuuding 10,00051' and a shield + I lurks ncar
lhe l'llltarKe to till' level (which t!ll' CM c:stimates the party could bcal aftcr a
haHllightl. thc augury might Le: ~Creat risk Lringl gtCal reward.~ If Ihe Troll
i~ 1(\0 swm~ for the pany. Ihe augury mighl Lc: ~Woc and destruction :lwail!"
l.ikewise, ;t party casting 5/:veral Augurics aLout tlte same action in quick suc­
cession Illigtn rCl;eivc identical answers, regardless of lhe dice rolls.

The matcrial eomponen{ for an Augury spell is a SCI of s"m-inlaid Slicks,
dragon bones. or similar rokcns of al le3St 1.000 gp value {which .m 110!

expended in c:lSling}.

Chant
(ConjurationfSummoning)
Level: 2
Range: 0 Components: V.S
Duration: Time of chancing Casting Time: 2 rds.
Area of Effect: 30-ft, radius Saving Throw: None

By means of Ihe Chane spell. Ihe cleric brings special bl'Or Upflll hilll.-;"If
and his part)', and c:l.USl'S harm 10 his enemies. \Vhen the Chanl spell is eom­
pll-ted, all aualk and damage rolls and saving rhrows made by lhose in rhl' are;!
of cni:ct wllo arc friendly to Ihe clerk gain ~ I !mnuses, while lhose of lhe cler­
il's l'llemics suffer -I pt:nalries. This bonus/penalty cOlllinues as long 3S lhe
C'~Sler cominucs to cham Ihe m)'litic syllables and is sl:ttlonary, Howevcr, an
inteHuption (such lIS all allJek that succeeds and callSes damage, grappling
with till' chanler, or:.l Sill'llee spoell) Lrub Ihe spell.

Muluple Chanrs arc nOl eumulalive: however, if the Jrcl·level I'l":lyer <pell is
spoken while a cleric of the SJ.me rtligious per~"r.lsinn (not merrly alignment)
is chanting, lhe effeel i~ inc",as.,a to +2 gud ·2,

Cure Moderate Wounds
(Necromancy)
Reversible
level: 2
Range: Touch Components: V. S
Duration: Permanent Casting Time: 5 segments
Area of Effect: I creature Saving Throw: None

This spell is exactly liKI.'" a Cure Ligtll Wounds spoeJl exeert that it heals Id6
p<)iffl~ of (bmage per k'VeI of Ihe deric, lIS reve~, Cause Moderatc Wounds,
causes Idr, poinls of damage rer CaSler II.'"WI.
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Dust Devil
(Conjuraclon/Summoning)
Level: 2
Range: 30 yds,
Duration: 2 rds.llevel
Area of Effect: 5 x 4 ft. cone

Components: V. S
Casting Time: 2 rds.
SavingThrow: None
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cmuure native to the Elemental Plane ofAir-c:ven another Dust Dcvil--can
disperse a Dust Devil with a single hit.

A cleric using Ihis spell can enlhrall an audience rh~1 can fully undersland
his bng~ge. Those in the aru oftff«:1 mU$( ,ucecssfully 'lve \IS. spell or give
the ~er their undividtd alltnlion, loully ignoring Iheir surroundings.
Those of ~ raet or religion unfriendly 10 Ihe OSIer', have a +4 bonus to thc­
roll. Any Wisdom adjwlmem also applies. erc-aturt's with 4 or more levels or
Hil Dice, or with a Wllidom of 16 or better, arc unaffeclcd.

To C:lSl the srell, the caSler must speak withoul inrerruprion for a full
round. Thereafter, the enchantment JaSIS as IOllg:u rhe cleric speaks, to a max­
imum of one hour. Those enthralltd take no acrion while the cleric speaks,
and for IdJ round.5 thereafler while they discuss Ihe matter. Those: entering
the are<t of effect mwr <tbo successfully nve vs, spdl or become enthralled.
Those nOI enlhralled are 50% likely every turn to hoot and ;«l ill ullison, If
there is excessiYl: jeering, the reft are allowd a new s~ving throw. 111e sprec;h
cnd.5 (but the IdJ round delay still applies) if the cleric is successfully anacked
or performs any action other Ihan speaking. If Ihe audience is :l.IIa~, Ihe
spell enw and the audielKe reatlS immediately, rolling a rexrion check with
respect to the source of Ihe interruption, at a pen<tlty of -I O.

Nme: W'hen handling a large number ofuving Ihrows for similar creaturcs,
the GM (;In :wume an average 10 UYl: time; for eumple, a crowd of 20 men
wllh :0 b1SC uving throw of 16 (25% succas c!lance) will have 15 men
emhrallcd and five nOI.

Components: V. 5
Casting time: I round
Saving Throw: Negates

Enthrall
(Enchantment/Charm)
Level: 2
Range: 0

Duration: Special
Area of Effect: 90·ft. radius

FindTraps
(Divination)
Level: 2
Range: 0
Duration: J turns
Area of Effect: 10ft. x 30 yds,

Components: V. 5
Casting Time: I round
Saving Throw: Negates

Components: V. 5
Casting Time: 5 segments
Saving Throw: None
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Heal Light Wounds
(Necromancy)
Level: 2
Range: 5 ft./level Components: V, 5
Dun.tion: Permanent Casting Time: 5 segments
Area of Effect: I creature Saving Throw: None

By using this spell :0 derie can reflOre leJ4 lost hit poims per 1C've1 to any
onC' cre:llture wllhin Ihe rangc of the spell. The hit poinu an: haled in the
AffiC way as <t Cure Ught Wounds spell and are subjcct to the same limita­
tions.

Know Alignment
(Divination)
Reversible
Level: 2
Range: 10 yds.
Duration: I turn
Area of Effect: I creature or

object
Excepl as noted above, lhis spdl is t1w same <tl the SC'(:ond level magic-uscr

spell Know Alignment (q,v.).

Premonition
(Divination)
Level: 2

Ranze: Touch Components: V. 5, M
Duration: 2 roundsllevel Casting Time: 2 segments
Area of Effect: One creature Saving Throw: Negates

The recipient of rhis spell begins 10 gc-t a ~bad fcding~ wheneve:r snm~thlllg
b.ld IS about 10 happen to him. \'(.Illlle the spell lasts tlie fC'Cipiem i\ immune
10 being surprtsct:l, cannol be th~ victim of a backstab and should g~l <t
moment's warning if he apprc»chcs something dangerous.

Note that this spell docs not givc specific informalion, so while It would
make a character fed unea~y aboul a lrapped chcsl il wouldo't leIl him thaI
Ihere was a g:u trap inside. A (h~raClet would ger :I had fediog aboUI 3
mountain p:w, bUI wouldn't illllllediately know that there was a Iiand of
0Cru waiting 10 ambush him. Th~ spell cumponent is the cleric's holy or
unholy symbol.

When a cleric casrs a Find Traps spell, allrrapl-eonccaled normally or
magically, of magical or mechanical nalUre-bccome apparent to him,
Note that this spell is direClional, and the caner must f:lce Ihe desired
dircction in order to determine if a IraI' is laid in that particular direclion.
A trap is any device or magical ward thai meeu Ihree criteria: it can inflici
a sudden or unexpe:Cled result, the spdlcauer would view the rnub .to}

undcsirablj:: or harmful, and the harmful or ulldesit'1lble result was specifi­
ally inlended u such by the creator. Thus, lraps illduek alarms, glyphs,
and similar spells or devices.

The caster lams the general n,lIurt of the IraI' (magical or mechanical) but
not ilS c:J:xr effecl, nor how 10 diurm il. OOIC eumination will, howcY<.'r.
enable- Ihe- culer 10 KItSC whal imendC'd aClions might lrigger it, Note Ihat lhe
cLSle-r's divination is limited to his knowledge: of what might be unexpected
and harmful. The spell cannot prediCl aClions ofacatUref (helice, a concalcd
murder hole or ambwh if nOI a trapl, nor are llatural hwrtls considered tnps
(a caYl:m lhal floods during a raill, a wall weakened by age, a narurally poiS6­
nous plant, etc,), If the GM is using specific glyphs or sigils to identify magi­
cal wards (sec lhe 3rd-levd srell elyph ofW3rding), Ihis spell shows Ihe form
of the glyph or m3rk. The spell dOC'S not detC'ellraps th3t have been diurmed
or are olherwist inaClive.
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Resist Fire/Resist Cold
(Alteration)
Level: 2
Range: Touch Components: V, 5, M
Duration: I rdJlevel Casting Time: 5 segments
Area of Effect: I creature Saving Throw: None

When this spell is pbad upon a creature by a clene, Ihe creature's body is
loughencd to withsland he:tt or cold, as chostn by tht casler, The spell granls
Ihe cn:ature complete immunity ro mild conditKlns (siandlllg naked in Inc
snow or reaching into an oroillalY fire to pluck OUI a 1101"), Th.. rC'(iplenl can
somewh:ot resisl inlelUC heu or CQld (wliether nalural or maglQI III origIn),
such as red-hOI charcoal, a large amOUnt of Luwing oil, n~ming }woro}, fire
Slornu, Fireballs, Metcor Swarms, Red Dragon's br(;lth, frostbrand swords,lce
Storms, Wands of Frosl or WhIte Dragon's breath. In aU of thcsc cases, the
temperalure affcct.l the creature to some elUent.

TIle r«ipiellt of the spell g3ins a bC)fluS of tJ to saving throws avinst such
anack forms alld all damage sustaim:d is reduced by 50%; rhC'reforC', if Ihe MV·

ing throw is failed. thc creatun: sustaius onC'·half damage, and if the uving
throw is successful, the creature sustains unly one-quanC'r dalllage. Rt'$i.uance
to fire l:uu for one round for each t'xpc:ri~'nce I~vd ofthe cleric pl3cing the }pdl.
The osier needs 3 drop of mercury as the material COlllponem of lhis spdL
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This spell is also eITective agaiml any ophidian or ophidianoid monSler,
such as Naga, Couatl. elc.• liubjel;1 lU magic resisunee, hil poinrs and so fOrlh.
Variations of this spdl may exisl. allowing olher crealU/"C;S significanl to a par·
ticular mYlhus to be alTec:led. Your GM will inform )'Ou if such spells t~i~l.

The HackMaster Player's Handbook

Rigor Mortis
(Necromancy)

Level: 2
Range: 120 yds. Components: V,S

Duration: 2 rdsJlevel Casting Time: 5 segments

Area of Effect: I creature Savll)gThrow: Negates

W1ICII this spell is CUI upon", crr"lure II caU5eS Its muscles 10 SlilTen up,
m..king the victim rigid alld imlllobik,. This works axtly Iikt p:ll701YUlion.
actpt lh..t Ihe spdl will also woli 011 Ulldad creatures who h""." phys,iol
bodies. Crc..tultS wllhout muscles or ph)'iical bodio:s ale imnlUncc 10 Ihis
spclJ. as are ull7opbnJ.r cr.....IUItS.

Speak With Animals
(Alten.tion)

level: 2
Range: 0
Duration: 2 rdsJlevel

Area of Effect: I animal within

30 ft.

Components: V. S
Casting Time: 5 segments

Saving Throw: None

Silence, IS' Radius
(Alteration)

Level: 2
Range: 120 yds. Components: V, S
Duration: 2 rds.llcvel Casting Time: 5 segments

Area of Effect: 15 ft. radius Saving Throw: None:

Upon castinS lhis spell, eompkte sikncc IJr... v~il~ in the affecled area. All
sound is stOpped: convers':l.lion is impussillk sl',('Jl~ cannOI be aost (or 31 lea.~l

not rhose wLlh verbal eomponenl~). and no noise whal.'iOl'vu issues frolll or
tnltrS lht area. The lipell can be l~t into lhe air or upon an nbjecl, bUI lhe
elT~1 IS sUlionary unless cast on a mobile objecl or (le",UlfC.

The spell bSlS tWO rounds for uch levet of experience of Ihe deric.llll: lipell
an be ttlilered upon a (r",:uurc. :lind lhe effecr Ihen l70diates fmm the creature
",nd moves as il moves. An unwilling cruture rcaives a s:aving throw ag:ainn
lhe SIlClI. If t~ $;Iving throw is sueu.s.sful, lhe spdl effect is eenlC:t'l"d lI00ut I
foot behind Ihe posilion of Ihe subjea cre.uute al the insl1lllt of C1S1ing. 1llis
spell provides a defense "g;UnS( sound-butd anxks, such u h",rpy singing,
Hnrns of BllISling. ete.

Slow Poison

(Necromancy)

Level: 2
Range: Touch Components: V, S. M
Duration: I hr.llevel Casting Time: I segment

Area of Effect: I creature Saving Throw: None

When this spell is pbced upon a puisuned jndividu~l. il grC1ldy slow., lhe
effecu of venom, if caSt upon the victim before the poisun lakes full effecl.
(This period. known as the onS~1 dme, i$ known to the GM.) While lhis spell
dUl.'S nOl llemr:Jli-t.e lhe venom, il does prevent il fmm subsranrblly harming
the individual for the dur:J[ion ofit.t m;lgic in lhe hope lhu, during lhal spell
period, lhe poiwn can be fully curcd. The marerial componcllts of the Slow
Po,son spell are the cleric's holy liymbol :Iud a bud of garlic Ihat musl ~
crushed and Imeued on Ihe \\l'()und (or eaten if poiwn wu ingeslcd).

Snake Charm
(EnchanunentlCharm)

Level: 2
Ranee: 30 yds. Components: V, S

Duration: Special CastingTime: 5 segments

Area of Effect: 30·ft. cube S:aving Throw: None

When this spell is C1ISl, a hypnotic palle," is SCI up Ih,u e::tllSoaO one or mnre
snakd to eeuc: all Ktivity c:xcept a KlIIj·erecl, swaying movement. If lhe
Snakd .. re chumed while in a lorpor, Ihe dUl7olioli of lhe spell is Id4.2 IUrns;
if the sn..kd are not torpid, but are not alOused and angry, the ch;lrm lasl$ Id3
lurns: if Ihe makes arr angry or a((lIcking. dte spelll;lSts Id4..4 rounds. The
deric cuting Ihe spell can charm sll"'kes whose: lotal hil pninl$ 3"' le:ss than or
equal to thOK of the deric.

On Ihe average, 31st-level derie could charm snakes with a (olal of 24 ur
2S hil poinls; a 2nd-level clerie could charm 29 hil points, etc. The hit puints
e::tn be lhose of a single snake or those of several of lhe rcptiles, bUl the IOtal
hil poinrs ClmnOt exceed rhose of the cleric casting lhe spd1. A 2'J-hil l'uinl
casrer charming fifleen 2-hil point makd would charm 14 of them.
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This spell empowers Ihe cleric 10 comprehend and communie::tte wilh any
warm or cold-blooded normal or gianr aninl",l thar is /'l01 mindlc.s.s. The cler­
ic IS able 10 ask queslions uf and receive ullswers from Ihe crealure. allhough
friendliness and cooperation arc by no means assured. Furthermore, terseness
and evasiveness are likely. es]X... ially ill lta.sically wary ~nd c"n/lin\; crc~lures

(the more $lupid ones will inSlead make inane <:ommenl~). If Ihe animal is
friendly or of the samc geller-II alignrncnt as the deric, il may do some fJvor
or service for the cleric (as del... rmilled by Ihe GM).

NOtc thar lhi~ ~pcll differs from the Speak W;rh Monsters ~I'dl. for lhi~

~llCJI allows eonver~:lIion only with normal or giant non-f:alllulie ([('AlUl'·.)
slleh as apes, bearl', calS, dogs, elephanrs and so on.

Spiritual Hammer
(Invocation)

Level: 2
Range: 10 ydsJlevel Components: V. S, M
Duration: J rds_ + I rdJlevel Casting Time: 5 segments

Area of Effect: Special Saving Throw: None

By call1llg opon his gawd. Ihe cuter ofa Spirilual Hammer sJICIl hrings llllO

(l{islen~ a field of force sllapetl vagudy like :a hammer. As long :IS lhe aSler
coneenlr:ues upon the hammer, it Slrika.ll any opponenl within iu l7ongc, u
dnilc..l. Euh round Ihe cuter can choose to .. rrack the same larget as lite pre­
vious round or swirch ro a new r.uger lhar he can see anywhero;: wilhin his
maximum l7onge.

The Spirimal Hammer's ch~nce 10 successfully hil is equal 10 Ihal of Ihe
emer, withoul any Slrength bonuses. [n addition. it slrikes as a magic~1

weapon with .. bonus of .. I for every six exp..-rience leve!i (or fr;l<:lion) of lit..
spellcaster, up to ~ tUlal uf.3 lu lite all:lck roll and.3 In lhe d~m~(;e roll for
a 13th-level easlt'r. Tit,· base damage innicred when it scor..s a lut is tlractly the
same as a normal war hammer (Id4. I poinu 011 opponllllu of nlan sile or
smaller, or I<14 points on larber opponems, plus the magie~l bonus). Th,'
hammer mikes in Ihe same direction 3.1 the CUler is f~eing. ~ ifhe is behind
the targer, all bonwcs for rear attack arc g;tincd alol\g with lh.. loss of any
modifications to the targel's AC for shield and f>c,xterity.

As soon 3.1 lhe caslcr ceases coneentl7otion. the Spirilual Hammer spell ends
A Dispel M..gic spell lhat indudd either the C1ISter or the foKe in ilS ",re'" of
effect hu a chance 10 dispelllJe lipirilua! hammer. If an all:Kked crcarurc has
magic rcsUtance. Ihe resistance is chc:d:ed the first lime lhe SP/Illual Hammer
~triko:s. If lhe mmmer is successfully rdlJtcd. the spell IS 1051. If nOlo the ham­
mel has ils OOI"mal full effect for Ihe dUl7ollon of Ihe spell.

The material componellt of Ilris spell is a norm1l1 war hammer Ihat Ihe
delic must hurl loward ol'poncou while ullcring a pin 10 his g~wd. The
hammer disappears when the spell is casr.

Withdraw

(Alten.tion)

Level: 2

Range: 0 Components: V. S

Duration: Special Casting Time: 5 segments

Area of Effect: The caster Saving Throw: None

lIy means of a Wilhdmw spell, lhe deric in effecr allers lhe now of time
with l'egard to himself. While bm one round of lime paul's for lhose not
affccled by fhe ~pell, fhe cleric is able 10 spend twO rounds, plus one round per
level, in conlcmplalion. Thus. a 5lh-level cleric an wirhdnw for seven rounds
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ro cogir:m: on some maHer while one round passcs for all other~. (The GM
should allow rhe player one minute of real time per round wilhdr.lwn to Ili'In­
der some problem or question. No discussion wiLh olh~r pby~r:> i.~ p<:rmiru:d.)

Note thaL ",hik affCctl.J by rh~ WiLhdr:.LW spell. rhc C'Jsrer c:rn usc only rhe
follo""ing spells: any divinalion spell or any curing or healing spell, the !arrer
on himself only. The curing of any of these spells in different F.1shion (for
eumple. a Cure Li1;hL Wf)unds spell bestowed upon a companion) negalcs the
Wirhdl'3.w spell. Similarly, the wirhdmwn c.1.5ler cannot walk or run, become
invisihle, or eng:rge in actions other than thinking, reading, and tht like. H~
CJn be affected b)' thl' actions of other:>, losillg any De~r~rity nr ~hield bonu~.

Any successful allack upon th" caster break.~ rh" spell.

Components: V, S
Casting Time: 6 segments
Saving Throw: Special

is l'Ss<:milllly the same a~ the 3rd levelExn:pr ;tS nor~-d above, tit is spell
ma1;ic-user spell of rhe ~me name.

Continual Light
(Alteration)
Revef~iblc

level: 3
Range: 120 yds.
Duration: Permanent
Area of Effect: 60-ft. radius
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Cloudburst (Alteration)
level: 3
Range: I ft.llevel Components: V. S. M
Duration: I round Casting Time: 5 segments
Area of Effect: 3 ft. diameter Saving Throw: None

cylinder up to 6 ft high (special)

Create Food & Water
(Alteration)
level: 3
Range: 10 yds. Components: V. S
Duration: Special Casting Time: I turn
Area of Effect: I cu. ft./level Saving Throw: None

When Ihis spell is C35r. rhe cleric causa foocl and W:Ller 10 appear. The food
rllU.~ ercated i.~ highly nouri_lhin(; if rndler hl.mrl: each (uhie fom of lhe mar~­

rial sustains rhree 11lrlllal1-sh.cd crealures or orr~' horse·~i1.~-d crratllrc for it full
d:ly. The food decay~ and IX:COllll'S inedible wilhin 24 hours. alrhough it C:ln
he rcstored for anOlher 24 hours by Coming :1 PuritY Food and \'((lIer ~pell

Exccpt as 110H·d above, this spell is the S~111e as the second level magic-user
spcll Cnminllal Light.

Components: V. S, M
Casting Time: 5 segments
Saving Throw: Negates

Wyvern Watch
(Evocation)
Level: 2
Range: 30 yds.
Duration: Up to 8 hrs.
Area of Effect: 10·ft, radius

This ~pelJ i~ kllown :'LS Wyvern \'(/atch l"lI'Clll~ nf rhe in~ub~t.1nrial ha'.c
bmugh. fonh hy it.. eming. which vagudy resembles a WYVCfll, It is rypiGllly
u""d ro guard ...nme area againsr inrrLlsion. Any crcaHm' approaching within
101""1 of rhe 1;"aolell an:a may ~ affc<ted by rh~' "vqvern."·

Any crearure entering fhe guarded area mLlSt roll :l successful s.wing throw
vs. spell or sfand p:lmlyzed for one round per level of tile casl~r, unr il freed hy
the spt[Jc:lSter, by :1 Dispel Magic or R~move 1'.1r:lly.. is ~p'dl. A ~ucc1':\Sflll 5<1\1­

inl; rhrow indic.1r.::s thar the ~lIhject creature wa" missed hy lhe :ltt:lck of tllc
"'Y'·ern~form. aorl rhe: spell remains in placc. As soon as a subjecr creaurre is
~uc:ecs... fllily ~rnlCk by rh" wyvcm-form, the p~r~rJysis flLkcs en;:I:t and lite furn:
of the spell di~ipatcs. TIle spell forcc lih'wi)(: dis~ipm'S if 110 illlruder is muck
by the wyveru-fonn for eight houn. after lhe spell is l"lLSl.

Any cre,uure appmaching rhe ~rac" [",inl> guarded hy rhe "'Y"ern-forrn may
h~ able 10 ddl:Cr irs prI::Sf'nce bd;>f~ coming dr~..., entlugb tn br atfJckcd: rh;~

chance of ddC'Clion is 90% in lui&hr lighr, 30% in lwilight condirions. ~nd

0% in darkne'\S. The marerial cnmpnnent is the cleric's holy SYllllml.

Animate Dead
(Necromancy)
Level: 3
Range: 10 yd~. Components: V, S, M
Duration: Permanent Casting Time: 1 round
Area of Effect: Special Saving Throw: None

'I'his spell creales rhe low.::st nf th~ un,lead monsrers. Skeletons or Zombies,
usually from Ihe boncs or bodies of dead humam. dcmi·1t1l11l3m or
humanoids. The spdl C"dllSf.'S du.'Se remains to u~'C0111e anilllal<:d and obey lite
)imple verbal conUllallds of the l'ltSter. rl'gardk-ss of how they eumlT1onic:ued
in lifl.". The SkclclOliS or Zombies l1m follow the ~""ster, n:main in all area and
attack any erlMJture (or just a spt:Cifie type uf creaLure) enrering Ihe place. erc,
The undead remain animafOO until thl')' arc dcstmycd in combar or arc
mrncd: the m;tgie cannot be dispelled.

TIll." cleric C"JU animate olle Skell'lOn or om: Zombie for each eXpl.'rience
levd Ire has attained. If creatures with more than 1 Hit Oil' arl' animaL~.J, rhe
number is determill~.J b)" Ul~' murmer Hit Dice. Skeletal forrtl!ii Itave the Hit
Dice of the original creature, while Zombie forms have 1 mure Hir Oil'. Thll!ii.
a 12rh-levd cleric could aninlJle 12 dwarvcn Skcleton.~ (or ~ix Zombics), four
Zomhie Cnolls, or a single Zomhie Fire Gi;tnl.

Nor~ lhat lhis is based on the Slandard rnci:ll Iii. Die rrorm: d'llS, a high­
levcl ad\'l''llfur"r would be animared :15 a Skelcton or Zollluie of I or 2 Hit
Dkc, and wirholl[ sp~'(ial class or ""i:L1 abilities. The casICr call, altefllaLivdy.
animatc tWO small animal skclCtOn~ (1·1 Hit Die or k'Ssl for every levd of
c~p,:rience he has acltil....ed. The spell rC'l.Jllires:r drop (If bl()(l(.\. :r pil'CC \If nc~h
of rhe t}'P" (Ifcrearure being animared. :l.Od a pinch of bone powder or a bone
sltard fO complete the spell. C:rsting thi~ spell is nOt :r good aer, and only evil
cleries use ir frequendy.



Components: V,5
Casting Time: 6 segments
Saving Throw: None

Components; V
Casting Time: 1/2 segment
Saving Throw: None

Components: V. S. M
Casting Time: 5 segments
Saving Throw: None

Components: V, S, M
Casting Time: Special
Saving Throw: Special
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Cure Nasty Wounds
(Necromancy)
Reversible
level: 3
Range: Touch Components: V, S
Duration: Permanent CastingTinlc: 5 segments
Area of Effect: I creature Saving Throw: None

This spell is exacdy like a Cure Lighr Wounds spell except that it heal~ Idf!
poinu of damage per level of the clerk. [ts reverse. CauS<' Nasty Wounds,
causes IdS d3m;lge per ca.ner level.

Feign Death
(Necromancy)
Level: 3
Range: Touch
Duration: I turn + I rd.llevel
Area of Effect: Person touched

Dispel Magic
(Abjuration)
Level: 3
Range: 60 yds
Duration: Special
Area of Effect: 30·ft. cube

or I item
Excepl as noted above. this spell is lhe !iame as the third level nt~gic-user

spdl Dispel Magic (ll.v.).

Excepl as noted above, this ~pdl i~ (he So'lllll;" ;IS thl;" lhild level l1l:'gic'LlSCl
~l'elJ Feign Dealh (tp.).

Glyph ofWarding
(Abjuration, Evocation)
Level: 3
Range: Touch
Duration: Until discharged
Area of Effect: Special

Flame Walk
(Alteration)
Level: 3
Range: Touch
Duration: I rd. + I/level
Area of Effect: Creature(s)

touched
1Jy meaO$ of lhi~ spell, the caster empowers one or more creatures 10 wilh­

st3nd nonmagical fires of temperatures Ill' 10 2,000' F (enaltling lhem 10 walk
upon molren bva). It also confns ~ .. 2 bonll~ 10 saving throws againsl magi­
cal fire and reduces dalll;lge from such fires by one-half, ev"n if Ihe saving
throw is failed. For every experience levcl above the minimum required to cast
dte spell (51h), the deric can :lITecl an addition31 creawre.

This spell is nOt cumulative wilh Resisl Fire spells Or similar prOlectioo~.

The material componems of Ihe spell are the cleric's holy symbol and at If'a~l

500 gp of powdered ruby per :llTected creature.

A Glyph ofW~rding is a powerful inscription magically drawn 10 prevent
uJl:l,ulhori1.ed or hoStile cre3lUres from pauing, enrering, or openins. 11 can be
115"d to gllanl <I sm<lllltridge, 10 w~rd an entry, or as;l trap on a chest or oox.
The cleric must set the conditions of the ward; typically any creature vioblin!;
Ihe warded area wi{houl speaking the name of the glyph is subjecl 10 the
magic it stores. A succeMful uving throw vs. spell enable.< the cre~ture to
"5C.3pe the effects of the glyph.
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upon it. The water ere:l.Led by this spell is the nme as thai created by the 151­

level deric spell Create Water.

For e~ch experience level the deric has amincd, I cubic foot of food or
water is crcated by the spell. For -example, a 2nd-level deric eould crtate I
cubic foot of food and I cubic foor of waler.

Cure Blindness or Deafness
(Abjuration)
Reversible
Level: J
Range: Touch Components: V, S
Duration: Permanent Casting Time: I round
Area of Effect: I creature Saving Throw: Special

By touehing the cre:tture amicted, the cleric employing the spell can per­
manently cure some forms of blindness or dea(neM. This spell does not reslOre
or repair visual or auditory organs damaged by injury or disca.o;c. Its rev.... rsc,
Cause BlindneM or Dea(nes.<, requires a successful touch (successful anack
roll) on the victim. If the victim rolls a successful saving throw, Lhe efTect is
n....galed. If the saving duow is failed, a non-damaging magical blindness or
deafness resulls.

A deafened ereaturt an react only to what ir can sec or fed, and suffers a
-I penalry to surprise mils, a .>1 penalty 10 its initiative rolls, and it 20%
chance of spell failure for spell~ with verb;l.l cOIllj.>UlLenl~. A Minded crealure
suffers a -4 penalty to its ;lllack rolls. a +4 penally to in Armor Class, and a
+2 penalty to iu initiative rolls.

Cure Disease
(Abjuration)
Reversible
Level: 3
Range: Touch Components: V. S
Duration: Permanent CastingTime: I round
Area of Effect: I creature Saving Throw: None

This spell C"nables lhe Ca$ler to cure 1Il0~t disca.ses by pl:l.dng his h:lnd upon
Ihe di:>eased cre:ltute. The :lilliclion rapidly disappears thereafter, m~king Ihe
cured creature whole and well in from one !Urn ro 10 days, depending on the
type of dise:ue and the !late of its advancem"nt when the cure took I,lace.
(fhe GM musl adjudiate these conditiOnS.) The sI>C1I is also clTeclive againsl
parasiric mOllslers such as Green Slime, Rot Grubs, amI others. When cast by
a clerk of ar least 12111levcl, this sl>ClI cures lyc:lnthropy if Casl within three
days of the infl~tion.

NOle that the spell doe.<; not pr"vem reoccurrence of a disease if Ihe recipi­
ent is again exposed. The r"vern: of Ih" Cure Disease sl>Cll is cause disease. To
be dT"ctive, the clcric muS{ touch dte illlended victim, and the victim must
fail a s'lVing throw vs. spell. The severity of the disease is decided by the cler­
ic (debilitaling or fatal). The inflicted diR:3..Se can be cllred by the Cure
Disease spell. Lycamluopy cannol be caused. The exaci derails of the dise:ue
are decided by the GM, but the following are typical:

Debilil'lling: The di~ease take!i dTecl in Id6 turns, after whkh the crea­
ture loses 1 point ofSrrenglh pet hOllr until his Suength is reduced to
2 or leu, at which time rhe recipient is weak anrl virtually helpl"M. If
:I creature has no Strength radng. it lose~ lOCK, of ils hit poinls per
Strength loss, down to 10% ofiu original hit points. If the di~ease also
affects hit points, US" Ihe more seve-re penalty. Rl"Covery relluires a
period of Id3 weeks.

Falal: This w:luing disease is effective immediately. InfeCll'd creaturt:s
receive no ~nefit (rom curing spdl~ while tlte diseasc is in effect;
wounds heal at only 10% of Ih" natural rate. The disease proves fatal
within Id6 months and atn be cured only lty magical means. Each
month th" rlisease progresses the creature permanently loses 2 points of
Chari~rna.



Appendix D: Cleric and Druid Spells - Cleric leyel ]
GI)'plJ:ii can be St1 according 10 physicl characlerislics, such as crenure

lyiK', ~jU'. and wC'ighl. Clyphs em also he 5C'1 wllh respecl 10 good or C'\'il. or
10 paM IhoSe' of lh" Q$1"r's r"ligion. Th")' annol be K't' ao:ording 10 dau. Hi!
DicC' or 1C"·d. Muhiplc glyphs annCl.l bC' OSI on Ihe: s:lme: are.ll: :diliougli if a
ahinC'l h3d lhT« dl'.llwcrs, c:xh could bC' 5I'par.ndy w:lmc:d.

W11...n til... ~pdl is cast. Ihe: deric wc'.lI\·o a lrxay of f;tindy glowing lina
MOUnd IhC' ~rding \igil. For ~fiY 5 sqUJ.1C ft'C'l of area 10 be pror«'l"ed. OIK

round is required 10 l~ lh" warding linum lhe glyph. The <::ISler an :lfTce:t

an arC<l <'qlul 10 .lI .lqIUrt' Ihe sidt:S of wtneh :l1'C lhe: s:lmc: u his Icvd. in ft"l:'l.
'I'he- glyph em he- plxc:d 10 conform 10 any ihapc: up 10 Ihe: limitations of thC'
OSl .....'s 100ai squarC' fOOlotge. Thus. .lI 6th·lC\·d aslC't could pliKe a glyph on a
(... foOll( 6-fOOt squ.uc:. .lI 4-fool,l. 9-fOOl. l't'C1..1IK!..-. a 2-fool,l. 18- fOOl band.
or J. I-fOOl by J6.-foor SUlp.

When the spell is complC'lal. Ih" glyph :and "J.cery become invisible. The
cleric naces lhe glyph wilh inc"n!", which, if Ihe atc;l exceeds 50 square fe..-I.
lI1U~t Ix- \prinklal Wilh powd"rffi diamond (al k-.l.S1 2.000 gp wonh). "ypi~..J

glyph~ ~hock for Id4 poinLS of elccuial danl~ge pcr level of me spdk"1Aliln,
eltplo<l... for a like amouO{ offire d~m.llgc. p:lr,lIyt<:. blind. deafen. and §O fOllh.

Till' GM llIay allow allY harmful cI"ric spdl efreel to be used as a glyph.
Ilrovio1l't! Ihe caSler is nf suffici"ru l"vd 10 ca.(1 lhe spell. Succl:.iSful .>-winK
throws l·illll'r reduc.. dTrcl.~ hy nn,,-haJror lleg:lIe theln. according 10 Ihe WYl'h
tmplo)"ed. C;lyphs C1nnOl bC' ::tffecfoo or byp:lgscd by soch ml'lUl~:b physic-..I
or mal;iol pmhing, lhough lhey an hi' di.~pclled by m...gie ;1.1101 foikd by high­
levellhievts usmg ,heIr find-and-rc:mo\·e-trolp~ ~kill. The GM may decide' lim
lhe euCI g1whs av:ulable: ro a d"rk dcprmJ un his rdigiofl, and he mil;hl
nuke new glyphs available aemming 10 J,e lIlagiCilI rr:search rulcs.

Heal Moder-ate Wounds
(Necromancy)
Level: 3
Range: S ftJIeYCl Components: V, S
Duration: Perm3nent Casting Time: S segments
Area of Effect: I creature Saving Throw: None

By using fhlS spell:l ck:ric can restore IdG lOS! hil l)Oim.~ I"" kvd 10 my one
ClellII~ wilhin lhe range oflhe spell. The hil poinU' ...rc: 1K'".uro in the sallie WJ.y
<IS a Cure 1ig11l Wounds spdJ anJ a~ subjecl 10 lhe Arne hmiral1ons.

Lesser- Reanimation
(Necromancy)
Level: 3
Range: Touch Components: V. S, M
Duration: Permanent Casting Time: I round
Area of Effect: I creature Saving Throw: None

TIlis spell funClinns "ucdy tikI' Ihe ~lh JcvellUiSl' J:k..d spell. acrpl tlut
fa,sed maraclC'fi IOSI: one \e>'d and mllSI lak" Id4. I rolls on T:.b1c 6/\: FbWl
and QUIrks. A Rc:srorarion. Hc::d, WISIi ur Limifc:d Wish can remov" Ihe nJ.ws
and quirb.. hUl lh" losl b'd IS pemunenl. ThC' dliUXll'r can "fll FI) 10

adYoUKC ag;ain. bUl 11I11 C\"rIl a WWi spcll will rcnorc Ihe losl 1C"·d. A char"l­
ler annUl be miUlc:d 10 less Ihan first kvd (or Iheir inilial Hif Dice) wifh Ihis
sprlL The malerul componenU':arc [wo plninulII coins..

A denc pllU apcnc:na: points for raisillg ,he: dnd a~ if h" deJnlc:d Ihal
crnltlrt' in mdlvidual comNI.

Locate Object
(Diyination)
Reyerslble.
Leyel: 3
Range: 60 yds. + 10 yds.llevel Components: V. S, M
Duration: 8 hn. CastingTime: I turn
Area of Effect: I object Saving Throw: None

EJU':l'PI as nOled above:. lhis spell is the ,same as lhe second brei m:l.l;ie-uloCr
spell Locale Objeel (tl.v.).
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Magic Vestment
(Enchantment)
Level: 3
Range: 0 Components: V, S. M
Duration: 5 rdsJleyel Casting Time: I round
Area of Effect: The caster Saving Throw: None

TIlis spdl ~nchaOl,s lh" CUler's YC:Slmc:nl. provullOg prolCC'lion at least JIC'
«Jui~t"nl of eliain lIl11il (AC 5). "'he- VC'llmeOi Vins ... 1 ench1nlmenl for
C'Xh Ihnr 1~1.sof the cI...ric. lK-yund 51h Ic:vd, 10 a nuximum ofAC 1 al 171h
1C'\'C1. The magK WU' for five munch per k...·d of thC' (tileS", ~ umillhe: C;luer
1BSC5 conscioumcss..

If lhe: YC:SlmeOl is worn with odlcr armorl. only lh., b.,:,;1 AC (eilber lhe
umor or fhe vC:S1menr) lS used; lhi,s prulC'Cliull is nOI cumulalive ....ilh lIny
mher i\C pmlC'Clion. The m:.reri,al componC'nu :l.re the vC:;IlI\1:nl fO be
I'llch;anlw and fhe cleric',s holy symhol. whim aTe nor expended.

Meld Into Stone
(Alteration)
Level: 3
Range:: 0 Components: V. S, M
Duration:: a rds. + Ida rds. Casting Time: 6 segments
Area of Effect: The caster Saving Throw: None

ThlS spell enabll:$lhC' cleric tu mdd lii~ body :l.nd pos.'\CSSions inlO a single
block of SlOne. 'In" sum" mUS! be IJ.I'ge enough 10 :l.Ccommodale hi~ budy in
:1.11 Ihrcc dime:nsiom. When dlC' CiIIuing is complete. lh" el"ric J.nd 1101 InOIC
,han 100 pounds of nonl'\'lng g"r mcrgc wnh Ihe SlOne'. If C'11111:r rondilioll
II vlOblOO, IhC'sprll fail.s :l.nd is wasl",t

WIllk in IhC' SlOne, IIIC ckfic rC'mailiS ill CII01Xl, how~..-cr lenuou,s, wnh lhe:
(xc of lhe scone Ihrough whim he: me:ldcd. ThC' dcric relll:l.ins :l.W:l.IC of 11M'
p::w:I.Ke uf linl("_ NOIhing In::11 goes nn OIll5idC' lhe Iione; an be seen Of hc.Jrd.
how~r. Minor physlCl1 d.am:ap' tU lilt" SlOne docs nol h:l.rm Ihe clC'ric. bUI ilJ;
!,.mial .ICSlnlClion, if "oough so ltul lhe C.lISI"er no longer filS', (JIp:1. lhe ckl
IC wllh 4d8 poLOU' of w.IIIage. lliC' Stone's (ICSlnlClion apcls lhe citric .lind
slaY' him ;lIslalllJy. unleu he roIJs a SUCCl:.iSfil1 !:Iving lhrow vs. ~iK'11.

Til" m3gic lasl5 for Idlhll roundJ. wtrh lhc v..nablC' part of Ih" uUI_lion
rollc:d K'CTelly by thl." GM. At allY limc hefor" th" dUl':l.lion CJ:p;rc.s, Ihc clcnc
c:l1l ~lep OUI of Ihe SlOne lhrough Ihe: Ilone: surfaeC' he l."llterl'l1. If lhc dUl1l1;ol1
runs IIUI, or the ell;"Cl i~ di~pelled hefor., IhC' cI"ric aiLS lhe stonc, he IS viI>­
lendy eltpdlt'd :lnd ~ufrCr'll 4d8 poinlS of tlamaj.i;e.

The fnlluwing spells harm lhe cleric if I:'..SI UPOll thl' SlOlle IhaL hc j~ occu­
pying: SlUlle 10 Flesh C'ltpel< lht: cleric and inflicu 4dll poinrs ofd3m:lge: Slone
Shape causes 4d4 points of d:ullaj;,e, but dOl.~ not C':lpcl die cleric: Tr.m<l11111e
Rock 10 ~'lud C'"pcls and days him ioslJlIlly unlas he rolls a succ~ful uving
throw VI. spell: .lind W:dl fi:ts£age e,l.pd~ diC' clC'f"ic wilhoUl d:l.rn:lGe.

Negative Plane Pr-otectlon
(Abjuration)
Level: 3
Range: Touch Components: V, S
Duration: Special Casting Time: I round
Area of Effect:: I creature Saving Throw: None

Thi) $pCl1 affoms ,he CIS.lC'f or lOuchcd creature panw PmleCIiOn from
undead monsrcn wilh NC'g:olIi\-.: EIlf."fJQ' pl"'I(' COlln('(lions (SIKh ~ !olh.1llows.
Wig/us. Wr,l;lh~ Spearrl', or Vampires) Jlld cerrollO WCIpons :md spdb thill
dr.un cnergy kvcls.. The Nq;:olIive Plane PU)Il'l.:lion spell opelK:I. m:l.nncllo lhe
l~ili\'C' 1'JJc:rgy pI3ll", poMibly olTsclllOg rhe: dfCCl ofthe: nq;:l.Iivl." C'lll."'K)' llll;l~k.

A pmlC'Clcd CTe:llUTe snuck by:l neg:l.livc C'n"rKY ;a!lack is llllowl-d a s,1Viug
fhrow \>S. dl'Ollh Illagic. If succc:s,~flll, the enercid Clneel wilh:. brighl na,h of
IiCIl! :tnd a Ihunderclap. The prOlccled creature suffers only normal hillKlilll
damage frolll Iht, aHack :lIld tJoe.\ nnl -'llffer any dr:tin of e"perie:nee or
Slrengfh, rcgardlas of lhe ntllllber of le..d~ the "llack would havt' drained.

All "Hacking llnd"ad creal ute suffers 2d6 poinlS of dam3ge from thC' pu~.
ilh·c energy; a draining magic-ILSer or we:l.pon receive,s no damage. This pt()o
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By the U!K' of thi~ spell, tht" cleric t";ln ftt'C one or more creatur(-s frulU dll:
eff~ct~ uf any par.:tlytatiun or frum relawJ magic (mdl as a Ghuul'~ tuuch, or
a Hold ur Sluw spell), If the spell i~ cast on une creature. lhe panllYL:l.lion is
negawJ. If cast Uti twu crealures. each rt'Ceives anutll(:r nving throw VS". the
dl"cct that anJiet:l it. wilh a +4 oonus. If c:i.'it on three ur fuur creaturt:S, each
receivt:S anolher saving throw with a +2 bonus. There must be no physical or
magical barrier bctween Ihe casTcr and rhe creaTUre! to be affccted. or the spell
f.1ils and is wasted.
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lection i.~ proof ~g~inst only one such ~n~ck, dis~ip;uing immedi~tdy

whclhcr or not the- s~ving throw w~s sltcc~$fltl. If tht" s.tving Ihrow is f~ilt:d.

tht" spell r("(.ipielll sum~r$ doublt" the usual physical damage. in addition to

the loss of experience or Strength that normally oceur~. The pruteetiun lasts
fur une turn per level uf the elerie <-...ming lht· ~pell. ur ulllil the prull:cted
creature is struck by a negative ener~ anack. This spell cannut he c:m un
tilt· Negati,'e Ent'rgy plane.

Remove Curse
(Abjuration)
Reversible
Level: )
Range: Touch Components: V, S
Duration: Permanent Casting Time: 6 segments
Area of Effect: Special Saving Throw: Special

Except as nored aDove. Ihis spell is the same as the fourth level magic-user
spell Remove Cum: (q.v.).

Pl"ayel"
(Conjuration/Summoning)
Level: )
Range: 0 Components: V. S. M
Duration: I rd.llevel Casting Time: 6 segments
Area of Effect: 60-ft. radius Saving Throw: None

By mean~ uf the Prayer spell. the deric brings special fnor upon himself
and his !larty and causes harm to his enemit:S. Those in the area at the inSlanl
the spell is eompletcU arc afft'Cred for the dur:l.lion of the spell. When the spell
is complered. all auaek and damage rolls ':lnd saving throws made by those in
the area ofeffeCl who arc friendly to the derk gain .. 1 OOnllKll, while rhosc nf
rhe clerk's encmi~ suffer -I penalties,

Onel' lhe Pr.:tyer sp·dl is uttered. Ihe deric call do other things. unlike a
Cham, whkh he must continut" to mah- the spdl dft"Cl;vc. If anotl1l'r deric
oftht" same tl'"ligious pt"l"Su<l5ion (not Illerely dlC ,\.;lrlll· aligntn<:t11) is chanting
when a Pr.:tyer is cast. tin.' effectS comuinc to +2 atld -2. a~ lung lI.lo both arc in
effl'Ct at ollee. Thc cleric nt'Cds a silver holy symbol. prayer be::tds. ur a similar
deviee as the material COlllptlnelll of this spell.

usttr's Level Max, Ltngdt TIm. No. of
of Experience ofTlmt Dud Que$dontd Que$don$

I. I .... I~",
,

7. I~'" ] round' ,
9-ll I,.., I Wrn •t)·IS 10 ~,",ro 2 turn, S
16.20 100 y<Uor'l ) Wrn. ,
"> 1.000 ye~r.

I """'
7

Wal"d Off Evil
(Abjuration)
Reversible
Level: 3
Range: Touch Components: V. S. M
Duration: 2 rds.llevel Casting Time: ) segments
Area of Effect: 10-ft, radius Saving Throw: None

around creature touched

The globc of protCClion of Ihis spell is identical in all tCSpctlS to a
['rottClion Frnm Evil spell, except tll:u it enCntllpa~~e.'> n muclJ larger are.1 and
it~ dnrrnion is greller. '111e effe<t is celltered on and nu)vt-s wilh the creature
toudwd. Any prott"Ctoo ctl'"ltture within the cirde can break Ihe warding
al;ainn endlltmcU or summoned monsters by engaging in melee wirh Ihem. If
a crealUre roo large fO fit into the area nf effC'Ct is the rC'Cipitnl nf the ~p"'Il, tho:!
~rdl .:tCI~ as .:t nnrm.:tl I'rotceri.:," From r.vil sp·cli for lhat crtaturt" oilly. To
complete thi~ sl'Cll. the ClI.loter must tf'.Ice It circle 20 fl'Ct in diameter using
blcss<:d chalk. TIle malerial componenr ror thc reverse is powdered iron.

Stil"l"ing Sel"mon
(Enchantment/Charm)
Level: )
Range: 0 Components: V
Duration: I turn + 1 round/level Casting Time: I round
Area of Effect: 20 ft. radius/level Saving Throw: None

Whh thi~ spell tile e.:t.'ilcr can deliver an impassioncd sermon that rouches
the minds :lt1d hearu oLIH who hear it. CreaHlrCl; in the area who C:.lll undn­
~tall<lthecaster may re-roll any failed mOr:>le checks 01 fear sa"C), and trc;n lhe
Qtswr as ifhe had a Charisma )I.'ure offuur pointS high"r than he actually uuc.s,
Player cltar.tctt'rs c:l11 always make up Iheir own minds as 10 whether or not
they want 10 be innucnccd by (his spell.

AppendiX 0: Cleric and Druid Spells - Cleric Level l
lhe Icnglh of lime in which the qucstions can [,c asked dC[>Clld on IIle levd of
cxper;cuce of the deric,

Even if the casling is slJtc~flll, snch crealUl"l!S arc as tvaskt as possible
when qUe.'>tioned. The de,d tend h\ give e~lrcmdy hrief and limiled an:;wers.
oflen cryptic, am] to take questions literally. rurtht"I'I1l0fe. tlwir knowb:lge is
Ofl<'[1 limilt'd to Whal t1wy knew in life, A dead cn."Jllife uf difft"rellt alignment
or orhight"r level or Hit Dic~ than lhe caSter') level rcccivl') ,t saving throw v~.

spdl. A dl:"JU efeature that ~Ut'e<-'Ssr\llly saves <-'an reruse to answer lIue)tions.
ending tilt,,, spell.

Al the GM's option, the c.1Sling of this spell on a given creature might be
I~trictoo to once per week, The delic n«'(ls a holy symool and ourning
inccnsc in order 10 ca~1 thi~ spell upon the oodr. remains. or a portion there­
o[ The remains are nOI eXllended, TIlis spell doc~ tlOt funt·tiun under W:lIer.

Components: V. S
CastingTime: 6 segmems
Saving Throw: None

Remove Paralysis
(Abjuration)
Level: )
Range: 10 yds.llevel
Duration: Perm<lnent
Area of Effect: Id4 cre<ltures

in 20-ft. cube

Speak to the Dead
(Necrom<lncy)
Level: )
Range: 0 Components: V. S. M
Duration: Special Casting Time: I turn
Area of Effect: I creature Saving Throw: Special

Upon casling a Speak to the Dc:ld spell. the cleric is able to ask sevcnlJ ques­
tions of a dead creature in a Sc:l period of time and receive answers accnrding
ro rhe knowlcdge of Ihar crearure. Of course, the cleric mUSt be able to con­
verse in rhe language thai the dead creature once uSCI.I.11\e lenglh of time the
erearure has been dead ~ a faelor, since only higher level derics can CnllverSl';
with a Inng-dead creature. Tht number of qUt.';tion.( thai can be. answtrtd and

Watel" Walk
(Alteration)
Level: )
Range: Touch Components: V. S, M
Duration: I turn + 1 turn/level Casting Time: 6 segments
Area of Effect: Special Saving Throw: None

Dy tl1t"allS of thi~ spell. the caSler is able to empower one or mure crea­
tures to tread upun any liquid:u ifjl were firm ground; this includCll mud.
quicksand, oil, running walcr, and snow. Tho:! recipient's fo:!er do tim much
tht Stlrfatt of the liquid, hut ov;,l depressions of his appropri~tl' fOOl si"t('
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Fourth Level Cleric Spells

Components: V, M
Casting Time: 2 segments

Saving Throw: None (neg.)

Appendix D: Cleric and Druid Spells· Cleric Level J
and 2 inche~ deep are left in the mud or snow. The recipient's rate of move­
ment remains normal.

If cast under waler. the recipiel1l is borne toward the surface. For every level
of the caster above the minimum required to cast the spell (51h level), he on
arreCI allother creature. Tht m.1tcrbl compon..ms for this spt't1 are a piece of
cork and the derics holy symbol.

White Hot Metal
(Alter<ltion)

Level: 3
Range: 10 yds.

Duration: I roundflevel

Area of Effect: Up to one

pound of metal

This ~pell make!: up to one pound of metal white hOI almost in~tantly. Th..
beal i~ sufficient 10 melt .softer metals su,h as gold, silver or le:ld, and harder
metals arc ruined if Ihey are subjcct to any stress (~uch as cumbat). Magical
met:lls, mithral irems and adamant ire alloys may make a saving throw vs.
crushing blow ro avoid be<ing w.1rped and ruined.

If the spell is USI upon a ,reature's equipmenl, that creature i~ entitled
to a saving rhrow to avoid the ~pdl. otherwise contact Wilh White HOI
Meul C.1uses 2dG points of danl:l.ge ea,h round. The material component
is lhe mernl being heated.
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+3, and so forth, umil four 'reatures ar" prolC(:ted by a t 1 boous. The magic
of the Cloak of Bravery spell works only Ollce and then Ihe spell ends. whether
or not the crealure's saving lhrow is succcssful. The spell ends aftcr eighl hourl;
if no saving lhrow is required be-fore the-n.

The reverse of this spell, Cloak of Fear, empowers a single crcature luuched
10 radiate a personal aur.!. o[[ear, at will, OUI fa a 3-foot radiUS. All other char­
a(:[ers and c;:rClllllres within this aura mll~t roll successful saving throws vs. sllClI
ur run away in pank fur 2dS rounds. Affcc{ed individuals mayor may '101

drop items. at thc eM's option.

The spell has no cffe'l upon undcad of any son. The effeCt can he used
only once, and the spell expires after eighl hours if nOl uruught dowlt soon­
er. Members of rhe recipiem's parry arc not immune to the effecls of lhl:
spdl. The malerial component for the Cloak of Bravery spell is rh" feather
of all avianderthal. l·agle or hawk. The reverse re-quirc.~ rhe tail feath.. rs of a
vulture, or chi,ken.

Cure Serious Wounds
(Necromancy)

Reversible

Level: 4

Range: Touch Components: Y, S

Duration: Permanent Casting Time: 5 segments

Area of Effect: I creature Saving Throw: None

This spell is encrly like a Cure Lighl Wuunds spelll',,;cept thill it hcals IdlO
poillls of damage per levd of rhe cleric and ilS revene C:luses ld l0 damage per
!:a.lter level.

Detect Lie
(Divination)
Reversible

Level: 4

Range: 30 yards Components: Y, S, M

Duration: I rd.llcYei CastIng Time: 7 segments

Area of Effect: I creature Saving Throw: Negates

A cleric who CflSts this spell is immedialely able to delermine if the .~\lbicct

crealure ddibcr.lldy and knowingly speaks a lie. The ~uhie" lIluSt "" within
30 yards of the caster and using a form of lhe communication the caSter can
undeutand (magical aid such as Comprehend Languages 'or Tongues will
Walk). It docs 1I0t reveal The muh, uncover unintentional inaccuracies, or nec­
essarily revl-al ev;tSiollS. The ~\Iujcc;t /cc;eives a saving throw vs. spell, which is
adjusled only by the WISdom of the castcr-for e,,;ample, if {he ,aSter ha~ a
Wisdom of 18, the subjccr's saving throw roll ii reduced by 4.

The material compunelll for lhe Detect Lie spell is one gold piece wonh of
gold dusr. The spell's revene, Undetectable Lie. prevents the magical dl'Te<:tion
of lies spoken by the Creature for 24 hours. The reverse rc<Juires brass dUit as
iTS lllaterial componenl.

Components: Y, S, M

CastingTime: I round

Saving Throw: Special

Divination
(Divination)

Level: 4
Range: 0 Components: V, S, M

Duration: Special Casting Time: I (Urn

Area of Effect: Special Saving Throw: None

Components: Y, S, M A Divination spell is used ro garner a useful piece of advice conet'rning
Casting Time: 6 segments a specific goal, evcnt, or activiry that will occur within a one-week period.
SaVing Throw: Negates This can b", as simple as a short phrase, or ir mighr rake rhe form of a ayp­

lic rhyme or omen. Unlike {he augury spell, rhis gives a specific piece of
The Cloak of Bnvery ~pcll can be cast upon any willing creature. Thc pro- advice. For e)(:lmple, if the question is "Will we do well if we venture to the

teeled individual gains a bonus ro his saving throw against any form of fear Ihird level?~ and a terrible troll guarding 10,000 gp and a shield tl lurks
encounrered (bur nor awe-.tn ability of somc lesser and greater powers). ncar {he entrance [0 th", level {the GM estimates the parry could beat the

W'hen cast, the spell can arre,t one to four ,realures (caster's choice). Ifonly troll after a hard fight), the divination response might be-: "Ready oil and
one is affecred, the saving rhrow bonus is .4. If twO arc affecred, the bonus is open name light yuur way to weahh.~
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Abjure

(Abjuration)

level: 4

Range: 10 yds.

Duration: Special

Area of Effect: I creature

Any magic resisrance of rhc ~ubject mllSt be< over,omc, or the spell fails. The
cleric has a 50% ,hance of sucuss (a roll of liar better on Id20). The roll is
adjusted by the difference in level or Hit Dke Ixtwe<:n the caSler and the crea­
lure being abjured; lhe number nl-eded is decreased if the clerk has llIore Hit
Dice and in'reascd if the ,reature has more Hil Dice. If the spell is successful,
Ihe crearure is inS{antly hurled back ro irs own plane. The affected crearure
must survive a system shock check. If {he creature does not havc a
Cons{itu{ion score. the required roll i~ 70% .. 2%/Hi{ Die or level.

The caS{er has no conrrol over where in rhe creature's plane rhe abjured
creature arrives. If {he atlempt fails, the cleric muS{ gain another level
before another allempt can be made 00 that p:H1icular creature. The spell
requires the eleric's holy symbol, holy Water, and some malerial inimical 10
the creature.

Cloak of Bravery/Cloak of Fear
(Conjuration/Summoning)

Reversible

Level: 4

Range: Touch

Duration: Special

Area of Effect: I creature

This spell nn send an e,,;rnplanar crearure- back to its own plane of e,,;is­
tellce. The spell fails againn entities of demigawd nalUS or greater. but their
s.::rvants or minions on be abjured. If the crearure has a specific (proper)
name. it must be< known and us.::d.



Fur cnmple:, an 8th-level deric can grow lhltt lOso:tS 10 3 Hir Dice. four
IO.K'CU to 2 IIII DICe, or nint.insccu rn I Hill lir. Hring insccu of3 IlitDice
or more can carT)' a rider of human siu (~.l5I1mt' lh,ll such can carry 80 pounds
per HII Die:). If Ihe: Cl.<ling is inrelluplrJ for iluy n~olSOn. or if the: insc:cu 3ft'

cllmnlly suhjtcl ro any olher nlagicaJ dlrel (including Ihis one:), the: inlC'CtS
die: ilnd Ihl' o;pc:ll io; nlinro.

The CM decides how many normJI inKCb flf whal 1)'fX' are: aVllilahlc: Ihi)
IS oflen a greale:r Iimilalion on lhe: sp'dlth~n ehe litniISllOO\,C. lflhe ins~'C1 ere­
arC<! hy thi~ ,~pc:ll matches an e"isring l1l(m)I~'r Jes~livdon. usc lhe 11lQnsrer
drscrilllinn. ()ehC'rwiSC', unl~ lilt' GM er~";ttc~ ~ ~IK'Ci~1 descripnon. rhe gianl
form h35 an Armor OilSS oflx:twt'en 8 1Ind 4, one aruck. and inflicu Id4
l)()inlS of dill11~~ JH=r Hil Die. For cx:lmple:. a 14lh·lcvc.l cleric ~s rht' gbnl

Giant Insect
(Alteration)
Rcvcrsiblc

level: "
Range: 20 yds. Components: v, S, M
Duration: Permanent Casting Time: 7 segments
Area of Effect: I to 6 insects Saving Throw: None

lIy rnems of Ihi~ spell, lhc cleric C'..n lurn one or mort' normal-si1.cd insects
illfO IJrge'1 forms rl'Sc:mbliug lhe: giilOl insects descrIbed In Ihe various ...oluUlcs
of ule Haddopcdia of lkJ.5u. Only one rypc of lO5t('r can bc alll'red ae onr
ume (i.e.. a single caning c:annOi :affeci bolh an am and ;( fly) and all insccu
:dfC'ClaI mWiI be grown ro me: umt' siu:. The- nllmhc:r of in$CCls ilnJ rht' size
10 ....hich Ihey an be grown dl'pends upon lhr de:ric~ Icvd:
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In :111 (".L'Iei. Iht' <;/1.., conlrols "'hilt infonnildon i~ n:ee:i"nl ilnd whelht'r
addi,ional divinatiOlls will )upply :uJdilionai inform~liun. Norc: lhal if rhe
infOllllatioll ». nOI :IUnl upoo. the: eondiriol15 prob~bly eh~nge so th~1 Ihe
information is no longer useful (i!t lhe eumple, thC'Troll mighl mO'o'r i1w.loy
and l<IIkr Ihe tTC1Sure Wilh it). 1be b<iise duner for a enne:n Di ...ino>linn ~p'dl

IS 60%. plw 1% felf cachaprnrnce Ie:...d of Ihr c1e:ric u,uing lhe: ~II. 1n<
CM m<llkes <lldIWIITlt'OI.S 10 IhiJ; ha.sr ehJnet" mnsickring Ihe Klion) being
dlvtncd (if. for enmple. UllWiu:rJ prrcullioll) againSl tilt' spell hil...e ~'n

f<IIirn). If Ihe: dice roll is f.rikd, llJc l;a51C1 knows the spdl f;ailed, unless spreif­
ic m<llgic yidJiog false inform.nion u. al WOIk.

The oulC'nal componl'n1s of Ihl' D;vinalion \prll ale iI $Klir.oal ofT~·lillg.

Incense. and rhe holy srmbol of Ihe: cirric. If <In unu~ually imponilnf di... ina­
lioo i~ anemplrJ. o;:lC:rirM;t' of p'Ulicol,uly y,JUilble: ge:nU'. ;c:wdry, or m;;agic:al
ill'ms may be required.

Components: V. S. M
Casting Time: I turn
SavingThrow: None

...... '''''-'
One tll'--' sptiI
Two In-leooellpelk
'Two hl. ....t .... :bw:tCwrl1pCll

level of Recipienl,
],.

Imbue With Spell Ability
(Enchantment)
level: ..
Range: Touch
Duration: Until used
Area of Effect: Per~on touched

I"he- If;lnsfcncJ 5pc:IJ'.~ \';lriahle: challlCle:ri!>lics (range:, dUTillioll, :ue:;,r of
elTea. elc.) funaion xcnrding In Ihe' I('\·cl of Ihe' dcr;c origillally imbuing U~
spell. A cleric: who ClSI~ Imbue Wilh Spell Ahilil)' upon anol11er \.h:uxlt;r~
rh.... numl)(;'r qf IS(- aod 2oJ-k..'(\ ~poeUs he hu imhurJ unril the: rttipicnl uses
lhe lI".lnsferloo )pclls 01 is s1;;ain. For r:x;;ample:. iI 7th-lc:vd deric wirh Ii\/( lSI­
~nd four 2nd-lt:Vd spo.-1ls imhues l 10lh-lcvd fighle:r with a Cure llghr
Wound) spdl al1d ~ Slow PoOOIl spd!. 111e: de:ric now can hJIVe: only fOllf lsI·
Ic:vd spdls l1lC'tnorired umil the cure: i~ ~"alol and only thox 2nd-level spdls
IImillhe Slow Poison is ("oISt, or umil the fighle:r ;5 killed. In lhe meJntime.
lhe deric rell1i1ins rl:~ponsihle to his elhos for rhe use 10 whIch lhe 5poeJl.S pm.

The nml'ri:ll compnnel1ls f(lr Ihis spell aft' the clerk's holy ~Ylnool. plus
Mlnle minor item from the rccil'ie:11l tllm i~ 5yulholic of hi~ pruf\.')ioll (w 1000k­
pick for a lhie:f, ele.). Thi) il<:I11, and any 11l:l1~'rial COmponelll fOI rhl: imbu~.J

'~Il<'II, is C.lllSl1l1led when Ihe Imbue With SJH=II Abilily !OpeH is can.

By Ihe Uie of Ihls spell, the cI.:':lic un U'ans(e:r a limi..~d nllml)(;'r :rnd <;dec­
lion ofhlS currently memnri1.rJ spdk and lh~ ahiliry to O$t Ihem, to anolh­
er pcr.sfln. Only nonsp~lIe:t!:r~r.~ (including r:toge:1S under 8th level lind pal
;ldins und.:':r 91h 1~"l'l) e:tn rec....ive Ihi) wlOwal: lhe Imbue." Widl SJK'II Ahiliry
ench:lIltllle:nr docs nnl function fOl' those oclongiu8 10 spcnC'olStinl; da.s~~'S, fur
IInintrlligen. nlQl1Slers, nor for any illdi ...iJuJI wirh bs 1I111n I full Hil Die. In
a{l<tirion, Ih~ person Ihus imbueJ mU~1 h~v~' a Wi:.Joll1 s<:on: of') or hil~hl:r.

Only cleric spells of an informalional or dC'fl'nsiv~ narUfl' nr a Cur<' Ughr
Wounds sprll Clil be rTilnsferred. Tran.~ferrins any OIh~r sprll rylll: nq;.'ICS th....
('nllre :l1f('OIpl. including any JllrrwJhl.... spells thar w.... re' Ch(lS<'n. Ilighe:1 lc-."d
prrsons em I'«l'ive: Olorr lhan one: 5prll ~I rhe det"ics oplion:
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insecl spoell ro enbrge one beetle (all lhal is a...ailahle') 10 GH D 5i~_e. The GM
decides Iht' hnod<, h;'l.) AC 5 and lJilo ""ce: for (..14 poinl' of ,tamilge.

NOIe: 11\:11 lhe: 5prll works only on :KIl1:l1 Iniecu. Ar.achmds, CrtUlattans.
and olhcr I)'pCS of small Crc;lIUrt'S <lire oO! afT«IC<!. Any gianl \lISCCIS CfOtC<!
by IhlS sprll do nOi altCnlpllo harm Ihe c1C'fic. 001 Iht' c1tric'$ conrrnl of)uch
Crc;lIUrt'S i5 limircd 10 SImple commJods rau-ack. ~ ·dcft'nd,'" ·Su:rrd: and so
forth). Ordel'li 10 arr.tek a cen:uo crt'JlUre wh.:':n il apptJI'li or gw.rd al?iOSl a
p"mcub.r occurrence:Me' 100 complex. Unleu mmmanded 10 Ikl Olhrrwi,,<,.
lhe yanr InJCCU :IUe:OlplIO JUx&.: whocvet" Or ",luI~'er is n~r lhe:m

111e: revcDC of ,lIe: spdl. Shrink loS«t, reduces any &<IInl II15CC1 ro normal
inK'!:1 )W:. The: number ofHII Dice affectc:d by Ihe: c1enc is SUbUXIN from
Ihe: number of Hil Dice of Ihe' Insccu:. :lnd any In5CCf reduced 10 0 Hu DiCe'
1115 b«n shrunk. P:irtiJI shnnklOg II 19norcd; an inscci is C'Jlher mrunl.. or
unaffected. Thus, a ·}Ih·lcvd denc an.u:kC<l. by gianc :lnlS muld shrink ,hl<'C
....:rrnor anrs or four worker JnlS 10 normal inSt'C1 si~-c wilh nO """ing thlow.
Thl~ 5pdl hJS no clTC'C1 on inu:JHgC'nl in..;cellik .... cr~IIUO. The cleric mU'1 me
Ius holy symbol for dlh<'r \'er,;ion nf dIe' spdl.

Heal Nasty Wounds
(Necromancy)
level: "
Range: 5 ft./level Components: V. S
Duration: Permanent Casting Time: 5 ~egmenu

Area of Effect: I creature Saving Throw: None

I\y using Ihis spdl:r cleric can ICSWIe: Id8 IosI hit points pc:r k·...d 10 any ooe
erc:alllrl' wirhin the r.l1lgc of11M: spdl. 11M: hil poinlS are hrabl in rhe: utllC W,lY

as a Cure: Ughl Woundl, ~pdl and ilK subjC:<::1 10 lhe: same: limiufloni.
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F,.ee Action
(Abjuration, Enchantment)
level: "
Range: Touch Components: V, S. M
Duration: I turn/level Casting Time: 7 segments
Area of Effect: I creature Saving Throw: None

This spdl l'nahl~ rhe ereumre' touo;;he'd w mo...e: 1Ind 1Illack normally for rhe
clur..don of the' spoeJI. e:\/(n under du: inl1ucnce of lII~gic Ihal impe:d1:5 m~­
Ol(lll (such a5 W..-b or Slow spells) or while under w.lolcr. II even ncg;lrcs or pre­
...el1l) rhe dT«I.S of ParalysIS and Iioid 5prHs. Undt'r wal.:r. lhe indi ...idu"J
movl:5 Jr normal (surface, 5poo:l :and inflicu fuJI d~m~. ~"e:n wilh ~uch cur­
ling wt:Jpon$ :u :lXCS :and swords ilod ..... ilh !\.ueh ~m:l.'>hing """t':IllOO$ as flilils,
hammc:rs. ,1Od maet$, provided IhJl lhe: wC':lpon is widdcd in lhe: h:and ratller
IhJn hurlrJ.

The: FItt Acuon $pdl docs nOl. hm-'ttCr. Jllnw W~Ie:r hre:uhing wilhout
funhe:r JppropriJlt magic. Tht' Olall'IiJI enOlpone:nr i$ a le.uh('l' Ihong,
bound around lhe: arm or similar apprndagr. which di$inlC'gr.lICS ..... hen Iht'
$pcll expltcS.



Components: V, S, M
Casting Time: 6 segments
Saving Throw: None
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Spell Immunity
(Abjuration)
Level: 4
Range: Touch Components: V, S, M
Duration: I turn/level Casting Time: I round
Area of Effect: I creature Saving Throw: None

liy me~os of Ihis spell, lhe cleric renders a creature touch"d immune [0 Ihe
effects of a sp<:dfied spell of 4th lcyl'! or lower. Ii prOIC'CIS ag~in<1 spells, .<pdl­
like effects of magil;:ll items, and innare spell-like abilities of CreJlUres. It dOL'S
nm pro[e<;1 acainsl breath ~apons or gaze allaeks of any type.

The spell has several additional limi[arions. Firsl. Ihe caster must have
directly experienced [he effecI of Ihe specified spt'11. For "xample, if [he caSler
h~s Ix:<:n 1ttl1tcked by a fir"ball sp,,11 ~l wme lime, he ,an usc Ihe spt'll immu­
niry spell to provide protection from a Fireball. Second. the spl'll cannot a(lccl
a ereaturc already 1ll3gically prot"eted by a polion, prorective spell. ring, or
OIh"r devic". Third, only a particular spell can Ix, protecled against, not a eer­
lain sphere of SIll'lls or a group of spells IIrat arc similar in effcc[; thus, a Crea­
ture given immunity 10 the lightning bolt spell is still Yulner~bl<: [0 ~ shock­
ing gmp spell. Thc nl3lerial eOmponelll for spell immuniry is [he same as [hal
for rhe spell 10 be protected againsi.

Those falling inro pits affecled by Spike Stones suffer six such aHacks for
every 10 feel fallen, each atlack hayin~ a .2 bonus to rhe all3ek roll. In addi·
[ion, the damage inflicted by each attack incrCil..,s hy +2 for ey"ry 10 fee[ fall­
en. Pinally, Ihe ,realUres :l.lso suffer lIormal falling damage. The mnteri~l com­
ponelll of this spell is four tiny sulactites or stalagmites.

Spike Stones
(Alter.iltion, Enchantment)
Level: -1
Range: 30 yds.
Duration: 3d4 turns + I/level
Area of Effect: lOft. sq.llevel,

I spike/sq. ft,

The Spik" Siones spell C:lUses rock 10 shape i[self into long, sharp POIn[S
that tend to blend into the background. It is ~·ffccliyc on l>OIh nafUral rock ~nd

worked Slone. The spike .!iIOneS serve to impede prOgrL"SS through ~n area and
10 innict damage. If an area is caccfully observed, e~eh observer is 25% likely
to nOlice Ihe sharp points of rock. Olherwi.<c, lhos., entering rhe spdl's area of
effee[ suffer Id4 poims of damage per round.

The success of <:ilCh aHack is (Ielermined as if fhe casler of Ih" spell were
aClually engaging in comb3t. Tho!it" entering the area nrc subject 10 allack
immediately upon setting foot in the arca and far each round spl:nt in thl' area
lhneaf[er. Th" inilial Slep cnahlrs Ihe individual to become aware of some
pruulem unly if dH: inilial <mack SUCCee<!:;; otherwise movement continues ant!
[he spike stones fCm~in unno[i,ed until damage occurs. Charging or runllin);
yiClims suffer IWO attacks per round.

Sticks to Snakes
(Alteration)
Reversible
level: 4
Range: 30 yds. Components: V. S, M
Duration: 2 rds.llevel Casting Time: 7 segments
Area of Effect: Id4 sticks + Saving Throw: None

stick/level in a IO-ft. cube

By means of this spl:ll, lhe C"JSler llln change Id4 Slicks, plus one stick pcr
experience level, illlO snakes; [hus, a 9[h·level eleric can change 10-13 sli,ks into
an equalnllmhcr of snakes. These: sllakes attack as commande<1 by Ih~ cleric.

Th<,re mUSI, of COUfS(', be sticks or simila.r pieces of wood (such as torches,
spears, erc) to luru imo SI1~kes. Such a Slick call nUl be Iarg<:r Ihan a .~mrr.

Sticks held by creatures arc allowed a saving throw equal [0 lhat of lhe pos·
sessor (i.e., a spear held by an arc IllU51 roll [he orc's saving [hrow vs. poly.
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Components: V, S

Casting Time: I turn

Saving Throw: None

Minor Raise Dead
(Necromancy)

level: 4
Range: Touch

Duration: Permanent

Area of Effect: I creature

Appendix D: Cleric and Druid Spells - Cleric Level'"

Lower Water
(Alteration)
Reversible

Level: -1
Range: 120 yds. Comp'0nents: V, 5, M
Duration: I turn/leveJ Casting Time: J turn

Area of Effect: Special Saving Throw: None

Exeep[ as nOled above, [his spell is [he s~me as lhe sixth Ievcl magic.user

spell Lower Water (q.v.).

Neutralize Poison
(Necromancy)
Reversible

level: '"
Range: Touch Components: V,5

Duration: Permanent Casting Time: 7 segments
Area of Effect: I creature or Saving Throw: None

I cu. ft. of subst.1ncel2 levels

No Fear
(Enchantment/Charm)

Level: -1
Range: 10 yards/level Components: V
Duration: 2 rounds/level Casting Time: 3 segments

Area of Effect: 10 ft. r",dius Saving Throw: None (neg.)

When [hi.!i spell is caS[ it fills Ihe recipients with fierce bravery, giving Ihem

a +2 bonus on 10 hit and damage rolls in mek-e combat as well as making thcm
imrl11111" [0 Fear and mO!1lle ch«ks. The spell aff«ts cveryollc wid,in a to­
foor radius from the rargel poin! wh,," fir.;l Cl_~l, hut aflerw:mls {he recipients

can frttly move about wilhout losing tht bonuses granted by this spd!.

A Minor Ibisl· DC'ld sl>cll brings nne cre~llHe b~ck from [h" de~d. The
r.,i."d C""~[Ure has its full Hi[ Dice, hit point po[ential, levcls, abili{Ies, Ctc.,

but must take 2 rolls on Table 6A: Flaws and Quirks. These I;:ln be removed

by a Res[ot:Hion. Heal. Wish or Limill:d Wish spell. Otherwise, it funclions

:LS Ihe fifth leve:! cleric !ipell Rai!it" Dead.

A cleric gains "xperi"nce poims for raising {h" d"ad as if he defealed {hal
creature in individual eombJl.

By means of a NeUlralize Poison spell, the cleric detoxifies any !iOrl of

venom in the creature or sulmance touchoo. Note tlml an opponent, such :lS
:l poisollous replile or snake:: (or even all envenOlfil'd weapon of an oppOIU"llI)
"nwilling 10 be sn louched re<juires [he deric 10 roll ~ succrssfulallack in com­

b~l. This spell can prevent death in a poisoned ereature if east before dea[h

O<:(Uf$. The cffecu of Ihe spell arc permanem only wilh respect to poison
existing in [he touched cre:l.ture at the lime of Ihe touch: thus, c(Cature.!i (and
objeels) Ihat genernle new poison arc 1101 permancntly dctoxified.

The fCversed spell. Poison, likewise requircs a successful allack roll, and the
victim is allowed a saving throw vs. poison. If the hiller is unsucct"Ssful, [h~' vic­

tim is illcapacil:w:d ~nd di"s in on" turn unless Ihe poison is magically neu­

1!1llizL-d or slowed.



Except as noted above, this spell is the s.1nle as the third Il'vel magic-user
spdl-Iongucs (q.v.).
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morph). Magical ircms. such as Slaves and enchanred spears, arc nor affecrtd
by rhe spell. Only sticks wilhin the area o( eff"ct a,"" changed.

The rype of snakc creared varies, bur a rypical specimen has 2 Hit Dice,
Armor Clus 6, a movement rate 0(9, and either cooslTic!s (or Id4.1 jloillls
o( damage per round or bites (or I mini plus poison (if :lny). The chance o(
a snake IhUll changed being venomous is 5% I'f:r casler level, if rhe sl",lkasler
desires. Thus, an I IIh-Ievel cleric has a maximum 55% chance that any make
creau:d I.>y the s]Xl! is poisonous.

The spell lasts (or lwO munds for each ex["'rienc" level of Ihe spelleaster.
The material components o( the spell are a small piloce of uark alld S\:vernl
snake scales. The reverse spell changes normal·si·Led snakes to sticks for the
same duration, or it negates fhe Sricks to Snakes spell according ro Ihe level of
the cleric couOlcring rhe spell (for example, a IDth-level cleric ~ring Ihe
reverse spell can !UfO I I· I4 snakes back into Slicks).

Tongues
(Alteration)
Reversible

level: '"
Range: 0
Duration: I turn
Area of Effect: The caster

Components: Y, S
Casting Time: 7 segments
Saving Throw: None

Appendix 0: Cleric and Druid Spells. Cleric LevelS
so it can be ridden through Ill" air. O( course, a mount ]l0{ accustomed to
such movement would certainly need <:arcful and lengthy training, rhe dClails
for which arc up 10 the GM. The material \'OmpOllelllS for the spell arc the
dt:ric's holy symbol and a bit of thisrl~l<1wn.

Atonement
(Abjuration)
Level: 5
Range: Touch Components: V, 5, M
Duration: Permanent Casting Time: I lurn
Area of Effect: I person Saving Throw: None

This spell i~ used by the cleric to r('move rhe burden of \Inwilling Of
unknown deoos from the person who is lht: subject of the alonement. The
spcll removes the effecls of magical alignment changes as well. The person
st:eking the Atonement s["'11 mllst either be Huly repenrant or not have been
in command of his own will when the aeu to be aroned for welc com milled.

The GM will judse rhis spell in lhis regard, nOling any pasl inslancd ofils
use upon the person. Deliberate misd~'Cds and aCls of knowi)\g and willful
nalure cannot be aton~1 for with this $pell (s« the '1uest $pell). A ch;,racter
who refuses fO accept an atonement is automalically cOl\5idered to have com­
mitted a willful misd«d. The cleric needs his religious symool. pt'Jycr be<ld$
or wheel or book, :lnd burnins inc~nse.

Fifth Level Cleric Spells

Components: Y, S
Casting Time: 5 segments
Saving Throw: Negates

Touch of Death
(Necromancy)

Level: '"
Range: Touch
Duration: Permanent
Area of Effect: One living

creature

Touch of Death allows the CitHer 10 illlllledi31ely make a special touch
~llack againS! one victim. If the :l.ttack is succeufullhe victim mUJl make
a succenful u,Ying throw vs. death magic or inslandy die, lfrhe savc is suc­
cessful the viclim slill suffers 208+ I damage. which may still he enough
10 slay lht:rn.

Nore rhar viclims can JlilI bt: Raised or Reincarnaled, and Ihal the spell
only works on living crealures, nOl on exrraplanar heing.~, llnrlt:ad, con­
SIrUCU; and lhe Iikt:.

AirWalk
(Alteration)
level: 5
Range: Touch Components; Y, S. M
Duration: I hour + I turn/level Casting Time: 8 segments
Area of Effect: I creature Saving Throw: None

This spell enal.>les a creature, which can be as big as rhe brgesc giant, ro
rread upon air as if il were walking on solid ground. Moving upward is
similar to walking up a hill. A maximum upward angle of 4S degrees is
possible alone-half thc crcature's movemenl rate, as is a maximum down­
ward angle of 45 degrees at the normal movemem rale. An air-walking
creature is in control of its movement, except when a urong wind is blow­
ing. In this case, Ihe crealure gains or loses 10 feel of movemenl for every
10 miles per hour of wind vdocicy.

The creatu,"" can, at rhe GM's option, he suuject to additional penalties in
ClI:ccptionaUy Strong or turbulenl winds, such as loss of comrol of movement
or suffering physical damage. TIle spell Clln be placed upon a trained mount,
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Bl"eak Hex
(Abjuration)
Level: 5
Range: 30 ft. Components: Y, S, M
Duration: Permanent Casting Time: I round
Area of Effect: Special Saving Throw: None

This spell is a more powt:rful form of the Remove Curse spell. [t will auto­
m:llic::rlly remove ::rny curse or hex shorl of a Death Hex or Divine Curse. The
material component is the cIcric's holy or unholy syml.>ol.

Commune
(Divination)
Level: 5
Range: 0 Components: Y, S, M

Duration: Special Casting Time: I turn
Area of Effect: Special Saving Throw: None

By use of::r Commune spell, the cleric is ::rble 10 eonmci his gawd-or
~geJlts thtroof- and request informal ion in lhe fortn ofquestions thaI can Ix:
:lnswt:rt:d by a simple M yes" or M no." The c1t:ric is allowed ont: such '1uelition for
every experience levc:l he ha.s anained. The :lnswers given are eorreci wilhin lhe
limits of Ihe emity's knowk·dge. ~l don'r knowM is a legitimatl' answer. a~ pow.
erful outer planar beings arc not nece!'.qrily omniscienr. Option~J1y, the c.;,.,l
may give::r single shorr answer of five words or less. The spell will. at besr, pro­
vi(le il1formalion 10 ai(1 character decisions. Entities commuo<:d with slrucrure
(heir answers 10 further [heir OWn p"rposc~.

It is probable tltal lhe GM will limit rhe usc of Commune spells to one Pl'f
adventure, one per week, or even one per month, for rht: grt:arer powers dis­
like fre'lllellt illterrUplions. Likewise, if lhe ~ter lags. discusses the answers.
or goes off to do anyrhing else, rhe spell immedialely ends. The marerial com­
Jl'OnelllS ntocessary for a Commune spell arc Ihe cleric's religious symbol. holy
(unholy) waler, 9nd incense.

If;[ p9nicularly pOteO! Commune is necdc(1. a sacrificc propOrtiollare wilh
Ihe difficulty of obtainins the informal ion i~ r"'1uired. If the offering is insuf­
ficient. no informal ion or only partial inforrn::rrion is gained.



Components: V, S
Casting Time: 5 segments

Saving Throw: None
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Cure Critical Wounds
(Necromancy)

Reversible

Level: 5
Range: Touch

Duration: Permanent

Area of Effect: I creature

This spdl i~ tUClly lik~ a (;l1r~ Lighl WOllncl_~ ~pdl ~Ctl>l lhal it ht;lls 1(112
p<lint~ of,hmagt per Ic:vel of Ihe deric and il~ rc:ver$!: call$C$ Idl2 damage per
caSlet' t.:vd.

The HackMaster Player'S Handbook

Heal Serious Wounds
(Necromancy)

Level: 5
Range: 5 It./level Components: V,5
Duration: Permanent Casting Time: 5 segments

Area of Effect: I creature Saving Throw: None

I~y luing thi.1 spell a elerk can rcslOre Id 10 Insr hit pnillls per k'VeI to :l.l1y on..
ert'aturc within lhe range of Ihe spell. The hil points are healed in Ihe samc way
.l.~ a Cure Light Wounds Slleli and are ~L1bject 10 the same limilalions.

This spell allow, Ihe casler!O dClcrmine lhe lrue inrclHions of any crealure
wilhin the .Ipdl's area ofdfl"Cr. The C2.'i[er will know if a crealUrt· is lying. whal
his general plans :Ire, and what his lrue fedings are while lhe 5pelilasrs. Thc
cleric may broaden or narrow his foells :u needed, so he could gauge a mnb',
mOlil'ts hefore moving on 10 determine lhe leader's pl.1I1s. The cleric nlllS(
have his hnly (nr unholy) symlml in onle! 10 caSllhis spell.

Components: V, S. M

Casting Time: I turn

Saving Throw: None

Insect Plague
(Conjuration/Summoning)

Level: 5
Range: 120 yds.

Duration: 2 rds.llevel

Area of Effect: 180 ft. x
60 It. cloud

When lhis sp<.'ll is e:tS1 by lhe cleric, a horde ofCf~plns, hOI)ping, and ny­
ins insects gal her and swarm in a thick cloud. In an environmenl free of nor­
l11al in~ClS, Lh" spdl f:tits. The illseClS obscur.. vision, limiting it 10 lU f~l.

::;rellca~ling within lh~dolHl i.~ impo.<..lillle. CreaL"r"" in the lnst:C1 Cloud suf­
f('l 1 point of dalllJge l~lCh round they remain within, rt-gardlcss of Armor
Class, uue to lhe l.>ilCS :Iond Slings of Lhe in~cLS. [nvisil.>ililY is no Ilroll'ctioll.
All cre3lurcs with 2 or f..'\Vcr li;l Dice will autllmatially mOV.. :Ll Iheir faslcsl
possible speed in a random direction utllillhcy arc morc ,h:tn 240 yards :tway
from lhe insects. Creatures wilh fcwer lhan 5 Hit Dice mLiSI check morale;
(;lil"re llle:tllS lhey run as d""~lib,,J Jbove.

Heavy smoke drivCll off insC<:ls within irs bounds, Fire also drivCli inSt"C15
JIV:tY. For example, a Wall of Fire in a ring shape k~ps a subsequcntly C:lSI
Insect l'IJSu~ outside its confines, hUl a Fireball spell simply clears inseclS
from iLS hla",l ;[(e:L for on~ round. A singJ~ Lorch is ineffecllI't' against lhis 1':151
horde ofilllCCLS. I.ighlning, cold, or ice are liktwise indlffiive, while a slrong
wind lhat COI'crs lhe ent ire 1'1aguc arca dispcf$CS lhe insecls and end.~ IIIC: ~pdl.

Th~ plagu.. IaSIS twO rounds for each level of thl.' C:lSler, and lhereafler Ihe
in~<:CIS rlispcrsc:, The: inseclS swarm in an 3r"'3 thaI centers around a SUl11l1lon-

Components: V, 5, M

Casting Time: 8 segments

Saving Throw: HaIr

Components: V,S, M
Casting Time: I round

Saving Throw: None

Detect Ulterior Motives
(Divin;uion)

Level: 5
Range: 0
Duration: I round/level

Area of Effect: 10 ft.llevel

Dispel Evil

(Abiurlltion)

Reversible

Level: 5
Range: Touch Components: V, S, M

Duration: I rd.llcvel Casting Time: 8 segments

Area of Effect: I creature Saving Throw: Negates

The cleric using this spcll eau!CS a summoned ere;"lIure ofevil llalllre, an evil
erealure from anOlhl.'r plane, or a crl.':l.ture sUlIImoned by an evil casler, to
relurn to iL~ own plane or place when Lh.. aSler succ~fullyslrikl'S il in melee
crunh,11. F~~lllpll'S of ~lIch cre:uur"" are A~rial S~rv,lru.~, djinn, £fr~~l, 1'1,,­
mentals, anu Invisibll' Sialkers.

An evil enchalllment (such .IS" charm spdl caSI by an evil crealure) lhat is
~uhjeci LO a normal Dispd Magic spell em he mllomaLically r1isfl"lItri hy lhe
Dispel Evil ~pell, This spdllaSlS for a nmximllm of onc mund for e~ch expe­
rience I"vd of lhe Glster, or unlilexpell(lcri. While rhe spell is in dTt'"Ct, all crl':l­
lurl"S lhaL coulu Lx.- alfl"ClN I.>y il light with a -7 p<'llalry 10 their amLek lolls
whell engaging lhc spdk-oAStt·r,

The: re:ve"e: nr the .~pdl. Dispel Cnnd, functions ag.,in.~l Sllmmoned or
l'ncl13ntcrl en:mures of good alignment Ilf cre~turl.$ lhal have hccn ~elll to aiJ
Lhe C',lUSt." of good. nl(~ malerial components fOf this ~1>t:1I arc the ekril.:s reli­
gious 01.>;1\:1 auu holy (01 unholy) Waler,

Flame Strike
(Evocation)

Level: 5
Range: 60 yds.

Duration: Instantaneous

Area of Effect: 5 ft.. x 30 ft.
column

Whtn II,,: cl~ric tvok~ a Flame Slrik., sfl'l.'lI, a v~nical column of fire roars
down ....~lrd in the local;on called for hy lh., CISler. Any Crl'3111re'i wiLh;n lh",
alea ofl·fft"Ct mUSl toll a :saving lhrow vs. spdl. l':;tilure means the (feallire su~­

lains &i8 poillls of damage; olhcrwi:.c, the ualllagl· is halwd. The rnalcri"l
component of Ihi5 spell is ~ pinch of sulphur.
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ing poilll dl."tl."rmincd by lhe spelkaSlCr. The poinl can be up to 120 yards
away from the cleric. The insect plague doa nm mov., lh.,r.,,,flu for :15 long
as il lasts. Not., Ihat Ih., spdl (:In he counlere{1 bY:l Dispd Magic spdl. The
malcri:ll componentS of Ihis ~1>c1J ale a few grJllule~ of sugar. $Om., kernels of
gr3ill and" smear of fal.

Magic Font
(Divination)
level: 5

Range: Touch Components: V. S. M
Duration: Special Casting Time: I hour
Area of Effect: Special Saving Throw: None

The spdl ".Iuses a holy water font to serve :1..5 a S("rying devicc. The spell does
nOl funclion unless lhe cleric is in good slanding with his g:Jwd. Th., basin of
holy W,lter becomes similar to a Cryslal Ball. rom .,ach I',al of opaciry of the
basin, Ihe c!.,ric may scry for On., round, up to a m:lximum of OIiC hOllr. TIlliS,
lh., dural ion of rhe magic fom spell is dirCf:rJy rdated lO the sile of Ihe holy
W:ller receplack The GM will know the chance!i of a characler being able 10
dl·teCl scrying. The cI.,ric's holy symhol and the fom and ilS lrappings arc nOl
consumed by Ihc spell.

When the Planc Shift spdl is Casl, lhe cleric movl'S himself or some Olher
cre:llun;, to anolh.,r plan., of nist.,nc.,. The r<:<:ipienr ofdlC spell relllains in dIe
lIew pbne unlil senl fonh by SOllie lih' means. If several persons link hands
in a cirele, up ro eil;lll Clln I.>c "ffl"Cted I.>y the Plan., Shift at lhe nml." time.

Th., malerial component of lhi.~ sr.dl is a small, forked nlctal roJ. The size
~nd meTal rypc di<:lares to which plane of existence (including sub-planes and
alternale dimensions) The spell sends lhc affected creafures. The GM will
deTermine specifics regarding how and whal p[alll'S :lre reachNi. An unwilling
victim mUSl he lonched (successful aHack roll) 10 he sent. In addition, lhe
creal lire is also allowed a savillS throw. If lhe saving throw is succc:ssful, die
.,ffecl of the spdl is m:galed.

NOIe thaI pinpoinl accuracy is rardy achieved; arriving at a random dis­
lanC., from all intcnded destinatiun is common. The metal rod is not
l'xpclI(led wh..,n the spell is cast. Forked roJs keyed 10 certain pbnes may
Ix: difficult to come hy, :1.5 decided by the GM.

Orang" - crealmes or conSf/UCIS of d.y, s~lld, curth, SlOlle or sirnihor m.ue­
rials, and earth demelltals

Yellow. vegetable opponenTs (including fungus crealures, Shamhling
Mounds, Treanls, elc.)

Green - aqualic creatures, e1eclricity-using (rcatures, ;lIId Air Ekrnerrl:ll~

Indigo. :tcid.using or poison-using Cre3.1urcs

Violel • melallic or regeller-uing creatures

When lhe bow is dr:lwn, all arrow of the approprial" color magically appears,
nocked and rf'3.dy. If no rolor is requl'Sted, or 3. rolor that h"s already been uSl:(!
is asked for, lhen Ih., next arfOw (in th., order of the spcclnun) "ppears.

Bridg.,: '01., C:l..51.,r causes lhe rainbow 10 form :t seven·hued bridge up to

3 feCI wide per level or lhe caster. It nlUSt be ar leau 20 feet IOllg and Call be
as long as 120 yards, according 10 lhe CaSler's desrre. It IaSlS :IS long .. , the
spell's dUr.ltion or umil orden.'!i OUI of exislcnee by lhe easter. The cornpo­
nellis for this spell arc the cleric's holy symbol and a vral of holy water. If no
rainbow is in the vicinif)', lhe caster can SubSllltlle a diamond o( nOI I.,ss lhall
1,000 gp value, specially prepared with Bless and Prayer spells while in .~i£11l

of a rainbow. The holy waler :tnd diamond disappear when lhe ~pell i, l;.1S1,
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lure of lhe cleric's religion annal avoid iI, 3.nd any creature of th~ c1.,ri.;'s
alignm.,m saves with a -4 penalry to lh., s:wing lhrow.

A Quest spell cannot Ix: dispelled, but ir can be removed by a d.,ric of lhe
same rdigion or of higher lcvel Ihan Ihe casler. Some artifacts and relies mighr
neglue lhe spell. as can direcr intervcntion by a gawd. Likewise, 3.n unjusl or
undeserved quest grantS bonu_'iCS 10 saving throws, or might even aUlOll\ali·
cully fail. Thl' material component Qf lhis spell i~ rhe cleric's holy symbol.

Raise Dead
(Necromancy)
Reversible
level: 5
Range: 30 yds. Components: V, S
Duration: Permanent Casting Time: I round
Area of Effect: I person Saving Throw: Specia.l

When lhe cleric casu a Raise Dead spell, he can rl'Slorc life 10 a dwarf.
gnome, half-df, halfling, or human (olher crealUr.,s may be allowed. at the
CM's option). The lenglh of lime fhal til., person has been de:ld is illlpOrmrtl,
as Ihe cleric can r:lise per:sons dead only up 10 alimif of one day for each expe­
rience Icvel of Ihe cleric (i.e., a 91h-level cleric (:In mise a pC'rson who has l.>cell
dCad for up to nine days).

NOI., that the body of lhe person must be whole, or olherwise l1lis.~ing partS
arc uiH missing when the person is broughl back 10 Hfe. Lihwise, 01 her ills,
such as poison and disease, arc nOl negared. The raiscd person IIlU.'t mil a ,uc­
cc:ssful resurn;,ction survival check 10 survive lhC' ordeal and lo~~ I poinl of

Rainbow
(Evocation, Alteration)
Level: 5
Range: 120 yds. Components: V, S, M
Duration: I rd.llevel Casting Time: 7 segmel'lts
Area of Effect: Special Saving Throw: None

-10 ClIsllhis SI>CU, lh.., cleric mUSl l.>c in sight of a r.linbow. or h:lVe a !ipl,<:ial
c{)mpOnelll (Sl.-'e below). The Rainbow spell has two applicJliuns, and lhe der­
ic can choo~ lhe desired one at dre lime of casting. Tlrl':;C applicalion!i arc as
follows:

Bow: The spell crcafCS a shimmering, multi-layered shorr cornposil" how
of rainbow hues. II is lighl 3.nd easy to pull, so lhal any character can U.'" it
WilhoUl penalty for non-proficiency. It is m.lglcal: Each "filS .hilllm.,rint,: mjs~
silcs is rhe equivalenr of a .2 weapon, including attack and tbmage honu~,,-,.

Magic resistance can negale lhc dTecl of :lny miMile fired from lhe 001'0'. The
bow fires seven miMiles before disappearing. It can be fired up to fOlll liull's
per round. Each lim., a missile is fired, one hue le:tves the bow, (om'sponding
10 lhe color of arrow lhal is lde:lsed. Each color of anow has lhe ability 10
auS!." doubl., damage to certain (Iealures, as follows:

Red _ fire dwc:Jlerslusers and fire c1emcnr.lls

Components: V, S, M
Casting Time: 8 segments
Saving Throw: Neg. (special)

Plane Shift
(Alteration)
Level: 5
Range: Touch
Duration: Perma.nent
Area of Effect: I creature

Quest
(EnchantmentlCharm)
level: 5
Range: 60 yds. Components: V, S, M
Duration: Until fulfilled Casting Time: 8 segments
Area of Effect: I creature Saving Throw: Negates

Th., QUeSl spell en:tblcs rhe clerk fa requirc Ihe affecled cre:llure 10 pel­
form :t service :tnd rcturn 10 the cleric wiTh proof lhat the deed waS ;\CO:;Om­
plished. The quesl can, for examp[", r.,rluire lhal lhe creallire locale and return
som., imponanl or valuable ol.>jecr, rescue wnutabl., p<:Non, rc!.,ase some crea­
lUre, capture a stronghold. slay a person, deliver some irem, 3.nd so forth.

[f lhe qllC5t is nOl prol)Crly followed, due 10 disregard. intentional delay, or
p.:rvcrsion, the creature affected by lhe spell loses I from its saving throw rolls
for each day of such action. This pen3.lry is not removed until lhe qU1'S1 is
properly pursued or lhe cleric cancels if. There are CC:r1ain cin:utllslancc$ lhat
wililemporari[y suspend a QUCSl, and others that will discb:ifge or cancel it.
The GM will give you appropri:ul." information as the need to know 3.risc.s. If
em upon an unwilling subject, rhe vielim is :tHowed :l saving throw. However,
if Ihe person qu.,sted agrees to:l luk---evcn if lhe agre.,menl is gainNi by force
or lrickery-no saving throw is allowed. If a quesl is JUSl and deserved, a nea-
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Cons,illuion. Furrher, the nised person is weak and helpless, needing a min­
imum of ont full day of rw in bt.oJ for 1':11l'h day or fraelian of a day he Wal;
dead. The person hal; I hi, point when raised and must regain (he re~1 by nal­
ural healing or curative magiI'.

A deriC" Vins experitllC"C points for raising the dead :>$ if h" defealM lhal
CKalure in individu.... eombal.

A charuler~ sUriing Constitulion iii an abwlute limil 10 Ihc iluml.>er of
times he an be revived by this me2ns. The: somalic mmponenl of the spell is
a pointM finger. The revcnc of Ihe lipell. 51ay Living, grants the viC"tim a sav­
ing Ihrow "S. dndl magic. If th" SOlving lhrow u succeW"ul, Ihe: victim sustains
damage equal to th,l.! of a C.lIUIC serious wounds spell-i.e" 2dS.1 hit points.
Failure mc:ans the vidim dies instantly.

Rigor Mortis, 10' Radius
(Necromancy)
Level: 5
Range: 120 yds. Components: V. S
Duration: 2 rdsJlevel Casting Time: 5 segments
Area of Effect: 10ft. radius Saving Throw: Negnes

This spell wwL eDClly liu Ihe 2nd level spell Rigor Morlis. auP[ lh.ll il
affccrs all crealures wirhin.l 10-foo< ndiw.

Spike Growth
(Alte~tion,Enchantment)
level: 5
Range: 60 yds. Components: V, S, M
Duration: 3d4 turns + I/level Casting Time: 6 segments
Area of Effect: 10 ft. sqJlevel Saving Throw: None

Wherever any rype of phnl groWlh of modcnte sizc or densiry is found. [his
spell OIn be used. Tht groulld-coverillg vcselation or roolS alld rootlets in (he
are:l becomes very hard and sharply pointed. In etTect, [he ground «lver. whill.'
appearing [0 be unchatlgtd. aelS as if !lIe .IrC':l were mcwn with c.:ahroEU·

In areal; of but ground or e:lrlhen "its, roo{.~ :tnd model!; acr in the ume
way. For each 10 feel of movemenl Ihrough lhe area. llll.' victim suITl.'rs 2d-1
points of damage. He mllSI :tlso roll a saving lhrow vs. spell. If this uving
lhrow is failed, Ihe victim's movemenl rall.' is rcduccd I,y 1'3 of ils currcilt loral
(bUI a creaturc's mOVCIllCIIl role ClIn never IN' less ,han I). This pen:dty lal;l!; for

24 hours, aftl'r which rhe eh3raclcr's normal movcmcnt (all.' i~ rl.'gainl-d.

Without the usc of 3 spell such as True Seeing. similar m;;lgiOiI aids. or sOl11e
OthCl special mcans of deu~c,ioll (such as Delecl TnEU or Dctcct Snares and
Pils), 3n :tIca affecled by Spike Crowlh is ab~olUldy undeteclablc as such un IiI
a victim cmcn lhc arca "nd suffers damage. E.ven then, Ihe creaturc cannOt
delermine Ihe eXtent of the jX'rilous arl.';;l unll.'SS soml.' mt-aus of rnagical detec­
lion is used. The companellls for this spell arc the cleric's holy symbol and
I.'i(hl.'r R'Vl.'n sharp thorns or seven smailiwigs, each sharpened (0 a poin!.

True Seeing
(Divination)
Reversible

Level: 5
Range: Touch Components: V. S, M
Duration: I rdJlevel Casting Time: 8 segments
Area of Effect: I creature Saving Throw: None

ExcqJt ali noted above. Ihis .spell is the .urnc as Ihe six[h kvrJ magk-USt'f
spell True Seeing (q.v.).

The HackMuter Player's Handbook

Sixth Level Cleric Spells

Aerial Servant
(Conjunltion/Summoning)
Level: 6
Range: 10 yds. Components: V, S
Duration: I day/level Casting Time: 9 segments
Area of Effect: Special Saving Throw: None

This spell summons an invuible AerialSscrvant to find and bring back .In
object or Cre:lture described 10 il by Ihe clene. Unlike an clemental. an Aeri....
Servalll callnot be comma.MM 10 fighl for the caster. When it is summoned.
[hI.' clerK: lIIUSI h.lve casl a Proteclion From E.vil spell, be wilhin a proteeli~

eirek. or have' a special ilem used 10 control Ihe .lied.... servanl. Otherwise. II
.Il1l.'mpts to slay its summoner and r"lurn from whence it came.

The objecl or erulUre to be brought mUSI be such as 10 allow the Atrial
&rvanl to physIcally bring il to the cleric (an Aerial Scrv:mt h;ls a 2J
Slrenglh). Ifprcvcllloo, for .Iny rcaJ(ln, from compll.'ting Ihe- assignC'd dury. Ihe
.lie-rial servanl relurlU to lIS own plane whenever Ihe spelll.lpseli. its dut}' is ful
filled, il is disllC'llC'd, the cleric relca.sa 1(. or the clerK is sbin.

The spclliasu for a muilllUllI ofone day for each ICW'I of experience of Ihe
cleric who OIn il. If the emuurl.' 10 be frlchal callnm derCC! invisiblt obJecu,
the Aeri.... Servant allacks. aUlomalically gaining surprise. If the crtJwre
involved can delcel invisiblt objC'Cts, it slill SUfftB a -2 penalry 10 all surprise
rolls caused by the xrial servant. uch round of COmbal, Ihe AeriJI Scrvam
mUSI roll 10 attllck. When a hil is scoraJ. tilt Aeri,,1 Scrv:llll can grab the ,rem
or CrC3ture it wu lien! for in lieu of dC1lling dam;lge.

Mosl people who:arc caughl in Ihe gr:lSp ofan Aerial Scrvam will be uIl.lblt
to csaapt. Only Ih~ wilh a Srrenglhs ofgreater IhJn 18 will have any ehallet:
of I.'scaping. For e:lch Suenglh paim score (not Fraclion31) pUt IS. (he char­
acter hu a 20% chance ofbre:lking rree. A charaCII:r with a nrenglh of20. for
insunet:. will have a -10 percent chance of gaining his freedom. If the first
aHempl to break frCc.' fails, (he cre:l[ure annOI free ilsclf Jnd is flown 10 the
ell.'rie forthwith.

Animate Object
(Alteration)
Level: 6
Range: 30 yds. Component5: V, S
Duration: I rd.llevel CastingTim~: 9 segments
Area of Effect: I cu. ft.llevel Saving Throw: None

This powerful spell enables the cleric casring it to imbue inanim:ilc obj<'CI~

with mobilily and a M'rnbl:tnce of life. The animaled objcct, or objl.'Cls. l!ll.'ll
allllcks whomever or whalever lhC' citric firsl designates. The animaled objl.'Cl
can I.>e of Rny nonmagiol tn:alerial whalsocllcr (wood. metal, srone. fabric,
ll.'ather, et:nullie, glass, c[e).

Artcmpling to :animate.ln objeel in wml.'olle·s possession granls thaI person
a SOlving Ihrow 10 pn:vcnl lhe spell's I.'ffcci. Till.' ~",,"'l.'d of rnovernenl of the
objcct dcpends on iu mnns of propulsion and ils weighl. A largl.' woor!l"n
I;lble would be: nlher heavy, bUI iu legs would give' it speed. A rug could only
s1i(her along. A jar would roll. Thus a large none pcdaul would rock forW;lrd
al 10 fcci per round,.1 lIone S1.1lue would move al 40 fect pt'r round. a wood·
en Slalue 80 fcci per rouod, ao ivory slool ofligh( weight would move al 120
feel per round. Slirhering movement is aboul 10 fcct 10 20 fl.'C1 pl.'r round;
rolling is JO fcci 10 60 fccl per round.

The cbmagc C'auscd by lhe allack ofan anim"tM objt"CI depends on ilS form
and composition. light. sopple objects can only obs<::urc vision, Obstruci
~ment, bind, trip, smother. etc. light, hard objeets an filII upon or (uh­
erwise nrike for 1d2 poim$ of darnagl.' or possibly obsrmci and trip, as do
lighl, suppk objccu. Hard. medium.weight objcets ClIn crush or mike for 2d4
poinlf of damage, while larger and heavier obi«ts may inflict 3d4, 4d4, or
even Sd4 poinu ofdam~.

The frequency of allack of anim.lled objects depends on their melhod of
locomotion, appefl(bges, and melhod of;mack. This v:arics from as seldom as
once every five melcc rounds 10 ali frequently as once per round. The Armor
Oa$$ of the objecl per round. The Armor Cbss of Ihe objecl .Inimalcd is basI'
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c~lJy ~ fUllction of nuteri~l ~nd movemenl ~bililY. D~lllaJ!le dl'lJellds all Ihe
typl' of "''C~pon is effective ~g~inSl f~bric. l!;';llller. wood, ~nd like subsl~nc,,~,

He~vy sm:uhing ~nd crulhing WUVO/l$ .... re uscful ag~insl wood, SlOne. and
mct~1 objects. Your GM will dl'lCrr!linc ~II of these (;aclors. as wdl as how
much damagc the anim~,ed objecl an lilliain bot:fore bot:ing destroyed.

The cleric C2n ~nim~te one cubic foot of rnat"rial for.,:u;h "xp"rienC<" lew:1
he has altained. TIIUS, a 14t11-levc:l deric could animate one or more objects
whOR' t()(al solid volume did nOI exceed 14 cubic feel (for ex~mple. a large
statue. twn rup;, thr« chain. or ~ dOlen average crocks).

Blade Barrier
(Evocation)

level: 6
Range: 30 yds. Components: V, S
Duration: 3 rdsJlevel Casting Time: 9 segments

Area of Effect: 5-60 ft. sq. Saving Throw: Special

The: cleric employs this spell to~ up a ~II of circling. ruDr-&h:l.!p blades.
ThCSC' whill and "uh around a antral point. creating.lln Immobile bamer.
Any cre.llur., .lIlU'mpting to pas$ through Ihe bl~e barrier suffen 8d8 points
of d.lIm.llge. The: phne: of I()(~tion of t~ blades C21l bot: hori1,Onlal, vefliCll. Or
in betwe:'Cn.

Crc:atur<"$ wuhm the area of the barrier when it is invoked :m: entided tu a
$.Iving throw vs.. spell. If thIS is sucea.sful, the bl:ad<"$ arc avoided and nu dim­
a~ is suffered; the ere2turc: CSC2pc1 the ':Il'e:a uf the Blade Barril'l by die short­
est possible route. The b~rricr n:maim for three: tOunds for cvc:ry up"rience
level of lhe: cleric Ctiting it. 11le Blade Banier can cov.,r ~n aru from as small
as 5 fcct squ:;Ire 10 :;I~ large as GO feet squ.:ue:.

Cure-All
(Necromancy)

Rever~ible

Level: 6

Range: Touch Components: V, S

Duration: Permanent Casting Time: I round

Area of Effect: I creature Saving Throw: None

The very potcm Curc-A!I ~pc:1I enabl~~ the c1cric to wipt :;Iway Jiscasoc :lIld
injury in the creatute who receives the benefits of rhe spell. II compl.,r.,ly Curci

all diseasoes or blindnei5 in Ihe recipienl ~nd he..ls all points ofdam.1lSC suffercd
du" ro wounds or injury. h dispels a Fttblemind spell. It cures those mental
disordt:n caused by spells or injury 10 the brain. including quirL md n.:l~. !t
tcmOVCS those nasty guilt fedinp md niglnnJ:;Ifcs associated with a characler
foolishly falling ulccp on night ~tch .1100 ~Ilowing one or more: of his dose
comrade5 ro die a horrible painful death.

Natunlly. the cfT«ts can be negated by latef wounds. injurics. di$C';1scs
and psyche»es. The reverse, Harm, infc:ers the victim with a disease ~nd

catlSCS loss of all but Id4 hit points, if .. successful touch is innictffl. For
creaturCli thaI are nor affected by the: Cure-All or Harm spell, su the Cure
Ught Wounds spell.
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Find the Path
(Divination)

Reversible

level: 6
Range: Touch Components: V. S. M
Duration: I turn/level Casting Time: 3 rds.

Area of Effect: I creature Saving Throw: None

The: n:cipi.,tiI of lhis spell can find lhe UJort<"$t, mosr diR:C1 physioi route tl1:11
he is seeking. be it ,IIC ~y inrn or out ofa 1oaIc. The 10aJe an be outdoors 01

under Krouoo. a U':Ip, 01" t'VCn a Maze spell. Note diar the 1p"'11 worL with relil'C'CI
tn Inc:ak:s, not: ob;ceu Ot c~nlleswithin ~ 1oaIc:. Thus, the spcll could nor (ioo
the way 10 k~ forest .........Ctc a Cra:nD~liva~ or 10 UIC location of~;l ho:lrd of
platinum piccu.- The Ioation mlW be in the same plallC U lhe CISler.

The spell enables the subject' to sense th~ COtrea direction thu will cvc:nlu,
ally kaJ !lim 10 his dcstina.inn, india.ing "t rh., appropriue rimes the CXxt

path to follow or physial actions to t..ke. For ex~mple. with conecntration lhe
spell If'nables the subjcct to sense trip wires or Ihe proptr word to bypass a
glyph. The spell If'nds when Ihe dcsunatKIO is rc:xhed or when OIIC flltn fOi
uch ClSter level has elapsed. The spell frea Ihe subjtcr. and lhos.c wilh him.
from a Mau sp"11 in a single round, and ....ill conlinue to do so as klng:lS th.,
speUluu.

NOI~ that thlS divinallon is kc:yc:d to Ihe caster. not his colnpaniom, and
that. like the Find Tnps spell. il does nOl predict or allow for the actions of
C~tures.The spell ~uin:s a loC't of divinalion counters of the: SO" f':lvorc:d by
the deric-boncs. ivury coumen. sticks. carved run<"$, or wh.JlI'VIf't. The
tcVCnc: spell. lose Ihe p:llh, makn the ctt':!.ture tOllchct.llnully Inst and unable
10 find iu way fOI tho; dur.uion of the speU-although it Cln be 1M, of coune.

Heal Critical Wounds
(Necromancy)

level: 6

Range: 5 ftllevel Components: V. S

Duration: Permanent Casting Time: 5 segmenlS

Area of Effect: I creature Saving Throw: None

By using this spell a cleric can r"tore Id12 lost hit points per caslcr
level to ~ny one (Ie:Ullre within tile range of Ihe: spell. The hit poillls arc
hC.lllcd in the same ~y as a Cure Light Wounds spell and an: subj~t to
the ume limlfari(lns.

Forbiddance
(Abjuration)

Level: 6
Range: 30 yds. Components: V, S. M
Duration: Permanent Casting Time: 6 rds.

Area of Effect: 60-ft. cube/level Saving Throw: Sped:!1

This spell ~':I[I be used to SC'Cure a consc:er:ned area (see: the GMG). The spell
seals the ar<".1 from lclcporrarion, plane shifting. and ethereal pc:ncrr:lIion. At
the option of lhe ca~ter. the ward can be.' locked by a p;tsswotd, in which cue:
it alrL be C'ntered nnly by those: sl)Caking the proper words. Otherwisc, the
effccl 011 Ihn'Oe enrering the: enchanled area is bued on their alignment. reb­
tive tn rhe caster·s. 111e most severe penalry is used.

Alignment idenlic~l: Nu eJ1~'C1. If password locked, .cannot enter :l.re~

unleu p3s~worJ i$ knowli (flU s~ving throw).

Alignment different with respect to law and chaos: S~Vl' v~. spell to ellie,
the arca: if failed, suffcr 2d6 puinl~ uf damagc. If pas~wonl lock",l, ollnot
COlcr unleY pusworJ i~ known.

Alignment different with respect to good and .,vil: Save: vs. ~pe:1I to enter
this arc..: if f":Iilcd, suffer 4dG points of w,nJ.:Ige. If word loch-d, cannol elller
unless password is known. The auempt docs cau$oC d:;unagc if the s:l.v{' is f~il«l.

Oncc a s3ving thlOw is failed, all intruder ClIllIOI enter the forbidden arc;!
umiltlie sptll et'a$C'$. 11le ward annOl be disp"J1c:d by" C3$ler of Ic:sscr level
than the Ofl~ who Cilablishe:d il. Intruders who emer by rolling sueccuful uv­
inK lhrows fcclulleuy and lell.SC'. d<"$pile Iheir success. In addilinn 10 rhe der­
ic's lIoly lymOOI, components indllde holy ~ter and Dre inccrJS<:S worth at
!caS! 1,000 gp IlCr GO-foot cuhe. If.. password lock is d<"$irc:d, this also requires
lhe burning nf rare: incenses worth at least 5,000 gp per GO-foot cube.

Components: V, S

Casting Time: 9 segments

Saving Throw: None

Conjure Animals
(Conjuration/Summoning)

Level: 6
Range: ]0 yds.

Duration: 2 rds.llcvcl

Area of Effect: Special
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Heroes' Feast
(Evocation)
level: 6
Range: 10 yds. Components: V, S. M
Duration: I hour Casting Time: I tum
Area of Effect: I feaster/level Saving Throw: None

ThIS spell enables the deric to bring fonh a greal feJ.Sl th'lII ~r..es as many
cmatures u the dem has levds of ex:pcricncl'. The .~prll CR'alC'!i a nugrufi«nt
uble. charn. K'rvicc:. ami dth.. necessary food and drink. 'rnr fcul ukt:s one
full hour 10 consume. lIml the beneficial clfecls do nm SCI in umil .Ilier Ihis
hour IS over.

Those parlaking of Ihe frul:tte cured of all dlst:lS<'5. an: ImmUllt" tU poiwn
fUI 12 llours. and arc: he:alrd of 1d4.4 poinls Qf damage: afle:r imbibin~ til<:

neaar-lih' tx:venge Ihat is pm of Ihe f":lSI. The: :lmbrom-Ilkc food Ih:l! is
CQnsumw. i¥ cqu;r] to a mess spell rh~, Ia.os for 12 hours. Also. dunnR Ihis
S;lmc IX'ritxl. the pt"Ople who oollsllmal Ihe feasl arc immune ro fcu. hope­
Il;::iIintu, ~nu pallic.

If Ihe feoUl is inlerrupted for :lny rtawll, the ~pdl is ruined and all cffecls of
Ihe spell are neg:ued. The m:ucrial curnptJlLellt~ uf Ill", ~j.l<'11 arl' the cleric's holy
~ymhol ~nd spedally (ermcnlCd hon~1' lak",n frum Ih"'l",lls ul'bl"(' larvae del­
lineel fur royal SUllIS.

Part Water
(Alteration)
level: 6
Range: 20 yds.llevel Components: V. S. M
Duration: I tum/level Casting Time: I turn
Area of Effect: 3 ftJIevel x Saving Throw: None

20 yds.llevel x 30 yds.

F«qll :L~ nOl~ aOO-'.... lhi! spdllS Ihe: same:u lhe: Sixth bel magic·uSCf
spdl P:m Walror (q.\'.).

Speak With Monsters
(Alteration)
le...el: 6
Range: 30 yds. Components: V. S
Duration: 2 rd.llevel Casting Time: 9 segments
Area of Effect: The caster Saving Throw: None

When e;lsr. the Speak With MUl1~lt"r~ ~pell cl1~bles lh.. cleric to COl1vror~

wi,h .lIlY Iype of crealure thaI has any furm of CQm"urnic,uivc ahililY
(including e-mpalhr,. tactile. phcromulll'j;, ~'u;-.). ThaI is, Ihro mOn.'ler under­
sl:tnds. in irs own language ur equivalt"JII, Ilu:~ ;ntenl of whal is ~:till to it by
lht deric and vi" \'ror». The ,reature Ihu~ ~pokl.'n 10 i\ chr<keel hy lhe GM
10 dl.'lermine a n::at::lion.

Ail u~"aIUles uf tllro s;rlllro l)'rc :L~ Ih':ll chnsl.'n by the cleric an Iikcw~

unUe~lallU if Ull.')' a..... wilhin I1Inge. Tile derie an speak 10 differenl Iypes uf
clt.'<ilun') during lhe sl'dl dur:nion. hut hI.' mllSI spc:ak K:p:ll1ltdy 10 exll IYp<:.
TIl<' ~pclliasts for rWll munds per auror Itvtl.

.-.
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Stone Tell
(Divination)
level: 6
Range: Touch Components: V. S. M
Duration: I wrn Casting Time: I turn
Area of Effect: I cu. yd. SaYingThrow: None

When Ihe cleric caslS <I Slllnl.' -lioll .spell upon :ln al'C3.. the very nond speak
and mare ro rhe CISler .. ho ur .. h<ll lias tollchal them :ali wdl :ali rc'\'Qhng
whal IS CO\'C1Cd, concealed. or simply behind Im-m. 1ne SIOnC'!i rd:lIC compltle
d~ripliolU, if:ukl':d_ NOlI.' Ihal a Stone's pc:npc:ai,·c. perception. and knowl­
edge may hinder ,his divinalion. ~ch del:lrls. If anY.:lre dccidni by Ihe G~I.

llic Ill:lll'rial componC'llrs for Ihis spell ;lre a drop of ml.'rcury and a hit ofday.

Word of Recall
(Alteration)
level: 6
Range: 0 Components: V
Duration: Special Casting Time: I segment
Area of Effect: The caster Saving Throw: None

The Word of Reali ~pen laka the deric in~lal1lly bal.'k 10 his s:\lICllrary
whl.'n lhl' word is uuered. The .uncllIary mmt be sp!."t:ifi,.lIy dI.'signawd ill
aUl'allC", by the- (Ie-ric anr! mllM be a wtll-kno...n place. '11e aClu:tl poim of
arrival is a doil;lIalc:d art-a no largcr .han 10 fl. X 10 fi. The denc an he: !tant­
pollOO :lny dmance-. from above ur beluw glotllld.

Tnnsponaliun by Ihe- Word of RC'C:t1l spell is gfl' wilhin a pbnr-, bul fur
each plane rhc ckric is rt"lIIovl."li, Iherc is a 10% cumublh'ro dunce Ihar lhe
cleric IS lrrcvocabty lost. The ckri, i) able 10 ";I,llsporr. in ;IIl<1ilion 10 himsclr.
25 I..nunill of weight per cxpcncncc b·d. Thw;. a 15111 bd derK: could
Il"i1Inspon his prnnn ,,-nd "-11 addlllOnal J7S pounds.. This cxtra IIl.1l1a nn be
f:'ljuiplnelll. !I(":LSIlre-. Qr (:\'en !i"inS malcrial, such as another person.
Exccedin~ this limit causes lhe sl)C'll ro fail.

Ntlle Ihal rlOuw.:Uly snoog ph)'$icl.1 fitldJ. such u magnnic ur gravilalion­
:11 fulCl'$. Qr (:\'C'l\ m::agiClI JI>plk:al1ons can. ar rhe C~fj Qplioll, mue Ih... usr
of IhlS spell h;wtrdous or imJ'l'Mihlc,

Seventh Level Cleric Spells

Astral Spell
(Alteration)
level: 7
Range: Touch Components: V, S
Duration: Special Casting Time: 9 segments
Area of Effect: Spedal Saving Throw: None

Excepi n 1I0led abo,'t". rhis ~f'<'11 iii lhc samt as .hl.' ninth b·d m:Lllie-l»C1
Asu:.1 Spell.
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Components: Y, S, M
Casting Time: I turn
Saving Throw: None

Components: V, S, M
CastingTime: I rurn
Savi(lgThrow: None

EXa:pl as Iloted abovl', lhis spdl is lhe same as lhc SiXlh b·d lnagic'llser
spell ConlTol Wearhcr.

Gate
(ConjuriltionfSummoning)
Level: 7
Range: 30 yd!>. Components: Y, S
Duration: Special Casting Time: 5 segments
Area of Effect: Special Saving Throw: None

Excepl as nOied above, lhis SI)l:Jl is [he sallLe as Lhe ninth level magic.user
spell C:m.

Appendix 0: Cleric and Druid Spells· Cleric Level 7

balancing rc::.Ilion for service is known, thm some valuaUie gift or service must
he pk-dg~xl in reI urn for the exacliun.

The service cxacred muSt be: rea1'On~ble wilh I'e.~p«l In rh~ p~.~l or promi'l<'d
fallor 01' reward, and with lhe being's tITort and risk. The spell then aClS. su1>·
ject to a ma"ic le~istal1~c roll, as a qUl'lit Ilf.'Oll rhc l>eing lhal is 10 pCrfQllll Ihe
relluirl-d service. Immediately Uf.'OlI complction of drt scr'llicc, lhe being is
trJnspotied to rhe vicinity of lhc deric, and Ihe deric mUSt thel1 and lhere
relurn the promised reward. wlt~ther it is irrevo<'";luk c-<lJlcellation of a p:lSl
dclJl or lhc "illil1l; of somc sl.'rlli~e or olher ll1:nerial reward. Aflelthi~ is dOlLc,
Ihe crearure is inslandy freed 10 reTUrn to il~ own phnc.

The GM ~diudicatd. when an equilable arrangern~m ha.~ I~n I?ached. If
the caster rcqud.U 100 much, the crealU~ is free 10 depart or to :mad rhe cler­
ic (as if Ihc aglwmcnl wcrc blC"J\::hed) a<:coHling ro itS narure. If cirCUlllSlnna:s
1C"~ve rill' ~ituation unualanced (for cxamplc, lhe Cmlwrc dies while achinoing
a n:sull dlal wu nOi worth dying for), theLi this might Crl."<lle a deut owed by
lhe C:t.'iler ro Ihe cfl.':twn:'s surviving kidl and kin, makinl; lhe: ~":tSter yullLcm­
hle 10 a fUflITC Exacrion spell from Ihar qllarrer, Agreeing ro a fUlun: ex.acliun
or release in rhe evenl of cala..~rrophic failun: or de:lIh arc: common castcr
pledges in securing an cxaction.

f':tilull.' 10 fuifililhe promise [0 rhe leiter rcsulrs in the deric being ~llbje<:1

to exaction uy the suujeet erealUreOr uy its mastcr, liege, CtC., at the vrry least.
AL worst, lhc cr~-aturt can a{(lIck the tl'nl'ging citric without ftar of any ofhis
spc:lb OIrrel:ling iL, for (he cleric'~ failure to liye up 10 the bargain giycs the'crl'"<1­
lUrl.' imlllunity frolLl the Ckfit"s spell powers.

The malerial (nl11pon~nlS of this Spf.':lJ art the cleric's holy symbol, $OnIC

mallet or suhSlance from the plane of the creature from whom an t'xaC:tion is
cXpCl.'"l~xl, and knowledge of dlf nC:tltIlC's narure or :lCtinns thaI is wrirten ow
on a parchment that i~ UUrLll-d to seal lhe p!lxlge,

Re5u(t
Collapses roof
Crumble. o;au.in, b.nd.lkle
Craclcs open. QUlin, the followIn. fracdonl of cratIKU
to fall In and die:
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Control Weather
(Alteration)
level: 7
Range: 0
Duration: 4d 12 hours
Area of Effect: 4d4 sq. miles

Earthquake
(Alteration)
Level: 7
Range: 120 yds.
Duration: I round
Area of Effect: 5 It. diameterl

level

When Ihi_~ _~pdl i, ClSI by a cleric, a local Il?mor of (;Lidy high sl~nSlh rips
lhe ground. The shock is over in ,lne round. The earthquake :lfTeelS alllermin,
,·e};elarion. ,~rruaures, ana crc:atures in irs al?:1 of effect. The art'J of efT..C:l of
lhe: E.1rthquake: sp·dl is circular. wirh a ai:lllltrer of 5 feet for every experiellce
level of Ihe deric cuting it. Thus a 20th·level deric C:;lSrs an earrhqu:lke spell
with a lOO·foot-di3n1eler area of effeci.

Solidly uuilt struetur~-s with foundatiulLs reaching down tu lx..drock sustain
on<'-half damage:: one-quarter damage if they Sl:ore aoove 50% on a saving
lhrow. All Eanh ElcmcmaJ oppu>eu 10 the castcr in Lhe: an.-<I of efTect alII

negatc 10% 10 100% (roll 1d J0, 0 .. 100%) of thc crTl'Ct. Other magical pro­
wCliom and ""'<lRls allowed uy th(' GM may al1'O I'oouce or negall.'" this effecl.
If caSl undersea, this spelllllay, at thl' discretioll of lhe GM. cre:lle a Isunami
or ridal ",a,·e.

The m;\lCrial componenu for {his spell arc a pinch of dirr, a piece of rock.
and a lump of clay.

Euthquake Effeeu
TERRAIN and CREATURES

Whtn this spell is employed, the cltrk confronts some powtrfuJ ere:uure
fronl anolhe.r plane (including devas and othtr powerful minions. for
insunu, btu not demigawds or gawds of any sort) ;lnd requircs of il some
dul}' orqucst. A crearure of an alignmen{ opposed to lhe clerk (e.g., evil tfthe
cleric is good. challlic if Ihe clcric is bwful) cannnl Ix: ordered around unlC$S
il is willing. Nore rhal an absolUTe (rrue) neLllr:t1 creature is dfe<:Tivc:ly oppos~-d

10 both good and c:vil. and boTh law and chaos.

The Spellc:lsler mUSI know snmething :lllnul fhe creature 10 exact ",rvice
from ir. or d.'iC he mL,~r offer .~me fair rmde in relurn for the service. ThaI is,
if rhe cleric is aware Ihal the creature has received .~me f:l\'nr from someone
of lhe clerics aJignmelll, lhen lhe Exaction spell an namf.': this as <'::1use. If no

Exaction
(Evocation, Alteration)
level: 7
Range: 10 yds.
Duration: Special
Area of Effect: , creature

• SlowM crearul'~ alrack only on even-numbered rounds unril lhl': effcci
wears off, Affecled crealun:s ar" rho~ wilhin lh~ 30-fool-mdius are, of effect,
which is centerl."<! on the' cleric Cllsting rhe spell. Th~ sidl': eff~cts :Ire nq;aled
for deafen~-d or silenced cn'arurcs, bUl such :Ire slill drivcn off if OIher-phn:!r.

The reverse of this spell, Unholy Word, operares exactly Ihe same way bUI
affccl$ crf.1tUrCS of good alignmenl.
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Holy Word
(Conjur.nionfSummoning)
Re...ersible
Level: 7
Range: 0 Components: V
Duration: Special Casting Time: I segment
Area of Effect: 30 ft, radius Saving Throw: None

Uttering a Holy Word spell crcatcs magic of rremendous power. Ii drillcs off
creatures from olher planes, forcing them {O reltlrn ro lheir own planes ofexis­
tencf.':, provided the speaker is in his hOrTIe pl:tne. CrealUres so b.1nishcd can­
nor r<'tllrn forlll ll':alt a day. The spell further an~ts ereaturcs of an alignmclll
,lifferenr from tll,r of rhe <'::1_~ler a_~ shown on Ih... following table:

Spells

50% c~nceof t"lurc
~'..,

Effects of Holy Word
Gener3.1 MoYf! Attack Dice

Kills
P:l..lyzeo Id4 tufO<
Skrw1 2d4 roundl

o...,ren< Id'l round.

Crealur~ Hit Dice
or level

leol lI\Oo"
~ to 1+

8 to 11+
12 or n"'''''

Components: V, S, M
Casting Time: t round
Saving Throw: None

I in ~

Im6,.,
DnIfl1 Wolter to farm muddy,~ ground.
e.-.
Re<ult

No "'~
I In 3 .re u~oo'ed ond 1:111
RC5ult
Su.Qln 5d 12 f'O'nu of lU'\Klu~1~-= tholt lufltrlo.
full dllTllOJe Ire thrown clown In rubble

C'''''IUres Size S:
Creatures Sill: M:
Cre.>lure Sill: L
M.l.nh
Tunnel

VEGETATION
Smillll'OWlh
,~,

STRUCTURES
A1111t\1C!u,..



Components: V, S, M
CastirtgTime: ) rounds
Saving Throw: None

Components: V, S. M
Casting Time: -1 segments
Saying Throw: Special
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Regenerate
(Necromancy)
Reversible
Level: 7
Range: Touch
Duration: Permanent
Area of Effect: Creature

touched
When a Rc~ncr;ue spell is cast, body members (fingers, totS. hands. f~.

::trms, legs, tails, or even heads of multi-haded creatural. bona. and Org;&ns
grow bxk. 11,e process of regt:ner.ation requires but one round if the SC'Verctl
IIIcmbet(s) is (arc) present "nd rouching rhe crealUre, or 2d4 turns otherwise:.

The crearure must be living to receive the benefits of this spell. If the SC'V­
ered member is nOI prcs<:nt, or if rhe injury is older than one day per C;lSler
level. the recipient mUSI roll a succl:$Sful system shock check ro survive the
spell. Thc reverse: of this spell, Wither, causes r1u: member or org"n fOuched to
c...as<: functioning in one round, dropping o(fiJllo dust in 2dl\ turns. CrC:llures
must be touched for the harmful effecr to occur. The mareri:l1 components of
this spell arc a prayer devicc and holy W3ter (or unholy wafer for the revcrsc).

Restoration
(Necrom.mcy)
Reversible
Leyel: 7
Range: Touch Components: V, S
Duration: Permanent Casting Time: 3 rounds
Area of Effect: I crenure Saving Throw: None

When rhis spell is asl, the life energy kvd of the recipient aC:lolure is r.a~
by one. TIus reverses any previous life energy kvd dr.ain of Ihe Crc:;ltun: by a
force or monster. Thus. if a 10th-level marxter had been struck by a Wight
"nd dr.ained 10 9rh lno:l. the Rrslor.arion spell would bring the mar:r.cter up 10

CJtxlly the number ofa:pericnce points nr<:r$S:lry to restore him to 10th level
once :&g:oIin, mtoring additional Hit Dice (or hit poinu) and level functloJU
xcordingly.

Rnlor.uion i5 errective only if Ihe spell is ClSr wirhin one day of Ihe recipi­
ent') loss of life energy, per uperi..nc.. level of the cleric ClSting il. A
Rcnor.ation ~pdl rc:JIOfC$ the intelligence of a crc.trurc arreeled by a
F«blemind spell. It also negatt'S all forms of insanity. Casling Ihis spell .Igcs
both the (.lster .Ind rhe r«ipiem by IWtl yeltS. The reverse, Energy Drain,
draws away nne life cnergy level (see mch undead :IS Specue. Wight. and
V.Impire, ill th~' Hacklopc<lia ofUe3Su). The Energy Drain requires thc victim
to be touehed. Ca~ting lhi~ form ofille spell does not age the c:uter.

Restorative Cure-All
(Necromancy)
level: 7
Range: Touch Components: V, S
Duration: Permanent Casting Time: I round
Area of Effect: I creature SaYing Throw: None

1lJis spell wotks c.ualy likc a G..trc-All spell except thoat it heals:&11 damage
that Ihe ercalure has surrCTCd. l\":Iving th...m well rcsrcd as if Ihey hOld jusl
recciwd eight houn of sleep. removing any CUIKf arrecting tht" cmture. and
Io::>ving their mouth feeling minty fresh.
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TIle creature. upon surviving a Resurrection survival cheek. il immediltdy

renored 10 full hil points and can perform strenuoul activity. The spell an­
not bring back a creature that has reachet.l its alloned life span (i.e.. died of
natural causa). Casting this spell makes il impossible for Ihe cleric 10 CSt fur­
ther spells or ensacc in comb:r.t until he has had one day ofbed resl for e:rch
experience kvcl or Hir Die of Ihe creature brought back to life. The ostcr a~
l!tree ynrs upon casting Ihis spell.

Thc reverse, [)esuuction, causes the victim of the speU 10 be inSlanrly do::>d
and lumed to dusr. A Wish spell or tquiv.tlem is required for recovery.
Ocslluction rcquirl"$ a louth. eithcr in combat or olherwise. and does nOI age
the aster. In addilion, Ih... viclim is all~:ll saving throw (with a -1 penal­
ty). If Ihe: S:J.~ is successful, Ihe victim rettivl"$ 8d6 points of rbmacc instead.

A ckric g:oins uperience points for r.aising the dcad ;IS if he defeated Ihat
erc:aturc in individual comb:al.

11,e malerial componcnts of the spell are the cleric's religious symbol and
holy waler (unholy water for Ihe reversc spc:l1). The GM may reduce rhe
chances ofJucccuful resurrection ifliule of the CJC3ture's remains are avaibble.

Succor
(Alteration, Enchantment)
Reversible
level: 7
Range: Touch Components: V, S, M
Duration: Special Casting Time: I day
Area of Effect: I person Saving Throw: None

Exa:pl as noted above, this spell is Ihe' same as the ninth level magic-user
spell Succor (q.v.).

Sunray
(Evocation. Alteration)
Level: 7
Range: 10 ydsfievel
Duration: 1+ld4 rds.
Area of Effect: 5-ft. radius

(special)
With Ihis spell. the caster can evoke .. d3ttling beam of light each round in

which no aClion olher Ihan movernenr il performo:cl. The: Sunray is like a r.ay
of natur.al lunlight. All creatures in thc 10-fOOI-diameter area of dfect mUst
1011 luccusful S3ving throws 'Is. spell or be blinded for Id3 rounds.lhose using
infravision al the time: for 2d4 tounds.

CreatureJ to whom sllnlight is h:rrmful or unnatur.ll sll(fer permanent
blindness if the ~ving throw is failed, and are blinded for 2d6 rounds if the
S:J.Villg throw is successful. l1wsc within its area of errect, :IS well as creatures
wilhin 20 f~t of ilS perimeter, lose any infr.avilion capabilities for Id4 +1
rounw. Undead caught within Ihe sunray's area of ..rrecl rcc..ivc 8d6 points of
damage. one-halfif a S1tving throw 'Is. spdl is successful. 1lJosc undead 20 fect
10 either side of the Sunr.ay·s .aICa of dTcet receive 3<16 points of damage. no
dam.Igc: if a "'-VI: i5 successful. In .addition. Ihe r.ay may result in tli... IOlal
destruction of Ihou undad specifially affecled by sunlight, if Iheir saving
rhrows an: failo:cl.

The ulrr.aviokt light generated by the spell inflicts damage on fungoid CJ<:':J.­
tures and subternlne:tn fungi JUSt ;IS if they were undad. but no "'-'ling throw
is allowed.

1nc material components are an ;ISler Ked and a piece of adwlIluring
fddsp;rr (sunslone).

The cleric is able to renore life and complete Ilrength to any living CreatUre,
including elves, by batowing the Remrteetion lpell. The crealure can h..ve
been dead up to 10 rears per level of the cleric asting the spell. Thus. I 191h­
level cleric on resurrect the bones of a creature dead up to 190 years.

Resurrection
(Necromancy)
Reversible
level: 7
Range: Touch
Duration: Permanent
Area of Effect: I creature

Components: V. S, M
Casting Time: I turn
Saving Throw: None

Symbol
(ConJuration/Summoning)
Level: 7
Range: Touch Components: V. S, M
Duration: I turn/level Casting Time: ) segments
Area of Effect: 60 ft. radiUS Saying Throw: Negates

Except as IIOted above. this 1fll:1I is the lame as the eighth level magic.user
spell Symbol (q.v.).
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Components: V. S, M
Casting Time: I round
Saving Throw: None

Druid Spells

-or • I on u ..nl throws. ihn~. j( the c;nepy II not appliable.
"or +2 0+\ uv'n& throw. jf any. jf Qlepy ,s nOt ~pl'ClIble.

Notes Regarding Druid Spells:
The religious symbol of dmids is mistletoc. Of lesser importance is holly,

and some magical power residc.~ in 03k le:!ves. All of the dmid speH& wid, a
mmer;al component a5$lI1llC the 1ISC' of misl!ell)C, a< gmhl'red by rhe druid
chaJ"llCfer in ti,e m~llner described hereafter. LesS<.'r mistletoe, as well as holly
and oak leaves. will n:duce speJJ effeclivl'nes~ lIS follows:

Components: V, S, M
Casting Time: I hour'
SavingThrow: Special

Rest Eternal.' is 1,ISI uJlUn till' body ofa deceased bcing, by means of which
rhe soull~pirit of Ihl' crearure is hastened in its journey to its linal rlosting
phce. The spells Raise Dead and Rt-surreetion will "ot restorc life to It

clJarJ.Cler who has been the object of this spdl, although 1I Wish spell
would scrvl' thaI purpose.

Muriage: is CMl'mially idcl1IiClI ro rhe cleric ceremony of the same name.

Dedicalion: allows the recipiem of thl' speJJ to be tllken into rhe f1I.nk.s of
rhe druid'~ follolVl'rslworshiper:s, providl'd rhat thl· char:T.ctl'r is true neu·
rral in aliglllnenl. A n:cipielll of this spdl is chargl-d. as are druids, with

AppendiX D: Cleric and Druid Spells. Druid Level I

First Level Druid Spells

Ceremony
(Invocation)
level: I
Range: Touch
Duration: Permanent
Area of Effect: One creature,

item. or area
The d,uidic Ceremony spdl is similar to Ih ... deric spell nf rhe :;:une name.

It has a nUffiOcr of applicfliolls wirhin rhe hieNlrchy of dn,ick The effeer of a
CA-remony spell docs nOl leave behind an ~UNl of magic, although,. Knnw
Alignmellr $1)1;11 or similar magic mighl ,cvC"~1 rhe force of {rtle neutrnliry
involved in The magic. Druidic ceremnnies include rhe following. which Co'Cn
Oc casr by a druill of the indicned or lower levd:

1sl-Ievel druid: coming of age. rcsi eternal. marriage

3rd-kvd druid: dedk~rion, invcsrirure

7th·level druid: iniriation, special vows

9th·level druid: h~lIowed ground

12th·lcvc1 druid: cast OUI

Tltl' charJ.cwristics of the various types of Cercmony spells arc ~s follows:

Coming of Age: is pl'rfOrflle<l upon young people in druidic societies, usu­
ally when they reach rhl: age of 14, and is symbolic of the young ntan's
or young woman's entNlna into adulthood. Effects of the spell arc the
game as for the cleric version (+ 1 bonus tO:l single salling throw); sec the
df:!ric r~( for orher details.

Animal Friendship
(Enchantment/Charm)
level: I
Range: 10 yds. Components: V, S. M
Duration: Permanent Casting Time: I hr.
Area of Effect: I animal Saving Throw: Neg<ltes

By means of this spell, the caster is able to show any :!nim:!l of animal illlel·
ligence 10 semi.intelligence (Le.• Intelligence 1-4) th:!1 he desires friendship. If
the aninl:!l dOC! not roll .1 successful saving throw vs. spell immcdiatel}' when
tht' spell is begun, it stand~ quietly while the caster finishes the spell.
Thereafrer. iT follnws rhe C'.L~rer aboul.

The ~pcll funCTions only if ,h ... C;LS,er 1cfU311y wi,he' ro Oe ,he 1,,;,n31',
friend. If rhe ~Ier hu ulrerior mOlivl"li. lhe animal always senliCS rhem (for
aample. rhe C2Sll'r imcnds ro l"J.I lhe animal. sl'nd ir ahead to set off tr~l's,

elc.). The as[er can tl'ach the bcfriended animal thret: sl't:cific tricks or tasks
for l':lch point of lmdligl'nce ir po5liCSSl"li. Typical ta.sb are tho);l.' raug/u 10 a
dog or similar pel (i.e.. Ihey ClnnOt be compla). Tr:T.ining for eadl ~uch Irick
mllSt he done over a perind of one wel'k. and aU musr be done_within ~lrel'

month~ of acquiring rhe crearure. During rhe Ihrl'e-lIIomh period. rhe animal
will nm harm dll' C:iSrer, bUI if rhe CrearUre i~ left alone for more dum a wl'!:k,
il will rt.'vcrr 10 ils narur:T.1 ~rarl' and aCI accordingly.

The casrer can lise this spdl to ;turner up ro 2 Hit Dice (If anim;tl(s) ller
C'll:pcrience lcvel he POS$CSS($. This is also the maximum tOtal Ilit Dice nf rhe
animals thar can bc artnl-cred and trJined ~I one rim,,: no "lorc rhan twice rhe
ClI-Stcr's CllJl·crience level. Only unaligned animals can he atlrnctoo, Ocfricllded.
alld trained. 1111' matel'ial cOmponenlS of rhis spell a'e rhe cllSters holy sym­
bol and a pil'CC of food liked by the ~nimal.
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Use of Lesser Mistletoe vs. Spell Effectiveness
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lesSC!f ",1I.1etoe IOt:l%
~d mistletoe 75%'"
Holly 5%'"
Oak luYu 50%'".
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Wind Walk
(Alteration)
Level: 7
Range: Touch
Duration: I hour/level
Area of Effect: Caster + I

person/8 levels

This spell rnablu the cleric (and po.uibly one or LWO other persons) to ahu
lhe submul(cofhis body to a cloud-like YdllQr. A magical wind then wafls lhe
cleric along af a movemenl rafe of 60. or as slow as 6. as the spelJcasfer wills.
The Wind Walk .~pelllasl.s as long a~ the cleric deo;il'C$. up to a maximum dura­
tion of six turns (one hour) per experiem:e level of the casler. For every eight
levels of experience Ihe deric has allainI'd, up to 24. he is able to touch anOlh·
l't person and alrty that perSOll. or thOSl' persolls, alollg Oil the Wind Walk.

Persons willd walking arc not invisibk. but rather appear Illisty and tr.rnslu­
cem. l(fully dOlhed in whife, Ihey arc 80% likely fO be misrnkcn for douds.
fog, vapors, erc. The cleric can regain his physical form a_~ desired, each change
to ami from "'''porous form requiring five rounds.

Whill' in vaporous form, rhc clcric and com pall ions an: hil only by magic
or magical weaponry, Ihough they may be subjecr fO high winds al the GM's
discrerinn. Nn spdlcasring is ~ihle in vapomus form. The marerial compo­
m:ms of this spell are fire ami holy Water.

Crearcr misdcroc:. rhar is, mistll:IOC rhar i~ properly han/esrell hy rhe druid.
must be gathered ~s follows; on Midsurnrners Ell\', the druid lllustiocate
his mistletoe, cur il with a );01J or ~ilvl'r sickle and catl'll it ill a bowl
before il touches !Ill: ground.

Lesser mistletoe is th~t which is nOI harvested Oil the t"l'e of midsummer,
or lhat which rhe druid takes in a w.ly which is nor prcscribcd (such as
picking by hand).

Borrowed mistletoe: is any mi~lleroe which is not personally harve~ted by
rhe druid.

Holly and oak leaves may be pickoo or g31hered ill allY fll~nner, as long as
rhey afl' nor borrowed.

Followill8 rhe narne ofC'~ch druid SIXIl, a nmgical school is given in paren­
theses. Thl' druid spells arl' not really organizt.u into magical schools - till'S(:
schools are for reference purposes only. For in5tance. Wisdom bonuses apply
to saving throws vs. enchanrmcnr/charm spells. If rhe appropriale magial
sehool we~ not listed with druid spells. it would be hard ro figure Out which
spells were consideretl ro he enchanrment/charlll_~. There are few orher rC3S0ns
Olll' might nl'l'(l to know lhis informarion.
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Exupt as noted above, this spdl is the ~allle as Ihe r.~1 level magic.user spell
DeIl':C1 M~gic (q.v.).

Detect Poison
(Divination)

Level; I

Range: 0 Components: V, S, M

Duration: I turn + I rd.llevel Casting Time: -4segmenl.$

Area of Effect: Special Saving Throw: None

This spell ell~hlC5 the druid to determine if:lll objeci has IX:1:11 poi:iOllcd 01

is poisonuu~. One objccl, or one 5-foor cubic mass, can be checked per rouuu.
The druid h:u a 5% chance: per level of determining rhe: eucr rype of polson.
The mareri:ll componcnt is :I mil' of specially bbscd vellum, which fUm!
black if poison is prcscnt.

Detect Balance
(Divination)

Level: I

Range: 60 ft. Components: V, S, M
Duration: I round/level Casting Time: I segmenl

Area of Effect: One object or Saving Throw: None

creature per round

This spell allows Ihe druid ro determine if non-neutral forces ~nd ~hgn.

menu arc at work in the arc;l of efrl':Ct (upon or in fhe objecr or crcuure being
scanned). An :llignment rhar is panly neutr.rl (such as thu of a neutral good
cleric) will radi~te :I mild aura, while an a1ignmenl fh:ll h3 no neutr.rl com­
ponent (Iuch as thu of. chaotic good fighler) will give ofT ~ suong aura.

The spell doca not determille enet alignmenr, hUI only Idl1lhe druid If the
object or clUrurc being examined is somelhing Olher than true llCutral; a pal­
adin and a ch;llXic evil tbier. for insfllocc, will !:IdUle rhe Ame ;Iura ;1;1 fhe
same slrt.ngrh, The spell will not function upon non-living hetm Ihar do nf\(
h.ave: a natural aura (such as ~ vial of poison), but will work upon an ob'«1
such 3 an aligned m;lgtcal sword. Creatures thai arc under Ihe efr«t of ;In
Unknowable A1ignmenl 5flC'JI at similar magIC WIll nor radiate any :Iura when
this spell is used upon them. If the m;lgic is used upon somClhint Or somcone
Ih~1 eXLIdes a !rue ocutral alignmem (such 3 another druid), it will produce ~

smooth. wdl·bal:l.llccd aur.r idcmifi~hle 3S one of neutralll)'.

Components: V. S, M
Casting Time: I round

Saving Throw: None

Detect Magic
(Divination)

Level: I
Range: 0
Duration: I turn

Area of Effect: 10ft. x 30 yds.

Casting Out is a very powerful form of punishment, and can only be per­
formed by ~ druid who has r«~'ived permission from his Archdruid to do so.
Similarly, an Archdruid must gct po:nnissiotl from the Grear OUlid, and the
Grear Druid from rhe Grand Druid, The Gr.rnd Druid docs not uc:cd to obtain
permission, but his actions m:lY be n::vcrsc:d by a Hierophant Druid at any lirlle.

This ceremony il usually only ukd all OCCl!siolls where the .'iCVCril)' of an
offense warr.lI\(S such eXIl'eme punishment. A druid who asks for alld i~ denied
perrnis~ion ro perform iI, or one who Iarer has his actions ofTset by amnhcr
druid, may be ~ubjt.'C1 to punishmem by higher-r:lnking members of rhe hicr·
~rchy. An intelldloU rlocipicllt of Ihis ceremony who is unwilling receivC$ a sav·
rng throw venus spell. :1.1 -4, to negate its effects.

The componenTS of a ceremony spell :tlwa)'$ includc mistlctoc, and the rite
(of any SOrt) musl be pt'rfoll11ed in a druid grove or some: other Ilatur31,
healthy patch of foreSl. Such ee!CluoniC1 ale normally conducted OIl either
dawn or dusk, the limes whcn nighl aud day arc in bal~ncc.
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Ihe responsibility ro preserve :lnd prorecr n:llure :lnd the b:lbna: offorce~
in the world. In other respects it is similar to the cleric ceremony of the
~me name.

In~<elitiltlrc: is a rite rh:lt must be p.crformed upon:l ch:lr:aeter before he GIL

become an A5pir:anr (ht-Ievel druid). [t conveys no other benefit.

10ill:I(Ioo: imbues rhe druid with rhe sh;lpe.ch;lnging and immunity to
woodland charm powen that become available to Ihe char:aCler upon
;lu;lining 7dl level. This ceremony mllSr be I*rformed upon ;I; druid
immediately after he begins to adVllncc upWllrd through rhe 7rh level of
experience: if cau earlicr than this, il will nOI woO!:, and Ihe druid will
OOt have the benefir of the abovc·mentionW special powers \llltil receiv­
ing ;nirurion. USU1lly ;I; druid mwt seck out anO(her druid of 7rh or
higher level ro perform Ihe rire, but in unwu;l;l c::uc5 a druid m:lY calit it
upon himself.

Special Vows: 1$ a exrcmony dur operatCJ in the same: fashion as the cleric
rile of the Ame mme. It does nO( work upon p;l;ladilU, but will funClion
upon cavaliers of any alignment_

H:llloW«l Ground: is eut by rhe druid on his pcrm:lnem grove. This cer­
anonyensorcd'i the trCd of the grove so th;l;t they will never be afTcaed
by discuc or other natural disastCfS. The grouod remains hallowed for as
long as the druid mailllains this glOve:l$ his perm<lnenl~

Cur Out: is <I form of excommunication or punishment rh:u can be per­
formed by a druid upon SOmMne who h3 commined S;Krilegc upon rhe
nalural environment Of in son~ olher WIly viol;llcd rhe principles ;lnd
u;l.1whrch of druidism. 11$ cfTects may bc lessened ;It a bter d:lte hy thc
culing of;l rewrstd venion of this ccn::mony. either by the same druid
or another onc of;It leur as hir,h a levd as Ihe original CUler. but the cut­
ing out C1n nlCV':r be completely neutraliz.cd exexpt by a Hicroph:llll
Druid of :lny kvd. A characlCr who h3 b«n CUt OUt exudes;l; powerful
negative aura, lOIusing allY natura! Creature encounlCrcd ro re:rct nt'g:!­
rively 10 the ch;l;raCler. This includes all normal (non-11lagicll) aniln:lls,
mOllSlers nalive ro rhe woodlancU, domesticated beasu such as horses
;lnd dogs, ~nd :III druids and their followers.

,

Components: V, S

Casting Time: 5 segments

Saving Throw: None

Cure Minor Injury
(Necromancy)

Reversible

Level: I

Range: Touch

Duration: Permanent

Area of Effect: Creature

touched

This spell is cxacdy Ihe $:Imc as ~ C.ue Light Wounds spe.1I cttepr th;l;r
il only heals Id4-2 hit points per level of the druid, 10 a minimum of I
poinr per level. The reverse, Cause Minor Injury, will (::Iuse Id4-2 points
of d;l;m;l;ge per level of the druid, with a minimum of I point of damage
done per level.

Detect Snares & Pits
(Divination)

Level: I

Range: 0 Components: V, S. M

Duration: 4 rdsJlevel Casting Time: -4 segments

Area of Effect: 10 ft. x 40 ft. Saving Throw: None

Upon cutillK this spell, the castn is able to delcet martS, piu, dC1dfalls and
similar hu.a.rch :llong :I p~th 10 feet wide ;llId 40 fttt long. Such h~urds

indude simple pits. deadfalls, snans of wilderness ctC;!;!Urcs (for example, lrap­
door spiden, giam sunde:ws, ani lions, etc.), and primilive Ulips cooStructed
of nalural maleri,,1s (numrap5, missile trip5, huming snares, etc.). The spell is
Wfl:CtK!llal-the euter must face rhe desired direction to derermllle If ;I; I'll
ex;,;u or :I trap is laid in rh:lr direction.

The euter experiencca a feding of danger from Ihe direction of a delCClcd
h~~:lfd, which incn:.ascs 3 the danger is appt01Ched. The culer Ic:rrns the gen­
eral naturc of the <hnger (pit, snare, or dc:rdfall) bur not iu ex.aCI opcr:alion,
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Fog Vision
(Divination)

Level: I

Range: Touch Components: Y, S, M

Duration: I turn/level Casting Time: I segment

Area of Effect: One person Saving Throw: None

This spell enables rhe casfer or someone he rouehes the ability to see in even
the lhiekcsr fog:u ,f,r were a clear $unny day. lflhe spell is OUI wilhin fog al
nighr, the vision gntnted will slill become lhar of a clear sunny day.
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nor how to dis:trm il. Close examinalion, however, enables lhe c:lSler to sense
what inlended aClions might trig,ger it.

The s~ll detecu certain nalur21 haZ3.rds-quicks.,nd (snare), sinkholes (pi!),
Qf unl<tfe wall~ of natul'lll rock (deadl':tU). adler ha"l:lrds, such as a cavern Ihal
floods during rain. :tn unsafe construction, or a naturally poisonous planr. arc
nOf revealed. The s~ll does nOI detecf magical fr;lpS (save fhose thal operale by
pil, deadfall, or snaring; S« the 2nd·level spelilrip and lhe 3rd·level spell snare),
nor lhose lh:l.t :l.re: ml'Chanicaily complex, nor those that have been rendered safe
or inOl.e!ive. The asler musl have his holy symbol 10 eomplefe fhe spell.

Entangle
(Alteration)

Level: I
Range: 80 yds. Components: V, S, M
Duration: I turn Casting Time: -4 segments

Area of Effect: 40 ft. cube Saving Throw: None

By means of lhis spell, fhe casler is able fO cause planls in fhe area of effecf
fa emangle creatures wirhin rhe :l.rea. The gra.\.SCS, weeds, bushes, ana even
lrees wrap, lwist, and entwine about the crealures, holding lhem fasl for lhe
duralion of fhe spell. Any creature enrering rhe Ol.rea is subjeer ro rhis effeel. A
Clt'OlWre lhar rolls a successful saving throw vs. spell em escape Ihe area, mov­
ing .1\ only 10 feer per round until OUt of Ihe area. Exceplionally large {gar­
gantuan} or Slrong c;rearu= may suffer lillie or no disrress from lhis spell, ar
lhe CM's oplion, based on the strength of the entangling plams. The materi­
al eomponenl is rhe casfer's holy symboL

This spell en.1bles lhe casler to outline one or more objects or c;realures
with .1 pale glowing ligh!. The number of subjects outlined depends upon
lhe number of square fe<;:l rhe caster can affect. Sufficient foolage ellables
several objects or tfC.1tures to be outlined by lhe Facrie Fire spcll, but one
musr be fully outlined before rhe neKI is begun, ~nd all musr be wirhin lhe
arc.1 of effect.

Oudined objecl .• nr ercalures arc visiblc al 80 yards in rhe dark and 40
yards if the viewer is ncar a bright light source. Outlined tfealUreli arc eas­
ier fO strikc; thus, opponenr.s gain a +2 bonus (0 allaek rolls in darkness
(including moonlir nighrs) and a .1 bonus in rwilighl or b<:rrer. NOIC thaI
outlining can rcnder olherwise invisible Cre.1tUres visible. Howevcr, it can­
nOI oudin" nonc;orporeal, elh.. real, or gaseous <:reatures. Nor docs th .. light
come anywhere close to sunlight. Thereforc, i, has no special cffect on
undcad or dark-dwelling CrC.1tUres.

The F.1Crie Fire can be blue, green. or violet according to the word of lhe ClISl­
..r.1t the rime of ClISring. The faerie fire does nor C3.USC ~ny harm to lhe objecr
or erealure lhus outlined. The malo:rial componenr is a slllall pi«e of foxfire.

Components: V, S, M
CastlngTIOle: I round

Saving Throw: None

Locate Animals (Locate Plants)

(Divination)

Level: t
Range: 100 yds. + 20 yds.llevel

Duration: I rd.llevel

Area of Effect: 20 yds.llevel x
20 ft. wide
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Invisibility to Animals
(Alteration)

Level: I
Range: Touch Components: S, M
Duration: I turn + I rd.llevel Casting Time: 4 segments

Area of Effect: I creature/level Saving Throw: None

When:1I1 Invisibility 10 Animals spell is easr, lhe ere:irure louched becomes
torally underec;rable by a normal animal wilh an lrllelligence under 6. Norm:!1
animals include gialll-siud vlllietics, but it excludes any w,lh magiC:l1 abilities
or powers. The enchauwd individual is :l.ble to walk among sudl animals or
pass lhrough lhem as if he did not exin. For example. thili individual could
nand before the hungriest of lions or a Tyntnnosaurus Rcx and nOl be molest­
ed or even noticed. However, a Nighlm.1re, Hell Hound or Wimer Wolf
would cerrainly be aW<lre of Ihe individual.

For cvery level the casler has achieved, one crealllre c;an be rendered invisi­
ble. Any such invisible cre:!lure allacking while this spell is in effeel ends the
spell immediarely (should more rh:!n one <:realure be under an Invisibility ro
Animals s~Jl. only those who all::J.ck will bec;ome visible). The maleri:!J com­
ponenl of lhis spell is holly rubbed over lhe recipienl'$ body.

The caSI"r can lind lhe direcrion and dislance of any nne lype of animal or
planl he desires. The casttr, (;lcing in n difC(lioll, thinks of the <Inimal or phnl,
and dlen knows if any ~uch alliuml or I'1~11t is wilhin r:lllgt. If so, lhe eKaCI
distance and al'pruximale number prelient is learned. During cac;h round of
the spell's dUral ion. the caster C.1n f.1ce in only one direction (i.e.. only a 20·
fOOl-wide palh can be known).

The spell l:uts one round per level of experience of the casln, while lhe
Icnglh of rhe p.1lh is J00 yards plus 20 yards per level of experience. At lhe
GM's opdon, some casters Illay be .able ro locate only fhose animals (or planls)
:u.sociared closely with Iheir own mythos. While lhe exaer chance of locaring
a spec;ific lype of animal or planl depends on lh" del:lils and circumsranees of
the locale, lhe general frequency of the subjcr;:1 can be Ilscd as a guideline:
common. 50%, uncommon. 30%, nile. 15%, ami ve(y rare. 5%. Mosr
herbs grow in temperale regions. while most spices grow in tropical ro:giolls.
MOSI plams SOUghl as spell componefllS or for m.1gical research arc r.lfe or very
ntrc. The results of lhis spell arc always derermincd by thc CM.

The material componelll is the caSler's holy symbol.

Pass Without Trace

(EnchantmentlCharm)

Level: I

Range: Touch Components: Y, S, M

Duration: r turn/level CastingTiOlc: I round

Area of Effect: I creature Saving Throw: None

When this spell is cast, thc recipient can move through any type of ter­
ntin-mud, snow, dusr, erc.-and lcalle nddlcr foorprinrs nor seem. The ;\lea
that is ras.scd over mdiales magic for 1d6 Turns afler the affec;led crcature pass­
es. Thus, lntcking a perSOll or other creature covered by lhis spell is impossi­
ble by normal means. Of COUllie, intelligent lrucking ledllliqucs, such as using
.1 spintl search pauern, can result in the lrackers picking up the Il"Jil at a point
where the spell has worn off.

The l1\:l.lerial eomponenr of llris spell is a sprig of pine or evergrecn, which
mUSI be burned and the :rshes powdered .1nd scattered when Ihe spell is caSl.

Component: Y, M
Casting Time: -4 segments

Saving Throw: None

Faerie Fire

(Alteration)

Level: I

Range: 80 yds.

Duration: -4 rds./level

Area of Effect: 10 sq. fellevel

277



The HackMaster Player's Handbook
If the t'Utn harlll$. ur attempts to harm. the charmed creature hy U)me

oven .action. or if .a Dispel Magic spell is successfully C1lSt upon lhe charmed
creature. the charm is brolu::n automatically.

If the subjcct oJ the Charm Person or Mammal spell succc:ssfUlIy rolls iu
s:.lving thruw vs, th(' sl'dl. the dTcci is neg;ned. This SfM'1I. if usM in oonjunc­
tion witll the Animal Friendship spell, an kttp thl!' animal Mar the CHIl!'r's
llOme lwc-, if the castel" must k:lvc for an alelflkd po:riod_

Create Water
(Altention)
Reversible
Level: 2
Range: 30 yds. Components: V, S, M
Duration: Permanent CastingTime: I round
Area of Effect: Up to 27 cu. ft. Saving Throw: None

Except as nOTcd above. this spell is the same :u the se..enth k...d cleric spell
Creatl!' Water (q....).

Cure Light Wounds
(Necrom3.ncy)
Reversible
Level: 2
Range: Touch Components: Y. S
Duration: Permanent Casting Time: S segments
Area of Effect: Cre3.ture touched SavingThrow: None

Exctpt as ll(Iled above, this SfM'1I is Ihe same as the first b'd denc spell CulT
light Wounds (q....).

Appendix 0: Cleric and Druid Spells - Druid level 2
The Fl:tme Blade an ignite combustible nmnials such as l'arclll11ent,

51r:1W. dry Sticks, clolh, etc. Howevtr, it t5 nOI a magioJ weapon iu the /l01­

mal sense of the term. 50 crealures (olher than undead) slcuck only by m:.tgi.
ca1lW'oIPOllS :.tre flOI h:.trmed by it. This spell dOl'S nOi funclion under waler.
In x1dition to till: caster's Iioly symbol. the spell requires a lc;;lf of SUllUC as a
malerial CIlmponem.

Goodberry
(Altendon, Evocation)
Reversible
Level: 2
Range: Touch Components: V. 5, M
Duration: I day + I day/level CastingTime: I round
Area of Effect: 2d4 fresh berries SavingThrow: None

Casting a Goodbcrry spell upon a handful of freshly picked berrit$ makes
2d4 of rhem magical. The t'Uter (u well as allY Other caster of rhe s.'Ime f.1ith
and 3rd or higher level) an imuu:diatdy discern which ocrries are affected. A
defeCt magic spell discovers this also.

Ikrril'S with the magic eilher enable a hungry (ll'alUrc: nfapproximately man
si7.1: 10 Cat one and be:u wdl-nuurwtoo as if a rulluormal meal were eaten, or
else cure I point of ph)'$ical damlll)e frolll wuunds ur uther sirnilpr C111Sl':S, $1111­

ject fO a maximum of 8 poillls of liuch curing in any 24-hour period.

TIle reversc of dIe spell. Gadberry, auses 2.14 mllen herriC$ In appear
wholesome. but exh .1C'lually deliyers 1 poim of poison damage (no $:lying
throw) if ingested. The malerial componelll of the spdl is llle casters holy
symbol~ 0w" rM freshly pIcked, edIble berries 10 he ensorcded (biLK­
bl!'rrics, hlacltberrics, r.Lipherries, curraOli, gooscbc:rria, etc.).

Component!: V,S, M
Casting Time: I turn

Heat Metal
(Altl!:r.r.tion)
Reversible
Level: 2
Range: 40 yds. Components: V, S, M
Duration: 7 rds. Casting Time: 5 segments
Area of Effect: Special Saving Throw: Special

By me.aos of the He.at me:[;Illpell. the t'Uler iii able: 10 make ferrou~ metal
(imn, imn alloys, stcel) c:xuemdy hot. El"cn chain mail is not afTCCtl-d, and
magical metal prm(Jr rccei..C$ nn item l;Iying throw vs. magic:ll firc 10 a..oid
being heated. TIle material compOl1('!H is a holy symbol. .

On the fim round of thl' .~pell. the mCl,ll merely becomes very warm and
ulicomfort;Jl.le to louch (this is also the effect on the I~l melee round of thl'
spdl's duration). During fhe Sl'Cond and sixth (nal to the I;uI) rounds. hat
aUJ'n bli~tcfS and damage; in the third, fnunh. :lnd fifth rounds, the mCl"al
bccomo' $QI'ing but, Cltusing da.mage 10 cxpos«! flesh, as sho....n belo....:

Feign Death
(Necromancy)
level: 2
Range: Touch Components: V
Duration: I tum + r rdJlevel Casting Time: Il2segment
Area of Effect: Person touched SavingThrow: None

Except as noted alxl\'e, this spell is Ihe s.'Imc as the third [C"'e1 magic-user
spell Feign Dealh (q....).

Fire Trap
(Abjuration. Evocation)
Level: 2
Range: Touch
Duration: Pennanent until

discharged
Area of Effect: Object touched Saving Throw: Half

Exc"pt as noted abc:M:, this spdl is the same as the fOlmh levd mag>c-'W'r
spell Fire Trap (q....).

Metal Tempet";lwre Damage per Round...,-......... ­''''''''"""'"
Flame Blade
(Evocatioo)
Level: 2
Range: 0 Components: V, S, M
Duration: "rds. + I rdn levels Casting Time: 4 segments
Area of Effect: 3·ft. long blade Saving Throw: None

Wilh this spell. the C1lSter causes a blazing ray of red-hot fire to spring
fnrrh from his hand. This bladdike ray is .... ielded as if it were a scimilar. If
the curer sueecssfully hiu with the Flame Blade in melee combat, the crea­
lIIre struck lulTen Id4+4 poinu uf damage, .... ilh \I damage bonus of .2 (i.
c., 7-10 points) if lhe crealUrc is undead ur is c~pl'Cially ..ulllemblc 10 fi'e. If
the CreatuTe is prOlcclcd frnm firc. Ihe damage inflicted is reduc('d by 2 (i.e.,
Id4+2 points). Fire dwellers and fhoSt' using fire u an innale all:lck form
~ulTer no damage from the spell.
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• On Ihe fin.al round of SoC2ring. the aJlJicted creature muSl roll .1 SUCCC5$ful
$IVIns throw vs. spdl or suITer on" ofthe following d~bilities; hand or foOl
becomes unusable for 2M <bys: body-bc:coma dWbkd fOt Id-1 days;
hcad-f.l11 unconscious for Id4 rums. 11us effect an be compktdy Cl"lIlOVl:d

by Ihe 6th-level druid spell heal spell or by normallCSt.

Note abo thaT maTerials such ;u ....ood, lcather. or fl;arnmable cloth snloldel"
and burn if exposct:l to scaring hOi menl. Such materi:iJ1i e:tusc searing d.un­
age 10 exposed flesh on Ihe ncxt round. Fire lCSisrance (spell. potiun, or tillg)
or a protcclion from fill' spelllot:tlly ncgala the effects of a heat metotl spell.
as 1101'S immersion in w:lIer or snow. or exposure to a cold or icc srorm spell.

This version of the: spell docs not fimclion under water. For l'''ery twO expe
dence le..e1s of the caster, the metal of one man-si7.cd crcamre e:tn be affectcd
(i.e.. arms anll armor, or a sin&le m:w or metal equal to 50 pounds ofweight).
TIluS, a Jrd-Icvcl caster would affecl one such creature,:I 4th- or 5th·IC"'C[ casl-
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er IWO, elc. The re\'er:se of Ihe ~pell, Chill Melal. t:Oumer:s a Heal Metal spell
or dse causes merallO aCI :IS follows:

, On the final round offl'CC7.ing, Ihe affiicled crcarure musr roll a succcss­
ful ,~"ing rhrow 1Jli. spell or suffcr from rhe numbiog eff~"Cls of rhe cold. 111is
ClIlSCS lhe loss of all feding in a haml (or hanus, if the GM rules the ~aving

throw was raik-d badly) for Id4 days. During this rime, die duU'aClcr's grip is
Clltrenlt:ly weak aJlcJ he C1nnot lise lhat han,l for fighting or any orh<:, aCliyi­
ry re'lu;riJlg a firm g(;L~P,

The Chill Metal ~peJl i~ countered by a Rcsi~t Cold spell. or by auy sreat
lIeat-proximity lU a Maling lire (not a nl('re lUrch), a magical naming
sword, a Wall of Fire spell, etc. Under WHler, this vl"lSion of Ihe spell inflicl.~

no dam:lgc. hut ice immedialely forms around the afftetc:<\ mtta!. tJlening an
upw:ard buoyancy.

Messenger
(EnchantmentlCharm)
Level: 2
Range: 20 yds.llevcl Components: V, S
Duration: I day/level Casting Time: I round
Area of Effect: I creature SavingThrow: Negates

This spell enables rhe druid 10 all UpOJl a liny (~ize T) crealUrt: of al Il."asl
animal illlcJligellcl." to aetll.5 his m~'Ssl."nger. The ~pell dOl'S llOt affect giant alii·
Illals alld it does Ilor work on creatures of low (i.e., 5) llltdligence or higher,
lflhe crearure is within rnngc. Ihe dnlid. llsing"ome rype "ffnod de,;irahle III

the anim:ll a_~ a lur<:, an call thl': anim3110 corne. Tht' animal is allowed:t sav·
ing throw v~. spell. If the ~:tving lhrow is failed, the animal advances loward
Ihe druid and aw:airs his hidding.

The druid can oommuniealt' with Ihe :tJlimal in a enlde ('\Shion, lelling il
10 go 10 a cerlain place, blll direclions musl be simple. The spcllcasler can
311ach some small ilem or nore 10 {he animal. If ~o inSlrucu:d. the animal will
lhen w:iir al Ih:1I localion umit rhe duralion of tlte spell expircs. (Note Ihat
unless du,' imended rlocipiellt ofa Illessage is expecting a mcsscnger in the form
of a slll:lll animal or bird, lhe carrier nl:lY bc ignored.) When rhe Sl'ell'~ durn­
1;01l (Xpirc.~, lhe animal or hird rClUrn~ to its norm31 3cli"itil'$. The illlended
recipient of a mc.uage gains no communicalion ability.

MetillTemper.ature Damage per Round'"" .
;q
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u~ter, but it is hot and it C"JUSCS the combustion of flnlllmahle mnreri:ll~

(papt.'r, doth, dry wood, oil, l'lc.). The c:a5tcr is callable offlllr1ing the magiCiI
flallle 1I.5 a missile, with a range or10 yards (considctcd shOll I'3ngtl. The flame
flashes on impact. igniting combuniblcs within a 3-root-diamcler of ilS c:en­
lcr of iml,act. and thell it go~'S out.

A creature slruek by the flame suffers ld4 .. 1 points of dam;tge :lJld. if com­
bustiOJl ocrurs, mllst spend a round extinguishing the fire or ~llffer addj,ion­
al d;tmagc assigned b), Ihe GM until the fire is extinguishcd. A miss is rcsolvl-cl
:IS a grenade-like rnissilc. If an)' dural ion rcmaills to Ihe spell, another flame
immediately appealS in tht' caster's 1i3nd.

TIlc ~"llstcr call hurl a Illaximurll of onl' flame pcr Icvel. bUl no more than
one Ibme per round. The C"dSter C"dll sllulf our magical flame allY lillie he
desir~'l;, [JIlt lire cauSl-cl by the l1:lllll' cannot be so clttlngllished. This spell docs
not function under water.

Reflecting Pool
(Divination)

Level: 2
Range: 10 yds. Components: V. S, M
Duration: I rd.llevel Casting Time: 2 hrs.
Area of Effect: Speci:tl Saving Throw: None

This spell eJl3bles lhe caSler to cause a pool of normal water found in a llat­
uml selling to act 1I.5:l $Crying device. The pool can be of no grcatl."r diameter
than 2 rel"t per levd of thl" caster. The effect i~ to Cre:lle n !:Cryiog device simi­
lar to:l cry~tal hall, The _~cryingcan l:Xlcncl only to the Ethereall'lane alld lhe
InJlcr Plalles (which indudl'$ the para.c1emeOl-:tl planes, rhe Derniplanc of
Sh;tdow. crc.).

Genernl nOl<'S Oll scrying. detection by Ihe subject, and penalties for
attempting to scry beyond the CISler'S own plaoe arc given in rheGMC. as well
as :I descriprion of rhe Cryslal B:tll irem. The following spells ClII l>c ~';ISt

through a rl'fl~'Cting pool. with a 5% pcI' levd chance ror operating corr('(:r1y:
Dell"t M:lgic, De'CCI Snares ami Pirs. and Detect Poison. E.-Ich adllilinnni
delCCt;Oll allempt requires 3 round of coneenlr:ttion, regardless of SUCCCSl:.

Infravision. if available, operares normally through rite Reflecting 1'001. '111e
image is nearly alw:ays ha~.y enollgh to prcvcnt the re3ding ofscript ofany rype.
Tht' lJl3tcrial componelll is the oil eXIr.-lctcd from such nurs:lS the hickory aJld
rhe w:rlllut, refiJled. and dropped in lhll:e mC'3J;UI't'S upon the surface of thc
pool. A IIII.":il5ure IIt:1.-cl l>c no iliOn:: than a sillglc ounce of oil. Al lhc CM's
option. the casting of ,his spell mny Ix: limit~d to once per (Iny.

Components: V. S
Casting Time: S segments
Saving Throw: Negates

Obscurement
(Alteration)
Level: 2
Range: 0 Components: V, S
Duration: 4 rds.llevel Casting Time: 5 segments
Area of Effect: (level x 10 h.)"2 Saving Throw: None

This spell C2USl:S a mis!)' vapor 10 arise around rhe casler. It per:si~l!i in lhis
loe-dlc for four rounds per castl."r !cveland reduces the visibility rallgcs of all
rypc-s ofvision (including infravision) to 2d4 feci. 111e ground area nffccted by
tlie spell is a square progrC$$ion based on the ('aSter's level::t 10ft X 10ft area
m lSI levd, a 20 fr x 20 fl nrca:lr 2nd level, n 30 ft x 30 fl area al 3rd level,
and $0 on. The height of the V3por is ~lriCted to 10 fut, ahhough the cloud
will otherwise expand ro fill confined spaces. A Strong wind (such as from ,he
3rd-level magic-user spell gUSt of wind) CUI Clll lhe duration of:1.O obscure­
ment spell by 75%. This spell doc.'S not function under water.

Produce Flame
(Alteration)
Level: 2
Range: 0 Components: V, S
Duration: I rd.llevel CastingTime: 5 segments
Area of Effect: Spccial Saving Throw: None

A brigh' flame, equal in brightnm 10 a lOrch, springs forth from the cast­
ds Ilallll when he C1lsrs a ProdllCC F1amc spell. TIle name docs nOI h;trm th~

Slow Poison
(Necromancy)
level: 2

Range: Touch Components: V, S, M
Duration: I hr.llevcl Casting Time: , segment
Area of Effect: I creature Saving Throw: None

r:.xcept :IS noted above. lhis spell is ,he same :IS the ~~"Cond level deric spell
Slow Poison {q.v.l.

Trip
(EnchantmentlCharm)
level: 2
Range: Touch
Duration: I turn/level
Area of Effect: 1 object up to

10 ft. long
This n13gic muSt Ix: Clsr upon ~ normal ohjecl~"" length of vin<:, a Slick. 3

pole, a raPf'. or a similar objtt!. Thc spell C:tllSCll tlie objcCl to rise slightly off
the ground or floor it is rcsring on 10 rrip mO~1 crcalUrt:5 crossing ir, if they fail
thdr saviJlg lhmw~ vs. spell.

Note thnt only ns mnllY crcalllr~ can hc lripped .is are .IctuaHy supping
across the cll<:hnllted ohjec!. Thus. a 3·foot·lollg piece of rope could trip only
Qne lllan-si1.Cd crt:alllre. CreallJr~~ moving at a very t':Ipid pace (running) when
tripped suffer I poilll ofIblllage nll/I arc Slullned for ld4.. 1 rounds if lhe sur·
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face lhq fall upon is ~ery hard (if il i~ turf or olh~r ~oft materia!. lhey ar~'

merely nunnloJ for the re~t of lhal round).

Very large (real"re~, ~udl a.~ elephalll.~, are nm affected at all hy a Trip spell.
The object continues to trip all cn.",lrurcs passing over it, including thc spell­
c~u:r. for;as long as the spell dunnion lasts. A creature aware of lhe objl'Ct and
its potemial adds a +4 bonus to its saving throw,roll when crossing the object.

The enchanted objcct is 80% ulldclcctable unless a means thaI detccts mag­
ic",l lraps i~ cmploYloJ or lhe opcntlion oflhe spell i~ ol.>sef~ed. This spell does
nOI funclion under water.

When a Call Lightning spell is cast. there must be a storm of some son in
the area-a tain shower. douds and wind. hot and cloudy conditions. or even
a tornado (including a whirlwind formed by a Djinn or Air Element.1l of7 Hit
Diec or more). The casler is fhen ablc to call down bolrs of lightning. The
caster can call down one bolT per turn.

The caSler need not call a boh of lightning immediau:ly---other aClions,
evcn ipello.sling, can be performed: howcver, Ihe caster must rcmain station­
ary and conccntralC for a full round each dmc a bolt is c:t!lc<1. The s~J1 has a
duration of one turn per caster le~el. Each bolt causes 2dR points of electrical
damage, plus an additional IdS points for each of the e:t-<ter's Clfpcrience lev­
els. Thus. a 4th-J"vel caster calls down a (><:\S boh (2d8.<id8).

The bolt of lighrning flashes down in a vertical srrokc at wharever distance
Ihe spdlcaslcr decides, up to 360 yards away. Any crcatun:: within a lo-fool
radius of the path or rhe poinr where the lightning strikes suffers full damag<:
unless a sucl:Cssful s,wing throw vs. spell is rolled, in which ClSC ooly one-half
damas" is taken. Btcaus<: il requires a storm overhead. lhis spell can only be
used outdoors. Ir does nlll func!ion under ground or under Woller.

Warp Wood
(Alteration)
Reversible
level: 2
Range: 10 yds.llevel Components: V. S
Duration: Permanent Casting Time: 5 segments
Area of Effect: Special Saving Throw: Special
Wh~n this spcll is caSI. lh~ druid causes a ~olutne of wood to ocud and

wup. permanently destroying its straigllUu:ss. form. and ~trenglh. The range
of a Warp Wood spell is 10 yards for cach level of cxperience of the caner.
II affecu approximately a IS-inch shaft of wood of up to I-inch diameter
per level of rhe CaSter. Thus, al In level, a caster mighl be able to warp a
hand axe handle or four crossbow boilS; aT 51h level, he could warp Ihe
sl13ft of a typical spear.

Note thai bouds or planks can alio be affecled. causing a door to be
sprung Ot a boat or ship to leak. Warped missile weapons are useless: warped
melee weapons suffer a ·4 penalry to their ;mack rolls. Enchamed wood is
alTecled only if the spdlc:lSIer is of higher level than the cam:r of the prior
enchanlment. The spcllcaster has a 20% cumulalive chance of .~UCCe5S per
level of difli-rertce (20% if one k'VcI higher, 40% if rwo le~c1s higher. ctc.).
Thus. a door ntagil~dlly held or Mage Locked I.>y a 5th-lcvel magic-user is
40% likely to be alTected by a Warp Wood spell eiUt by a 7th-le~el drui~l.

Wooden magical items arc considered enchamed at 12th level (or betlcr).
Exucmcly powetful items. such as anifaets, arc unaffected by Ihis spell.

Tlte reversed spell. Slfaighlen Wood. slraighlens I.>elll Of crooked .....ood, Of
n:ver.iC~ lhe elTeets of a Warp Wood spell. subject to the sante reslrictions.

Components: V. S
Casting Time: I round.
SaVing Throw: None

Components.: V, S
Casting Time: 6 segments
Saving Throw: Negates

Cure Disease
(Abjuration)
Reversible
level: 3
Range: Touch
Duration: Permanent
Area of Effect: I creature

Hold Animal
(Ench:lntmentlCharm)
level: 3
Range: 80 yds.
Duration: 2 rds.llevel
Area of Effect: 1-4 animals In

40-ft. cube

By means of this $pell. lhe caster holds one to four animals rigid. Animals
affcclcd :tre normal or giam-silCd mammals. birds. or repriles. but nm mon­
sters such as Centaurs, Gorgons, H:trpies. Naga, CIC. Apes, bears, crocodiles.
dogs, eagles, foxes, gianl beavers, ~nd similar :tnimals are subjcct to this spell.

The hold lasls for IWO rounds pcr caSler level. The caster dl"l:id~'S how many
animals can be affecled, bUI lhe greater lhe number. thc beller chancc each has
ro 5lIcccssfully save against the spell. Each animal gm a saving rhrow: If only
one is Ihe subject of Ihe spell, it has a pen31ry of -4 on its roll: if rwo arc sub­
ject, each receives a ~nalry of -2 on its roll; if three arc suhjecl, <:3ch receives
a p+:n~lry of -Ion its roll; and iffour Me subjecl. each getS an untllodi~cd sav·
ing throw.

A maximum body weight of 400 pounds (100 pounds for non-mammals)
pef animal per caster level can be affecled-for example, an 8th-lc~d caStet
can alTect up to four 3,200-pound m;Lmrn:cls or a like number of800-poumJ
non-mammals such as repliles or giant insects.

Except as noted abo~e, Ihi~ _~pdl is the: same as the third Ic:~el cleric spcll
Create Disease (q.v.).

Heal light Wounds
(Necromancy)
level: 3
Range: 5 ft.lJevel Components: V,S
Duration: Permanent Casting Time: 5 segments
Area of Effect: I creature Saving Throw: None

Exccpl as nOled above this spell is the $ame as the second level cleric spell
Heal Ligh! Wounds.

Appendix D: Cleric and Druid Spell5 _Druid level 3

Cloudbut'st
(Alteration)
level: 3
Range: 10 ft.llevel Components: V. S. M
Duration: I round Casting Time: 5 segments
Area of Effect: 30-foot-diameter Saving Throw: None

cylinder up to 60 feet high (Special)
Thi.• spell is e...<+:ntially Ihe same as the 3rd level magic-user spell of Ihc same

name, with the following special nOla lions ami additions: Iighlllin& cannot be
(';riled by lite use of a Cloudbllr~t spell. ~nd a Call Lightrling spell C~llnnl be:
used in the satll~ area at the same time. Abo. lite druid tllU$1 us<: mistlewe a~

an addilional material component.

Components: V, S
Casting Time: I turn
Saving Throw: Half

Call Lightning
(Alteration)
level: 3
Range: 360 yds.
Duration: I turn/level
Area of Effect: IO-ft. radius
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ExC"pl as nou,·d aoon', lhis spdl is Ih" $.1m" a~ rh(' s«nnd l('Yd magic-user
sl'dl Know Alignment ((j.y.).
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Pyrotechnics
(Alteration)
Level: 3
Range: 160 yds. Components: V, S. M
Duration: Special Casting Time: 6 segments
Area of Effect: to or 100 Saving Throw: Special

times lire source

&Cepl as nUIc:d aooyt", this spell is Ihe: $:tme: as ,he s«ond level magic.l.l5Cr
spell Pyrol«hnia ((j.v.).

Components: V, S
Castihg t1m@: I round
Saving Throw: NegatesI crecaturec or

object

Appendix D: Cleric and Druid Spells. Druid level 3

Know Alignment
(Divination)
Reversible
level: 3
Range: 10 yds.
Duration: I turn
Area of Eff@ct:

Components: V, S, M

Casting Time: ) rds.
Saving Throw: None

Neutralize Poison
(Necromancy)
Reversible
Level: )
Range: Touch Components: V, S
Duration: Permanent Casting Time: 7 segments
Area of Effect: I creature or I Saving Throw: None

cubic ft. of subsanceJ2 levels
By m('Jns of a Nelllulize Poison spdl, 1111: cleric dClOxifics any son of

vennm in rhe crc.lIfurc or subst:lncc touch('u. NUll: lhal an opponenl, such
as a poisonous r('prile or spider (or ('Yen ao envenomoo weapon widdl-Q by
;1.1I UppollCIII) unwilling In he Ml !Ouchi'd requires !II(: cleric 10 roll a me:·
ce"ful :lu:lck in cumual.

This .'pdl (".Ill preY"llI de.-nh in a poisoned cn:ature if 10Ci1 Ix:forc dC',uh
occurs. The crr<:els nf Ihe spell arc permanenr only wirh resp«"r 10 poi$l,ll1
o.ining in lhe lOuched Cleuure a. lhe rime of lhe 10uch; .hus, ercamra; (and
ob,ea$) rhil generare new poison u(' nOt permanemty dCloxified.

The rn'ersed spell, Poison, likcwisc requires :l sucecuful allack roll, and
Ihe yiClim is allowed a s.:aving rhrow vs. poison. If Ihe laller is unsuctOSful.
Ihe viclim is df<:Clivdy inC<1p;tciultd :lnd dies In one lurn unleu the puiwn
is magically nnllraliud or s1ow~.

Plant Growth
(Alteration)
level: )
Range: 160 yds. Components: V, S, M
Duration: Permanent Casting Time: I round
Area of Effect: Special Saving Throw: Special

Exeepi as nmc:d aooy<:, lhi~ >pcll i$ the $:lm(' as lhe founh level magic-l1SCr
spell I'!.lor Growlh (q.y.).

Snare
(EnchantmenrlCharm)
Level: 3
Range: Touch
Duration: Until triggered
Area of Effect: 2·ft. diame[er

+ 2 in./level

This spell enaMes lhe: asler 10 m:akc: 3. snarr Ihal is 90% unJnceuble Wilh­
OUI magical aid. The $lU"' can boo m.:rde from any supple vine. a Ihong, or a
rope:. Wh"n tht" Snare' spell is ,,"I upon iI, lhe cordlike objccl ble:nds wlrh IU
surroundings. One e:nd of the man: is til-Q in a loop thaI coolracu around one:
or mo~ of rhe limbs of any Cl'ClIUrc Jlepping insidt" the circle (nOIe: lhal lhe
ht:ad of a worm or snake could be Ihu~ ensoJrcd). If a Slrong and supple lree
is ncarby. Ihe ~n:lrI.: (".In ue faslened 10 il.

TIle magic orlhe 51'dl eall~cs rhe rree rll hend and rhen slraighren when the
loop is uiggercd, infliclinll luG poims ofdamage: ro rhe: erearure lrapped, and
lifling ir ofT rhe: ground by Ihe frapped meml>cr(sl (or mangling il if the
ht'.Id/n<:ek ,riggerc:rllhe sn3~). If no such sapling or tree: is available. Ihe cord·
like: Qbjea liglllCIl5 u('On lhe rl}("m!lerh), IIM::n wraps around Ihe: e:nllre Cl'Cl­
lUre, causing no dam~, bUI lighdy binding il. Under warer, Ihe: cord coils
~ u('On iu anchor polnl. The snan: is magKal, 50 for one hour ;, is hr""k­
able: nnly by cloud gianl or grc:.aICl Strenglh (23): exh hour d",o:afu:r, lhe:
snan: malerialloscs magic 50 as 10 hcconle 1 poinl mou brc:akable per hour­
22 ane:r twO houn, 21 after three, 20 aflel four-umil six full hours have
d.apsed. AI Ihal lime. 18 Sfrenglh will bn:a th" bonds. Afln 12 houf'$ ha""
dapsoed. Ih(' lII:lrerials of Ihe Sn31e IOSI! all magical prope"it:$ and dIe loop
opens, frt:t:ing anYllling il held.

TIle 51lare can 1M:: cllr wilh any magk:!1 wc.a('On, or wilh any cdged Wl".Ipun
wielded Wilh al leul a ..2 ,mack bonus (from Slrenglh, for eX,ample). The CISl­
er mUSI have: 3 snake: skin and .1 pil"Ct.: of sinew from a ~trong animalro weav"
ililn rhe enrdlike: obj<:el from which he will make Ihe snarc. Only lhe casler's
holy symool is orherwi~ nl'rded.

Protection From Fire
(Abjuration)
Level: )
Range: Touch Components: V, S, M
Duration: Special Casting Time: 6 segments
Area of Effect: I creature Saving Throw: None

The dfi"C1 nf 3. Prmi"Clion From Fire sp<:11 difTcl'll: :u:rordillg 10 whelher rhe
redlliC'Ill of th" lII3.gic is rhe curer or some orher crealUre. In either l'aSC. lhe
$pclliam 110 luoger rhan nne rurn poer caSler level. If Ihe 5p<:11 is calt upon d:~

(251<:r, it (01&·1'$ cO!l11'ICle illyulllemhiliry 10' normal fircs (lorches, bonfires,
oil lira;. and llle like); exp<mm: 10 magical fircs sncll as fiery dngon brealh,
spells such as Burning Hands, Fireball, FIre Seals, I;ire Slorlll, Flame: Strike,
and Melcor Swum; Hdl Hound or Pyrvhydra br(,:l.lh, ("(c. ·Ille invulncrabili­
ry !.lstJ unlillhe: spell has abwrhl:d II puinu of heal or fir" damage: per levd
of Ihe: asler, AI which rime lhe: spell is- neg:nt-d. If II", spdl is~ u('On anOfn­
er C"""lU~, it givt:l: invulncra.blhry 10 normal lire, ghu:l oonus of ~4 10 say­
ing Ihrow die rolls "S. fiu anxk.s. and ralUCC1 dam~ sUliClinc:d from magi­
a! fires by 50%. The emeri holy symbol is the m.1lerial com('Onem.
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Spike Growth
(Alteration, Enchantment)
Level: 3
Range: 60 yds. Components: V, S, M
Duration: 3d" turns + I!level Casting Time: 6 segments
Al"ea of Effect: IO·ft. sq./1evel Saving Throw: None

E..cepi as nored ahovc:, lhis spcll is rhe same as the fifdt 1n'C1 cleric spell
Spik(' Gmwlh (q.y.).

Starshine
(Evocation, illusIon/Phantasm)
Level: 3
Range: 10 ydsJlevel Components: V, S, M
Duration: I turnllevel Casting Time: 6 segments
Area of Effect: IO·ft. sq./level SavingThrow: None

A Snnhine spell enabla wt" caslC:r to Klflly iUumin.lle "n area aJi if il weu
exposed 10 a dear Illg:ln sky lillt-d with 5121"$. Regardless of Ihe heighl of rhc
opcn area in which lhe spell is casl, th" ilrt:I immc:dialdy brnenh ;, is IiI by
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uarshine. Vision nnges arc the same as thosc for a brighl moonlit night­
mov~m~nt not~d out to 100 yards: stationary creatura sc:~n up to SO yards:
gen~nl id~ntifiCltions made at 30 yards; and recognition at 10 yards.

Th~ spell creata shadows and h~ no ~ffc:et on infnvision. Th~ area of ~1Te<:t

;lCIlUlly appeus to be a night sky, but disbelief of the illusion merdy enables
the disbeliever to not~ that the ~mn~ arc actually cvok«l lighu. This spell
does not funcfion under waler. The m.uerial components are sevenl slalks
from an amaryllis plam (especially Hypoxis) and $Cv~nl holly berries.

Components: Y, M
CastingTinie: 2 segmcnts
Saving Throw: None (nl!!g.)

Components: V. S, M
CastingTime: I round
Saving Throw: None

Appendix D: Cleric and Druid Spells 4 DruId Leyel J

Wood Shape
(Alteration)
Level: 3
Range: Touch
Duration: P!!!rmanent
Area of Effect: 9 cu. ft. + I cu.

ftJIeyel
By means of this lpe'll thc casler an \YOlk a volume of nalural wood inlo

any shape that suilS his faney. The malerial component of Ihe 5pc11 is a giant
haver uil or a bil ofa Blac:lr. Pudding. Exc"pt as noted abovt:, lliis spell is Ihe
wnc as Ihe fifth level magic-user Slone Shape (q.v.).

White Hot Metal
(Alteration)
Level: 3
Range: 10 yds.
Duration: 'roundlll!!vel
Area or Effect: Up to one

pound of metal
This spell m3kes up to one pound of metal white hot almost instam1y. The

heal is suffic:ient to mell softer metals such as gold. siker. or lead and hatcler
melals are ruined if lhey arc subject to any srress (such u combat).

Magieal melals, mitliral items and adamamile alloys may make ~ s.avinB
throw 'II. crushing blow 10 avoid being warped and ruined. If the spdl is c:aSI
upon a Crealure'l equipment they arc enlitlM to a saving throw to avoid tile
spell. otherwise mnUCI with While Hot Metal causes 2d6 poinu of damage
each round. llle mal"rial componenl is the melal to be healM.

Tree
(Altcr~tlon)

Level: J
Range: 0 Components: V. S, M
Duration: 6 turns + I turn/leycl Casting Time: 6 segml!!nu
Area or Effect: The caster Saying Throw: Nonc

Uy means of thil spell, the casler is able to :&Ssume llie form of a $lllallliv­
ing tree or shrub or thar of a large dead tree lrunk willi only a few limbs.
Although Ihe closest inspection eannot revc.al that thil plant is xtually a per­
iOn, and for aU nOrmalle5U he is, in fxt, a tree or Ihrub. lhe caster il able 10
observe all thaI goes on ;IIround him just as if lie ~re in normal form.

The Armor Class and hil poinu of the pian, are lliose of the C1I.Stel. TIi"
CUler can remove the spe'U :I.l any lime, iMtandy changing from plant to his
normal form and having full capability for any :tetion normally possible
(induding spellOlsting). Nore thai all clothing and gear worn or carrlM
ehanll'l' with the aSler. The malerial compon"nlS of Ihis lpell are the druld'i
holy symbuland a twig fTom ;II II«.

Water Breathing
(Altl!!ratlon)
Rl!!yersible
Leyel: 3
Range: Touch Components: V. S
Duration: I hrJleYl!!1 CastingTiml!!: 6 segments
Area or Effect: I creature Saving Throw: Non!!!

The r«ipicnl ofa Waler Breathing spell is abl~ to breathe under water freely
for the duraliou of Ihe spell-i.e., one hour for each uP'frience levd of Ihe
easter. The druiJ can divide the boise dU{;ltion belW<Xn multiple characlers.
ThUl, an 81h level droid can confer Ihis ability to IWI) char.u::t"u for four
hours. four for (W() hours. eight for on" hour, elc., 10 a minimum of one half­
hour per characler.

TIte reverse. Air Brealhing, enablC$ Woller-breathing Cl'C;ltures to survive
comforl1lbly in Ihe almO$phere for an equal dunrion. NOie lhal neither vcr·
sion preVelllS the lecipiellt creuure from breaThing in ilS nalural dement.

Components: V. S, M
Casting Time: I round
Saving Throw: None

Components: Y, S, M
Casting Time: I round
Saving Throw: Nonl!!

Summon Insects
(ConjurationlSummoning)
Level: 3
Range: 30 yds.
Duration: I rd)ley!!!1
Area or Effect: I creaturl!!

Stone Shape
(Alteration)
Level: 3
Range: Touch
Duration: Permanent
Area or Effect: 9 cu. ft. +- I

cu. ft.Jlevl!!l
Ex«~ u noted above, this spell is Ihe same ~ the fifih level magic-user

spell ~one Shape (q.v.).

The Summon !ll$Ci;ts spell allncu a cloud or swarm of n<'lrmal inSC'Cu to
allack the foes of the caster. Flying insects appear 70% of the time, while
cnwling insecu appear 30% of the time. The exaci insects called are bees, bit­
ing flies, hornets, or wasps, ifnying insc,u arc indic:ated; bidng anf$ or pinch­
ing beedC$, if cr;)wling ins«1S are indicau:d.

A cloud of the nying type. or a swarm of the crawling SOff. appears after the
spell is c:alit. lliis gathers at a poim chosen by the cast"r, within the spell's
range, and allacks any lingle creature the caster points to. The attacked crea­
wre 5uSlains 2 paims of damage if il dOd nOlhing bur aUCmpt to nee or fend
off the insecu during the lime it i~ a[lackw; it $uffel'$ 'I points of damage fl<'r
round otherwise.

If the insecls are ignored, Ihe viCtim fight' with a -2 penalty to his allack
roll and a .2 pen:llly 10 his Armor Class. Ifhl: altempt.s to C1SI.1 spell, an
initiallve roll should be madc for the imeets to $<:C if Iheir damage occurs
hefor~ the spell is cast. lfit does. the victim's concenlration is ruined and Ihe
spell is losl.

The ins«1S disperse and fhe spell ends if lhe victim enlers thick smoke
or hot fhma. Besides being driven 01T by smoke or hot nam"s, Ille swarm
might po~ibly be outrun, l'lr evaded by plunginB into a sufficient body of
water. If evaded, the summoned insec" can he scm againSf anolher oppo­
nenl, bUI there will be at lcalla I round deJay whil" they l"av" the former
opponent and '{lack Ihe new victim. Crawling inse,,, can lrav~1 only about
10 feel per round (maximum lpeed over smoolh ground) and nying insects
Havel 60 feet per round.

The c;aster mtUt wne:.tntr:ue 10 maintain the swarm: il dis:sipalC$ if he
moves or is diSlurbcd. It is possible, in underground SillUlions, Ihal the cast­
er might summon Idol giant anu by means of the spell, but Ihe possibi1il)' is
only 30% unless gianl ants are nearby. This spell does nOI function under
waler. The malerialS needed for lliis spdlare the nl'ler's holy symbol. a newer
pelal. and a bil of mud or weI clay.
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Percentage Chance rorType or Woodland BeIng

Cure Ser-ious Wounds
(Necromancy)
Reversible

Level: 4
Range: Toueh Components: V, S
Duration: Permanent Casting Time: 7 segments
Ar-ea of Effect: I creature Saving Throw: None

Except as nored ahovl':. rhis spell is the )-:tme as ule founh levd do:ric ~pdl

Cure Serious Wounds (q.v.).
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the: call are fa\"ol"iluly di~po5(-d 10 the spdlcasll':r and gi"e whalt:\·u aid Ihe)' arl':
arable 1If. HO\I>·l',·er. if Ille caller or membtrs or the ClUer's party arl': nf l:l'il
a1ignmenl. lhe creatures lUC entilkd 10 anodler sa"ing rhrow \'$.. spell (Ihis
lime: wilh a ..4 bonus) ....·lIo:n they cum~' wilhin 10 yards of ,he oster or anmh·
I':r evIl ch:lr:Kle:r with him. TIl~ ""iugs il1llllc:diardy~ 10 C'Sapc' if Ihdr
S:lving rhmWJ" are SUCl:'l:nful.

In :lny event. ir the: asr.er rl':quc:su tlul Iftc summoned cn:aIUI"l;$ engage: in
comlUI on his bdWf, mq. :Ire' rtquunl fO mil a loyaIry raoion chC'tk b:uo.'\I
on Ih", enttT's Clurisnu. and wharl':VC':r dealings he has had wilh th<:m. TIlis
spell works wilh rt:speet to nl':urral or good .....oodland Cfe;tfUra, as Unertllillo:d
hy Ihe GM. ThlH, tho: GM ca.n fredy :ldd to or :lhl':f the list as he K'I;) iiI. If
the Cl.~I",r ~non:r.Jly knows :I unalll lIldlvidual woodl:lIld heing, thai beillg
can he- summoned at doubk thl': normal range. If Ihis is done. III) other wood­
bllli crt"JluR5 arr JffC'Cll~d. If a pl':rttmagc chance is given in the accompany­
ing Illble. druids and mho:r uature·b:lSl':d dl':Ocs:KId 1% pl':f canef level. TIlac
chancC$ Oln be used if no mhl':r Clmp:lign inform:uion on thl': afl'::l is 1vaihble.
TIl(' malerial C<;lmrnnen"~ or rhis spdl are:l pinl': conI': and eight holly berries.

DcnseNirgin

''''SS
'SS

'''''''''SS,..
""

Type of Woodlands
Moderate/Sylvan

'''''''''SS

""""SS
SS

'SS

Ughl

''''SS.-
''''.-
'"

Crearure Type Cillcd

"'...,~
IcH CeflDlUf1
Id4 Orpck
1<18 Pi....
IcH s...,...
lcl6 SPI"Ilel.
IT_,'-'-"

Control Temper-atul'"e, 10' Radius
(Alten.tion)
Level: 4
Range: 0 Components: V. S. M
Duration: 4 turns + I tumllevel Casting Time: 7 segments
Area of Effect: 10ft. radius Saving Throw: None

When Ihis spodl is ClSI, rhe rcn'pI':ratllre surrounding thl': casrer an be
ahl':f('(1 hy 10 llq;rl'C':S F., eilher upward or do.....nward. pc:r level of experience
of lhe ~1)ClICL~t"'r. Thus, a I Olh Itvel C:l!ill':r could raisc or lo.....er rhe liUrround·
ing ICIllf""r.JIIlr"l: from I to 100' F. Thl': spell can be used ro ensure Ihe ('om·
rOil of Ih", a'SI",r and lhn"" wilh him in eXlrl':me wtarher condilion~. TIll'
parry COliid 'WI't/. ahoLlr in shin sleevt'S during Ihl': WOISI blit,urd (:lhhough
it would Ue mining on lhem) or m~ke: iel': lor lheir drinks during:l. scorching
hcal WlIVC.

Thc spc:1I abo provides protl'Ction from inwllse- lIo'l11al and magical
att:leks. If the cxtreme of lempCTJlure is lJeyond whar could he affC'Cll':d hy
lhe spell (a scaring blut of a Fir~'ball or the icy chill of Whire: Dr.Jgnn·s
brl'::lrh). rhe spc:ll reduces Ih<: dalllage CllUM.oG uy 5 points for I':\'l.'ry levd of
Ihe casrl':r. Norm:lluving throWJ":lre slill allowed, Illd lhl': reducrion i~ uk",n
afll':r Inc saVIng thmw is made or fail<:d. 011C<' suuck by such an artack. Ihe
spell Immcdiatdy coll:lpsa.

The ma,,,,ri..:tl componcnt for Ihis spell is a smp of willow ~rit (10 1000'l.'r
Ittnpcr.uures) Of" r.tSphcrry byes (10 t:lisc Il':mpcr3.turcs).

Animal Summoning I
(Conjuration. Summoning)
Level: 4
Range: I mi. radius Components: V, S
Duration: Special Casting Time: 7 segments
Area of Effect: Special Saving Throw: None

By mt;1.n, of ,hi, spell. lhe cuter calls up 10 eiglu anim;ID tholl Ilave 4 Hil
Diet or ks.s. ofwh:lIcvcr son the CUler nama when the 5unJmoning is nulk.
Only animal, wllhln r:tnge of rhe CUler ar the lime Ihe spell is c.£S1 will come.

TIIt~ (,'tiu:r Clitl try lhrl'l: times '0 ~\lmmflfl lhr« differelll IYJl'l"i of animals.
For example. a OSler lim rries 10 ~llmmonwild doSS to no a\·ail. theo unsue­
ces~fully rries to ClII hawh, and finally Cllls wild horses lhal mayor may nOi
be wirhin sllIlIIllnning r:mge. The GM milS' delermine lhe chance of a mm­
monett anilllallnJoe heing wilhin rhe r:llIgc of ,he spell.

The animals sumrnom:u aid the l'llSll'r uy whalevcr Ille:lns rhey po.I..«:ss,
staying umi! a light is over. II sp(.'(:ilic missioll is lillidl«l, II..: CL~ler i, $,1.f",. h",
:>cnds lhern away, l'U:. Only normal or gianr animals an lJoe summon~; fan­
laslic animals or monsters Clnnor he sum'nnned hy Ihis spell (no Otinll':r3.l':.
Ul"ilgOllS. Gorgons, Mantieorcs, etc).

Fourth Level Druid Spells

Appendix 0: Cleric II.nd Druid Spe1l5 - Druid level 4

Call Woodland Beings
(Conjuration/Summoning)
level: 4
Range: 100 ydsJlevel Components: V. S. M
Duration: Special Casting Time: Speci,,1
Area of Effect: Special Saving Throw: Negates

By mC3nJ or this spell, the caster is able 10 summon co:n:lin woodbnd crr.;a­
TUra to his Ioc:alion. N;,uurally. this spdl works only nurdoon, bur nor neca­
sarily only in ....'OOdcd area'S. 1bt: c;ISl:C1" bq;.ins Ih", inant:l,ion :md etlnunutS
wlinu.TTUpu:d umil some: called crcuur", :lppe;lr1 or twO tums luvc d:lp5Cd.
nno: vnb:r.liution and somalic gesturing :Ire I':;uy. so thIS is not P:ltflcul:r.rty
exhausting 10 the spdlastC1".1

Only one type of rhe following soru or bdngs C'olU Ix- sunlllloned by lhe
sptll. Thl':)' come only if they :Ire wilhin the rolnge of the call. The caste:r Cln
all rhrce times, for a different type t':lCh liml':. Once:l 0111 ~~ SU(ccs.~rul, no
other lype ':1.0 be I.'lIlled wilhout aUOlher Clsring of lhe .~po:JI. Tho: GM will
consult his oUUJWf lIl~P or b~ lhe rrnb~hililY of :loy such crcalUrI': bting
within spdll"illlgt upon 1111: nature of lhe area rhe casler is in at thl': timl': of
spdlcasting.

The Cre'alure(s) C:llll':d hy rhl': spell are cmitltd to a ~avilLg Illrow \'S. spell
(wirh :I -4 penalry) ro avoid rhe summons. Any wooJland bcilll? answl':ring
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Excq>t as not«l a~. r"i~ 5[>d1 i~ '''c .ume ~ t"e third kvcl RUgIC-u.ttr
spdl Dispel M:agic (q.v.).

Summary of Dispel Effects

Components: V. S
Casting Time: 6 segments
SavingThl'"OW: None

Appendi)( 0: Cleric and Druid Spells. Druid Level 4

1) it ~'1IU~"S ambulillOry "('gfIlU ion 10 ccase moving;

2) it pre\"ents vegelable nlalltr from enrwining. graspinR. do)inR.
nrgrowing:

J) il pl'a'cnlS vcgaable lIlallel from making any sound or
movcment tint i$ IlUt auktl by wind.

Thc spr:1J effects apply 10 all fornu of vegn:alion. including pafll)it~ :lJlrJ

fungoid IYJl"So and t..host: nugically animated or OIhclwisc magic:al/y o;mpuw­
l'T~. It affceu such mon~ers as Grccn Slime. molds of any sun. Shambling
fI,'loumL~. Shrickers. Tf\O;:lnrs. CIt:.

Thc duntion of a HuW PlJl.lII spdl i~ olle round pl'T I~ of Cll"fXrien« of
lhe caslcr. It affceu Id4 plantS in a i10-fOOt It <lO-foot area. or a !t'1U"rc <I 10°16
y:ards on a side ofsmall ground growlh such as grass or mold. Ifonly on... p1Jnt
(or 4 y:ards square:) is t;"OSCIl as lh.. talget for th... spdl, '''e ~ving Ihrnw of I.....
pbm (or area of plant growrh) is made wilh a -4 pnr-alry 10 the die mil; if rwo
planu (or 8 y:ards square) arc the urget. Dviug Ihrows suITfr a -2 pt.·nall),; if
thrce plants (or 12 y:uds square) ~rc t"e 1~'K~"t. S".Iving Lhrows suffer a -I llenal.
ty; aud if fhe maximum of four pbntS (or 16 r.lrw Sl.juarf) art: Ihe target, sav­
ing throws an: unmodified.

Result of Dispel-_..
EffH., MIXed..­..­

11th lfMol

11th...nl.... <peNl
GM diKredon
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Dispel Magic
(Abjuration)
level: 4
Range: 60 yds
Duration: Special
Area of Effect: 30-ft. cube or

I item

Source 01 Efl'ect
c..~

",""W,,"

lMac. lbiIky odI..- (;I.11n­-..
Sa.......
o.hn- ....tic:ll kMl
Annel

Components: V, S
Casting Time: 7 segments
Saving Throw: Negates

• Effecl ncg~{cd: if can directly VII itc;m. ilem lH.:COlll~'$ Ilonopcrnrional for
Id4 munds.

Grow
(Alteration)
level: 4
Range: 3 yardsl1evel Components: V. S. M
Duration: Instantaneous Casting Time: 3 segments
Area of Effect: one creature SavingThl'"OW: Negates

This spcll cnablcs Ihc castcr to age a 1ivin~ cmlllure: by une: yc:ar "'ilhin I
mmcr ot seconds. If t"c target docs Jl()t wi~1 10 ill: aged. he nlay ancmpt a
uving throw to avoid mc dfccl. A Grow spell may be (llS.l nn any living being.
The spell aff«u the targC15 ph)"ial body only. Inlclligence:md I,lrlSdom
bonu~ due to :q;ing arc not conferred u a resul! of thIS spell. AddlllOnaily.
a child:q;cd in this ~y would sull bch;l;vc U.Jo child though "c might "avc the
body of an adul!.

Hallucinatory Forest
(III usion/Phantasm)
Reversible
Level: 4
Range: 80 yds. Components: V, S
Duration: Permanent Casting Time: 7 segments
Area of Effect: 40·ft. sqJlevel Saving Throw: None

Whetl Illi~ )ptU is (".lSI, '" hallucinatory forr!S1 (omes illlo uislcnce. The illu­
sionary fOI(51 apl>l:';HS 10 ill: perfeclly natur:tl ~nd is indistinguis"ablc from ;I;

real forest Clerics allun~ 10 lhe ...·oodbuds-u ....ell as such crcarura as
C.clllaul'S. Dryads, Green Dr:agons.. Nymphs, Sal)'l$ aod Treanu-rccORllizc
the forest for what II II. All other t;rc:lIUR:S believe it is lhen:. alld moverllelll
and order of march alt: affected accordingly.

lOllching Ihc ilIl1SOry grov.1h nCllil<:r .Joff"ccu thc magk nor mn1s itS
!Uturc. 1bc h.aJlOOtutoty forat remains unlil if ~ nggiclly dispdlcd by a
rntt# of til<: JilCII or a Dispd Magic speD. The uca d1apc is Other roughly
ra:nngubr or square:. in general, and al kasl 40 rn:'t d«p, in whafCVC1" loca­
lion me C'aStet desires. The forest can be ofless Ihan m:aximum.Jorc:l. if the QSI­
l'T wishes. Onc of its «Iges (::In appear up 10 RO yards alVOllY fmm the c:aslcr.

Hold Plant
(Enchantment/Charm)
level: 4
Range: 80 yds.
Duration: I rd.llevel
Area of Effect: Id4 plants in

40-ft. sq.

llu: Hold Plam spell affectS \"cgetable mllll'r as follows:

Plant Door
(Alteration)
level: 4
Range: Touch Compone.nts: V, S, M
Duration: Special Casting Time: 7 segments
Area of Effect: Special Saving Throw: None

Thc I~anl Door spell opc'ns a nugial ponal or puugcw;ay Ihrough 1R:a'.
undcrgmwlh, IhieXCIS. 01 "IIY Similar gt"OI'o1h--cvc:n growth of ;I; magical
naltm::. Thc I'tmt Door is open 10 Ihe spell asler, caslers of;l; highl't level. or
Dryads; OIhcl'$ mllSl be shown Ihc location ofIhe door. The: door even ..n:lbld
lhe CISler to cntcr:a solid free trunk and rcma.in hidden fhere unul the spdl
mds. 1bc spc'1I also crl:lblcs Ih., p.u..ugc (Of" hiding) of":loy m:.n·sitcd or small·
l'T CTC:llurc; hiding is suhjKl to spa« colUidcnuons. If Ihe free is CUt down or
hllmed, thme wit"in mUSl lravc before the tree falls or is consumed. or else:
Ih<')':Irc killed also.

Thc dunlioll of the ~pd1 il. lUlt: LUIII pt."r level ofcxP'l'Ticncc of rhe oSIer. If
thc casu:r opu to Stay wit"in an uaIr., the spell lasls nine tilnts longer t"an
normal: if wif"in an as" In:t:, it !:UIS tll«." tillll"$ longer. Thc poll" cre.. ted hy
thc spell IS up to 4 feel wide. 8 ftXt high, 1ll1d 12 fecI long pcor level of nperi­
cnt:t: of the caster.

This spell docs nnl funelion on plant-based monsters (Shamblin~

Mounds, molds. slime~, Tre'1I1rs, t:tc.) or planls wilh an I\ltclligcnt:... greatt:r
dllll1 J. Till' lIIalCli,,1 COlllpont:m~ fnr this 'pell are a Ili ...cc of t:harcoal and
dlt: CaSLer'S holy symbol.

Produce Fire
(Alteration)
Reversible
level: 4
Range: 40 yds. Components: V, S. M
Duration: I round CastingTime: 7 segments
Area of Effect: 12-ft. sq. SavingThl'"OW: None

By means of Ihis spell. Ihc Wlcr CJ't'.lICS a common nrc of up to 12 f~ pcr
side in arc... Though it lutS only ":l Slllgk: round (unless if igniln additiun-al
A..mm..ble ma.lerial), til<: fire produced by t"c spdl inAicrs Id4 puinl.) ofJ;l1lI
:Ib'l: plll.~ 1 point per QSler Ic::vcl (ld4 .. Iltevcl) upon CR:alUR:S wit.liin il.) If'·.....
II iGnitl:S combustible m;ll...nak, stich as dOlh. oil. paper. J»rchmcut...'UUd.
and Ihe like, so.u 10 OillC t:Onflnm:rl "lImmg.

The r~"Vt:riial spell. Quench Firc. Cll"ti"gllish~ ,IllY nonnal firc (coals. oil. tal­
luw, w.u. wooJ, ft(,) wilhiu Ihe ~rr::I nf effca... 'J11c m:uerial component for
ciUl"r vcrsiou is a P;\.)lC of sulfur ancl wax. form...a infO a ball and Ihrown af
dlt: largct.
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Appendix D: Cleric and Druid Spells - DruId Level 4
Protection From Lightning
(AbJuration)
level: "
Range: Touch Components: V, S. M
Duration: Special Casting Time: 7 segments
Area of Effect: I creuure Saving-Throw: None

The dTtcl ofa Prorrclion From Ughrning sp<'11 changes depending on who
is Ihe IttlplCnl of the m:agic---the cute:r or SOllle Glher (feature. In either case,
the spdll:aSlS no longer Ih:an one lum per elStCr level. If the spell is ClSI upon
the ClStCf, It confe:" c:ompll:1e: invulne:r:abiliIY to dtcuical aU:I(ks such as dr:lg.
011 ble:lIh, :and m:agiCl1 lighrning such as UghlOlng Boh, Shocking Crasp.
Siorm Giani, Will 0' Wisp. e:te:., untillhe: spell has absorbed 10 points of dre·
uiell d:amage: pe:r level of Ihe aster, :at whle:h time Ihe spell is neg:ued.

If the spell is e::l$r upon :mother crUlore, it gives a bonus of +4 to the:
die roll for saving throws made: 'Is. c1ccuiell :1lC':Icks, and il rc:ducc.5 the:
damage sust:ained from such :ltucks by 50%. The caster's holy symbol is
the material componenr.

The HackManer Player'S Handbook

Stone Passage
(Alteration)
Level: '1
Range: Touch Components: V. S
Duration: I turn Casting Time: "segments
Area of Effect: I creature Sa.... ingThrow: None

11lis spell ~lIows Ihe rccipiem and all of il.5 equipmem to move Ihwugh
1I0nc as if il ~re: dense: pudding (~I ~bout I fOOl ptr round). The rtcipicnt
Cln choose 10 pllt only p;am of ilS body imt) S1otle, or m~y c.omplttdy entef
tlleir whole body. Note Ihal ht cannOt Ke or hC2r if his heKi is imide a tock,
:and if Stone: Passage is used to tr:avellO a specific loation Ihe traveler mUSI be:
~ry Olreful not to get Ion!

If Ihe: liptll runs out while dIe spell's l-arge:t is.um complttdy In Slone he is
insuntly sbin with his body entombed in the: none:. If jnrlially inside, Iht vic­
lim must m~ke :a SYSlem shock roll or die. If suecc:ssful, ~ny body p~m lefl
inside of Ihe Slone are ll":lpped ~nd ~ ~y mUSI be foond to free: Ihem. NOlc
th:at movement is exhausting and diflicult, :and the GM m~y rule !lUI eh~r:ac­

leu with ~ Strength of II Of lower m:ay nUl mov\: through the stont al aU.

When thiS spell is an, the druid creates an invisible barrier 10 all 5<JIU of
insc:c:rs. and normal in~ do flOC appJO:lch within 10 feet of Ihe cuter while
Ihe spell is in effect. Ci:ant insects wilh Hil Dice less Ihan 113 of Ihe CSltr's
exl""itnu k-.'l':1 arr:also np,dled (for c:x.:arnple, 2 Hit Dice: for 7lh to 9Ih-It'Vt:1
cule".3 Hit Dice at IOlh lIuO\.lgh 121h level, elc.). Irtsrcl.5 with more: Hit
Dice an emer Ihe prottcled area if lhe insect is np«i:dly "I\i;ressive :lind, in
:addilion. rolls a successful Solving throw 'IS. sl'd!. Those th.u do sumin Id6
poinl.5 of rUm...ge from passing Ihroogh the magical barrier.

Note Ih"'l Ihe sp<'11 docs nOt in ~ny w~y :aff«1 :arachnids. myriapoW, ~nd

similar erc:alorc:s-it :affecr.s only tOle irtsrcts. The m:utrial components of the
R(ptllnsc:clS spell include anyone: of the follo.... ing: sevtr~1 ("rushed marignld
flo....ns. a ....hole crushed leek, stvtn crushed stinging nenk Ic~ves.

t\3rov:arkian fur or a sm:a1l1ump of resin from a c:lmphor trCC'.

,

When CUt, a Spuk With P1anu spell enables the druid 10 conve:rse, in very
rudimentary terms. with :all sorlS of living ~ubles (including fongi, molds,
and I'bnllikt mOIUI(rl, such as sh"'rnbling mounch) :and to exe:n:isc limited
<:ontfOl over normal plams (i.e" nOI monsters or plandike creatura). Thus,
Ihe asler an quation planu as to whelher or nIX 'lniUIn h:aVC' passed ncar
lhem. Oluse Ihickel.5 to p;art 10 tnablt nsy p~, reqoire vines to entangle
fXlrsoerl, and command simibr services.

The spell dOd nOI en~b[e: pl:inlS 10 uproot IhemselvC'S and move aboor, but
any movem"nl.5 within the plant's norm:Ll eap:abilitics ",re possible. Crt2IUrc:s

emangled by the Isl·[evd spell Emangle an be: re:lc::asc:d. The po......r of the
src:lIlasts for Ont round for uch experience Icvcl of Ihe: cuting druid. All Vt'g­

cl:arion .... ithin the ~f(a of effe<:t is afTt<:lc:d by tht sptll. The m:alerial eompo­
ne:nts for this spell arc a drop of waler, a pinch of dung, and a flame.

FIfth Le....el Druid Spells

Components: V, S. M
Casting Time: 8 segments
Saving Throw: None

Animal Summoning II
(ConjuratIon/Summoning)
le....el: 5
Range: 60 yds.llevel Components: .V,S
Duration: Special Casting Time: 8 segments
Area of Effect: Speclal Saving Throw: None

By mtaliS of this spell. the ClSter ails up 10 six animals of 8 Hit Di,e or less,
or 12 animals of.:l Hit Dice: or IC£S---Of Wh:aICVCf sort Ihe: euler n~lIIes. Only
~Ilimals wilhin range of the cule-r al the time Ihe spell is Cl.II will COllie.

1be OlSlercr.n try Ihltt limes to sommon Ihrcc: difTcrellllYptS"f~nim~l,. For
cumple, suppose dUI wild dogs an: lirsl summonc:U to no ",vail. Ihe-II h~ ....ks are
ullSUCCC'SSfully called, md fin:Llly the asler Cl11s for wild holSeS. TIlt GM deler­
mines the duncl' ofa summoned :animal type: be:ing within nnb'C' of lhe spell.

The :animals summotlCd aid the aster by wbatc:ve:t" fT}C\11S Ihey possess. su,y­
ing unlil a fight is over, a specific mission is finished, the CISler is safe, he sends
lhem ",w:ay, ctc. Only norm:Ll or giant animals Oln be: summoned: fant;lSlic :ani·
mals or moNtelS Olnnot be effected by lhis spell (no ChinlelX. dragons,
Gorgons, M",nlicolC:S, crCo).

Animal Growth
(Altl!ration)
Reversible
Le....el: 5
Range: 80 yds.
Duration: 2 rdsJIevet
Area of Effect: Up to 8 animals

In a 20·ft. sq.
Exupl as nOled ~I>ow,. this sp<'11 .. the s.ame as Ihe fiflh 1evc:1 m;)gic,u~1

spell Anim:al Growth (q.v.l.

Anti-Plant Shell
(Abjuration)
Le....el: 5
Range: 0 Components: V. S
Duration: I turn/le....el Casting Time: 8 segments
Area of Effect: IS-ft. diameter Sa.... ingThrow: None

The Ami·Pl~nl Shell spell ef(~tl:S ~n iil ... i~ible. mobile barrier that kt<::l"s all
err~tol'C'll .... ithin tile shl'll protected from ~rr:acking phnrs Of vegclable ert'a-
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Components: V, S, M
Cuting Time: I turn
Sa.... ingThrow: None

Components: V. S. M
Casting Time: I round
Sa.... lngThrow: None

Repel Insects
(Abjuration,Alteration)

Le....el: "
Range: 0
Duration: I turnllevel
Area of Effect: [O-fl ,.dius

Speak With Plants
(Alteration)
Le....el: '1
Range: 0
Duration: I rdJlevel
Area of Effect: 30-ft. radius
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lures 5u,h ~s Shnmhliog Mo""ds or Tr..nnts. Any auempl to force lhe b;urier
againsl such crealures ~haHeN the !Jarrier inllnedi~tcly, The spdl lasts for on..
turn for neh expl'rienct: level of lhe casler.

Control Winds
(Alteration)
Level: 5
Range: 0 Components: V, S
Duration: I turnfleyel Casting Time: 8 segments
Area of Effect: 40 ft. radius/lvl. Saving Throw: None

lIy means of a Conlrol \'<finds spell. Ihe C3Slcr is able 10 aJrer wind force in
the ~rcn of "ffecl. For cv"ry thr"" lel,ds of expl'riellce, the casler cn increase
or decre:t$t' wind force by one level of strenglh. Wind strengths arc as follows:

Commune With Nature
(Divination)

Leyel: 5
Range: 0 Components: V, S
Duration: Special Casting Time: I turn
Area of Effect: Special Saying Throw: None

Thi~ ~pdl en:l.bles the l"Ulcr to become one wilh mnure. IIms bdng empow­
ered with knowledge of the ~urrounding territory. For l'adl l('VcI of experience
of lhe C:U:fCr, he can ~know" one f:l.et-ahead, lefl, or tight, about the follow­
ing subjeclS: the ground. plants, miner.!ls, hodics ofW.!lt'r, proplc, gCllcl<I1 ani­
mal populalion, presence: of woodl:l.ud ere-.!tur('S, etc.

The pres('nee of powerful unnarural CteafUres also can be delcc:tcd, as c:an
the general Stale of lhe nalUr:l1 setTing. The spell is most cffl"Ctivc in out­
door selrings, operaring in a radius of one:-half mile for eac:h level of the
e3S1er, In nalural underground sCllings--eaves, cavern, elc.-the range is
limiled 1010 yards pcr oster level. In connrocted settings (dungeons and
(Owns). lhe spell will not function. The GM ma), limit !Ill: (asting of lhis
~pdl to on(e per month.

Appendix 0: Cleric and Druid Spells· Druid LevelS

Heal Serious Wounds
(Necromancy)
Level: 5
Range: 5 ft./level Components: V, 5
Duration: Permanent Casting Time: 5 segments
Area of Effect: I creature Saving Throw: None

Except 3S nOlcd above. thi~ spell is the salile as the Iifth level cleric spell
Heal Serions Wounds.

Components: V, S
Casting Time: I turn
Saving Throw: None

Components: V, S, M
Casting Time: I turn
Saving Throw: None

With this spell, the druid l";lll bring a dead p.:r1'On hack [0 life, alh~it in
another hoo)'. if dealh occurrl-d no more tl1:1.n one week befote the casting of
the spell. Reincarnarion docs nOI require an)' saving throw, )':otem )hock 01

resurreCtion survival roll. The corpse is touched, and a new inorn3tion of the
p~r&On al'pl'ar:s in lhe area in Id6 lllrns. The person reincarnaled rec311s the
majority ofhi.< former life and form, hUI the character el:l.SS, if any, ofthc nl'W
incarnation might be: very dilTerent indt:('{l. Th~ n~w incarn:\lion is deler­
mined on the following table or by GM choi\:(',

AI rh" GMs option, e('rtain spedal (expensive) incenses on he used thaI
(an inuea~e rhl' (hau(e for a charac[~r to r('turn:lS a specific race or species. 1\
\'<fish spell run Tl'SlOte a reiUOrtlaled charaCler Ie) his origillal form and Slams.

Lesser Reincarnation
(Necromancy)
Level: 5
Range: Touch
Duration: Permanent
Area of Effect: I person

Insect Plague
(Conjuration/Summoning)
Level: 5
Range: 120 yds.
Duration: 2 rds.llevel
Area of Effect: t80 ft. x 60 ft.

cloud
Exct:pt as noted above, Insect Plague is the same:lS the fifth level deri( spell

Insecl I'hgu~ (11.v.).

MlI'ls Per Hour,.,
8·18
19-11
l2-s;!
55-n
n-m.

Wind force
Usht BrN!;'
Modefllt'l8t"eeI'l
5t~8rft.'l

G...
s,~

Hurrlcan'l

Reincarnation (d IDO)

The crealure rerums in lhe .'\3m~ ryf'" of bod)' lhal il had before, bUI iu
soul h3S Ucen mcrged with lhat of an animal. Jly day lhe (hamCtcr retains its
normal form, bUI by night he changes illlo a normal version of an animal.
Determine the tfPC of anim:!.l by rolling ag:tin on thc abovc ta!Jle, re-roll'l1g a
result of 86-00. In both forms the charaaer relains his memory and intelli­
gence, bill al times inStinct Illay rake over when in animal form (CM's di~cre-

\'<finds in exel'SS of 18 miles per hour ..!rive small fl),ing creatures-those
cagle-sized and under-from tht· ~kics, se"erdy ~lfe(t missile accuracy, and
make sailing diffic;ult. \'(finds in t:Jtccs~ of 32 mill'S J>Cr hour drive eV('n man­
si7.cd flying ere:llltres from the skies and ouse minor ship dam:!.ge. Winds in
t:Jtecss of 55 miles per hour drive all flying creatures from the skies. uproot
small U.:d, knock down wooden stnJetures, ttar off roofs, and cndJnger ships.
Winds in exec» of73 miles per hour ate ofhurric.1ne force. An ....)'e~ of 40­
foot radius, in whidl Ih... wind is calm, exists around the caster.

NOle lhal while the spell can be used underground. if rhe spell i.~ ClSI in an
area smaller than the area ofeffect. [hc eye shrinks I fOOl for every foor ofcon­
Iinement. For elample, if lhe area of effcct is a 360-fool area, the eye ,~hrinks

hy J0 fccl to a 30-fool rddiu~: a spKe under 320 feet in a rndius would elim­
ina[e [he eye and subject the spdkaster to the effectS of lhe wind.

On(e the spell is caSI, [he wind force increases or decreasc.< hy 3 miles fl"r
hour pcr round until the maximum or minirnunl speed is allaincd. The caS[­
cr, with one round of compl!."te concentr.nion. on sta!Jilile tltc wind at it~ (U(­
rent slrength. or set it to increase or decrease. However. the rate of the change
C1nnOI be alretcd.

The spell rcm:l.im in furee for one turn for l"deh level of cXl'criel1tt: of lhe
caner. When fhe spell is exhausll'U, the force of the wind wan(., or ""dXd at
the same (';\fe, unlil if roches lhe level it was at before the spell lOok efft'Cl.
Anmh"r caSter cn usc a control winds spell to counter Ihe effeefS (If a like
spc:llup ro rhe limi[s of his own abililY.

Roll
01-01

"'...
09·12
Il·16
17·19
20_1]
24_28
'29-11
12_l4
l5_l6

"..,
41-44
45-58
59-61

"..."...69-70
71-72
73_75,...,
".as....,

lunrnation
....v

Ilear. bLidt
Bear. brown
8<»r. WIld

Cow
Ch,pmunk

"".MOIlnt:>ln lien..,
"­

Adder.....-",,,,,,
0.<

Woodchuck

IUtcOQll

On"
SOl
WOf_...

8l!uLll Sou~
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Components: V, S, M
Casting Time: 7 segments
Saving Throw: None

Appendix D: Cleric and Druid Spells. Druid level S
don). A Wish, Limilro Wish. RC510ralion or similar magics will remove the
~Ib.l pan of the chuaaer's soul.

If an UllU$Ual CT('awrf form i~ indicuM, Ihe GM cm (at his oprion only)
usc the guiddiu('l; f01 1lt"W player char.Kler races ro allow Ille ellatxl~r to ~am

cxperien« and adYailCC' in k'Vcls, ahlioogh Ihis may nOI /)c, in Ih~ S:llTl" dus
:as befon:.

Moonbeam
(Evocation, Alteration)
Level: 5
Range: 60 yds. + 10 ydsJlevel
Duration: I rdfievel
Area of Effect: 5 h. radius +

special
By 1Il<:'.In~ of thb spell. thc C<Ulcr is able m c:lU'iC::I. /)c,am nf soft, pall' light

to nriltt down fWIll twerhcad and iIIl1lllin~lc wh~t~v"r ~r"'l h~ is pointing at.
The light i~ eX:H;tly the nme as /lloolllight, so th~1 colol'$ lither th~n .~had,"", of
bbek. gray, or white arc vague. Thc ~pdkaster('an t';\sily make the Monnheam
move to any area that he can see and Jluint 10. Til;) tllake~ the spdl an dft'l;­
ttve way to spoorlight someThing such as an upponent, fur cxampk. Whilc the
Moonbeam spocll does nOI eliminate all shadoWi. a creature within il~ arCil of
dTo'Cl is mO~1 cerramly vistble.

The reOcctt.u light from this ~pdl enabb dim viSllal perc~plion 10 yardJ;
beyond lhe area ofdf«t, but it duc:s not ~hro a tdllale glow that wOllld ntg;Jte
surpns,e. The light doa nOI advcrsdy aff«t infravifiou. TIle ~(:r can dim rhe
bc.ltm to ne.lr d.uknc:u tfdeSIred. loe beam has, in addition, all the propenio
of lrue moonlighl and can induce;t lyamhroplc change (of 11 err-nun: in the
~m), unless Ihe GM rules otherwise. The marerial eomponems an: scvnal
seeds of any Illl'lOtund plant and a picu of opalt:S«m fddspar (moorulone).
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Protection From Acid
(AbJuratIon)
Level: 5
Range: Touch Components: V, S, M
Duration: Special Casting Time: 8 segments
Area of Effect: I creacure Saving Throw: None

'!'hc, dfl:OS of Ill" l'rOll:OKIO From Acid Jpcll change depending on who if
Ihe rn:ipiC'nl of the~I - Inc~er or :lnorh"r crcaruK. In eilh~r cast: Ihe spdl
lam for no Iongr:r rh:w Oil<' lurn per caStCT level. If Ihe CUI« QS.tS Inc spdl
upon humdf II provides him with complete protcction flOm.ltll fonns of acK!
l!Jm:tce, such as llur from a Black l'uddtn!'s :l.llXk. a Bhelr. DllIgon') breath
w~pon, or:l W3.11 of Acid.

The spell an :l.bsorb a maximum of 10 points of dam:agr.· per caster kvd
before il is negated. If Ih" spell is used on :l.oolher creature il confers .It .4
boutf) on .s-.Vl'l> made against aeill all:Kk.~ and rMuces Ihe dJ.mace sllsraincd
from such :m:r.dr.s by 50%. TIle mall'li;l componeni i~ ~ p;ece of shdl from:r.
Uomb:trdier lkelJc.

Protection From Petrification
(Abjuration)
Level: 5
Range: Touch Components: V,S, M
Duration: I turn/level Casting Time: 5 segments
Area of Effect: one person Saving Throw: None

nil," lecipielll of this spell ha:omcs imlllu~ 10 attacks (lut rum a cn:.arun:
10 fUllIe mell as th" gouc of a Basilisk. or th.. spdl nesh to Slone. 11Jt In.ltter·
ral componcnl of Ihe ~pdl is po.....den-u &silislr. eyc$.

Pass Plant
(Alteration)
Level: 5
Range: Touch Components: v, S, M
Duration: Special Ca5tingTime: 8 segments
Area of Effect: Special Sa.... ingThrow: None

By using thil ~pdl. Ihe casrer is able to enu"r a cru and move frolll imidl!
il to inside: anmher trec. The ~eculld uee must lie in ~pprnIimately the
dircccion desired by ,he spell user and tIlUSt be within tlte rauge shown in
.h", following lable.

The t~ em(R:(\ :lnd .lul receiving Inc Wter muS! be of lhe same type.
rnUSl barh be living. and ofgirth :II Ir.ul tqU.lt! 10 lhal of Inc ClSfcr. NOfe Ihal
if the ClStCf enters a tree, :In ash, for ~mplt:. ;tnd wimu to pus nonh 21 fu
as po$Sibl~ tHO prds), bill lhe only :lppropriate .It.Sh in r.ln~ i!; 10 the sourh,
the~« wiU pilS) to Ihe ash in Ihe 5oOmh. The I~ J'l.ltm spell functions Ie

thai the movement takc:f only one round. The c:a.sl« can, ~t his o[H;on, remain
Wl1hlll the receiVing tm: for a muimum of Olle rOllnd per ~I of dperi"'ll(e.
Olherwue, he an step forth ;mmooiatdy.

Shoul!1 nn lik", nee b.. ;n rang"', the casler stlllply remains wilhin Ihe fil'$l
tree, docs nOI pass elsewhere, and nm~t slep forrh in the appropriaTe number
of rounds. If the occupied free ;s chopped down or burned. rhe casrer issbin
ifhe duef llOt c:r;it beforl' dtl' process is comrl"u~.

Components: V. S, M
Casting Time: 6 segments
Saving Throw: None

Type of Tree

"'.,..,-
8m......

"'"'­..............

R.ltngt of Are;t of EIf"t
600 11r'-"'-...-.,.-".­"'­".­'00-

Spike Stones
(Alteration, Enchantment)
Level: 5
Range: )0 yds.
Duration: 3d4 tums + IlIevcl
Area of Effect: 10ft. sq.llevel,

I spike/sq. fl.

Excepl as noted :l.oove, Ihis spell is the um" as the founh lcvd detic ~pell

Spike Sllln"" (11.v.).

Sticks to Snakes
(Alteration)
Reversible
Level: 5
Range: ]0 yds. Components: V. S, M
Duration: 2 rdsJlevel Casting Time: 7 segments
Area of Effect: Id4 sticks + I Saving Throw: None

stickllevel in a 10·h. cube

Exccpr as lKKed :r.bove. Ihif ~pdl Q; tile sallie as Ille fOllnh 1C'"e1 cIelic spell
Slicks 10 Sn:l.kcs (q.v.).

Transmute Rock to Mud
(Alteration)
Reversible
Level: 5
Range: 160yds. Components: V,S,M
Duration: SpecIal Casting Time: 8 segments
Area of Effect: 20-ft. cube/level Saving Throw: None

Except as nOted ahove. thi5 ~pdl i~ tlte S'Ul1C ;IS .lte nrlh l..vel macic-us",r
"1",11 Tr:.tIl.~mute Rock to Mud (q..... ).
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Components: V, S, M
Casting Time: 8 segments
Saving Throw: None

AppendiX D: Cleric a.nd Druid Spells - Druid Level 6

The Ami-Animal Shell functions normally against croobreeds, such as elln­
bioll$, and lasts for one turn fOl' each level of experience the caster has attained.
Forcing the b.1rrier against crealUres strains and ultimately collapscs rhe field.
The spell requires the casters holy symbol :Ind a handful of pepper.

Upon casting a Conjure Fire Elemenr:ll.<pell, the ca.<ter opens a special gate
to the Elemental Plane of Fire, and a Fire Elemental is summoned to the vicino
ity of the spellc:l.Ster. [t is 65% likely that a 12 Hit Dice delllellwl appear.~,

20% likely that a 16 Hit Dice derncmal appe:Hs, 9% likdy lh~l rwo tn fOllr
ulamandcrs appear. 4% likely thou an efreeti appe;lrs, and 2% likely rh~l "
huge lire demental of21 to 24 Hil Dice appears.

The caster nc:cd nOl (ear thM the elemental fOlCe summoned willlllrn on
him, so concellll'~lion upon the aCtivitie.~ of Ihe Fire Elem~ntal (or mher.crea­
IUles summonoo) or protection from the creature is not necessary. Th" ele­
mental summonC(1 helps the ca.~ter ho.....ever possible, incJudill~ attacking th.:
caster's opponents. The Fire E1enlelltal or mher creature summoned remains
for a maxinllllll of one turn per level of rhe comer. or until it is slain, sell! b:lck
by a Dispel Magic spell. the reverse of this spell, dismiss Fire Elemental. or
similar magic.
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Wall of Fire
(Conjuration/Summoning)
Level: 5
Range: 80 yds.
Duration: Special
Area of Effect: Special

The Wall of fire spell brings forth an immobile, bluing cUrlain of magical
lire ofshimmering color-yellow-green or :l.mber (different from the 4lh-level
m:l.gic.user version). The spell cre:l.lcs :l.n op:l.que shecI of l13mc up 10 one 20
foot squ:l.re per level of the spt'llclSler, or :I. ring with :I. radius of up to 10 feel
.. 5 (eet (or every rwo levels o( exp..rience o( Ihe magie-user, and 20 (ef( high.

The W:l.1l o( Fire musr be cur so rh:l.l il is verllol with respecr 10 the CJ..St­
cr. One side o( the wall, sele<::led by Ihe caslel. sends (orth waves o( heal,
inflicting 2d4 poims of damage upon ("features wilhin 10 feel and ld'! point.s
of damage upon those within 20 fc:ct. In addition, the w:l.ll innicts 4d4 points
o( dam3ge, plus I poinr of d:l.m3ge per level ofrhe spellc:tSrer, to any cre3Ulre
passing rhrough it.

Crealures espcci3JJy subjcci to lire may take :l.dditiunal dan13ge. :l.nd undead
alw:aysl:ake rwice normal d:lm:t.ge. Nare Ih:lr arrempring ro direcdy c:lrch mov­
ing crearures wirh a newly creared Wall of Fire is difficuh. A succe:ss(ul saving
throw enables the creature to avoid the wall, while its ral" and direction o(
movement delermine which side of the Cleated wall ir is on.

The Wall of Fire lam:u long:u rhe druid concentr.HCS on m:t.inlaining ir,
or one round per level of experience of the druid in the evelll he doe.~ not wish
to concentrate upon it. The material component of the spell is phosphorm.

Conjure Fire Elemental
(ConJuration/Summoning)
Reversible
Level: 6
Range: 80 yds.
Duration: I turn/level
Area of Effect: Special

Components: V. S
Casting Time: 6 rds.
Saving Throw: None

Sixth Level Druid Spells

By casling this spell, the caster brings into being a hemispherical force field
that preVentS the enlrance of any son o( living creature that is wholly or par·
tially alii mal (not magiC1l1 or exlf'aplan:tr). Thus a Sprire, a gi:tlll, or a Chimera
would he kepi out, hut undead or conjured crearures could pa.'iS through the
shdl of (orce, as could such monsters 3$ Aerial ServantS, Imps, Qu:uirs,
gole01s, dementals, eiC.

Animal Summoning III
(Conjuration, Summoning)
Level: 6
Range: 100 yds./level Components: V, S
Duration: Special Casting Time: 9 segments
Area of Effect: Special Saving Throw: None

This spell is the same in duration and effecl as rhe 4rh-level Animal
Summonillg I spell, elCcept that up ({) (our aoimals o( no more than 16 Hit
Dice each can be summoned, or eight of no more than 8 Hit Dice, or 16 crea­
rures of no more than 4 Hil Dice.

Only animals within range of the C1lster at the time lhe spell is Clst will
come. The cJ..Ster uo try three times to summon three differem types of ani­
mals (for example, suppose thar wild dogs :tre lim summoned ro no avail, then
hawk! are unsucCCMfully ca.lIed, and finally the astcr e:tUs for wild horses thaI
mayor may not be within summoning range). Your GM will determine the
chance of a summoned animal lYre being within range of rhe srell.

The animals summoned will aid rhe e:tS!er by whatever means they possess,
staying until a fight is over, a specific mission is finished, the caster is ufe, he
sends them away. etc. Only normal or giant animals can be summonl'd; (an·
tastic animals or monsters C3.nuot be summoned by this SI)('J[ (no chimerae,
dragons, gorgons, m:mticorcs, e!C.).

Feeblemind
(EnchantmentlCharm)
Level: 6
Range: 10 yds.lleveJ Components: V, S, M
Duration: Permanent Casting Time: 5 segments
Area of Effect: I creature Saving Throw: Negates

Except lIS noted above, lhis spell is Ihe same as the sixth level magic.user
spell Ft~blem;nd (q.v.).

Components: V. S, M
Casting Time: I rd./seed
Saving Throw: Half

The rire Seeds spell creates special missiles or rimed incendiaries that burn
with grC:lI heat. The spell C1ln he casl to creale either fire sc:cd mio;siles or !ire
sc:cd incendiaries, as chosen IYhen th" spell is C:lSI.

Fire seed nlissiles: This casting turns up to four acorns into special
gren:l.ddike missiles that can be hurled up to 40 yards. An mack
roll is required to mike the inrended rarget, and ploliciency
penallies arc considcred. Each acorn bur$ls upon $Iriking :lny hard
surface, causing 2dll poinfs of damage and igniring any com­
bustible materials within a 10-foot diameter of the point of
impaci. If a succes.~ful saving thlOw vs. spell is made, a creature

Fire Seeds
(Conjuration)
Level: 6
Range: Touch
Duration: Special
Area of Effect: Special

Cure Critical Wounds
(Necromancy)
Reversible
Level: 6
Range: Touch Components: V, S
Duration: Permanent Casting Time: 7 segments
Area of Effect: I creature Saving Throw: None

Except as not'ed abuve, this spell is lhe same a$ the lifeh level cleric sp;:11
Cure Critic:l.l Wounds (q.v.).

Components: Y, S, M
Casting Time: I round
Saving Throw: None

Anti-Animal Shell
(AbJuration)
Level: 6
Range: 0
Duration: I turn/level
Area of Effect: IQ·ft. radius
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Liveoak
(Enchantment)
Level: 6
Range: Touch Components: V, S, M
Duration: I day/level Casting Time: I tum
Area of Effect: I oak tree Saving Throw: None

This spell enables the eaSIer LO charm a healthy nak ttCe (or other rype if
the GM allows) 10 cause it 10 serve ;u a protector. The spell can hc caSt on
a singl" lrrc at a dmc. While.1 Livcoak spell ast by a panicular caster i.~ in
efleel. he cannot cast anotha such spell. The tn:e upon which the ~lle1J is
<'";nl muSt be within 10 fl"C1 of the casler's dwelling place. within a place
sacred 10 the Cllloter, or Wilhi'l 100 y:uill of something thaI Ihe casler wi~he.

ro gU<lrd or prOlecr.

The Lh-eoak spell can he e:ut llpon a he.allhy rree ofsm:ill, medium. 01 l:llge
sizc-. acwrding 10 del'ire and a~ibbilily. A uiggcring phnsc of up ~o 11UX.i­
mum ofon" wurd per 1C"Vd of the spdk::mer is Ihen pI.KOd upon the urgetcd
0.1k.. For insl<lncc:. -Atuck any pnsons who cnffiC ndr wilhout firsr saying
s:acrrd mJ1liefoe~ is an II-word lrigg~r phrase Ihat could he used by a e:utcr
of Illh level or higher casting rhe spc:ll. The Livew.k spclltriggers Ihe un: inlO
aniOl:l;Iing a.~ a l'i-e.lnt of equivalent StK. an Armor Class of 0 and wilh rwo

auadl$ per round. btll with ooly a JO.feet-pc:r-round movement rare.

A lree enchantM by IhisspeU Iadlales a m:agica.l aura (if checked forl. and
an be- returnM 10 oomuJ by a succt:SSful caning o( a Dispd Magic spell, or
upon the desire of the caster who enchanted it. IfdupelJed. me [ree Jakes IU(H

Immeduldy. If rdcased by Ihe caster. it lrles 10 mum 10 IU origin:illocation
before uking I0OI. D:a...lta.gc- 101M Ira: an be- healed with a M.1nt Growth
sprll. wflldt restores 3d4 puintli ofdamage. A Plant Growlh spell used tn thu
f:ashion does nol tnerase Ihe size or hil points of the livro:lk beyond Ihe orig.
ioal value. The Ol.~ter needs his holy symbol 10 casl rhis spell.

Transmute Water to Dust
(Alteration)
Reversible

Level: 6
Range: 60 yds. Components: V, S. M
Duration: Permanent Casting Time: 8 segments
Area of Effect: I cu. ydJ1evel SavingThrow: Special

Exctpl U natM above, this spell ~~ Ihe .s:ame as 1M lInh Ievd magk-uKT
spell Transmute Warer 10 Ousl (q.v.l.

App(!ndix D: Cleric and Druid Spell5 - Druid Level 6
within Ihe bursl arC'll r('Ceiv~ only onr-Mlfdamatc:. hUi a c:muun:
slruck dir«to/ sufTm full damagr (i.e.• no saving throw).

l:;re.ierd inandiariu: ThIS caning lums up IU eiglll holly bc:rri(S
info sp«ial incendiarJl'5. The holly berries afe mun ofum placed,
be-ing 100 light to makc dfeai\'e missiles. Th"Y au lJo: tO$~
only up to 6 f«[ awa.y. Th"Y bUf51 intI.!, th.me if Ihc (3$ICI is
wilhin 40 yards and lpe.1Ju a word of command. The bcrridi
in.u:mdy ignilc. C2lUing IdS points of damage 10 allY crcaillfe
:Ind igniling any comhlUtible wilhin a 5-fool-diamCler bursl
area. Cre:l.lurts wilhin [he area [hal suc:ceufully savr VS. spell sllf­
f"r h:tIr damage. All fire leeds 105e Iheir power after <I dural ion
cflllal to onc lurn per cllperienee level of the t'"~'I~·r (for eumple.
thl:' seed.~ of a 13th-level C.1S1er remain pute/ll fur a Jll;lllimum of
13 wrn5 after their creation).

No olher material rompollems llot")'ond acorn5 or holly I~rrits .1tC n«ded
for this spelL

Components: Y, S
Casting Time: 9 segments
Saving Throw: None

Components: V, S
Casting Time: 9 segments
Saving Throw: None
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Turn Wood
(Alteration)
Level: 6
Range: 0
Duration: 1 rd.llcvel
Area of Effect: 20 fLllevel by

120 It.

Wall ofThorns
(ConjurationlSummoning)
level: 6
Range: 80 yds.
Duration: t tum/level
Area of Effect: One 10·ft.

cube/level

Transport Via Plants
(Alteration)
level: 6
Range: Touch Components: V. S
Duration: Special Casting Time: <4 segments
Area of Effect: Special Saving Throw: None

By means of this spell, Ihl: ClSll:r is able to COler aoy planl (hutnafl-si«'l.l or
I:uger) and pass any distance ro:l pbnt o( the ume species in a 5ingle WUlld,
rcgardk-ss of the di~r:lnce .separ.lting the twO. The enuy plant /ll~t Ix :iiiV('.
Thl: d~'Sliltalion planl na:d nOl bl' familiar 10 ,he casler, bUI it :ill\O tllUSI be
alive. If Ihe CtStl:r i.~ uncrruin of the destination plant, he nc~'il merely deter­
mine direcli/)tl and di.ltJllce. and the Transporl Via Pbnts spell rtl/)\'cs him :t.~

dose as possible to Ille desircd 10C3.lion.

There is a 20% chane<:. r<..Jucoo by I% per level of «pcricn« of Ihe casl­
er, lhal Ihc tr:tnspun ddiverl' l.he caSler to a similar sp<>cics of plant from I [0

100 miles away from rhe daired destination plaOl_ If a panicul.1r dcstinalion
planl is desired, but the plant i5 OOt living, Ihe spell f.1ils and the ClSll:r musr
COme:' fOM from ,he tlll~rl«' plant within 24 boors.

Nore 'MI this spell does nor fUlletiul1 willi plamlike CrcaIUn:s such as
Shambling Mounm. Trtams. et~ The da;uuclion of an occllpied phnt slays
the caslcr (see lhe Plam Door spell).

Wheo Ihi~ lpClI is cast, W.1VC:1 of force roll fonh from tile ClS(Cf. moving in
the direoion ht f<*ees and cawing aU woodm obj«tS in l!It palh of lhe: spdl
In he pusMd a~y from the casler 10 rhe limil of the am of effrel. Woodtn
objrcu above 3 roches ro dnrnt'ler that arc' fued firmly aft' nOI affreled. bul
I~ objet:u (movabk mamles. si'8e IUWC'l$. C1C.) move back.

Fw:d oojccu less than 3 inches in dUffiClCr splinter and brnlt. and lhe
pieces move wilh Ihe wa~ of folU. Thus, obtctn such u wooden shields.
Spe;lIS, wooden weapon shafl$ and hans. and arrows and bolts alC' pushetl
back. dr.lgging IhflSl' arrying them wirh them. Ifa ~pear is plamloO 10 pll:\'em
this forced movemenl. il splinters. Even ffi3gicaJ items wilh wooden seclions
arc turned, although an anti-magic shell blocks the efT<.'CLS..

A successful Dispel Magic spell ends Ihe efrrel. Otherwist, tht lilrn Wood
spell lam; for one round for each ('llperience level of the CISler. The waves of
fon:e rontinue U.I sW«p down Ihe sc:t palh for the spell's duralion, pushing
bxk wooden objects in the area of efftct .11 a Tale of 40 fcc1 per mek"l: round.

The lenglh of the ~th is 20 fcci per levd of Ihe ClSter. Thus if a '4th­
levtl druid cuu a rurn wood ~pelI. the ami of efTec:r i5 120 fa:t wide by 280
fa:1 long, .1nd the spell luts 14 rounill. Afler casling Ihe spell. the ~th Is IC'l

and Ihe CUler can Ihen do other things or go dsc:whefl: wilhoul affecrrng ,he
spell's power.

This spell C:lusn- a bourk'i of lOugh, langled brush wilh very sharp rhorm 10
come IntO being. Any crnrUR: ClaShing into or pauing Ihrough Ihe area suf­
fers 8 poinu of dam;tge. p1l11lhe cn:arUfl;'S AC (ncplivc Au acru:illy lumua
damage). Dexterity nlOdifrcf:S do NOT apply 10 AC for Ihis purpnse. Any
cmlllre C1Iughl in Ihe am when the spell IS cast is lrapped. Crntures $-lIfTer
wmage for each 10-(001 Ihidmes.s of Ihe wall lhey move Ihrough.
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If ch:.lrJcters ChO!,:.I1 lhe Wall ofThoms, il t~kes four tum~ 10 CUI lhmugh
a lO-foQl lhickncu. TIle wall cannot l.>c harml-d by normal fire. bUl magical
nrc will burn if away in tWO ltlrn.~. During fhis lime Ihe wall is trealed as lhl'
fourth I"Yd magic-uS<'r spell \'V:tll of Fire.

The ncarcsr edge of Ihe wall appean; up to 80 yards away from lhe caster.
The spell laslS one turn for each level of experience Ihe casler h:u aHailled ;ll1d
COIOCU on!" I U·fOOl cube per casfer Ieyel. The .:::aSler can shape Ihese culH:s as
desired. 'I'his a 121h 1!"1'l"l e:lSler cao makc a Wall of Thorns 120 feel long and
ll'n fccl wide, 40 lert long and 30 feel wid", nr (:to'feel wid!" and 20 feCI loog,

The druid may caSl a wal[ at only 5-feel lhiekrwss in order IU double :moth­
er dimension, bUI the wall will only inflict half damage, Thus rhe 121h leyel
tImid could make a w.,ll 240 fe"t lhick and only 5 f!"!"t wide (and lcn fccl lall).

NOlc lhat lhose able ro pass Ihrough overgrown art::lS do not suffer damage.
Th" amer can dismiss the wall wilh a word.

Appe"dix 0: Cleric and Druid Spells. Druid Level 7

[00 square milts. NolC lhal sevcral caners can aCI in concert to greatly
uffcCl weuther, wnlTollin& winds, an<1 working jointly 10 summon very
eXlret11(' weatlwr C"Olldi,ions.

Wilhin fOllr fUrm after [hespcll is casl, the lrend oflhe wcather ro come is
apparcnt- e.g., ck~ril1g skies, gusls of warm or hot air, a chill hrte7.t, ovcr·
cast skies. elc. SUlIlmoned wealher arriYl's Id12. 5 rurns uflCr lhe spell i.~ c:m.
NOle lhal lhe new wt"'Jther condition cannot be chaugcd by lhe ('aster oncc i.
has been summonc<l. Once [he weaTher is fully sUlllmoned, it l':llUlot !Jot: dis­
pellc,1. If the summoning is successfully dispellc<l before it has been complet­
1...-1, ,hI,' wenthfr slmyly reo.·ens 10 il.~ original condition.

Seventh Level Druid Spells

Changestaff
(Evocation, Enchantment)
Level: 7
Range: Touch Components: Y, S, M
Duration: Special Casting Time: 4 segmenu
Area of Effect: The caster's staff Saving Throw: None

fiy means of lhis sp.eH, lhe easter is able ro change a specially prepared Slaff
into a tre:ll1tlike «e:!lure of the brsest .,ize, aooul 2-1 feel ull. When thc druid
planls till.' ('lid Qf th(" smIT in the ground a"'[ speah a .'pceial comlllJnd and

Cause Inclement Weather
(Alteration)
level: 7
Range: 0 Components: Y, S, M
Duration: 2dl2 hours Casting Time: I turn
Area of Effect: 4d4 sq. miles Saving Throw: None

This spell works like u Control Weather spell ex(cpt lhal only !"x[remdy
bad weatlter can bc creau:d ;n the area. Thf weather musr slilt h(" appropri­
a[e to [he climate, i.e. a sandslorm could nQl bl' erl'alcd ill the middle (II a
lush foresl.

Sume exallt!,les of indemelH wcalher lhal could Ix- crealed by this 'pell
include lornadoes, thunder norms. bli7.7.:trds. monsoons, extreme heal. or hail
.~lorms. Once [h,. wca.her is crealed it is undfr lhe control of the clemems. nOl
[ht druid, \lilieS! further m~giC$ :1Te USffl. The: mal,.rial componem is Ihe easr·
ers holy symbol.

By employing an Allinmle Rtx.k ~pe[], lhe lllS.er causes a SIQne obje.., of Itp
(0 lhe indicated si·te [0 mo\"e (SJ.:e IIll: 6th-leyel Animate Objt'Ct spd1.l. The
animaled Slone object must be separ:m: (nol a pan of a huge boulder or the
like). It follows Ihe desire of lhe easler-altacking, breaking objecrs. hlock­
ing while the magic hStS. It ha~ flO intelligen(,. tIr ytllilitln ofilS own, but il
folluws in~UUC1illll~ euetly ali ~poken.

Oilly one <et I)f ill<lruc.ions fo~ one single actinll can b.. giYen In lht ani­
ma[l.J rock, and lhe dirt'(;liol1s ,1I11S[ be brid, ahoU! ~ dOlen words or so. The
rock remains animared fur une round per experiellCl' 11"'c1 Qf Ihe C".l$It"I'. TI1l'
yolullle of ~ock thaI can be :lnimatcd is also hast-d on lhe experience b'd of
lhe cas'er - 2 (uhie fl'tt of ~lOne ptr level, such as 2-1 cuhie feCI, a m:J.SS of
about m:ltl-si'led, al 121h leyel. While the ""act det:lil.~ of the: :lt1im:lle<l rock
:m: dl'Cided by lh(' GM, its Armor C1as.s is 11(1 wn[5C than 5, and il h;I.~ Idol hit
polms per cubic fOOl uf volume. It uses tlte altack roll or Ihl' ~tl'r. The m~x­

imum dam~ge il can infli" i~ Idz poims per caster leyel. Thus. a 121b·lc~c1

CIS[cr'S rock might inflict 12·2-1 poinl.'l of &\mage. ,'vloycment for a man-sl7.ed
llxk b 60 frel per rQllnd. A rnck generally weighs fmm lUO to 3UU pounds
per cubil fool. The material (Otllll(\lICtl!S rQr !his spell are a ,unlle and (Imp
of [he casler's blood.

Components: Y, S, M
Casting Time: I round
Saving Throw: None

Animate Rock
(Alteration)
level: 7
Range: 40 yds,
Duration: I rd.llevel
Area of Effect: 2 cu. ftJlcycl

Weather Summoning
(Conjuration/Summoning)

level: 6
Range: 0 Components: V, S

Duration: Special Casting Time: I turn

Area of Effect: Special Saving Throw: None

By lhis spell, lhe (;lSlcr calls fonh we:lIher appropriate to the dimate and
."Cason of lhe area he is in. Thus. in spring a rorn:ldo, rhundernorm, slect
storm or hoI weal her could he: summoned. In SUlllma a torrential rain, heal
I'rdYl', Il;lil stann, e[c., e:tn be: called for. [n .1Iltllmn, 1.01 or (old wcalher, fog,
sk'l.'t, el\; .. could t..c ~\ltnt1loll('d. Winter e:llublcs g'en cold, bli1.7.",tl, or thaw
conditions 10 be summoned. Hurricane-force winds can b!.' summoned ncar
coasTal regions in ,he later wimer or early spring.

TIu: ~umnloll('d ,,"('"ather is not under lhe conuol of the caSler. It might
laSt but a single lurn, in lhe cue of a lornado, or for hours or e\'en days in
other cases. The area of effec[ likewise yarie!i frulll almul I square mile to
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When this spell is (1(51. it bring!' fonh a large, flalllingchariot pulled by two
IINy horses from the Element3J Plane of Fire. These appear in it dap of thun­
der amid it doud ofsmoke:". The vehick mov~ at 24 011 [he glound, 48 flying,
:rnd can Coury the casler and up TO seven OIher crearures o( man-siu: or less.

The passcngeu mU~1 be wuehed by Ihe casler to proTeCt them from Ihe
fl:llnes of Ihe chariot. Crea[u~s other Ihan the caster and his designal<~d

passengers sustain 2d4 points of fire damage cadi round if Ihey l'ome with­
in 5 (eet of the horSe! or chariot. Such creatures suffer no damage:" if they
evade the area by rolling successful saving throws vs. petrification, with
DexterityadjustOle:"nts.

The C3..lter controls Ihe ch:rrioT by verhal command. causing Ihe flaming
St~!s to SlOp or go, walk, tmt, tim or fly. :lnd lllm left nr right :IS he desires.
No[e that the Chariot of Sus[am: is a physical manifestation and can sustain
damag... The vehicle and steeds arc struck only by magical weapons or by
water (one lIuan of which inflicts 1 poim of damage). Tirey arc AC 2. and
eaeh requires 30 points of damage to dispel. Naturally, fire has no cffect upon
either the "ehicle nr ir.~ _~teccls, hllr magical fires other than rhos<: or the chari~

III an affect the riders.

Olher spells, such ~:I. successful Dispel Magic or Holy Word, will force Ih~'

chariot hack to its hom.. plane, wi[hnllt its passtngtrs. The chariot can be

~umt1lonetl only once per week. TIle material eomponellts arc :I. small pi~'l'e of
wood, twO holly I>crries, and a fire sourCe:" at leasT equal to a torch.

Appendix D: Cleric and Druid Spells - DruId level 7
invocation, the staff turns inlo a trc:lndike ercallll'e with 12 Hir Dice. 40 hit
poinu, and Armor Cl:m O. II ,mach twice per round, inflicting 4d(, roint.~ o(
damage wirh every SlltcCl'sful 3.uack.

Thc StafT-Ir..al1l d..(..nds lh.. caster and ohtys any .~pokcn commands.
1lowcver, it is hy no meaos a Iruc rr'eaot; it c.~nool coove= with "crual Ire­
alliS or eOlllrol trces. The rrans(tlrmarinn lasts either for as many turns as rhe
cast~'r has experience levels, until the cas!Cr comnlands the StafT 10 return to its
true form, or unlil tlte stafTis destroy~-J, whidwver occun fim. If the stafT·tr<:·
alii is reduced to 0 hit pointS or less. il crumbles 10 3. sawdusdike powder and
rhe mffis dcsTroyed. Olherwise, the srnffcan be usoo again afrer 24 hours and
the:" stafT-trealll is at (ullstrength.

To cast a Changesraff spell. the CaSter mtlSl have dther his holy symbol or
lCOlVe:s (ash, oak, or yew) o( the same son as the staff. The SlUff for the
ChangesrnfT spdl musl be sJx:cially prepared. The smff mtm he a sound limb
CUt from an ash, oak, or ycw tree struck by lightning no more than 24 IlQur$
heron: rhe limh is <;:UI. The limb n>u~r rhen be cured hy sun drying and ~p"d3.1

smoke (or 2R days. The" it must he shap"d. carved, :Hul pnli_dl~! for anmher
28 days. The caster ('dnnOt advemurc or engage:" in olh~'r ~tren\lOUS activity
during either of these periods.

The finished staff, engravoo with woodland scenes, is then rubl>cd with the
juicc of holly berries, and the CIU! ofil is rhntst into the e~nh of the casu:r's
grove while he cam :l. Speak Wilh rlallt~ ~pelJ. calling upon Ihe st3ff 10 :w;i~1

in timr of n(:('d. The item is 1I1e:"n c.harged with a magic that willl:lSt for many

challgt'S frotH staff to treanl and back ag'lil1.
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Components: V. S, M
Casting Time: I round
Saving Throw: Spedal

Confusion
(EnchantmendCharm)
Level: 7
Range: 80 yds.
Duration: I rd.llevel
Area of Effect: I d4 creatures in

40-ft. sq.

Except as nOTed. this sp"l1 is the same as the fourth level magic-user spell
CnnflJ_~inn (q.v.).

dlO Reactlon
t Wandet" -.y (unlesJ prcvetlted) for dur.nlotl of >pell

2.6 Sand confuted 0I\e round (!hen rollapln)

7_9 Argck ne>resT cre:uure fOr ""0 round (men roll.>g>ln)

10 ACT normally for one round (Tllen roll &pIn)

Conjure Earth Elemental
(Conjuration/Summoning)
Reversible
Level: 7
Range: 40 yds. Components: V. S
Duration: I turn/level Casting Time: I turn
Area of Effect: Spedal Saving Throw: None

1\ ClSter who pe:rforms:l Conjure EarTh Elemental spcll511mmollJ:In (':tTlh
eletnent~1 tn do his bidding. The elt:mclll~1 is (,0% likely In have 12 Hit Diet:,
J5% likely [0 have 16 Hil Dice, and 5% likely h;l.ve 2 I [0 24 I lit Dice: (20 ,
ld4). rurther, the caslcr needs btl! ro command it. :Ind il does as desired.

The clemenral regards the C3..llcr as a friend to he: oheyed. The elernetllal
Ictn~itls until desrroy",l, disr.!'IIc:<t, sent ~w~y by a I-Ioly Won! sp""11 or similar
magic (see Ihe Conjure Fire Elemenulspcll), or lhe spell dUl1uion expirl'S.

The spell laSIS one round for ""eli level of rhe ca.~ter. Tho'iC: who f.,il their
saving throws arc dtl'Ch-J by the GM (or actions each round, (or lhe durAtion
of The spell, or until the U W3nder :lW3y (or the dur:trion of the speW result
occurs. Wandering cr<,"Jturcs movc as far frOlll the caSler as possible in their
mOSt 'Ypial mode of movemenT (char.lClcrs walk. fish swim. l):lls fly, er.c.).
This is nOt panicked flight.

Wandering creatures also h:rve a 50% chance of using any special innale
movement abiliries (plane shift, burrowing, flight. ere.). Saving thmws and
actions arc checked at the beginning of each round. Any confwcd creature
that is artackerl perceives the alt:lcker as an enemy and acts according to its
[,:l.sic nature. The material cOlllJ.>One11l of tltis spell is a S(,'l of tht"("(' nut sh\'lIs.

Note that if there arc lllany cre-MUTeS involvt1:l, Ihe GM may decide ro
assume average rc.sulu. ror example. if There arc 16 orcs afTl'CTed and 25%
co"ld he expcCled to Sl1Cces.~(uny roll the saving thmw, then (our arc assumed
[0 have succeetled, one w~ndcrs away, four atla~'k the nearl'St cr;:ature. six
nand eon(used and the last acTS normally bill mUSt check neXt round. Since
rhe Orc.~ arc not nl':Jr (he parry. Ihe GM decides that tWO who arc supposed
[0 allack the nl."dr~-St creature llttack each other, one :il1ilCks au arc that sawd,
and one:" atlacks it confused orc, which strikes back. The nCllt round. rhe base
is I 1 orcs, since: four originally saved and one wnndere<l nrr. AnOlher one wan­
den ofT. five stands confused. (ollr altack. :l.nd one acts normally.

Components: V, S, M
Casting Time: I turn
Saving Throw: None

Chariot of Sustarre
(Evocation)
Level: 7
Range: 10 yds.
Duration: 12 hours
Area of Effect: Special

Control Weather
(Alteration)
Level: 7
Range: a
Duration: 4d 12 hours
Area of Effect: 4d4 sq. miles

Components: V, S. M
Casting Time: I turn
Saving Throw: None

Except n~ tlored ~hnve, this .~perr is the S,"lllle :l~ the sixth level magic-user
spell Conlrol Weal her (q.v.).
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Components: V, S
Cas~ingTime: I round
SavingThrow: None

Components: V, S
Casting Time: 5 segments
Saving Throw: None

The HackMaster Player's Handbook

Creeping Doom
(Conjuration/Summoning)
Level: 7
Range: 0
Duration: 4 rds.llevel
Area of Effect: Special

Appendix D: Cleric and Druid Spells. Druid Level 7

Heal Critical Wounds
(Necromancy)
Level: 7
Range: S ft.llevel
Duration: Permanent
Area of Effect: I creature

Components: V, S
Casting Time: I round
Saving Throw: Half

Reincarnation (dIOO)

Exccp! as nored ahove. rhis spell is the ~ame as the ~iXlh level deri, ~pdl

Iie:ll CriliClI WOllnd~.

If an unusual ('f(>',llurc form is indiC:llL-J, rhe GM Clln (ar hi5 oprion only)
usc the guidelines for new playcr characrer race.s 10 allow the character 10 earn
txpc:ricncc and adV3ncc in levels, :llrhough lhis may nor be in lhe ~ame elass
as before. If rill: reincarnaled chamCler rerurns a~ a creature eligibl~ 10 be the
same c1as.s as he was previously {i.e.• a human figiller rCWf1l5 as an e10, rhe
reincarnared c.hal3':ler has half his previous levels and hir poinlS.

If lhe chamcter rerurns as a new chanCier class. his hit puilUs arc half hi~

previo1l5rOlal. bur hl! must begin again ar lSI level. [flhe chamcrer reI urns as
a creature unable ro have a das~, he has half rhe hil poillls and S:l~ing throws
of his previous illc~rnalioll.

Incarnation
B>d",

Bear. bbck
~r,br&N11

Boac.witd
Cenaur
Drt>d"',

Gru"llC ~ff

FaUIl/H()'I",,,
G~,"_
Human.,..

Ow<
PIK'. F~<lf"

"",~
Roqrub

SOl---GM'. choice

Roll
01..(1).....
09·11
1).16
17.19
10·2)
24.28
19.)1
)1.)4

3$·)6

"...0
4t.44

4S-S6
59-61
61...
6H.8
69-70
71-71
7).75,....
"....
... ·00

Reincarnate
(Necromancy)
Level: 7
Range: Touch Components: V, S
Duration: Permanent Casting Time: I turn
Area of Effect: I person Saving Throw: None

With lhis slJClI, thl' druid can uring back a dl.'ad IJCrsoll in anorhl.'r body, if
dt3rh occurred no more than one week before the casring uf rhe ~IJCIJ.

Reincarnation d~ nor require ,IllY ~aving throw, rysrtm shoc!?, or resurrec­
tion survi\IQ1 roll. 111l: corpse i5 lOuched, and a lIew incarnation oflhe person
appears in the area in Id6 IUrn~. The IJCfSun reinCllrnated ll'l:aJls the majoriry
of hi_~ former life and form, bUI rhe c.haracter class, if any, of lhe new inC3rna­
tion might Uc very different indeed.

nIl.' Ile:W incarnation is defermined on rhe follow;ng lable or by GM
choice. If a player charJ.cler rJ.ce iii indiCllre:d, the dt;j,rllcter musl lx: ('fLoared. At
the GM's option, cen3in special (ClIpensive) incenses can be used rhal may
increase the chance for a chamcrcr 10 rellirn a.~ a specific mee or species. A
Wish spell can restorc a reinc.unall:d dlilr.acler ru ils origin," forlll and s{alll~.

Crearures lhar roll successful saving rhrows vs. slJCH suffer unly une-half
damaSe. Tilt damage is intlicrcd each round rhe creamre .~tays in the area uf
effecl. 'I'll.., area of dlecl i5 e:qualro twO 10-foOl " lO·fool cubes per level of
lh(' mler--c.g., a 13rh·levcl m.lrer can casr a Fire Srntm measuring 1]0 feel x
20 fcci JI. 10 (reI. The heighr of rhe srorm i.~ 10 or 20 f<:<:l; the imbalance of ils
alea l11U~t l.ll: in Icngth and widrh.

Tht revtrS(; spell, Fire Quench, smorhers TWice the area of effcct of a Fire
Srorm sp<:l1 wirh rt':§f!'l'cr to Ilorrnal fires, and lhe normal area of effcci wilh
respect 10 magiC:lI fires. l;irc·haSt'd crtarurts, such as elenll!l\lals, s.:t.lal1\:lnders,
('rc-, oflCS$ rhan demigawd Sl:llUS ha~e a 5% chan('c ptr txperi('nce level of the
caSI('r of !xing oringuished.

If cast only againsr a Flame 'Iongue swure!. rhe sword must rull a succL'SSful
s.:t.~ing rhrow \'S. crushing blow or be rendered non-magiC31. Such a ~word in
rhe Jl<l5.~c.'i.~ion of a crear urI' firsl receives the creature's saving lhrow. and if lhis
is succes~f"l, rhe ~ond 5:lving rhrow is alllomalically successful.

Finger Of Death
(EnchantmentlCharm)
Level: 7
Range: 60 ft. Components: V. S. M
Duradon: Permanent Casting Time: 5 segments
Area of Effect: One creature Saving Throw: Negates

The Finger ufOeluh speU caUSL~ the: victim's hean lU SlOp. The: druid Ulters
lhe incantarion. puinl5 his index finger ~t the ~·t...ature lU [",. ~Iaiu, and unless
lhe vicrim succccds in making the apprupriate ~aving thruw, de:alh occurs. A
successful uving rhrow negaTes the ~pdJ.

Fire Storm
(Evocation)
Reversible
Level: 7
Range: 160 yds.
Duration: I round
Area of Effect: Two 10·fl

cubes/level

When a Fire SIOrm ~pell is cast. rhe whole area i~ shor through with
shulS of roaring name lhal equal a waU of fire spell in cffect. Crealures
wirhin rhe area offir~ and 10 f..~r or less from lhe edge of lhe affecled area
receive 2i1R points of damaGc plWl additional damage equal ro Ihe CaSler'S
IC"d (2d8 .111t:~d),

Whellthe ColSler ullers the spell ofCrct"ping Doom, he (::lll~ fnrth a ma,,~ of
from 500 10 1,000 (II d6 ... 41 x 100) venomous. hiring and stinging arJ.dmids,
inseclS, and myriapods. This carp<'dike m:K~ .Wo'.lrl1l5 in an area 20 fUI square.

Upon command from the easu,':r, the swarm creeps forth :ll 10 feel per
round toward any prey within 80 yards, rno~ing in the direcrinn ill which rhe
caslU commands. The Creeping Doom slays any creanlte suhiL'<:1 10 Ilormal
attacks. as L"ach of the sm:lll horrors inflicl$ I p<)inl of damag.., (each then dies
affer iu attack). to Ihar up to 1.000 poinr5 ofthnuge "",n I.., i"nicoed On cr....~·
lures wilhin ,he parh of rhe Cl"<:<'ping Doom.

If rht Cruping Doom tr:\Vels more Ihan 80 yards away from rhc summon­
er. it loses SO of irs numbcr for cvery 10 yard.~ hc:yond RO yards. For example,
al 100 yards. irs numbcr has shrunk uy 100. TIICre arc a numUcr of ways 10
rhwnrt or r1l:'<rmy rhe crealU~S forming rhe swarm. The solUTions arc lefr ro
tll<,' imaginations of players and GMs.
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TheTranSlIlure Mctal In WnM spell en~hles Ihe (."'t$ler 10 ch~ngc ~n object
from melallO wood. Thl" volume or mewl CllH101 exeecJ a maximum weight
of Iapounds per uperientc Icvel of dte druid. MagiC'"JI objl"ClS ""ule of metal
arc 90% rcsistatll 10 the spell, and lhose on lhe person ofa trealUre reteil'e Ihe
creature's uving throw 3.S well. Artifacts :lnd relics C31lnOI be IrJn~illuled .•

NOle lhal only a \'(Iish spell or similar magit Cln restore a Imn,nUlletl ubject
10 ilS melallic Slale. Olherwise. for example. a meTal door thangL-d to wood
would be fort.'vcrnlore a wooden door.
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damagl' if a ~a\lC is ~U(Cessru1. In addiliun, the ray may result in the IOlal
dl'Slruelion of lhose undead specifically affected by ~unlir,;lll, if lheir saving
lhrows ~rc f.liled.

The uhrJviolellighl gt:nerJll-d by lhe spell infliclJi &unagc on fungoid !;fea­
lUI'CS and subterranean fungi JUSt ~s irlhey were undead. bUI no S3ving lhrow
is allowed. The marerbl components are an aSler seed and a piece or adven­
lurinG rddspar (SUII.~lon..).

Transmute Rock to Lava
(Alteration)
level: 7
Range: 20 ft.llevcl Components: V, S, M
Duration: Special Casting Time: I round

Area of Effect: 2 cubic feet/level Saving Throw: Special

The power of TransrnUle Rock 10 LaV:! luros an ordinary rocky area iOlO
onl" filled wilh hOI lava. The spdl is pernlaneOl in the sen~ lhal lhe I.tV:l
remains until eoobl. typically IdG days in normal conditions.

Crealures ('"'tuglu in {he :lrc.~ surfer 5nl0 poilllS (If damage each round IImil
rhey l'Sl,.":lI"" l>r IIIeall, of a 511ccl;$Sful savilll> lhruw. Each time a character r."'tils
a save, his equipmem mu>! save or be destroyed. Thc m:llcri:11 cumponenl is a
piece of obsidian.

Components: V. S, M
Casting Time: I round
Saving Throw: Speci;tl

Transmute Metal to Wood
(Alteration)
Level: 7
Range: 80 yds.
Duration: Permanent
Area of Effect: I met:l.l object

Repel Living Creatures and Plants
(Abjuration)
Level: 7
Range: Caster Components: Y, S, M
Duration: I turn/level CastingTime: I round
Area of Effect: 10 ft. dia. circle Saving Throw: None

EXCCpl where nOled above lhi.~ spell works ex~clly like a combination of lhe
AnTi-Animal Shell ann an AnTi-Phnl Shell ~pcll.~. The mareri~1 componenT i~

lhe casu~r's holy symbol.
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Components: Y, S. M
Casting Time: 4 segments
Saving Throw: Special

Sunray
(Evocation. Alteration)
Level: 7
Range: 10 yds.llevel
Duration: I+ Id'1 rds.
Area of Effect: 5-ft. radius

(special)

Wilh lhis spell, lhe taster (:,In evoke a d=Jing beam oflighr eath round in
which no action other than movement is performcd. TIIC Sunray spell is like
~ ray of n~rur:tl .~llnlishl. All crcarull:S in Ihe Io-foOf-di~mercr area of effeel
mUSl roll successful saving lhrows vs. spell or be blinned for Id3 rounds. lhose
using infravision al lhc lime for 2d4 rounds.

Crealllrl$ 10 whom mnli~11l is harmful or unmnur.u suffer f.lCrll1anenl
blindncss if rhe saving lhrow is f."'tiled. and arc blindL-d for 2dG rounds if lilt:
Sowing Ihrow is slIcccssnll. Those wilhin irs arc~ of cffccl, as well as creallJres
wilhin 20 feet of ilS perimeter, lo~ :"'y infravision Clpahililies fM Iii-i. I
rounds. Ulldc:ld C."'tUghl within Ihe sunray's area of effecl receive Rcl6 ]"lin IS of
damage, one-halfifa saving Ihrow vs. spell is s\lccl'Ssful. ·nlOse undead 20 feet
to either side of lhe sunrJY's area of effl'Cl receive JdG j)Uims uf damage, no
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Appendix E: Character:

SPELL PLANNER
Spells Available by level:
,_ ,__ ,_.__s_.__ ,_.__._

Cantrlp5, Useful "-- "-- "-- "-- "- "
l1emoriled Name ,.,... Range Componflnu Our-ulon Castlns TIme Are'l of Eft'ect SavIng Throw
O"!lOaQ """ '-'- ,. V,S 112 sepnent ..... .....
00000 C.... - ,.

" ,n_ i"" )'Inti .....
00000 e- --. ,. V,S ...... ,n_ ,"""" .....
:.l:l~:l:J "'"- -- ,. v,S ,n_ ,"""" .....
:J:JO:J:J "'" ......... v.s lll0s.- ,- ......
:J:lOO:J "'" - • VI ,n_ I cubir. pol .....
0::1000 ""'. - • v.s in_

to ... bdIilI .....
;'0000 ....... - • v.s IIlO~

I __ <r'IIWInI .....
00000 - ""..~ • v.s 11l1'lfl*K ,- .....
acou F~"" Enc~ntmel. • v,S ,""'" Il1sl:lflWlt ,- .....
aoooo Guilt' AJlendon • v,S 1161~t I Iq.)1lrd .....
00000 -" ...~.... • v,S In UlmMll ,_. _.
mnJ"OO ... ........ • v,S .16 ....,.,.. ,- --00000 .- -- • v.s ,n_ ,- .....
000:)0 .... ....- • v,S ,n_ '- --O[)D:JQ ...... - • v.s ,n_ ,""" .. .....
oO:Joa ...... - • v,S ,n_ ...... --OO:):1\l -- --. • v,S ,n_ '- --0:]"00 ... -- • v.s ,n_ ,- .....
00000 Wvm --. • v,S ,n_ ..- .....
ooao,.J w"" ..."""" • V$ ,n_ ,""" '" .....

• • ",.......,ble Und..-1lM III Splells "PP".r1nlln your SpellbooI< Check I boM for uch Spdl M~OO<illltl.

Cantnps, Reversed- N_ T,.. ....... Components OUn.bon Canln,lTIme Ar- of Effect Sa...inITh~
aa~ "'"" -- • V5 ,~- '- .....

:.JO::JilO - ....- • v5 ,~- ....... .....
<J-JOO":' ""'" ....- • V$ 1/6 Wf"'*"C 10 fool ndb .....
UOUUJ ...... ..."""" • v5 IIIO~ ,- .....
'J.JU,Ju ,- .......... • V$ In "'1"*'1 I oIl,.ct .....
..JUUWU .... ...~.... • V,S 1110 oqrnet\t ....", --00000 .... [YOQt\otI • V$ ln~, I oiljotCl """uuoau ....' .......... • V5 1161tp'Mt I (onalMr .....
00000 T.... -- , V5 1/6 seco-t ,- .....
;J"J;JUJ T.... .......... • V5 In oepnent ,_. --J~"JJ;J "- -- • V5 ,n_ ,- --o~aUlJ wo """"""- • V5 ,n...- ,- .......- l.MdwlonoIlIlI Sp.II~ In 'fOV( SpeIbooIo Chedt I boot b -t. Sp.lll"lwnorizlod.

Cantrip<J. Legerdemain

l1emoriud Name ,.,... Range Componenu Duration Caning Tlmtl Area of Effect Sa\llna Throw
oooaa ,f,jr oIleJklmKy IllUiliiI\IPhat.um " V5 ,....... 113 "eemen. '1""", 'Spodo'
oaaou C...... ...~- " V5 ...... III 0 ~I""". ,- ...."00000 ...... """"'- " V5 'n_ ...... .....
aOJO;J """ ..... " v5 ...... 1110 sqnwnt ,- .....
0':1000 .... -- " v5 ,....... 1110,..,.... ,- ....~

:Joao..:J ..... ..... Ok V5 '- 1I10~ ,.....- .....
~OO ~ - -- ,..... v5 ,~- ,......... ......"-~ aI Sp.II ..-.-.... yow Sp.Iboolt Otedt. boo- b .......~

Cancrips. Person.Affecting

I1tmOrired Name T,.. Range Componenu Ouroltlon Casting TIme Area of Effect Sa\llng Throw
ooooa ~boIitr ,"'""""""- I It per IrieI v.s ,....... 1/3 tean-I I <r.:I1.... ......
aoaao ...... -- I It par""" v.s 1110Mam- ' ...... ......
O~OOO - -- Iftpow ...... V,S I/IO~ ' ...... ......
0:1000 eo.,.. --. ....- v.s I·l_ortds ,n_ ' ...... ---':t:JO:JQ c.,- ~ I ftpow ...... v.s ,....... 1/6ter- ' ...... ....~
:JQ:JOO """'T'" ~ I It I*' ItoIeI v.s ,n_ ' ...... .....
OQ:JOO ........ ~ Ill*' ...... ...S ,~ 'n_ ' ...... .....
:JOOOO ............. ............... till*' ...... v,S ,....... ,n_ ,-~ ....~

00000 ""'" """""""'m I ft I*' IwtI V,S 113..-, ,-~ ....~

buoco C"" co.m I It f*' Ii¥eI v,S 1. to l_ondI 1/3 uament ' ...... ....~
00000 1"<111" Burn Illu<ionIPttam;tlm Ift~I .....1 V,S ,"""'" 1/3 "JIM"t '''~ N.,.tu
.JOOOO

""'"'" look
AJ•.",.tion lit 1*'!eYe1 v,S ,"""'" 1/6 utment ' ...... .....

0':3000 """" ........ t ft.l*'lMl V,S I to 2 HCOI'ldI ,~- ' ...... Nop~

00000 --- -- 1ftI*' ...... V,S ,....... ,n_ ' ...... .....
000':10 Nod ........ Ill*' ...... V.S IIIO~ ' ...... Nop~

:J:J:J :lCl ..... '"""""""" Ill*'~ v,S ,....... l/l0s..- ' ...... ....~
..:J .:l.J:l:J ..... F." Altention I ll*'lwol v.s Imd'l~ 1/10.."..... ~~ .....
Q:l:lO':J lhmoe. eo.c- E.,. -- Ill*' ...... v.s ,- 116ser-1 ,~~ -*a OO":l 0 ""... ........ I It 1*'" ....... v.s ,...... ,~- ,~ -295
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Name T,po R~.. Components Duratton Castlnl Time Area of Effet;t Savini Throw

:J:J Q:J
_....

""""""'" I It per IiMlI v.s ,"- ,~ .....
:)Ou:]O s-. -.... Iltl*' ..... v.s ,n_ ,~ -.J.J.J.J..J Twiuh -- Iltr- ...... v.s 'n_ ,~~

_.
.J.J..J..J..J

_n._
,~ ..... Y.s ,~ ....... ,~~

-~i.J.J..J.J..J .......... """"'- I It I*" IoeveI Y.s ,...."" 1110 "I"*'t ,"..,.. -,.
aa:ro ....... ,-- I It I*' level Y.S 1IJnr-1 ' ....... .....
UU ......JO W.. "''''''- I ftper ...... v.s 1/10 •.,ment ' ....... ......
atJtJUU "'"" ,-- r ft I*" '-wi Y.S 11611&"W11 I cruru,.. Neptlt\

a .. Revertible Underline all Spe!1I appe.l"""l in )'OUr SpIllbook CllKk • box for c:lth Spc:II Me:morl.ed,

C.lI <trips. PeMional

-.. N~ T,po Ibn.. Components Du~t1on CutinlTime An!:aofEffect SilVin. Throw
:J;:;'-OQ ... ........ Ok v.s ,n_ r ... .....

.J,Juua -- """"*- Ok v.s ...... ,n_ ..- .....
O:J.J.JU .. ........ Ok Y.S ,n_ ' ... .....
.J.J.J.J..J ....... -- " Y.S ,-- Ill ......... 1n1L ...... ....
:J:JOCl:J GN• ........ Ok v.s lco.~ ,n_ ,~- .....'0000i:) ...... ......... .. Y.S ,n_ ,_. .....
oaoaa -.. -""" .. v.s ,n_ ...... .....
00000 ..... ........ " v.s I n,...e:m In......-. ,- ,,",'"00000 Twuk Conlur.ltJon .. v.s III J<:&lM'l1 I 'l'UtlH'1 ,,","
.J:JQOO _.

Con"'"'tlOIl .. Y.5 In ><!p<_t ,... N~."- lJNIerIlM .. 5peIh apporin& in rot"" Spc:llboolt Check I boi: for IKII SgeIl Memori1c:d.

Cantrlps. Hil.unting

-... N~. Typo Ranr Components Duration CaninlTime Area of E"et;t Sa.vln.Throw
i):J ::l:l Cnok -- I 1t,..1I¥It Y; ...... '"- ..- .....
..Ju.JJJ '-'" ....... I Ill*' IeooII YS 1/6 HC"*l' ...... ....
0::1000 "- ....... I It I*' IwII YS ,~- ..- _.
...J.JUJU - ....... I Ic I*' IeooII YS 1110 H:I"'*l' ...... .....
':):J003 ..... ...... lll;p« __ v.s 'co1MCOnlk ./10.....,• ...... N"".
OO:JOU T" -- ticpi'" .... v.S 1/6 Mt"*l' I Iq. fl. .....
00000 """" '..... lilper'" v.s litO !e3"lIflt -, N",m-... ,-""" I It pet" IIwIl Y.S 1161~1 ,,",", N~

... P.eYtn1bll l.Jn<leriine d Spdh "I'PU'itII in rot"" SpIllbool< o-t< I box for ad! Spc:W~ud

Cantrlps. Minor Illusions

-... N... T,po Ibn.. Components Duration CutlnlTlme Areil of Effect Sa.vinl Throw
:J"JO:J:J

CdoAd_ ......- Ok YS ...... 'n...- ...... .....
oJ:):):):! "'"' ........... .. YS ,...... ,n...-

""'~
.....

0':)00:1 .... ......- " YS ,...... ,n...- ..- .....
J.JJ~:) """ ,...... .. YS lto'roundI I"~ '.-- .....
OOOO:J "'"" ...... .. YS """" 'n...- ' .... ......
U"'U~U -. 1Ik1l1on '0; Y; 1/6 IqrMnt I fl.ncl,u, N...m
00000 ....... -- .. Y.S ,...... 1/3 II..-t ,,",oJ .....

Two-01u>lon 11....\011 .. Y.S 1/6 l.,mellt <4 1oCI,1re!. N';"I

'''~ UnclvhM III SpIll. :lpl>&IrInJ in )'OU!' SpeIlbQok Check I boo lor exh SpIll M..-uld.

Cantrlps, Soc:ial EngagemC'!nt

-... N... .,.,.. Ibn.. Componenn Duration Cutln.Tlme Area of Effect SaVing Throw
Q Q~:J

_.
""""""'" ..- Y' '- ,"- '- .....

:lOO:J:J e-..... --- • It,.. .... YS ,...... 1I10~ '- .....
:I:J:J!Ja _... """" -- lit,.. .... YS ,"- '- ......
:J:J:J::l::l enw. TIIIpoo Cileb, ....~""" • It,... ... YS lit> .-pnIIIC Q1_~ rnoud'I .....
O::l:J':)O -.... -- • It pi<" IeooIl YS ,-- ,n ....... ' .... .....
UUO:J:J IIliIton of Counuy IIk1slon1PNCilIm I It pi<" lewl YS 1It>~. '- .....
COOO In~W"1Cty COmnItnI ""m""" lit pel' 1M( YS IIIO~ ' ....... .....
UOJQlJ NeoJtnhll AA:ohoI" ......""" ...... YS I/lle.m~1 • qUIrt .....
O...JOOD _T.... ..""" , It pel' '-l Y; ,- 1/611C"*l1 n.~ .....
UJCLJ.:J PnoS:lk -""" t It p8f" '-l Y; 1/6 1e""""1 " ....... .....
J:)l.lUCI ,,-"-IZ..,.. -.... I It p8f" '-l YS ,- 'n ....... n.~ .....
J.J l.l..J 0 Protec.- from s.-a. --. • It,...", Y; ,...... 1/10 SI&J'*'l ..~ .....
~":J 5-T...• -- 1ft,... .... Y; ,n_ ,.... .....

44UJ.J _.......... -- ..- YS ' .... ,n_ ' ....... .....
0.J4.,JO -- ......- lilt,... .... V; ,n_ ,...... ....
JJ;.JJ.J Wope Fx~ -- Ill,.. .... YS ,n_ ' ....... .....

a '"~~ ... "-1fIPQIYlI1I'I-- Chedr. a boor lor ach SpeI~
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Magic User Spells
Magic.User Ist level

HemoriH<l Name T,.. Range Compl'l'le"u Duration Casting Time Area of Effect Saving Throw
00000 Aff.!a N<>rmlII Fi_ M~"" ' ........' V,S,H ,,,- ,...,." 10 ft. radlu. "-
0..1000 ""~ ---, 10YJI"d1 V,S.H 4111'1·112I1r~1 I round """ N_
00000 """'" Cc>njun.1on ,- V.S,H ""., I round I crawre "-ouoao AudIble Gbmer IIh.",ionIPlIan",,," 60 yd•.• 10 ydllM V,S.H 3 roundsJ1cve1 I n,ment IIurInt raflle Special
COOOO Aun 0/ ItInoccrw:c frw:hantlChann I ydll.,vel V,S,H 3 roundsl\evel I n,ment '''''~ Neplel
00000 ..~o.. EvQotlon 30 YJrd. y., InlWltlMOUI I lqment '0>0, N~.

00000 ........ Erw:hlmJChvrn 0 V.5.H Id4 md1+ I mdIlYl ''''''''' 60 ft. radius "".,00000 Bumln&~ Alteration Sfeel " IMQIlaMOUl I secrnenl S ft..I20'11l: ,n_
aOQau Cha"",5oo1l IlIu.lonIl'hantl"" Q " 2d6 md.I.2l"11d/1Yl I Stl"'*'l ~,. "-
::lO:::IClO ChJnn I'(!rwn EnantlClunn 120 yd•. " """ IlqmMt I peNoon Neptel
'.:IOQ.JO CII,IITotId> Necromancy Q Y.S 3 md1+ I mdf\evttl I legmenl CUler Neg;.IU
..JUU..JW Cllromatk Orb A1terulonlEYocaL 30 f1eet V.S.H ""., ''''''''' I CrUlu.... -,00000 C_"'" A1,..,don Q V,S,H llll=ta....,... I .esm'wu 5x20x20 ft. wedp Special
'.JOOOO ~~~A1W1"- ,- V.S,H S <Ou<>ds per IevflI I 'OIJn<l

-~ -00000 CoAju... I"Iout\t Conj.....lS<llnmon. to YJrds V.5.M 2l1ours"IIIr.1le¥el ,~ ,-, --U.JOUQ Dandrl( lJ.Illts A1,e..llon 'to yd1.' 10 ydUtvI V.S.H 2 I'OIJlld1llev&l Ilegment """ N••
acaoa Dettce MtaK: 0 ....;,,,"- Q Y.S ,~"""""" I legmen' 10 ft._ 60 ft.

_.
:l0.J':J:J Detecl Undead Div,nJNeclOtn. Q V,S.H 3 turns I roulld 6OIL+10kJ!_ N_

oaooo """". """'''''' S",,_ V,S,H S~"""" ' .......' I crea<Uflllobf=. Neg;ues
00000 En" Ak~~ )0 )'link Y.S I'e<'tnl.non, ,..."." I KroIlor2~ ""..0':l000 '~.n. Phan,om1 lIIusionlPtunwm 60 yds." 10 yds/tvl V.SoH "".. I $l!&"'~l Id6 phlrnwms/le¥el -:JOaoCl Fulll... Fall A1tllr:ltion 10 ydLileYttI Y I rdJleveI I $'"!tnJen< -, N_

00000 Find Famlli.>.r Conl~rJS~mmon. I mlltl1levtll V.S,H Speci.>.1 2dl211oun I faJnlli>.r Spec;,,1
OelOOO Flreba.lI. Barr:l(e A1,..,Uon SO ydi.' 10 yd.tlvl V,S.H I roundllllYti I ~merlt I+ CrNtu~ In rill N~.

0000:1 Fi..-lNII. Sldewinder (fI) Evocation I mile IN_""""" V.S,H ,_......
''''''''' 10ft.radl"" ,n

00000 .....w Altan.lKltl 10ltl.n V,S,M 1 round ''''''''' I plnl 01 Woll.... --OClO':lO F1utl...soh Al,entiofI .",,, V,iH ,- I R&"'8'" _CIWW,", "-
QQOO:..a FogV""" Drtlng,iotI ,~. V.S,H I lum/levcl I $<'&",cn, -..~ _.
O.J:l::lC G.1blor. H~ Au.. 1Il",IonJPlwlInm Touch V.5.H I tbynev..1 ,~"" ""0' -,Oa:l:H.. G.ue ReflllCllon Al,eronl"" 0 Y.S 2rtk+lrd./lvl I $<'&",enl ""0' --00000 G~" """".",,, 10 yards V.5,H 3 rti1. + I nlJIvl '..,....., lOx 10ft.. -QUOaD ~'$~'I"lCan ....."'" 20~"" V,5.H 6 houn .. I IIrJlvl I le,menl ""0' "-
OJClt:l:W Hold Por",1 ....~"'" 2Oya~J y ,"'- ''''''''' 20 sq. fl./ItnIeI

_.
OUUQO HJl>IlO'i$m End...nLlClunn ,~"" Y.S I rd. + I rd.JIM I lerrnetl' )0 ft.cube Neplfl.
00000 Idf:nUfy DiYinotion 0 V,S,M Ird.Jl~ ""0' I ltem/lewl N_
OJO:lO ,m, Aher;"k>n ,~. V,S.M Id3 rd$. + I rdIM I se&fr'l!n, cl'll!aWl'e lOUClIed N~.

0::1'.:100 "", -"'" 60 yard$ Y.M I wl'lll\evel I HC!'*'1 20 ft.. MUS ""'"00000 MaJIc Hlulle .....,... 60 yell•• 10 ytkJl¥1 Y.S In1t11lClIleOU$ I seamenl I_S CI'leuiIO ft..~ "-
OOO..JO -- ....."'" Q Y.S S I'lk./MI 11'-' ""'" "-
OO!JCO M.k Alte..tlon 30 yards V,S,H ,~- I sqment SpecI~1 ""..000::)0 ""', AI,eradon 30 )'lIrds V,S.H l'emwltnt I 1qrner.t I objec, N_
JDO:lO M....r Coin Pile Aiteradon 10 yards V.S.H ,,~, I sqmen, 10 ft._ 10 ft.a..... "".,
00000 ""'" Alteration Q V,S.H S rd1)l_1 11e,nMnt -, "-aoactl MInor S$>IIe~rb8tlon A1terldon ,,~"" Y.M ,."""'"' 1$•....- 20 ft.. ..d,Y1 Nev'u
OQO..JD I'IIantunI>I ""ball 1I1u1lon1Plllntlim 60 ycU... IO ydlJM V.S.H lrutJllQntOU1 ,'....... 20 fL rldl'" Special
OOUUU Ph~ntum~1 Fcsrl:e IUuliol'llPN.ntlllm 60 yd... IO yd.nv.t V.S.H Sp«ial '-' Speci.>.1 Spec..1
UUUUU PlurnlO/l'l Armor AhenlIoNIllusJon '~h V.S.H -, I round one pen"" N~.

OOQU:l .... """ AI,...tlon 201"1 V.S.H I rOlJnd lle&m~, 20 fL ndlu$ "".,
00000 -".."'" A1t..,llon 10~1 V,S.H I s'&"*'tiltIvel ''''''''" ""0' --aaooa f'rot«Clon from EvIl ...~"'" ,.... V.S,H "...- ' .......' c.....w.-. ,oudIed N_
00000 "". Conjur.is<HnmOll. ,....... V.5.H ln1t:1ntJ.J-..1 ' .......' ""0' ""',.
.J..JOO..J Read H~&k Div\~tion Q V.S.H 2 rds.Jlev&l ,~"" ""0'

_.
.JOOOO 'oo Erw:tIlInllnem 'ood< V.S,H S '0 Bhoun ,"'""" Spec;",1 N~.

':1000::1 Shih 1lIlI"", EncluntJCh~nn Toocll V.S.H J rds.ll.,vel I lqn'lefll C.....t\llll lO\Idled Nea~'eI
00000 Shodd.., Grasp A1leratlon ,- Y.S -, ''''''''' CI"IlIW'" t.o<KIIed

_.
OOO..JO .... EnclunUCharm ,,~"" V.S.H ,".-. II.",....., ""., "-
,,)0000 $meU Imm\llllty IIlu1lot1/P11anCl,," " ... V.S.H ,."""'"' lle,n''''"1 I C"ICU<"e

""'~oaooo Spider Qimb Ak~""" '~h V.S.H J rei!.. + I rd.n-l I seam"'l c.....tu<"e toueI\.ed Neptes
00000 ..... IIIUlionlPN.nCl,," JO ... Y.' Special I leamen, I creal~'" Neplti
.JUU..JU T~un, Ent:l'linunetlt 60 yardl V.5.H ,~"" I legmtn! 30 fL ..dl\ls Neg;.'i11
OOO!J:l "",.- llluslonlf'lunWlll 10 ydsJhol Y.M ~ nls • I rdJltMll II~l I c.....lII<"e <If oIIlec, N...~
OOOO..J Urn.." SerY1n, ConlyraLiSummon. 0 V.S,H 4 ....... I IIotlr........ ' ........' 30 fL ..dltl. --LltlOUO _of", ,-"'" JO~"" V,S,M 2d'1 rd... 1 rd.Jtvl Ilepnent """ --..JUU.JJ Wiard H~rlt Alter:ollon ,~. V,S,H --, ''''''''' Up ... I '4 100, N~.

UUO.JU W"" """'''''' 0 V.S,H I hour/ltrffi , ~OO I "1"'11 "'""rlptlon Speci:ll
U:l.JI,JO Wrypl'l o.IidDecepdon Ilius/PN.nL>$Il'I 100 /eel V,S,M I CUrn I 'egmelu 60 yard ..diu<; N_
0'.:1000 Yuddet-'I'Mtlldfl of Hell's wteE"CIQdon S yd...ditK/M V.SoH ,- ''''''' S YJrd ..dlusllevel _LIN..

•• R.-..nibltl Underhne III Spell$ :oppe.>1irlg'" your Spellbook o....k ~ bov for eKh Spell Memorized

Magic Uscr 2nd Level

"""'",., Name Type RanRe Comp(mcnls Duration CanlnRTimc Area of Effect 5avlnl[Throw
00000 Alter s.tf Ahe..aon 0 Y.S 3d'1 r<kJ"::1: nk.JM ::I: $ecment:l ...... as_ --00000 ... Ei'lchanDnenl 30 )'lIrcI1 ..... 5.H ,""",", ''''''''" SO fL + S ft.IIe.el N~.

000:10 llllll<lneu IUullOO!l'tlllnwm 30 )'d..+I0 ydo./tvl Y -, ,........, lcruw,",
""'~oocCla ".. IUusion!Pl'IlIntum Q Y.S J rm.• I rd.l\evel 2 '''IfIleIlu ,he Cln.... N..

000:10 C!'I>,n of "re E_~ 30 yar<k V.S.H Spec;",1 2 .egm""" Sped~1 --:10':100 CheeQlI Speed Al,e"llon '~h V.S.H ) ,d$. + I rdJIv 2 ,~,""nt. I cr<:alU,",,1.,ve! N_
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86l

",.., "",,- '"'" """Op, W'S'" ....i
~_..

,.", """""'" crr,..,
.a'dtN pnopun [PI ........ , .....,"" I • 'SfU",1 W'S ..... ...." ""~N """"-orr,.r
I.'....... '0"" ........, _...,

loI'S'" -.p.l OtJ w.l1\j:)(l""PU:I -- oonno

"'" ,- ........ , ~PJI .. ·'fl-I( 14'5'/\ ...d" """~'"
"sOH oao("n...... ~OI""lJOI ........, -, 1-1'5'" 0 """- p<ij.M"~ oocaa0.- ~~,

._, -. l·ni\ .......... , """- ..." ("Irnnn- 1fCk"'~'1js, 0_,
""""''''' I .. '''''It W'Si\ 0 -- lIIH "H -,1'IP""!) I'"rrrr- -~~

0_,
10UI '" l+fo'IlIIIMU I W'Si\ ..... ..,...,'" '" irrrr- ...... -, -, W'51\ ........ Ol •.,c()( ---=> ---- c:crrC'

"' 1llpU'l01 -, ........ , w'S;." --, --. (U)M'S""'" CCrrr., .... ·,..,.01"'1 -, -~ I·n;.. t"tf"P'l 01·... 01 - .....- cecco., -", -, -... w'S ..... ~O'.~OI ---. """" c:crrr......
-~ -, ........... I ..... I " """'- b-'''''''N ."" ..... ecce.

UI.IO IMlN ""PC>'1j 01
._,

~,.., " ,... ........., ....- ccrrr...... -,,, -, -., " -", .....- -- CCCiCiC- ....."" -, .......... , .- 0 """- ""'" COOCO
~"'N oqqJ '"!flC.I 11 or ._, -- "A -" _1t.8llV 1~'1UOJ DoOce

'0"" ,."" nlllUAtr S pUIlOJ , W'S'.", I~OI 1IOI1U91ty ,...".." OCODe...... IljJ",. a<lfI g-.4fr( ....-vPJ I w'S"'" plll(WttUn
~''''"''

,.:>u~..::> nonce...... VllpU'1j 09 -, -~, w'S:A ......" """","" "~"J r>r""rrr- Ul)lItn~, -, -- w'S:t.. ""'"" ~ """" "'"'0
('T'rl"'1"...... -.. -, ......., " 0 -- ... rrrrrr...... ..... , -, -........, "" ~""lfOI -, "" .... cc-rrl'"

-"'l.L1l'ul""S l>OJU3 JO II...." auJU..uIlR~ UOI1vnO Q~uodwoJ N~. "'i ~'N ...........
,it""1 p.I[ ....sn·:»,3I1w

'pa~ Pets '4X9 -'Of >tOq l 'P'O ~....-.l "!~ opds .. ......-PUn~ "' •

~ .-vl'bJ0(. -, -- .- """'- - ...., ...M cecco
(-kl)~ InMII''I I 01 dn

._, ............ , "A ... " ...,.,.'" r-WlOHWIIM eccrr- '1'I!pt.!'lJ t .-, "'''''' " -, ....m>""IoIf>lRlj'f' P"lM~NM ocnrr

"'''''' '0"" fl...w"'t l"""'IfPW I W'S'A " tIOl·o:JO,\3 <'M crr"rr
UI.-oJ '-N ~ )tqO:.I 00011 ._,

I"MI/'WIlI l w·S .... I-Vlpol S ..,......, ..,. OOOCIO
(....)~ ~~,

._,
...".,.." , .-v-sP~ 01 UUf\Ql1'UfII:lU3 I6UUOJ thO.! C.OOCO...... ~, -, JO'"II'PW , W'S'A ""'"" """...... -""...... COOCO

~- "1j bI 1 '" dn ...... , -- w'S .... """'- """........ ~/OOOUI.1 rrrrc
~-

1qII)"lj 01 -, ,.,.., W'S'A -" --...., ......,- rrrrr

"'" .."....- -, _.. ,
W'S'A """'- -- ....... rrrrr,.,.., -,,, -, ....... , w'S .... -" - ....,- rr'C"rc...... -, -, ..."..., " ...... S· 'spL0( ~ ............ r'f"'I"'C'"r'l

~-
.,.,,, -, - ... w'S" ~OI·.Q( ........... ...... CCCCC...... ......... lO<lf SI -, I"V~ I ..... HIt wOS .... ~OI.·opo(O( ......"......, .... ccrrr...... ,.,.., -, -, w'S .... """'- """~'"

>Wi_ C['1crr- lM"V1pol 01 ......... , _...,
w'S .... 0 """...., ---- crrrr

~"N ~~, -, ~, .- l'oVopoI s··sp.( 01 ......"...,.., '-'"' o (''l('''' r...... • ;uno, U!I I S1UN1.... t "',.., w·S·... qurl Otl
"""~'" '''II\PbI>J.e..t 0000'"

-N :DI1qoJ""l""" I -, 1AlI'~' ......"'S .- '1)1IOJ.

"""""""
sdu:lut'JIUO'I""lOJd 00000

Qld~N -~, ........,
-~, w'S'A ...d" ,~utl()lq '~n ."'I'""'d r"r"rnr- ,- ""~ , --- w'S'A ,... """..... ......... C'r,nrf""

(~)auDN ~~,
._, _... ,

w'S'A ...., ........, - crrrr
j .....)..."., ~, -, --- .- """'- """""""" ..os .'snw '.lIIII.onw ccc:rr

'"'" ..... , -, '"'" w'S ....
_.., - PPVl1IOliI'.NlW ccrrr- ~IMI -, ...... .- ~Oc. ---- - OOCCO- ....." -, ......." .- 0 - _.....

c:ccC:C- -, -, ,.,.., w'S .... -" -- -- rrccc
crCOe->N ~"'" -, ............, .- I"V1I 0 I • ." 09 """"'"' ...............- rrrcc- "'""""" -, ....... , w'S .... 0 """"'"" .UIifolO"1D01 rrrro
~-

-,.....", -, .......... , w'S .... ........... """...... -- rnrcc:
~- "'''''' -, ....... , .- -" """...., --, 00000

"'" ~b<OI 1~11 ~.... , IPJI.oI 09 """~IV .".." nnr'OO
1I1dlN "',.., "u~l '0"" W'S 'A 1-1f"'~OI """'....Ij'f' UOl'.......1 nnnnn

'>ON 1*!)II()l 8.ItIlNJ' "u~Kl "',.., w'S·... ....i Wn:lUllklJllO""1I1 btl!q'~AIlI rrrrn...... ...... -, ,.,.., W'S'A ~ Ol.t.p,( 09 WlDUIIWIUOl"'lIl n.ocli"'~.~ n!""r'nf"'
~"'N -,,, -, ...... "' EPJM O( ............... -..- C!""Clnn

UI "'''"IJ 0(
-, -~'" W'S .... ....., --. J.OJ~ReH COCOo-...... .....'"'llll --, ...... W'S'A .-...." - ......." ccrrr...... .."....- ......, -- W'S'A """'- ~- cluJ.'1IfIU'.~ rcrrr0- ,.,.., -, - --- .- -.. ..."".....,.. - rrrrr...... """""''IDOl ...... , ....... , W'S'A -" -- """ 'J""' c:C'C'rc- ...... -, I""'"'I1lU t ."SIU ~ .- -" ........., ...., '" C.OCC['- .,.,,, -, _~I w'S .... IfUI.oI 01 - ............ cecco

~,.., ...... ._, ,...,.,.., , .- -" ...,.,.'" "~.1Ly Cc.ccc., "'!PU"lI 01
._, .....~, w·S .... ~-, ..,.""" (u) .....'S~ cooccU, ""PU"lIOI nUlWJil't -~, W'S'A ~IW I """""" ~~'II~~ Cr::Cl:l1'"

·'~N aMll....., I n..-..JI't '0"" .- ...d" WlIIIU~/tIOlSf>lIl OI~)I~ .... C1COC...... .....,.,.,, ._,
-~, w'S'A 0 ........, "" raoeo...... .........." ._, ........, w'S'A 0 """"'"" '''''''''''''''' cecco...... "1j 011 ·01

._,
..."..., .- 0 """"'"" .... ""'" I"'r .... rc...... ........ ,

~" .....,.111 I. 'UlU w'S'A """'- """""""" =- r'rrc.c- ~-,
._, ,.,.., w'S·... -" ~ ."""" rrrrc...... ..... "lJSI -, fI"IVt>J I ...... I w'S .... .........." ........... 1I.s1'S~ rrrrc,.,..,

.,." " -, -- .- -" -- ."""......., rrrrr'...... ....'ilOI -, ...... , w'S .... ....... , UOIIOOOo3 QIY~ /0 Jl"'lO QCCCC
MO.IIl1Jul....~S J:R.Y3 10 11.... '11' awuJupn;) uoP1!i.lno Qu;,.uodUJo:) d_ - aw"'N~

'tooqPU'!H S,.l~,('l:ld "aUI£H'l3eH il4.l .Iaul,n:ld lIildS :3 x!puaddV
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.J.J.J.J:I '*'"'- -- ,- V,S,M 2 ....... 1 hr"""'" ,.....
~-

....
000 1rMIibiky.10'1\ -- .... V,S,M """" '- 10 It. radiut """":U ..J:J,) ... . -- .... V.S,H ....- '- ,~"""" -..hJ..J.J.J --... '- -to yds .10 ydsM "H ""- '- """" In

.J.J.J..J.J ..""" ~ " v.• """"- ,..... ,~"""" ....

.J..J.J..J.J I"'k:lmt« Sum. 1
~-

".... V,S,H 2 nk..j nl. .... ,_v ,,"'- ....
.J.J.J.J.J 1'1ufpn', Mo&r- ........,

lO~nh v.• """- ,_v ,~~

-~O:lQO:l Nor- ~ "........ v ,............ '- 101t.nd.. None(.... )
<:I;:).J.J..J - ........ .... V,S,H ,"'- '- ,~- .....
O.:l.J .J.J -- -~ """"" v,s ""'"

,_v 20 ft.l! 20 ft.ara N...~
J.J.J.J:J Pen:eiwd Ml'cn. EncIwlLlCNrrn "... V ""'"

,_v I crul..... Nolle (nq:)
u.J.J.J.:l """""" .... ConjurJPhanu.m ,~, v,s 1hrJIeo.el ,~" ""'" N_
.JO.J.JU PNmamW...d Ak~tJ'l'h~nu..m 1 rdJlM v.• ,......, } "trMfltl 1 It. bro~d pull N_
00000 -_. o'ltenlion ''''''''' V,S,H --, } IlIlJ"IIfltl ,~~ Nt&Illll
U.JOOO

_ .. _...
''''''''' V,S,H -, ,_v ,~~ ....'~

U,JUCl:J ~Slrib '- Cu,. v,s,,., ,"''''"'' ,..... ..- In_
.J-J.Juu -.-....- .....- ,- V,S,N

I """"'" '...-" C~tl.In I.OUd\IId .....
';..J-JU-J _..... -- ,- v,s """" ' ........ I~~ .....
.J-J-JoJoJ """' .... -- ,- V,S,H .-..,.... I- I ~lt.IqIIM• .....
"0 00 _........

~"""- .,. V.S,H ""'" ''''''''' I ... .....
,J.J-Ju..J ... -- 9O,..10~ V.S,M } 1"CIl.. I I'd"""" '- «lft.t.

-~u.J.Ju..J -- ............ 6O""1~ v,s ..- '- """" """".J.JJ.J-J - ~ lO_ V.H I hr· IhrJ\e¥Il '- ,,-
-~'J:I.J.J.J """"- '- "... "H ,'''- '''''' ...... _.

.J.JJ.J.J - ""'- 0 v.H I ....... '- lO'_ "-
;:J;:J:JO'l

_.... ........, 0 v,s ,- ]- do_ "-
U,JU.JJ 'fohnl OIl" EW" - ....... V.S,M ,""""" ]- lOft. ...... "-
J.J.JU,J WO_ ........ -- .... V.S,H 6""'- '- ~- "-
.J..hhJ .J _WOO ""~- ""'- V.S.N I~","" '''''''''' ...... s,-..
:J':lOO:J

w_
Aha;orionllilus. 0 >H ,""""" 1 Je",-l die cas_ "-ooooe ZI'lO'I" F.S.ofT. ~LlAher.lL 10 )'dsi+ 10 y<II.J'M v,s,,., Sf-iol ) .eemt'lu I QrptJlTIl:IMr .....

•• ReYti"S,bIe Und",l,n, ~II Spell. ~rlr>. In your Spellbook Ch«k • bQw /or t~<:h ~I "'e.llOriUld.

Magic.User 4th level

.......... Name T,po RanJle Coml)Ooenhi Dur.atloo Castin2 Time Area of Effect Savloll:Throw
:J:J ::l::J 0 a..m_w ~ .. ,... v.• """" -....-" """" ....-.J:I.J.J.J CIooo ....... ""~ '10'" v•• ,- -- I~ ......,
.J.J.J.J..J """'- ~ 110_ v,s,,., lrdl.·I~ '- Up '" 60 It.tubI ""'".J.J.J.J.J c...oc- ........, lO_ v.' """""- -- I~~ .....~
.J.J-J.J.J

"""" ""'" 0..._ 0 V. s,,., ld6tm1·llt........ ]......., 1201t.~ ......
.J:J.J.J.J Dc ....... lO_ v,s, ,., I~ '- " ........ """":I:t:J:J:J -- -- 0 v - ,- do~w .....
:J-J"':J:J

_....... ............. .... " ]- '- I","I*W"'I .....
J:J..J ..... .J '"-'"""-- - 0 V

k...__

'''''' do_w --J.J.:l.J-J ........ ~ "........ " ...... '''''''''' 20 ft.c• ......
J-JJ:J:J """""-. """""- .... V,S,N ,........ 1- -.pon(l} U>UChed "-
J.J.J.J.:l """"- ........, "........ " IcHhrs.·I ....JIvI '- 1 cr..-. ......,
Q:Ji)O:l ....... , A1lr.l.tion 0 V "..W '- s,-~ -JJUWU .... llluilonlf'hanalfll 0 v, S,11 s,-"' '- ..~- N",w
UClUJ.J FlI"lb;sH,1.nd Scrpr ......- 10 ydJ,.10 ydaJM V,S,M InmonllllllOUl .. Jelf"C"tl s,-., '0
:JIJ.J.J.J F\rcl>IH, s.w (F4) -- 1 milio nwuum V,S,N 1 rd.llt'o'~ 4 Stl'"""~' 10 It ",dlus '0
.J.J.J.J.J Flrtb.lll,Yollty -- 10 rrdl,' 10 yrdIIIvl V.5.M ""'" .. JeC""'nu 10"- ",diu. ,n
.JiJiJJU ""a-m ~m ".... V,5.11 ,~.- '...-" IS It. radius N",_
O:J:J:)-;J ...- """""....... 0 V.~H 2 nII.. 1 1'd.Jlvl ."""" do_ "-
OJ.J ...... """0 --- .... V,S,M ............. ,- -- In
::J.JJ,J,J .... ~ " ......... V,S,M I~- '- lO'.... """":J.:l.J .,hJ ~',Ha&U. ~. 10_ "M ,....... '- " ........... -:I:JJ.JJ ~',I'1MIl( ""'- 0 If. S,11 I .... ,- do_ "-
:I:IJ,J .J 1.....0.1100..,. TtrrWo ........-.... lO ......... "H ,'''- ,- 10 rctoJM.aiIt "-

".:J:r:J:I -- -- ""'- HH -. -......... "......... -:lO~l.J::I "' ..... -- ""'- V.~M """" -- 1CI .... «1"- ...... "-
:l:J:I.J,J -..,- ............. lO .... v•• """"- -- 1.10.10,,- "-
:J::l::l::l::l _.... ............. .... v., "nk.'I~ -...-" ~~ ........ "-
:l:l::J:I:J .... """ ~~ ,- V,~M """"- ,- II..", .....
:J:J::I:J:J _H_ '''dv'"''''''',, ,- V,S.M I ....... I .... """" ....
o::Jao~ - -- "......... V,S.M """" -- IOIt.~ -:J:J:JOO ~Cr..1tion """"""'" ,- V,S.N ,"'- ,~ ,""' ..... N_
::100Q:I NIIIOrG~, ........... 0 V,S,M ,....... __v

" .... N_
.:JUOOO MOIl of Cornllin.

_...
"""'"" V,S,M Iwm'lmdltvI ,-"' Sped~1 N_

.JOOOO NonlUlr Sum. II ConJ.....lSummon. Sptcilll V,S,M l rdI..' j rd1Ivl .. It&"*'tl 40 yd, ..diu. N~.

UU.J;)O ~S,Gr;..p ~... ,~. V,S,H '"~, ..,.......... s,-- N_
000 0 .............

-~
,,..... V.S,M I .......

__v
I~~ -,..J.J;);):J """......"

_...
10 ydi.Jlvl v.• ........... -....-" 100 fLMI·!*' M .....

O:lU:I:I -""- _...
' ......... V,S.N """"- -- I~

_.
.J:J:JO:J

_... _...
0 v ,- '- do~. -.J.J.J:J::J .........- _......... ",.. >M """" '- ",.... ....~

.J.J.J.J;) _c..... - '-" v.• """"- '- ..- """"::3:1:1':10 -- ..- lO_ " I~ '- 1O~"" """":J:J..JO,J .... """'- 0 Y,M ".._- I- 10 M)O lLaIM """";J.J.,J:J.J ....... - lO_ V.S.H 244 ...... rolJlool '- 2OMIOMIOIL "-

.J:Jol.J.J ........ en.- ~ 0 v I ....... I rlldJtw4 II.,,", lO'_ "-
::l3:l-J-J ........... -- .... v.s I~ -- I~ "-

299
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.......... Name TYpe Range Components Duration Casting TIme Area of Effect SavIng Throw

..J.J..J..J..J ....... Aher3,.... ..... V,~r1 """" '....-' I~~ .....
oo:::r:JO - ........... ..... V,S,H 6UlK--6~ '- I~~ .....
QO:J.JO -., ......""""'" 10 rdo""-'l V,s, r1

1..- ' '''- 10ft.~ .....
OO,:,).J;:] -........ - ..- v.s, r1 ..- '...- ..- .....
.J..J..J..J.J -...... --- ..- 'l,S,M """" ''''- ..- .....
.J.J.J,J.J Walolb '-- ""'- V. S, M ,~...... ''''- ..- .....
,J.J.J.J..J -.,. - , V. S, r1

" ...... ,~ ..- .....
:J:JO~:J z.,p..'I~ ""'""""'" ,,- "" 1601"1 1n"1 hilM ,~ 30"' ...... .....
OOO:J:I z.r-'IT-. fvry ,,-- 30_ '11.50" ,..- ,...... 30"' ...... .....
:J:HJ:J:I ,..,... .... -..-., 30 ... V,s,H ,..- '- ..- .....

-..~~ l./lodrine:ol~~ III ,.,.. ....... CNd< a Iw;a: lao~ SpIIII ~It<l.

MAGIC·USER 5th L~el

Ktmori.1d Name T,pe Ranae Componenu Duration CntlngTime Area 0' Effect Saving Throw
ocoeo _......... - 60 "."10 rcWM V.S,H ,..- ,...... ....... """"UOO.JU """"" -"" , V.S.'" ,- .......... ....... .....
U\JO.JO """"'Growm' A11.-atlon ...... V.~H I rd./lor.lel ......... _, .....
U..JU.J.J AnotNl. Delod -"" 10 )'dl. V.S.'" --, S round.

_,
N_

U.JUUU AvoodaIK" AburlOuonIAtI.rlOt. 10 )'dl, V.S.'" Until dilptolled .......... Ujl.o] It. culM: ""..U.JUUU C,"m EIKltlont./Chllrm 5 ydoJ\lo,oIl V.S.H I rd.l\eYel 5 wlmenrs UI' '0 ~o It. cubl: """'000 C"",,"U ,~- 10,.rdo V., ( 1'd./M!
'-~

-40.20.20,,- .....
O<:JUOCJ ConIurI a.n-al c..;~""""'- ,,- V.SoH ''''''''''' ,~ ..- N_
O;JUUU ConIXl Otllll' I'bnI ....."" , V ...... ,~"

.,... .....
U..JUUU Conllllnmlnl "",,","" "...... V.S,'" Sround~ '-~

10 It. oq._1I/M .....
C1iJOU.J OImo·SNdow Mon, ............m

"'~'"
v.s ,..- ....- ",""" ..-

-'.J..J..Ju """""" "",,",- 'O)'irdo v.So'" -- I ...... I~~

_,e
0:10.,0 """"'" ......... ....... "'- v.tH ,- ''''- I0 It. cubI/'I¥l .....
OJuuo """' """"'"""" " V., ,...... ''''- I~ .,...
U,JO.J.J - """"'"""" ""'- V.' ..- '- ,,.,., --JJ.J..J-' Dnyton'. ~e-_ """"",,-,, "'" v ..- S.een-a """" ......
.J.J-'-'..J Dnyton'I Hid.S!:Ift.. ....,../Coouo""", """" V,~,.. ........ I~ I dluc 2lQx) It. .....
..J J-'-'..J .,..." --... ..... v.• """" I~ I~~ .....
:J:t:J:J

_. --. • v ..- '- ..- .....
JQ.J .... ..J -. _.......

''''- VS,M """"- ..- I~""" .....
::::J,J,JJ.J ....- ........ ,

"" .64 naJ-1 rdJIwI ''''- JOlt.noiw .....
,J.J..J.J.J fublc ... 1OI .........x>wm ""'- V. s,1'1 """"- '- ,~~

-~..J.JJ.J.J fnW.5..W(fSI -- I .......... V.S,M I ...... '- 10 fL radou1 ,n
..J.J..J..J..J -- -- IOydl.."IO~ V.SoH ..- '- 40 It. rMoul 'na ::W.J:I -- """"'"""" .- .... s,'" I ...... '- ..- """",Ji,JJ ....... ~'f8-Hnd "-""""'- ,,- v.S,H ..... '- ..- .....
:JOiJO.J "",. Cooo'Co'd - • '11.1,,.. .......... '- """" In
:J::::J::::JO:J

_....
N~"" 10.,...~ V.S,M

""~
I ...... I~ ......

:t:J'JJ:J Mator Crudon IlluIJl'h:.JnQ"" ".... V.S.M ....... I~

""'~
.....

:I:JQ:I:I Monll..- Sum. 1'( ~""""'-

_,
".SoH ~ .d1. _I rd.1leftl .......... so )'II. r;w!,u, .....

"00 a ...... _..
10 It.ndlul <S "...... '....-, I peroonllle'iel1 .....

00000 ....,"1 -"" """"".. V.s.", -, I ... I~~ .....
00000 --- Iliullol\lf'!lanlllim "'" • I ....... ' ......... "".. .....
'.:uUCI a 5ItlodowH~ IlIu,ionII"hanlum 50 ydl.~ (0 )'d11M v.• """ 5 'e&mI!<l'S """' """'UU..JiJ..l StOll. SILapI -- T""" V.S,M Penmnen. I round I cu. ftJleo..eI N_
.J-J.Jul.J Swn. SpMA ,~- I yd.n.v.l v.s.,.. PennI""nl S~" """' ,,",",
00000 ............. "-JSvmJN~ to yds. v.S.M 'rd"l~ ''''- 10 It. wbI! .....
OOOol,J T_ .....~... 10 yok.lllYll V.• .,... ......,. 10ydl........ N...~
OJUU..J T-. -- T_ V .- ' ......... .,... .....
.J:J.JJu

T___ ..."""""""" , v.• .~- .......... IOfLnduo .....
.J.J.J.J..J Tout:h of DIlolll N_ ..... v.• ........... .......... • IMnt <:rm""'" N...~
.J.J..l..J.J Tnnsm.. Rodl/Mucl'" -- ""'- V.S.'" ..- .w....... ",......... .....
"" ""

_...... .....- 30 ... v.S,H I tum" I rdJM .......... to 1t.1q.A-t .....
O.J..J..Ju

_......
0-- ''- V.s.,.. """"- '- ""... .....

O:J.J.JU
_.......

0-- ''- V.s.,.. """"- '''''''' ..- .....
-'J..J.J.J -...... ....... 30 .... v.s.", • hr._ I tumIM '- 5.....0"- .....
.J..J-'.J:J :z.tr...•~H. '-- ""'- U" ,..- '- ....~ .....

"= R-..IllI I..InlIMone • 5pIIk ............ ,.,..- 0lId< a box lor udl s,.Il'1emoftlIIl.

MAGIC-USER 6th Level
HtmorlQd Name T,.. "".R< Com~nentf; Duration CudnaT1me A~a 0' Effect Savini Throw
o;,JoaiJ ....._... - • ., ,- I- ,......-.. .....
..JOUu.J 80dr HNlAct.Sp. --- " ...... v.s,H '''''''' ,~ .0fL~ .,...
.... .JIJ.J.J .......... - "... V•• ......... I ...... .,... .....
..JJ..JULJ Ota...~ ....."'" 10 yell. --5 rdIJM V,s. ,.. •.- ,.....,. _,

,n
U..J..J\J.J """"'""'" 0... ~ ''''- V., ..- ......,. I ....... Nop.,...
u-,O.JIJ "'"""""""'" """"'''''''-.

_,
V., ,..- .......... 30,..... raIIon .....

00000 """"""'" .....- • V,S,H ,''''_ I~ ..~W .....
UUUUU "'"""'-- .....~- , V.S,H 4d6llourl I~ 4<M .... rt\lles .....
UUOUO ""."" Akerallonl£-ocal. lO ydo. V,S,H leM rdl.·llllvll ......... rwo 10fL(~ .....
UUUUU Death Spell Ne!:f't)ffi;l1Ky .0 yd1JIe¥el V,S.'" In11llnQl\1OU1 611&fM'\ts JO fL cube1le'<el .....
UUU..JU ~rnl,ShadowMolk IIJu.lon/PI>.nllllnl 60 ,0..... I0 ydlJ1vl V.,

_,
6 0eetnlflt1 ",,", ",,",

UUUUU Di11n.e,",le ........,.., .....- V.~M InlanllInIOU• 6oe,menu ",,", NeplP
tJOOQU f~.nk"", fncNnu'lmoc, ""'" "'.SoH -, "".. Ik_

-~U(JoJoJU ,-, "-""""'- ,,- V.SoH ..- I~ .,... _e
)00
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".......... NlIme Type Rangil Components Dunnion Casting Time Area of Effect Sa... lngThrow

OOQQ:l wtmlon III AlI......tlon • ,
""~

6 oe,rnc"u Spec..1 N_
OU::::IClO Ey..bite Ench./Ch.>r./III.1Ph.".. 10 Y"rd. '.S I mdlll.,.cl, " ""lmcn", I ,~""re Special
O-J:JOO Flrcboll, S, N Hc~ _doo 10ytl!+IOydlJM v,s, H InmntalleOtll 6 tegmenu 20 It. ndlu! ,n
UUUUU ~II, I'rolt. Fused ""',doo 10ydl.'IOyds.lM V.S.H Ird.ll_1 6 oe,menlJ 20 It.ndiUI ,n
OOOOC Go. EndIantiCharm 10 ylll. ,

",,"' ~ ..,.,..enQ I crlUlu'" No"
00000 Giulel Al.er,atiotl T_ V,S.H ,"""'" ,- ""'"' """aaaeo G_. AbI""tiotl • • V,S.H ,"""'" ,~'" S f.. ndlu. No"
:JOO:lQ Guards .nd W.rdl Eooc•./AlWEnchJCh:>r. • V.S.H I hrJlew1 3 <Urns s,-", N••
00000 H.1.>rponi. H.Sof All"... tJEvou .. s,-", V.S.M SpKi:l1 ""'zmcn.. s,-" Sp«ial
UOOOO Hypu>r'.TlI. Reali A1.er.nlon • '.S InOl""l;lneou. I 'cgmm' ,he <;;I""" N_

"""00000 hlvloible Sgllccr Coniur.lS,,~. 10 Y""'" V.S,H -, ,"""'" -, -O:lOthJ Kamuc:'. Tnn". AlocntionJEw><:. • V.S,H I rd.ll_1 6oel"'etla dli GUll!' """UUOUU "..... "'" DtvI"ltlotl • V.S.H s,-"' ""'"' -, -UUUUU lowIrWater Allel'lltiotl
00 ".

V.S.H 5 rds.lle..el ,,~ 10 IUlvllq. N~.

OOOO:J Hus 5<lgestiotl EnckanLlCharm 30 ydl. ,." ~ turns • ~/I-' 6 segmenu; 1 cfe.llurcn..e1 Nez>IM
00000 HirJglArana IIfulJPh.mtJAltltr. 10 yds.llewl V.S(M) Special s,-", 10 kJlyl ndiu. N_
oaooo "...., lIka1on/Phanu.... 10 y.rds S ,"""" , oezrn<!nl -, N_
00000 Moru.ter Sum. IV Conl..../Summon. Spacial V,SoH S rei...., reI./M 6 nl"'etltl 60 yd. radful N_
00000 Move bnh "'~doo """"'" V.S,H --< s,-", s,-"' ~.

.JU.JUU P>",W'ICf" A~nllotl 10 ydl.J\evel V,SoH 5re1l.11~ I lurn s,-~ ~.

UUJUW Perp.etu.llllltnion lIIu.ionIPtlinulnl 10 yd• .II.....1 V,SoH Perm.ln..,t 6 'Cimenu s,-"' "",.,
WQoJUlJ Ph.lnwrnapi.! Iliuslonif'll.lnDlnl .- " ,"""""" 6 ""I'"lnu ""., Neplal
00000 f'roc. I"",IOft l!Iu<!oll/ft'.lnwm 10 yllsJ1.-.el V.SoH ",,"' 6 legrnenU ""W -,
00000 "'-'- AllII'Jlllus.lPh.l/lt,. 10 ydo.Jleotll V.SoM

" ....... " .seztn""u s,-" -o:JoaCJ RIIIta....oon NOICI'O/tl;IIlq T... V.S,H ~""'nl ,~ pelWtl louo:hed --.JUU.J.J R"""I.k>It Abju,,,uon 0 V. S,M I rdn 1cYcI. 6 ~mcnu. 10k._ 10k. N_
.J.J.J.J.J St,,,,.. 1I1",;on/l'h>nlntn 30 pm. '.S I reI.l\cYcl 6.csmenu 20 h .ube Special
OClOCl-J SpIritw...dc EYocot.lAbiu..... I It. _ I kJ\cvd '." s,-", s,-"' """' s,-"'00 00 S....... <0 flc..h- ""~.... 10yd,~ V,S,H ~.nenl 6 IIIf'IIIIU ,~~ s,-~

OUuua Tf1Inl. WaterlDu'I ,tJllnUon ,,- V.S,H
_.

S 'IC"*\U 10 ft. <UbIilfvIl
""'~00000 T~ ""'" DivinaUon T_ V.SoH ,~- ,~"" 11M of so&ht -OQQ:J':l ....i! 1IIU1lO1!1'1'h.1ntllffi 10,dIJle..rtl '.S Ilurn.ll.-.el 6legmem. 20 "- cubelllW!l ~.

oa:Joo ZlIrba;'s Sh'''!: Hnd ,~~ 10,d•.ne...1 V.S.H I rdJle.... 6 ''"2"'"'''' Sp«i>1 No~

:l.JuO.J ZlIrha', SOP IncJ.W. AllH:l.tiotl 101t.l"""'l '.< 2 hou....11-.I ,~"" 10 "- ...dlu. Ncp....

·"R~Iblc. Und(,rli~ .11 Spell, .ppe.rln, in )'OUr Spellbook C1Iec:k I bo>l for uc~ Spell Hemomed.

Magic-User 7th Level

Hemorized Name Type RanKe Components Duration Casting Time Are. of Effect S .... lngThrow
00000 -- Ench>ntJCharm '"'"'" , htsu.nWl«l<li ,- '..... -00000 e......hment AbIuratiotl 20 y1re1l V.S,M ImUu.neoul ' ........ 60 I.. radlu< s,-"
00000 c.......... ConjurJSumntarl. 10 I.. V.S,H -, s,-"' cJ'N'''~ oumfll<>lt.,d s,-W
.J.J.J.J.J Charm Pbn.. Endwlt.lCharm 30 yard' V.S.H !'enn>ncn, ,,~ 10 _ 30 It. Ncptc.
ao.JoJO Control UlldCi>d Nc<rom;oncy " .. V.SoH 3d.. md," t rdIM ,~. 1061l~.Id s,-"'
OO.J:JO Ouo·Olmcn.1OI'I AI,er.,,1on 0 V.S.H l rd,· t "'.11.....1 7Ie,m..,,, mlalt... -00000 finp<" 0/ Dead! N~"'Y 60 yd•. V.S

_.
5 leementl ,~~ N...w

UUUOU Arlblil. Dt11I BlIt _doo 100 ydJ_IO ydl)M V.S.M ""'"' 11eamenu 20 ft.nd'ul ,n
OO:JUO ""- E~doo 10 yd,n "'u V, So (Ipec..~ 6 wrn, • 11M 3 to ~ 'ean-u 20 It. cutMI -e10DOa Hyptor"l Sh, 5w. (VOUDon 30 yd,. V.S,M I relJle'VeI 71egmenu; Specilll N_
OO:J:lO ltmltlld Willi Con./Sum.llnoo./Eooc. Unlimited , s,-"' s,-"' s,-"' s,-.,
.J..J.J-J.J 11..... )n...,II<1'11 IIluslo"ll'h>nu"n 10 yd.JlcYCI V.S.M Spec:ial 1 .el'"""u 60 _ 60 yd.

"~.00000 Mon"", Sum.V ConjurJ$ummon. -, V,S,H 6 m.'" rd/I¥t 6 sqme<ltI 70 yd. ratlku """iJOOutl "",,0- A111n00n T_ , t uJiPo'l"1s 1 StlJ'lMtl s,-"' -,
aUUU..:l Power Wonl. S<Un Con/Ur.lSummon. S yd,.I\eYeI , s,-"' 1 ,ept'llnt 1 (l"Illlure N~.

... .Ji"JtJU PrismnkWaIl Con/urlSummon. 10 yrdl. '.S I <U1'J'IiIeve1 7 ~tgments s,-", S_

.JUUUO R..-wGl'2\'k'y -',10< S ,dl.lM V.S.H I rd./le'VeI 71"1'""'u; )0 "-,, 30 It. ~.

:100::30 Sequester 1IIIlI.lf'h.lntJAOjur. Touc~ V.S.H I WIIk' I do,o/M 7 legmen.. 2 It. cubelle...el s,-.,
00000 5Ilatlow Walk IlluolDn/Ench:lnL T_ V.S " 1U<1tIIIeoI1 I ~m"'l s,-"' NoH
00 '0 SinIUIunH'n lIIU1iorL1f'h.1nta....' T..' V,i,H -_. -, I CI"t.1Itml -DOOUU Sptll Turnlr,z ",,"0- 0 V.S,H Up Il:t 3 nkJlyl 7 "'I"'enu filcl a.f.... -.J.JoJOU S.~ A11cnlioll T..' V.S,M t h•./Ievel 7 OCl"'cn" .l"t.1t""'tO\K~ Spec:ial
i.Ji.JoJ::JO Tel"""... wlo ErTDI' A1'H:l.llon T... , In,,,,nDneoul I'~l s,-"' N_
Cll.lOOO T~nt EvoadoniAkel'llL .- V.SoH s,-"' I round I creature s,-",
ooaoa TI'lIIIIIlI. Roclf.IUya AJ~doo "..... V.S,H

""'~ ,~'" 2 ",b;c (IIII'M -00000 T_ £ndqnv~L .- V.S "",., ",,"' -""""
N...w

ooooa v,w' """'doo T_ ,
""'" ' ........ ,- No.

oaolJ:J ,.~ Dnrl""'ion • V.S.H SfH!<:i:l1 7 l.Cgmcn... the cu,er N~.

.J.J.J.J.J "'''~ Abj.."tiotl s,-., V.S,M s,-"' I >cgmenl Special s,-",
U.J.JUU 2:lrbo.', Grspnz Hnd

-~ 10 y...../I"""I V.SoM I reI./I"",,1 7 .egme"" Special NOH
oaoao 2.:orha'. Sol Enc;hantJCharm 10 ff../lc..el V.S,H "''''' '---- t CA.l1UA ""'"UtJOUU b'1OII>'s Inn. Sum. CoIIlur.lSurnmon. Infillill • 5f>eda1 V.S.H IMII"DnlOU' I !fIlTII"t I tnUn obf«t N~.

OU.JUtJ ZovJ<>II>'1 0pIM /'W H. Altlndon 10 yardl V.S.H Ihr~ T...... 300 sq. fL./IM N_

• ,. Reve'1lble Underline III ~UI ~Irl", I" )'OUr Spellboc* C~ec:.k I boox for IIC~ Spell Hemorlted.
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Magic.User 8th Level

-... N.~ Typo Range Component:J OUr.ltion CutlngTlme Area of EWe« Savina Thf"OW
Q:J:J:lO -- ..........."., lO_ v.s,11 lhn.- ,- 10 k.0l0eI1 am ""'":J:J:I:I:I ...... """"""-< 10prok v.s,11 ""'" ""'" ,~~ ""'":JO:J:J:J 0.. '0<......., ""'" \I,s,11 - ,~ ,- ""-
:l::l:J:J:J o.m...< hoc,JE....l1Chnn· Unhmilt'd V.S,M "",,"' ,,~ I tnl>wr, ""W.J:I:J:JQ FlfWan. Oth. 8nher EYOatOon 10 )'<Ii.·1 0 )"k.IM \I,S,M '..IQlttl..-.n; 8 oqmftl" 20 It. ...diu$ $ph. 'n
O:l:J:lO R,..n,Mllllmul EWOClIIOgon I0 ~d... I0 yds./Ivl V.S,M InlWltl"eoIIl 8 oqmen.. 20 It. ...d,u$ ,n
00000 C;mdlto'l $p.lmn!y. ,\bjlll'lltlon T_. V,s'M ,- I rdJ_lpl<:rt. ~wre(I) toueMcI ""-
>J.JO':lO "".... Akn"'" T_ \I,S,M -- ,_. 0biKt Touched .....
r:'h"hl..l.J ""-"".

c__ ,,...,, .... Y,' - '- ,~~ .....
..l..l..l:J..l ~"I",,-&-SoT EYocJAMnl- lO ..... V"S,11 l_ .""'" ""W -~J..lJ.J:J ......,CO< Ak_ lO", V,s. 11 4 n:k.' I66 mcb. l • ....,. ""'" ,n
.J..l..l.J.J ""'0- ~ ' ...- y ""'" ' ........ lO*-~'"

-~;:l:JO:J .... ,-- ' ........ " - '- ,~ .....
..J..J..JO.J -""'" """"- ""'" v.s,11 ,-"""" ,~ -- .....
.JJ..J,.J-l -- - lO_ V., ,.., '- ,~ .....
..J..J..J.J..J Monst.... s..mm.\11 ,-- ""'" \I, S, f'1 1 .ds .. I rdJtwI '- 80 )'d.1"dM .....
..l.J..l.J.J f'1unori'.lrrftilLM ~ T_ V leM-1 mdI ,_.

aunn toud>ed .....
.J.J.J.J.J - -- """ v.s -, ,...... """ .....
eLJ:JOO I'tlIymph Arty Object

_....
' ....... \I, $,11 - ,- "",,"' """UU..J..JU ~Wold. Blind COI'oIlIr./Summon. '...-' V """ '-' IS It.rad.... .....

OOO,Ju ..... D1wlllillonlll1ullan 0 v.s ,..- 'um 30ft.~1 "",,"'
.:JO..J,.JU ... En<:hlontJAlter:IIuon 101~ v.' ""W '-" -, ......
i,J..JJ,J..J "-

c....._ T_ \I.S.M ""W '-" -, ......
..J..J..J..lJ Trap die Soul c...,.- 10 prd$ V. S, f'1 """ ...... -" ,~~ ""WO:l:J:J:J bttq'$ R,c 01-' -- ' ........ v.s,11 ,..- '- ...... .....

'''~ ~~~~In )'OUI"~ Owd I boIrb"udl'"~

Maglc.U:Jer 9th level_...
N.~ Typo -,. Components Duration CutinaTime ANa of Effect 5i1...InIThrow

O:!O:J:J -..... ,....... ""'" V,S ~ '- ....~ .....
U..JO.J:l ."........ Akn"'"

_.
',S P.m,.,." ' ....... ,~""" ~

UOUUO ".,..... Nkromlnq '" \I.S,M -- ''''''''' I ~rawre NIIPla
.J..JOoJ.J Demon Flame Conjur./Summon. Call... V.S.M I tum' 1 mdjM 'I......no 10 fool rltllu. ,n
.J..J.J.J:I

""'" On.
bouuonlNKrOm. T_ V.S,M "-.......... ,...,.". I ~~I'U'" .....

<J..J..J..s:J ~'l~Oth ""'""""" 5 ."..,. V.S,M ln$UAIIIIeQOJ$ ,...,.". I ~~'ure ""'"aO:J:Jo Fnbal.UtIYIIIId E~_ 10 yth.. 10)'dVM V:S,M --. '- lO ...... ,n
..J ... .;l,JO F.oe6GI, NvdNtW_ ~ ..~~dt~'
WJ,.J,,):l - """""" 0 V,S,M 2d4 ..... 1 rd.Ih'I ,- ...... .....
.JJ.JJ.J '"" c...,...._ lO_ v.s - '- ...... .....
J..JJ.J.J H,par.o..,-.""" - 0 V --. '- lO ......

""~J.J.J..J..J ............. - ""'" v.s - '- ,~ ""-
:lOO;;,,;:!

_...... -- -40 )'ttL • t0 )'dsJM V., """'- '- ...... on ....)
JJ..lJ ... _....." e.....- - V. S, f'1 8rd1...t rd....... '- to)'d..... .....
OJ,.J,.J..J P'tlww~K. c...,....- S,..n ...... , - '- 10 ft. radius .....
,JJ,JJu I'rbmalic Spho!... Abj.....JConjurJSumm. 0 V ,.....~ '-" 2OfLdWMt... """ """'':l':l':l::El ~CtIl"l'l Alt......1on 0 V.S,M , IUrtII\eYd , 5l!lmftlO me clI"r N_
030':10 ".,,~ Alte....tJEnc....nL Toud! V,S.M ""., I 10. dol)'S I Indi>idwol .....
000:10 Telt.lntetampalJrlit Ak=,", ""W ',S 1..11Ill_ ' ........ -, ""-
:l:J000 T.~nc-" - ,,",w v.s ..- ' ........ ~ .....
OOOO:J T............. .......... 10_ v,S,11 - '-- ,~~ .....
:J.J:J:J:J T_'" Ak..... 0 V ""w ' ........ IS 1t.I'tIdM r.ph. ""-
JJ:J::J:l ...... .............. lO_ v.s C<o<_ ' ........ ,....... -JJ.JJ:l w.. c...,.- ......... , ...... ...... ...... ......", ~ ZIrtII'1 CnIItwII Hnd -- S""" V. s'11 ,- ' ........ - ....."- Undrine II~~ In 'fO'I' ........ Oood I boo; b"ucIl'"~

Character:

Cleric Spell, Spells Available by Lev@l:

'- , , • '-'- '-'--'-
Cleric Ist level 10__ ,,__ ,,__ ,,__ ,,_ "

.......... N;IIme 'l'ypo -.. Components DUr.ltlon CutlnlTlme Area of Effect S.....'nS Throw
':l:JO:l:l ........ ~ 0 v.s,11 hM rOLl•• tdJM '- "...... ....W
:t:JO:J':J .... Cool_ "..... v.s,11 ....... ,- 50._ .....
O:J:J:I:J e..-.., -- ""'" v.S,11 -- ,- - ......
:l:l:l:J:J c..- '-"'" ""'" " ...... ,- Codo~""" .....
:J:J:J:J:J """'""'" ..........."., "' .....

V ,- '- ,~~ ""-
:J:J:l:J':J ""'.- AI<..... "' .... \I. S,11 -- ,- up 10 21 cu. ilL ""-
oao:J:J c:u.-. LW.... -- ""'" Y,5 - '- e-.. ......... ""-
COO:l;;] 0-0 ....

_....
0 .... S,M I wm. 5 rd.JM ,- 10ft.1l11OydL .....

O:JCOO 0-0 .... -- 0 v.S,11 ,~ ,- 10ft..lOy<!I. ""-
..1..1:1::1::1 Endu... ColdIHut AlterJtJon T~' ',S ,.."" ,~, Cra:llu", \.OI.>C"-d .....
.JUU ..1:1 Aultltr Soft Aiterillon ". V.S.M ,..., I .etmen, 1 Ct"u.ur, N~.

W.J.J.J:J Imrl$obl4o 10 Undud """"....
_.

V.S.M ...., 45f'l""'n" ,~~ -,
O:JO:J:l ....- Ak..... 'lO ..... V,, Ihr.l~ '- 20 It. radM &101M ......
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........... Name - Ranle Components Duntion Casting TIme Anla of Effect Sa"inl Throw

::r~:J:Jo -- - T'" V.S.M ...... .......... ,- -,,,L).J ;J,J --......... -- T... V.S.M ,........ '- ,~ -.J ,,,hJ.J.J -.....,.".. .......... lO .... v.s -- ,...... I cu.1lAwl in 10 sq.1L -.JJ.J.J.J ........... -- ".... '.s ...... I ....... I ~we1<4 I¥k. .....
.J-J.J.J.J ........, -- ...... V.S.M 1 rdt. • 1 rdJlwl '- ,~ -000::.1;] ......."""'" Neo..,_, • ...... V,S '''''a_M ,- ,~ -

• :>R~ l.Inder'h,. .... ....-...: .. ,.,...~ Ched:.~ b" udI Spell~ud

Cleric 2nd leyel

M~mori.~ NAme "'pe Range Component$ Duronion C;aningTlme Area of Effect Sa"lng Throw
aacao NecroJConl. T_ .... S,H I rd.' t rdlM Sl~a '~w", -OJUUU """"', eo.,.. N"""""", T~h '.' IWMWastef'M. I,~ 1 creal..... -000':1:1 ....., ""'""'" 0 'H.H -, ,...... -, -:JOIJQIJ CNm C"".......... 0 v.s i _ 01 cIwlUnc S........ )0 It.""",, -0':1000 C..... I10detatt Yo\Iunlh "Ne<:ro:>rm1lC)' ,- v.s -, S_ ,~~ -':I:l:J:J:l """'0-- """"'- • v.s ,- ,...... ,-"'""" _I~

OQ'JOO
_... ..........., ...... v.s -- ,...... ,~ -:J:J:JQ:J 0 .... Dot e...- lO ... ,., ,.......... ,........ 51141t._ -:JOO:J:J """"" ""'-JOwm 0 v.s ..... ,...... lO ....... --:J:J:J:J:J """T.... -- • '.S ,~ ''''''''- 10 IL II Xl yds. -:l:J':I':I':l HuI upWow>6I ..........., S..... '.S -- ' .......- ,~~ -..J.J:J:J:J "'--" -- "... '.S ,- ,...... I Ctbwrw"objeo;!: --:J'JO:JO - -- ...... "M ,.......... ' ......... I~ --.J:JOO:J .... FnICoht ......... ...... V:S,M ,...... S....-_ I~ -Q:J,.J:J:J ........... ..........., ,"... v.s ,.......... S_ ,~

-,~
.J:JO.:lO Sden<:." IS' b1lus ""....... ," ... '.S ,.......... SI....-a ISIL~ -::lOOaa ......~ N~"" _h V.S,H 'hoM ""- t U.UIII'lI N_
J.J.J'),J SNoke ctwm EndwKlCharm ".... '.S -, 51'-1:1 "..... -o:Joa:J Speak wlAnlmalr. -"., 0 '.S ,....... '....-- I In""'" wlln 30 fL -OuOtJO sprlwalH......... ,-- 10 )'dIM. V,S,H ) rd.... 1 rdJM. 5'........11 -, -UUUOi:l w,........

~~- 0 '.' ""'., S_ c...w -w,vemWltdI ...."., )0 )'dl. V,S,H up to B lv,. S....,.,_ 10 It I'lldlul Nq:loI~1

•• R--.ibkI l/n6wIIIIe .1 Spdl APIl'UrlnC in-- eNd.. boo. lot _II SpIII~.

CLERIC Jrd level

.......... N~ Type .~.. Components Duration CasdnlTime A~. ofEtfect S",,,,nl Throw
O:!:J"O .......""" ..........., "... V,S.H -- ,...... ""'" -IJ:J::I.J.J """"""" - ,..... VS,H ,...... S_ Hl dIMt. C)'lJ' It. ¥ ""'".J.J ~:l.J c...o...o ..... - ," ... v.s -- '- ........ -.J.Jo .... :J c.... """""- .....- "... '.S ...... ,- ,~..... -::1::.10..10 c.-. """""'" " -- T_ '.S -- I ...... ,~

""'~.J;JOU,.J c.n """'" " ....~ T_ '.S -...... I ...... ,-~ -" 0"0 ca.. NaIl)' Wild • ..........., ...... '.S ......... ''''''''- I trlIIw... -U,JUuO -- -- ..... '.S ..- ....- 30 IL wbWl fCtrn -UU.J..JU fell" Dead> Nk........, T_ , I runI .. I rdJlvt In Ir,rnem - """"" -LJuuutJ FbmeWatlc Abjur.nJon T_ V.S,H I rd.' I rdJlvl ~ .clV"t"t.< CtUIU", louchMl -,.hJUUU Glyp/I ofWardl", -""""- T_h .... S,H Utltll dllcNr,ed Spe<..1 Spec ....1 "",..,
U.J.JU.J He.al~, .. Woo".1dl, • NIICf'OAlatlC)' S "'". '.S -_. S.......,. I er..WIll -000;:)0 LeuerR.............. ..........., ...... v. 5. 1"1 .......... ,...... lU6IWI"Il -U...hJu ..... locate 0bI-ct • -- 60 ,.,. IO)'dIM. V.S,H .- ,- ' ...... -.JJ,JUU -- - 0 V,S.H ,.......... I ...... CHw -.J.J..J.JJ ""' ittw Scone .....- 0 V.s." II rds.· Idll rdJ '- Co•• -.JJJJJ Nee."'- I"rorec'r. ............ ...... v.s ..- ,...... ,-- -':JJ.JJJ ...... """""'- 0 V.S.M ,...... '- ....... -O:J;J;J:I ....... c..... - ...... v.s -- .......... ""'" ""'".JJ,JJJ .......- -- ,,- v.s ......... '- leM cruanono lLa.IM -O:l.J.J,J SpU< '" iN Dad Neo ..,.", 0 V.S.M ""'" ,- ,~ .....
:J:J:J.J,J -- """""""'- 0 , I cum.1 ntJM. ,...... ".'""""'" -:I:l:IO:J Wlrd Of E-.t • ............ T... V.S.M ,.......... ,_ lOlL_ -0':10':10 -- -"., T'" V,S,H I WIll '1 wm/IYI. ."""'- ....... -0:3000 .........- - 10 'f'k. '.M I ...... ' ......... ,.'" I "/MOl -

'. R_,,1bM UnderIlne .R Spefh; ~nn, in roo" Spellboolt ChKk I boll for tIIdl ~I Memon.ed.

Cleric 4th leYel

.......... N=. T,~ RilnRe ComJ.tnenu Dunt.lon Cutln.Tlme Aru of Effect Savlnll:Throw
0':1:1':10 ........ ............ 10,dL .<M - ,...... ler-I...... .....
OJ.J.Ju CleM 0I1lr.-y •

~-
T_ V,S,H ...- .""""- I_~

_.
OO;J.J:J an s.1ouI Wounds .. Neu..,_c, ...... '.S -- S_ ,~ -::J:l:JOJ 0e0:«'I ~. """""" lO .... V. $.1'1 ,...... '- ,_- --"J::l:J.J.J

_....
"""""" 0 v,s,,., ..... ,- ...... ""'":J:l:J':J:J ....""'" ~./EndooIIc . ...... V.S.H ,"'""" '- I~ -:J:J:J':JO """'..... - " ... V.S.M -- '....... IUl61N«u. ""'"Cl:l:J:l:l ....,NufJ'~. Neco ..,w;q S..... " -- S......... ,~ -':J:I:J::J':J ..........- r.<l_• ...... Y.S,M ........... ,- _....... -:J:l:J:l:l ~Water· .......... ,"... V.S.M ,"'""" ,- ...... -303
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.......... Name T,pe Range Components DUr.llion Cntin, Time Area of Effect Saving Throw

,.J...hJ ,JO Minor Rabe ONd N.,cron"''''1 T_, V.S r............, ,,~ I ' ....UInI ....
l.hJ,.J,.J.J Ne\IVllWle Poison • ""-"" T_ V.S

_.. '-- ""'~ -::JOO-:l!J No'_ ~ 10yd,M. V ,"""" ' ......... 10 k. .."" -OOiJ~:l "" ....... ........... ""'" '.'.S. M ,........ ,...... ,~"" -O:JOO:J -- """"""'" " ",. V.5oH ]d4 WMlI .1"'" ,- 10 oq.1tJM, I opIka'sq.lt. ....
,J.J.J,J,J SUtu to Snllkel •

""~
]Oyds. V.S.M ,....... ' ......... 164.I""'1n 10lt.o:ube ....

,J.J.J.J-J ......
""~ 0 V.S ,~ " ........a CI't~ ....

.J-JJJ.J Touch 01 De.ltll -, ""'" v.S
_. S__

llMn&uuwre
-~

.~II.~ l.Inderiine ..~~.... In J'OtIr Spdbool< Ch«k. bo.1or-~ SpeI MenlOIIled

Cleric 5th level_...
N~. T,po ..... Components Duration CastifigTIme Area of Effect Saving Throw

:J:J:J':l:l ..- - ""'" V,5oM I hr. _I lIln'Io"hl '- ,~~ ....
U\J..J.J.J ........... - ""'" V,5oM ......... ,~ '- -:)0':10:) .......... - ... V.1M ......... ,...... ..... -:J:J:J:J:J e- """'.... 0 V,5oM ..... ,~ ..... ....
:I:J:J:J:J Cur. Cr-..al WoundI. • -. ""'" v.S ......... S ........ I tou....., ....
':l:l:J:J:J """' ............ """".... 0 V,5oM It'll""". ....... .. ...... ....
';]!J-:J:l:J """' .... -- ""'" V,5oM ,- ,...... ,~ -...
:l:J.:J:!,:)

_.... ........ ...... v,5o" """"'"- '- SIt..lOlt.~ ,n
;):J;)..J;) ................. -. S ...... v.S ......... S_ ,~~ -,.J.J,.J.J.J ......... ~ "..... v,5o" ,,,,,,", ,~ 1801t..60 It.dcNd -.J-J,J,J,J -- ClioiNtion ""'" v.s, " ..... ,- ..... -:J:J:J.J-J .......... - ""'" V.S,M .......... ......... ,~ -...
:JO:J:J 0- """"""'" ...... V.S,M ......- ''''''''' ,~ -...
:J:J:JO:J ...... '-'- '10 .... V.S,H ,..... ' ........ ..... ....
:J:l:J.J:J .... """. -. ".... v.S ......... ,...... '...- .....
.J-J-J.J.J Rp Morus 10" II... -. '10 .... v.S ,......... S__

10fr..~

-~.J,J-J,J.J
_..-

""""""'" ...... V.S,M lcH ....... IM '_. 10 fr.. sq.IM. ....
,J-J-J-J.J Trw SMlna • """""" ""'" V, S," ,- 0_. ,~ -•• II.~ t..In6eth ..~~ In J'OtIr SpdbDok o.eo • _ lor- _h.."""-"....

Cleric 6th level_...
N~. T,pe Range Compoflents Dur;ltiQfl Ca~tingTIme A~a of Effect Saving Throw

:JOOOU
_......

e..""""'" ...... v.s ,- '- ..- -oaao.J --. -- ".... V.S ,- ._.
'~hJM. ....

OUO..JU ........... _....
" .... v.S ,......... '-- ....... ""'"J ........ UJ """"" ......, CO<""""'" 10 .... V.S ,......... '-- ""'" ....

U..J.J..J..J C_All· N~""
T_, V.S .......... ,...... I c...tIl... ....

::J:J:J':l':l Find die P:llh • 0""''''''' T_' V,S,M I .urnIM ,""""" I , ....wre ....
IJIJ':Joa ............ .......... " .... V.5oH -- ,""""" ...""""" Sfl-cal
aO':lOa ~ CmolWounctt N_ ShJM. v.S -- S..,..,.,. ,~~ -U..:lOO,:) Hel*' l'w.Jt ,_.... 10 )'CIl. V. S, t1 ",..., ,~ I fN'lerfM. ....
UWO.J.J Po.. W~ter Altenlloo 10,dI.!M v,s,,., I turntM. , wm ] kIM K20 yd1lM ItJO 1M -UU..JULJ Spn~ wlM""I'l'I"S "'I,,,,,,don 10 .... V.S 1 rd......l .........- Cu." ""',
.... uUUU Slone Tell DlvInulon TOI",h V.S.M t .urn I (Urn • (u.,d. N~

00000 Wclroj 01 Recall ""~.... 0 V "".. t "'C'!\efl' Cu~ ....
··II._.,ble Underli... II' Spells ~r",& ~ J'OUr Splillbook CMck /I box 10< e.a,h Spell Hemot1nd.

Clerk 7th level

",m.""d Name T,pe Range Components Duration Casting Time Area of Effect Saving Throw
0'0 ,

"'''''"" ........... ""'" V.S ""'" • ...... "-
,:).J.Ju.J

Cowul__ - • v,s,,., 4<112 hours ,~ .......... ....
O..JW..:lJ "'- -- '10 .... V.S,M ,...... ,~ 5 fr.. ..rnJhol -J.JUWU ..- '-'M. to .... V.S,H ...... ,...... ,~~ .....
.J.J-J.J-J "'" c..;""""""'- 10 .... V.S ...... S __

""'" ....
.... J-J,J .... "'""""'. c..;""""'" • V ...... '- ".- -OU:J;J::I -'.' -. ""'" v.s," .......... ,""""" e.-.. ........ -':l:JO:JO ............ -. T_ V.S ......... ,....... ,~ "-
O.:l:J:l:J "'~C:....AI -. ""'" V.S ......... ,...... .~ "-
-JJ.J.J-J ............. -. ""'" v.s," ......... ,~ ,~ ....
.J.J..lJ.J ....... -- T_ V.S,M ""'" '''' '- -:l:l.J :l:l ...... '-'M. to ....... V,S,M I· ..M ....

,_. ....... ......
00:1:10 - c..;""""'" ""'" V.s, " ,....... '- 60 fr.. r:adiuI. Nop*
J.J.;J.J,J -- -- ""'" V.s,,,, , IvJlol ,...... c.... -I p«'1ClrII8 IwI&. -..- IJndfriine II Spells~ In J'OtIr SpeIhd: Oood • boo< lor-~ Spool _w.o!.
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Character:

Druid Spells Spells Available by level:
'_l_l • 5_'~_ ,__ , __ ,_

Druid Iit level

"emori.ed Name "'p. Ranle Components Duration Castlns Time A~a of Etfllct SavIn. Throw
oaaao Anl,,~ friend. EnchInt./Ch.l.rm 10'" V,S, 11 """","", ,..., I Inlmlol -,.
u..Juoa c.nmoo, ,-- T_ V.S,11 --, ,..., I CI'OIIU"""U/mI_ -,UUU-.JQ em. 11""", Injury • N_"""""T T_ ',5 """","", '-' Cnatul'll~ -.... U..J.Ju Deua Ilabnce ""~- .... V.S,11 I rdJM. 1 •.,..-, , obIK!Jer.I~rd. -..J..JJ..J.J

""'~- 0-.- 0 V.S,11 ,~, ,- 10ft..,,)(Iydl. -..J.J..J.J..J ~ """'" 0-.- 0 \/.s' H I II....... ,dJM. .......... ...... -OO~O -.- "'""- 0 \/.S,11 .- '- 10 ft." -.0 ft.. -a~O:HJ ......... .......... ",.. \/, S, 11 ,- '- ....... -O:JOOO ........ .......... " .... v,H .- '- 1014 fIAwt. -..J.J.J.J:I ...'- """""" ..... \/. S, 11 ,...... ' ....... ' ....... -.J.J.J:J::J ......- ......... ..... 5H I II,Im 01 rd../I¥l '- 'C<'la~ -..J.J.J::J::J .................... """""" IDO,.,...X1~ 5H ,- ,- X1~.20ft......... -00 0 Pw wloTract """"""'" T_ \/.$.11 ,...... ,- ,~ -O~OOO Prw.opoalion
_...

10 """ v.sH '-"" '-' )ft.."""",,I1.k.hId1cyl. -O..JOUO Pr.dictVtW.thtr
_...

0 V.S,M l """'" ,- ,..", -UUWUU Purifyw~\.. • Alttr.lllon 40 , .... ',5 r.'mlOnt'" ,~"" 1cu. ft.JM.. 1 It sq.
_.

J..JOOO ShllleL1tl' "'~-
T_ V.S,M ~ rdl.• I rd../M. 1. Hl'!'tnu I oak dub -..J..JClDO 5piNIt w/ArIooNls

~- 0 ',' l_ '-' I ~nlmaI wlin )0 It. -..,- lJncUw'IirIt aI 5peIt~ in Jl'OU'" 5peIbook Chf!d a boll b" Ndl Sf*! ~led.

Druid 2nd level

""'-UM Name ,.,'" Ran"" Components Duntlon Castln, Time A~a of Etfect Savln,Th""""
uao~a ....... ......... ..... v,S,11 ~ r40 01 rdM. s_ ,~~ -..J.JuO::J a-m ....... ~ " rd' v.s ..... s_ I penoooJ....fIIIrIaI -*w<JU.la C~W:n.,..·

_...
)0 ydI. \/, S, 11 --, ,- uptol1wft. -.lUUU(J Cure Ugh, 'Nour.d<. NKr"CIl"NJlCy Touch v.s I'llrrNfIItfl\ S "eemenu Cruture «>ucl>ed --I.J.lUUU kJan D6th NKromJJlCy T~'

, I ,urn .1 rdJM. ,n Per'$Ol\ lOIKheC -':J.l..JUU ....T'" AbjJEvoullOrl T_ \/,S.11 Undl dIKhol'led ,~" """"- H,'
o:J;:Joa ......... - 0 \/. 5. 11 ~ nkI .1 nlJ2lYk, '- J It. kq bIadrt -OO~~U -' """""'- ..... \/,5.M I My .1 clIIyIM ,- "" ....- -00000 -_. .......... ..,.. V.S,M ,.... '- ..... ......
::l.J :l J..J ""....... ~ ,,- v.s '.... ,- ,~~

-~:l':J:J:J:J """"""'"' ..~ 0 v.s .- '- M..IOIt.I4 -::J::J::J:J:J ........... ......... 0 v.s ,..... '- ..... ....
O::J:J'.JO .......- """""" 10 .... v.sH ,..... "'n. ..... -::J:lOQO ........... -....-., ..... V.S,H ''''M. , ,~ -':'OO':J':J T", """""""" T_ ,,' ,...... 5 ....... I ob;oct"llto IOft.~ ....,.
JU.J:I:I ,.",....... ..~... ,,- ',5 "m...,,, 5 .........

""~ ...-
'" fI......ltbI_ lJr\derhM 111 Sptlll ~1",,' In you. $pellbook ClIKk a bo~ for aach Spell Mtmonud.

Druid lrd level_..
N~. ,.,'" R.iIl1,e Componf!cn~ Dundon Castln, Time A~a of Efff!cct Saying Throw

O:JOOO
c.a_ .......... "' .... V,l ,...... ,- 10ft.rdIs ...

0:1000 """"""" ......... 10 ..... .... S,H ,- S_ 30 ft.. diln"'6CHt. hWI -':J:l:l:JO e-""",' - ""'" v.s -- ,- ,~ -.J:J:J:J:J ...."""- .........., 5 ..... v.s - 5_ I C<'IaWN ....
:J:J:l:l:J ........... ''''''''''''''"' " .... v.s ,...... '- 1.... .......,40ft.Nbf, ""',~:J:J:l:J':J ~~. 0-.- ".... v.s ,- ,- I creatuno'ob,Kl "",....
0:;)000 -- """'". ........... -, v.s -- ,- I cruunll 01. ft.n Ms. -0;:)0:10 ..... """"" ........ ," .... V.5.H -- ,- ...... ......
uuoeo I'rot«t. from FIrt: .......... T~' "',5.1'1 ""W 6 ..."....,u t C<'la~ -...hJUJ-.I I'yro<KllnQ A1ltfltlon 160 1'" V.S,11 ""., 6 streng 1o.110lh< ~r_ sou'u SpKi&1
UUc.HlO ,,,,,. ,",,""UOu~ T~' V. S. 11 Unlll Ilia_red ) nfl. 1 fr. dill.... 1. NtJIooL -QUa.:Jo SpiQ Growth """"""-, 60 ydl. V.S.11 lcH w,'" .IIM 6 ..........u IOIL"'lM. -aoa:Jo ""- ~ to ydI.......... '1,5,11 ,...... '-' IOfLsq-M -UO..J::JO -- .......- ..... V.S,M -- ,- 'mlt.·lodu'l",l. -o.l..JOO:l ............ - ,...... V.tH ,- ,- ,~ -..J..J.JJ..J T.... -- 0 V.5.H , .""'" • I turnIIvl. ,- eo"" -..J..J..JJJ Wo.... llrudwlc· - ..... v.s ,"''''' '- ,~ ....
..J..J.J..J..J Wkoo ........ - 10 ..... ',M ,- '_ "Il to I Ib. meal -~.J;):J:l ......- - ..... \/. s,.M ""'- ,- , 01.k..' Cll.1t.IM- -
.=~ l.Incl.rlww~ Sp.a. apperilJ In )l'O\W SptllIook Ch«k 1 bo:. ..... 0I1dl SpeI~•..s.
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Druid 4th level

H..,IOri.1ld Name
~

Ran.lte Components Dunulon Canln. Time Area of Effett SaviOR Throw
00000 Anllml Summonlot I COIIj Ina 1 ml. radllli '.5 -, 7.qmenQ" -, N_
OOOOC """"""'- CWljJSummonina 100 ydlJ'lvl. V.S.H ""'" """' """' N...~
00000 Ccw>tn>I TIlIIIp. I~ II. -""' 0 V.$,H ~ t\lm* +1 wmIM. ''''''''. 10 ft.radlul -OO:.lUU Cure s.,riolls Wound. - Necromoncy Touch '.5 """"""' 71eame-nu I (ruture """,
COOCO Oi~M>go<: AbjuntlOl1 60 yd•. '.5 5....' 6 'ej.menu 30 k. (ulWl Item N~,

CJQOQO G~w Mer,..lon J 1dsJM. V,S.H I",uman"""s 1 I ( ....tu... N'l"tfi

00000 Ha"IK !'oren .. IIMlon/I'IQnt. ., ,.,.. " "'- ''''''''. 4Oft.·liM N_
00000 ....- """omJ<:""" 80 ydl. '.5 1 rd./M. 7 "'If'II'nu 1!I'l pbnuln +0 sq. k. N...~
00000 I'IantDoor A1tlll'ltlon T_ V.S,H "",., ,....,.,. -, -oooao f'roduu fi... ° Alteration 40 y<:II. V.S.H I round 7 ~J'Mn", 11"" 1'<. N_
oacoa f'r'ouKt.1rom lJ,hm"'. Abjur;lItlon T~'" 'l,S.H Speclll 7If~'" I crelture N_
aaoau Repel Insects AbjJAlt....tioo 0 V.S.H I wmIM. I round 10 ft.radlu1 N_
00000 Spe;ik wi Plants

""~""'
0 V.s,,.., ,~'" I~ 30 k.radlu, "-

aaauo """"'..... ""~""'
T_ '.5 , ru~ .......,. ,~~ -

.. '" R~"lble Und~lne III Spell! "llparm. In )'QUI" SpellboQl< Checlc • 1>0_ lor eoch Spell M_iLIld.

Druid 5th level

H_oriled Name T,pe RanRe Components Duratloo canJ": Time Area of Effect Savinll:Throw
00000 AnIlTlll Growth' ~~""' ., ..... V.$.H 1 rdsJM. up U> 81n ,20 ft.1q. "-
00000 .....1rrW Summon. II """""""....... " ,.,."... '.S 5p«- • -, N_
00000 And.1'\v>t SMII

""'~-
0 '.5 ,""""" • IS ft. dlImettr N_

O:.JOJ..J Commune wIN.ru..., Oi.ln>uon 0 '.5 5p«.' Ilurn 5p«., N_
!.JUWJU C.,.,trQlWiRd. AI,cl4'ion 0 '.5 I lUmn.l • 40 fL ndlusIM. N~,

J..J JUU Hnl Serious Wounds Necromancy S "-1M. '.5 Pennon.." S '''l:mCt'1$ I CM!lI....C N_
00000 h\l«l I'b,\Ie ConjJSummonln& 110 )'dI. V.S,H 1 rtbJM. ,.~ 180 ft._60It.doua N_
00000 teu.r Rlll'lCllmlltJOn NlCro<mllC)' T_ '.5

_.
,~ ,"""" N~.

00000
_m

E.o<J_,,", 6O)'dI. -10 y<:ILiM V,$.H I rdJM. 7 ''&ft'IIl\tI S ft.radlUJ-t1pldal N_
(Jooua p= Pb.~, A1tftl'"lllon Touch V,S,M Specgl • 5p«., N~,

00000 Pn:>tecllon I........ Add AbjUl4tJOn To"" V.S.H Speciol • Ic....l..... N~.

UUUUU ProIKt. "'om ~rifi. At>ju"..ion TOIKh V.S.M I lurNlvl. S "'l:rnetll$ ''''~
N_

00000 ... """" All.lEnchan~, 30 )'lb. V.$,H 3<H tum. +IIM, ,......., 10 fulj./M.I splkeI"lJi. N_
00000 StIc;lUI t(I Snakes • Ak~,,", " .... V,S,H 1 rdI./M. 'R...... 11M +IIM, In 10 It. cube! N_
00000 T~ Rode Ul Hud· """'- ," .... V.S,H 5p«.' • 10 ft.wbelM. "-
JQQUa WII~ of f,,,, ConjJSummon,"i 80 ydl. V.S.H ""., • ""., N_

··R........'~

Druid 6th level_...
Name Type RanJZe Componenu Duration CastlnfTime Area of Effect SaYI"R:Thl'"ClW

0000 Animal SUmmon, Nt ConjJSunlmonlna 100 )"kJIY1, '.5 ..... 5p«.' "-acaoa -"""""'" ""'~-
0 V,S,H ,""""" ,- 10 ft.radlu. N_

OOUOU CooJur- Are Elem.· Conj./Surnmonln& ., ,..,. '.S I IlIrnfM. ,..... 5p«.' N_
00000 Cure Crit.Wndlo Necromancy T~h '.5 ~rnIlIl\ent 7.c,,",,,,,,, • ,,,,,,Iu",

"'~ooaoa FMbI..-n,1Id Eoc~I\LlC~rm 10 ydl.IM. V.S.H ~rrmnlfll 5 Jell"ena 1 erellure Neptf'

J~JJ.:J Flrc Seed. Con,U...uon Touch V.S.H 5p«.' I rdJleed ""., H••
00000 u-k EMh.In~t T_ V.$.H ldoyl'M. ,~ ,""'~ """,
ooooa Tn"...Wllter to 0u11· -- " .... V.S,H

_. • I cu.y.lM """00000 T.-.n.port ..... Pb.nu
""~""'

T_ '.5 -, '- 5p«", N_
UUUUQ T~_ Alteration 0 '.5 I nl.IIYI. , 10 ftJM by 110 ft. N_
UUUUU WIlli 0/ Thornl C""IJSo.unmonln. .,,~ '.5 I IU............ , 101LwMlM. N~.

00000 Walher Summon. Conl./Summonlnl 0 '.5 Sped., I ,urn ""., N~,

-" Re'Ie"lbIf Ullderllne III Spells ~.,lnlln )'OUr Spellboolc Check. bo_ for each Spell Memorillld.

Druid 7th level

H_", Name Type Range Components Duradon Caning Time Area of Effect SaYing Throw

00000 Mlmlte Rock Altlll'lllon <10 y6l. V.S,H I rd./M. ,- ,~ "-1M N_
00000 CiuM Incl, We:l.lller """'''"' 0 V,S,H ldl1 hoorll ,~ ~d~ .... mlla N_
caooa 0........ Evoc~Enchant. TM. 'l,S.H ""., ~ 1epnoHltl Ciller" ,til" -0"0 0 Chlnot of Sultarre """- 10 yd,. V.S.H 11 nOlI" ,~ ""., N_
DelUOO Confusion EnchinLiChorm eo yds. V.S.H I nl.IM. ,~"' l~ c......ture$l40 "I. ft. "".,
QUOCO Con,U..., Einh EIem, ° ConjJSuII\mon. 40 yds. '.5 II""""'!. I lurn 5p«.' """.
00000 ConUlll ......tt>er

""~""' • ...... s: t1 41111 hours ,~" 4d4 "I. mllM N_
OUUOU

"""'" Doom
ConlJSummon. 0 '.5 ~ nlslM. ,~, -, N_

OUOOO FIn.... (11 Delodt EnchamJC,,"mI '" V.$.M -_. 5..._
,=~ N...~

UUJUU Are Storm· """- 160 y<:II. '.5 I I1>Und ,~, T_ 10 It. (ubMIM. H••
o::J!Jao Heal Crtt.WndI NecrornllllC)' 5"-1M. '.5 ~ ...... nen, S "",men'" I , .....'u..., N_
oaoco Re'l'lClI~le N~"" T_ '.5 ~rnunent I tUm

'''~ """,
oaooo P.epeI L Cr.uL/Pbms

""'~-
CiltW V.5.H ,""""" ,- 10 ft.lilm. drcll "-

00000 ..... ......-- 10ydsM V.S,H 1~llHnk. ~ SfI"",na Sit rad,lI'l """'00000 TnM. I'lf!ulto Wood A111.r:atlon ., .... V.$.H """""'". ,- t megl objKt ""'"o th.l 0 0 Tnn, Rock '0 u.. AtlentlOn 1O<UM V,S.H 5p«.' ,~, l w.n.n..!. -,
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Skills. Talents and Proficiencies List

Table Explanations:

BP Cost: Building Point Cost

This cnrry indicafes the number of al'prOl'rialC "lIilding Points (or sims)
which must be spent fO ;lequire rhe skill. The li.wd BP cost is ONl.Y ll~l

eluring the characlcr ere.uion process. Characters do nUl h:tvc 10 I'ay CQursr
COSlS or worry ~OOUl (nurse.- difficulty wh('n xquinng skillslproficicnciL'l; willi
Building PoilUS. 111(')' DO, hOWcY"'f. have 10 follow course prcrequisilCi (i.e.
a ellar.lC'tcr musl spend :II III' 10 lilly a wcapon proficiency before: he an buy
rhe w~lpon spc."ci..dwniol1 for Ihe: .,..me "''''"'pon.

NOll': Ihn III' COSU:l1'(' eumulall\"c. r-or example. it wuuld COSt;) BPs IOlal

for II chal'Xl'cr ro pick lhe Plam Idemification: Holistic skill. 1Ko.u~ he
must s~l1d I 81' for Ihe prcrequisilc skill, Botany. and 2 BPs for PI;,J.ul
Idcmifiation.

Relevant Ability:

IndicJ.tcs which primar)' attribut(S are Usel! a\ th .. Ch:H:lcIer's baAe skill
maslery for the indil;;lted ~kilL Tl,uX'" skills wid, an ",m,risk h..~iae lheir
nan!c indicate That the ch:lracter I11U~t bu)' till' skill (lr <uccess(nlly compll"te
one hlock onnsTruclion before the rd..vant abililY C:ln be used as a h,,~.. ~kill

ma<tery (or that skill (i.t. tht chanCier would have leru pel'celll chance o(
using ~uch a skill unk" ht poHCSSed iT). For thu~e !kills which show a
combination o( relevant :lhililies (for example (CON.W1S)/2) the pl1;rer
lihuuJJ add Ihe 1;bilili($ and divKle Ihem by Ihe mdiored number. The
mull lihould be: rounded dnwn and rrcordtd.

Adv:l.netd: DetJiled knowledge: and oprrience, ch;uaetcr is typially trou­
bled only by the mOSI complc:x .upeCI$ of the: skill. The chal'llCll'r lU:.ty be able
10 l(,"olCh basic c1em~OlS o( ,he skill 10 others.

Experl: Character is experr al the skill. Carr leach the skilltn nrhcn;.

Master: Char,lcrel ha~ gUile beyond what his teachers/mtnlnr were able TO
tl:ach him and h:u Ica.rnloU on his own. Is cOllsidCled a ma~ter on Ihe sub­
jealropic. Is ap,lbll." of I:xpanding thl." field by l:oming up with nt"W idt':ls :lnd
I«hniqua.

Course Prerequisite:

This emry W\0W5 a Y (yo), N (NO) or NA (NO( Appliablt) and IOdtcalef
If rnutery of aoolher llcill (ur dtil15) is nteded hefore Ihe charaaet an lake The:
coursdblock o( ilUlruetion. A cl.ar'-:II."I mU$1 have exh prerequisite sl(ill .at
50 or higher before laking Ihe new cou~. For (](.;Imple a chaT1lCler must l.ake
oo.<ic Enginl:('ring .and raiK il 10 SO ur higlll'r before taking Ihe COllrr.e ror
Engineering' Fnrtifit:ltion.

Course Cost:

The Cnum: Con elllIY indiCiltcs Ihe fCC\ lhal mU~1 Ill': paid to learn one
block o(innruCiion (or the indiCiltl.J skill. Note that the tl)S{S may he gre.at­
Iy modified dl:pending on the melhod o( Iraining (school, Uni...ersily, mentor,
dc). Menlnrs tend 10 charge more dun univt'n;itia bcc:aWiC ulCir tni"i"g i$
Inoll' imensi"e :md one-on-on~ in nature:.

Skill Mastery:What do the numbers mean~

YOUI~ skill m:lSlery giVC5 you an indicanon o( Jwr how much )'Uu ltUIy
hal"e OIlU'teted a specifIC skill. The 1'll0gf:!O gi"~o 00 tht following able givt' you
'" rough indicalion of I'Oh"'l your b;,l$t' .skill mUlery meaM.

Mastery Die:

Indicata wh;iIt Iypr uf die is rolkd upon huying the skill or pmflCu:nC)'
and/or aner s~fully l;Qmpleling l'aCh block o( inSlrudion (or thaI skill.
The die ryp: gives:ln indk,ltlon ufjust how difl'icuh it i.< to progrcM in Ihar
skill. Thus, a charaCier takinK Engineering would only improve hi~ ,Ikill ld4
percent a(ter laking a block of inuruclion wherl"4$ a chataclcr taking An
Appreciation would aal':llict 1d20 perccnr. The result is added to hi~ base skill
mam'r)' (or (hat skill. ])urin(; Ihe eharacler creation process. the charaCier rull~

the ma~t('ry die once fnr elch expenditure o( thl: BP CO~I O(lhe .lkill. llu;n; i.l
nu limit to thc number nf ma~tery di~ mll~ tha( an he purchased. bUI the .lkill
1C\·d t'aIUlUt excted 125%.

Muter Ran,e
00

01-25
26-50
51-15

76-100
101-125

Skill HuteryTable
Skill Level
l./nlkilled
IleJlnner (NoYk•. Untnlned) (581
App<-endc. (SchooIed.Tf1Ilned) (55)
Advan.::ed (SA)

""'" ""Maller (51(,)

Course Length:

E.ach coune (block o( insUUClionllakes on.. ""Cek 10 compltll:. Only one:
course an be .lludicd 1; time.

Course Difficulty:

There :Irc no gU:lT:llllC'<'.S in Iifl: and so it i.l wilh lrainiug. JUSl Ix'("~usc a
eharJeler hlili the sm:lrts (and gold) to ~i(;n up (or a Skill Course doan't mean
he will ~uCC(S~rull)' (utuplctc the 'mining. I, ma.y be Ull: in~lrnctorwas a poor
LC'aeher. It may be the character couldn'l quite (;T:l5p whal w.u Ixlng taught
and wa.I unable to usc what was prcscmed. When a coutSC' is oomplacd Ihe
player m.akC':s a check .agains' their larning Abilil)', as delerminal by Iheir
Inlelligence, (or that s1u1l. Th~ COUISe difficulty lisU' a modi/il."r, which i, added
to the eliif' mil. I( lhe plarer rolls «Iua! to or leu than his learning abilil)' ....
weceSlifully m:l'llcT5 the coutsc' and C:lrM a mil of rhe M:llilery Die.

Notes:

~R~ (or Budding Poim 00.11 indiC',1tff the skill is d:w; remiell:d. Only
characlt:f'$ o( the appropriale charaCler class can choose the skill.

·r~ I\iunics arc only available to I:haracters with cerr.ain inhercm special
abilirieli. Ha.villK Ihe ability 10 do p~ioni('..~ is mdC'A.I to a character until
he is pro]X'rly Irained/menlUri..J how 10 (ocus and w:e Iho~e powers.

Soml' 'Task$' h:1 ...1." flO IW cn~IS and rtpreselll mundane r.uks which al1)'
chal':l(;!er wuld r('uonably perform withoUl any speci"'l lraining or apen
knowledge.

Bq;inner: A novice, Ihe char:lCCa is untnim:d, with basic knowledge only.
Nn real tnining. D.abbllng. 8.acky.lf(J mec:hanic. TIIi) is the- range o( most
.skill m"'SIet')' scnre:s when only the basIC rclcvant abililies arC" being used.

Appn:nliee:: Through Khwling. tiM: ch",racltT h:l.< '" wOli:il1g knol'Okdge of
the dull. He: can perform ro(,lIine Inks involving I.... .skill. Howewr, ht l.I

unJhle 10 lach wh"'l he knOWl.
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PROFICI ENCI ES

Weapon Proficiencies

...
·,"".,..
C_~

Difficulty
Relev;mt* Huu:,ry Cou~ C_~

Ability Die PN!requi~te CM'

NA NA " .....
NA NA , "" ..NA NA , ''''' ..

BP
ConWupon

(~Wupon)

....­~100lly-)
WiNpon f"Wtwy COOlly _)

~hptl/l prulkicndl.'J att" haudltd onder the comb.1I n,leI ~nd Ihw; h.:.v.. nn rd('V;(Ol .ahilities or ,lull ch~k mod,rit"n.

SKILLS

Arcane Skills

Arcane Knowledge

"""" L~
ON Lore_...

BP
Con,,,

Relevant
Ability

'NT
W",",

Manery

0'.,..,..
''''

Coune
Prerequisite

N,,

Course
Con

""..'SO ..

"" ..
Course

Difficulty.,.,
.s

Academia

BP RelfJY;mt Manery c_~ c_~ C_~

Subject Maner Con Abilities 01, Prerequisite CM' Difftl;ulty
.........,oadao. , (M'_ ,.. , m .. .,,,,,-- ,

"" IdlO N "' .. 0- , INT ,.. " ..... ...
MalOll'lJ'.&bot , tlNT·wlS)/1 '" " "" .. ...
Ma''''''1.vlUll'flKlll< -.nail , tlNToWlS)Il '" , 'SO .. ...
AN.-.HiotDrJ , IN' IdU " 'SO .. 0........... , INT IdlO " lOO .. .................... , INT ''''

, SOl .. ...- • INT '" N ..... 0
N' Appnigl. s..t..n. l'M<una ,

'N' ,.. , m .. ol!o"
N' Appnl",L SuIn.n. xulpllire ,

'NT ,.. , 'SO .. ·I!oS
N' ApprKUillf'>A. Sub-i1K; Pa"'llIlll , W" "" N 'SO .. 0
An Appr"KI.lllan' Sub<ec: S<ulprure ,

"" "" " lOO .. 0

"'-'
, (INToWlSy:l: 'dS N SSO. ......~ ,

'N' IdS " 1SO .. ~'"
Cam~lpllntl..1u ,

'N' ,.. , 1200 IP ol!o%
CMI Admlnktnllon , (INT·W1S·CHAIIJ '''' , SOl .. ·,""
Culln1rrNI!o , "', IdlO N '00 .. .,""
Culture (rK. sp«ilIt) , WI) I.. " 175 .. .,'"
""""" ........ , 'NT ". " '00 .. 0
CustomS Mlfl Etlfr.*h , WI) '" " 215 .. "ISS

(C\lkuno "-'l_.. , (INT.wl5)/1 '''' N 115(1 .. .""-"'"""- , (INTo WI5)f2 '''' , OSO .. .ISS--- , (lNToWlS)l2 '''' ,
"''' ·,""......, , N'f '''' N JOO .. 0

0-., , INT '''' " JOO .. ...- , INT '''' " .'5. 0
~ t""""l'\)ownj • INT '''' , 'SO .. ..........,""" , tCHAoWlS)/1 '''' " '00 .. 0.......,- , W1S ''''

, '''' .. ..._.... , _.- 'dS " rn .. ...-"""""'- , (CHA+WIS)o'1 'dS ,
'"'' ...

t1Ik.Iry" 101m. s.- • (M._ ,'" " "'.. .,""
f'1ok¥y LPIWsI'op • (INT·WlS·CHAjI) ''''

, US. ...
f'Wowy:~-

, (lNToWlS)l2 '''' , m.. .,""
M.Ioury: s-I~T~ , (lNToWlS)l2 ,.. , "... <.SS
PbtK ~Iloft: HoIIadc , (!NT._ ,,, , ,., .. 'S>-- , W1S Idl1 N '00 .. 0
Il,IIIlpln ('!**) , WI) '" , "'a> 'S>
w.uher S.nM , jlNhWIS)I1 '''' N '''' .. 'S>
WoocIlinci Lo", , (INT.W1S)12 'dS , '00 !p 0
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Languages/Communication

Language
Dlmpkl RuoMo (Bn.)

"'--
EW Spuk
CilenM (Traol Mlrbn)-..........".,--_........

BP
Con,
",,,,,

Relevanc
Abilicies

O£X
INT'CHA12

NT
'NT
NT
'NT
NT

Mutery

0'.,,,
'"''"'d6
'd6

IdlO,..

Coune
PrerequIsite

"""""""

Course
Cost

"' ..800 .......
17SJP

"'..,.........

Coune
Diffh:ulty....,

olS"....,,.
o...

Musical Instrument Skills

Husical Innnlln4lnC....­-----........­w.._

BP
Con,,,,,

Relevant
Ability

(WISoOX)n.
(WlS+0XV1
(WIS+OX)n.
(WIS+OX)Il
(WIS·OX)n.

Manery"'
O~,..,..,..,..,..

Tasks/Arts

Tasks: Mundane

Course
Prerequisite

"""""

c~~

c~.

"'..
"'''.....
"' .."'..

c~~

Difficulty...............

8P Relevanc Mastery Monthly Course Course Course
Mundan4l Task Cost Ability Ole Cost PrerequIsite Cost Difficulty
...........~l! I (JNT+0EX)I2 AwlrruDc" 7S.. N 75.. ·S"
~e /lIpIIHp (Genenl) I WlS Autlll'Nuc' SO IP N SO.. -201lO
~ I INT ~ 15.. N 151P _IS"
~~. I WIS A<KlII'Nuc' 10.. N 1S. ·S"

'Dcnol~ tOlSk is ~ulolll'lIiC'.uly succC').)ful as king as the cO'St!> 01 upk~fmaimen;lnu' dU' Jl;lill ;along wilh Jny rrquirrd inVdlment of time 10 perform I~ ask.

Tasks: Combat Procedures

Combat Procedunl
Nlpwll 8llnle Cty
IvtolBaq
AttlWde Adlul'lm.nt
",..,

COM
Crlcltel.!n.the·l'ea Pod
DIrty filhdnc
flltl"lt\Chmenl Conllrv«1on
f1tlbll,h Ambu1h Zon4I
Eye Go<'1e
fyol o/!he T'll!"A!lvanQge
Groon Pun<.h..........-- ......""""c.....,
Muster ResoM
Pimp SIll> (WuJI Slap).......
IbwId HouMI Gfo/In KItlc
Who'iVef MamInI ",*",W~

BP
Cost,,,,,,,
••,,
""IS••,
1

"•

Relevant
Ability

(STR00iA)l2
(STR+lNT)I2

(STR+CHA)12
(STR o o.eX)12

DEX
DEX
'NT
WIS
WIS
DEX
DEX

'"OEX

'"CON
CO"

'"(ST1toOEX oINT)ll

O£X
(m·DEX)12

Mastery
Die
'd6

''"'",.....
'",..,.....,..
idS

Id'
'69
'd6
'69
'd6
'd6
Id.
'd6
'd6

Cour"Se
Prerequisite

""""""""""""""""""""

Course
Cost
m",
)150'

''''''115 a>
11SlP
21Sgp
m ..
m ..
m .."S ..
m",

"'"21SIP
2S51P
4)5 IP
m ..
os'",n ..
,n ..
m ..

Course
Difficult)'

o..........,,.
• (5"
o..........,,..............,,.............

Tasks:Artisan and Performing Arts

An

-~-0-.... \811.--nj--(MCOndIry ......)--_............................
fbeuy. w ....... ;ond

eom.,r~...-prwg-­.....

BP
C~.,,,
,,
",...,

Relevilnt
Abilit~

(OEX'WlS}I2
O£X
INT

MillStery
Die
'd6
'd6
lltl)

,..
ldl)
IdlO

'd6,..
''"

Course
Prerequisite

"N
"
"""""
"

c~~ Course
C~, Dimcult)'

"'''' ...
"'''

.,,.
'"'' 0

,.... .,,.
no .. ...
'» .. ...
"' .. 015"

"' .. .,,.
"''' .15"
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Tasks: Sophisticated

BP Relevant MilStery Course Course Course
THk Cost Ability D'e Prerequisite Cost Difficulty
""1....1Hv>dIIn& , WIS IdlO Y '00" ."
Anirnlo.T......... , (1NT+W15)1l IdlO Y 500 "

.,,,,
""'"'" " 'NT '" T 000" ."
~R~;r.e.ulC: 3 jINT·OEX)/2 IdlD T 17Sg> ."
Armor RelWr.A<Mnced • (INT·DEX)12 ,.. T 575 jIJl .''''ArtrIOI' Repair, Elcpert • (INT+DEX)Il '" Y 875 l:I' .,,,,
&¥pin Stllse 5 Wl5 ,.. N '00" 0.."..... , Wl5 ,.. N

'00 "
0

BbcbmkhlnJ , STR ,.. Y '00" 0
~rlfletch.r , "'" ,.. N 450 II' ."
"""~

, 'NT Idll N "" 0
Carpentry , STR IdtO Y 150jlJl ."
~Duna-

,
'NT ,.. Y m" ."

ClrtOJr.'Phy. HIlty MIfl9Inf: , 'NT IdlO Y >S" 0
Car1Oy.lf>hy. Overilnd ,

'NT '" Y m" .,'"
Ch:lrlo.e'"""'l ,

"'" ,.. N 165 IP ."
C,- Poebr 3 WI5 ,.. N "" 0
C_ , DEX Idtl N "" ."
Coin F'l14o Nwr.erk:aIAppn»dmltlon 2 'NT '" N 200" .,'"
~ Geom«rk EnlImdon 2 'NT ,.. N 350" .,,,,
Conwuttlon· DclenwWor1u 2 (STR -DEX+WIS)/J '" N «lO" ."
Con,tnlCtIon: Fonlr.ca.;"'" 2 (STRoOEX+WIS)1l ". N 4S01P ."
Con.tnKtlOfl, ~'Y DtIfens.e 'f'.b<ltI • (5TR.OEX.WIS)/] IdlD N 300" 0
ConltruetiQn;~Wor1tI , (STR·OEX+WIS)/] ,.. N 500" ."
C_~ , 'NT Idt2 Y >S" 0
0lJ: Hairy c...... , STR Al/tOI'I'Ittk N 5" ·2""-- , WIS IdJO N "" 0
Endu....nce • (WIS+CON)n '" N «lO" .,,,,
fum",!: , WI5 ,.. T

'00 " ."F,....buolding , WI5 '" N "" ."
Rnt AId SIdlI 5ulu ''''~ 'NT '" N '000" .,'"
Rot AId: Clut.m. Wound 2 'NT ". N ]50 IP ."
FlrK AId; Sew Own'M)unch 2 INT ,.. N '00" ."
Fin! AI6: s.,.. Woun<k 2 'NT '" Y 350 IP 0
Fi<hlng , WI5 IdlO N

'00 " ."
"""'" 3 (OEX+WI5)/1 ,.. N 325 III .,'"

(CoYetlAppnoul TtchnOQlM)
Fonte 101' FO(W,I (8y CllrNt*) ,

Wl' '" N 245 II' .,'"
'"""' " (DE)( .INT)/2 ,.. N 350" .""'"- , CHA '" N '00" .,'"
G~ eutt/n,( 2 DEX '" Y 700" .,,,,
GINn InformotlOn 3 CNA ,.. N 300"

.,,,,
N",. 2 (CHA.INT)12 '" N 37511' 0
Nu,", 2 Wlr ,.. y «lO" ."
Hun"'" ,

Wl' '" Y no a> ."
ldentrfy ""I....tbyT~ ,

Wl' '" N ll01P ·15"
tn.l'IligMCfl (i,.heri,,& • (INT.WIS)Il '" Y 575 IP .,,,,
Inttrrog:ltlOfl • (STRoWIS)'" '" T «lO" .,,,,,...,.. , 'NT '" T 670IP •. 5"..... , STR ,.. N '00" ."
l..aboI'tr. G-nnl , ($Til, • WlS)12 .........'" N SO .. .,,,,
Lo_ 3 (STR+INT)/2 ,.. N m" 0
U". S1cilled 3 (INT.CHA) '" N «lO" .,,,,
It>oun&At!'t:1n<IMl • WI5 '" Y 'SO" .,,,,
Looting. B..IIC , WI5 '" N

'SO " ."
t1:Une.ln Self·Olicip/iM 2 WIS ,.. N >00" ."
Hap Sen" (wu di...cdon len,,) , WIS '" N m" ."
Haplen TI1IVW 3 WIS 'dS N 'SO" "'"M~..Iworltin~ , (STR oOEX.W1S)IJ '" T 500 "

.,.
HotlU< o..l""t ,

'N' ,,. T
'00 " .,'"

".... 2 WIS '" N 500" .,.-- , {STR·oex+lNT)il ,.. N «lO" .,.
NlVlptlon. NaWQI , 'NT '" N 300 "

.,,,,
OrdltIO'lt* Till! l (INT+CHA)12 '" N «lO" +15";
Pinch R DEX NA NA NA NA

(1'ocb:tIUIt • ""rian, of Pi<;1t Po<:l.et)
Pottery , DEX tdlO N 75" .,
R~dine lip, 2 'NT ,,. N «lO" .15%

""-OW""" ,
'NT ,.. N ]SDIP .,'"R«ru._ l CHA 'dS N 300 .. ..5",

RIdl....A1rbome 2 (OEX+WJS)12 ,.. Y SSOIP "'"Rid,"" Und-b..ed , (DEX.WIS)/J. ,.. N JSOIP .,.
RId,ng. W~rllor ... (Dwa.........) 2 (DEX+CHA)Il ,.. N «lO" .,,,,
R~UI' , DEX ,.. N ""

.,...... , CON ,.. N '00" 0
SeJ....nshlp Suite , DEX '" N 700" .,'"
SwmtrenlTalIor , OEX Idl2 N m .. 0
S....uetlon.Ar.ol , (COH.CHA)12 ,.. N 750 rJ> • IS"
~s...r,"" , DEX ,.. N '50" ."
Soh,.1d R~". Metal 3 (INT.OEX)12 ,.. T I7S IP .15"
SlIieId RfF>&lr. Wood 3 (INT+DEX)12 IdlO T J1S cp .,,,,
"""'... , (STR.WIS)12 ,.. N 'SO" ."
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SlIushlr Gam. MmlII ,
(m""'"

,.
N ,.,.. ..._.- , (m.W1S)I1 11110 N lOS .. ,

Slill,.,....,~~ , D£X '''' N .SO .. .,,,
s.""Id'l'~t • D£X '''' Y )701P .,,,._...., , lflll.·INl)fl 1610 N '70 .. '5O............... " (NT<-COO''MS)f) '''' N ,..... '5O
........ DoMn 1 (JNT.CCll'\l.WI$)Il '''' N .SO .. .,,,
........- , (JNT<-CClN<"WI$)Il ,.

N >SO .. ...
........"""""""" 1 (lNT'tCON'Wl5)I) ,.. N 115 IP ...........-. 1 (lNT<ON'WIS)Il ,.. N 'SO .. .""'"'"- 1 fSTlI.· DEX'CON)Il '''' Y 115 IP '5O_000- ,

(m~ IdlO N SO .. ,-- , D£X ,.. N m .. '15'1...... , (m.1N1)I1 ". N >SO .. '5Ov__ , WOO '''' y ,., .. .,,,
v_ , WOO ,.. N 'SO .. .,,,
T'3p 5""'ll (F1II SwMp) • (DEX.WlS)I1 ,.

N 1151P 'm
T..... , 00( '''' N 'U .. .,,,- , STl\ 10111 N "'.. '5O"'"- , INT ,.. N ,.,.. 'IS'I-- • (O£X'INl)fl '''' y "''' ·''''--. , (0EX'1NT}t1 '" N 10' .. ...

Social Interaction Skills

o. Relevant Haster)' Coune Course Course
SodalSklII CM' Ability 0'. PrerequIsite COlt Difficulty..... , CHA '''' • lOO .. ...
"'"" "'"

, WOO ,. N '00 .. 'IS"-- , CHA
,.

N 'SO .. .,,,,
F.,Toucl'oNl1 1 0<' tdlO N >SO .. '5O
Ro< ....... , STR ,. N '70 .. ,
Gra«f"l ~eI&i< , CHA '''' N '00 .. -,,,........ , "" Idl1 N liS .. ,
~1Ii/I1*· , , WOO ,.. Y >SO .. '5O,...- , (lNToO<A)I1 ,... N SO. .,,,,
~ olc:c....v,M:un 1 WOO

,.
N "'.. '5O

~ (WI.. F"MtMr.) , CHA '''' N ,.,.. .,,,
an- , (lNT-eHA)/1 ,.. V '90 .. 'm

""" • CHA ,... N 'SO. 'IS"......... , WOO '''' N 00 .. .,,,,....- , WOO ,. N 90. .5O

......- 1 CHA '''' N '70 .. ·m
"''''''' 01 FW!'by

, WOO '''' N 'SO .. .5O
So<~""""

, w. ,.. N "" .. 'S.....- , ('MS'0<A)I1 '''' N '70 .. ..."'_c..d , (STR.'WlS·CHA)Il
,.

N 'SO .. ·''''TMIfl~ MIfO" 1 WOO '''' y lOO" .,'"
Twntinc: M,nor , , '" N '00 .. .",
Thrall GeIW", , W>, '" N 175 cp .",

(Notw«blIl,Utllnll • body and hand)
Ult«1of HotlY. , CH' ,.. N '00 .. ·''''

Skills. Tools

In order 10 perform anrain skillJ dl«tivcly you need 10 masu:r thr I()OIJ. Ju~t aOOUI anyone can $aW a Oo.:Ird and h;ammrr a n;ail, for o:ample, bUI only Mme­
one nailed In the such tools CVI produce qlUiity, profcutonallooking results.

O. Relevant Halter)' C~~ COUI'M Course
Tool C_ Ability Die PrerequisIte Con DiffICulty
AuattoP ,.,~.100:* , (OO('1N1)I1 ,. N .,.,.

'"_.... , (Sn'OD('Hr)Il ,... N "".. '5O
C&rptncryToo* ('Wood~ ,

~.DEX"1NT)'l
,. N ..... "'"""""""".... , (STR.'[)EX'1NT}'l ,.. N 'lOO .. '"DnIrircTooII , D£X ,... N '''''' '"_.... , (DEX'W!SY2 ,.. N '''''' '"......_.... , OOC ,... N "''' .s>

HirwltTooh (--tdnP , STR ,.. N "'. .'"
.... 14 II- '" - lo/IrJrW-)

, ox NA N ...... .,,,
Surtrr To:ool&ISuwr. IUc , OEX'INT12 ,.. N .100 .. '"

• Peg legs :il'l!' mastered through d;aily usc. Aehar.lO"cr WIth :I. peg leg dull ~urr~1'$ 110 lllovt-mem penalty. Oru;e fllll!'Cl wilh :I. JlC'& leg the eh;aracler mllSI makr
:I. check \'S. his Doleri\}' plus the course difficulty modifier to delermine ifhc'!i skillcu:l1 walking 011 hi~ new peg leg. I Ie lII:ty 'lluonladcally ch~k ona: per game
mMlh with an addiril'lnal t 5% modifier (cumulative) until he JUcccros. NOle thai ch:ll1tctcrs who begin rhe game filled wilh PCb I~ arc aUlomatically skilled.
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TALENTS

Res[ric[ed by Race/Class

Talent........"" ....
AntvlI s.n,.. gI SmeI
AQ,a (hlIIl).-...v­

""""~..............
........­........ "-diHp......""-'­_............
Il>bnce .......
1lhI ...,..............
eo.. b) !he Earth
Coklll!1lsu"l:e
Con.t1tvt:lonlH""I,h bonu.
Cro<oJ>ow 8000<0__

"",--
Don ....
o.ltll1lYe &noJ
~JllSkln

""'" ..."""'-0.•• s..r.a doon- ...-......,"""""'.
&wl'lee""C 80llus.......­_....--f-. Kind twwI Nu...........................
Gna """"" ......._.........
H'"
Hot Pow>t Bonus
......oon ktilSunt_....
l':etll SIehl (l.orc Dlmnce)la,_
M.>t~ Il<>n...
M>gIC 8000<
M.ltk Id.....uf"alfon
Meld ....to StoIll
I"Ili'lIo1c s.n••
Oppora.on/R (sldlIITl'lIlt)

............. """""Pick eon...
Potion ldenuliation
Rucuon 80nus....................­""'"_....--s.. ""'"...-_ .....
"..,.............................-....-TOIdled br'lVpn
'.........
TrKlt Game ..........1,-­W:IIrN'_ 8onu<

BP Cost
S
S
S
o
5

""S
S
S

""S
S
S
S

"S
S
S
S
S

"5
S
5
5
5
5
5
5

"S
5,
"5
S
S

""5
S
S
S
S
5

""5
S
S
5
5
5
S
S
S

"S
5

"S
"""S
S

NA'

"S
S
S

Rflnrtetlom
e- (m Cifvl&oe a Ori). tuII-a-, HurNnI. Pbae fwleI
I-UIf.Ora Connate). Ha¥-Ocr-
.., ...-Hd-Ora (~II)

Ant. (io'wle b" Bwa Irw;l. en..ce ..... o.n.)
e-rlftd.~)

eno.... (lncLGnon-.rDnl),~
Ant but Half..Oru ancl~
HoM'~ ~I'b;ie ~

"""'-
tur-a-, tuIIIlIlp, HutNm..,
IM.aIe b" eNa (lrw;l. GnInp). H-W.e­
o---,GI>omes flllCl Gno:>nIenr-).~
o-r-,D~rk a-,Gnomm (onclGnomeTiUnI)
E'- (rncl. Gr"",," Ovkl.I-bIf·OveI
Ow........ 0..,;,; EM!.
0wa,....1. 0,,;,; EM1
£""'. (Ind. GI1IlII1 & Oult. Gnomes (lnct Gnome lbM),G~n~HalfllnlJ (lnnall If Illrown)
HaIf·Om. Hltf,~
Gn_ lind.G_Tluru), GnomeIlnp
Gnomes (....1. G_T.uru), G_I"'I'
ewa.-.- H.lII-orn.lutf~ (IMJot.)
0-.-..1. HJlftin&J

"""'-
IIqIe b" a- (lrw;l Cnonp .. 0.,;,) and HaW.f'-, ...........

"""'-
"""-"'" ....
0.--..Hd-oru. ....()pa. Hununo
eno.... III'ld. GnomerlQl'l$).~

"'"'-

-""""'""""--...................
a- {Iftd.Grurce).GnoI.- (II'ld.CiAome r-.).cano..-..
~ fll'ld. GnomeTltanl)
EI¥M fond. GnIrlfe a Dwlt). tiIlmans
a- (lrw;l. c..n,... a Derk). Hal-e-
~IIrw;l.e.-Tom),Gnom8n~l-bllonc<

~ Hunwt<. Ph"e h.irioe<

""""'"El¥es (1M!. Gr..... a 0ar1t)
e.. fillet G<vwe a Dartt).~..f:t*.1-luINn1, F'Ixle fairies
EM. (lncI. Gturc- a Dartt). Half.£"'-". HUI'I'IlI\J
DwlrveJ. HIIf·On::J. HIN-Olf'el
PIxIe Flln..
Elvel (Incl. GrvnlC '" 0o';';)

""'~,
t>waNes, Imtc a-.Gnatn. (b;j, Gnome TiQm). GoomeiIrcJ
~ (lncl. Gnome TlQI'lI). HI/flineI. HUITIIIlI
~ (ind. GNrlp a Dvlt). HIlr.e.a. HumanJ""'_
Gnomes (lnd.e.-TOf"IJ.~""

"'-0--.__ lor I-W.a-,.......
a- fond. G<vwe. Dri). ........
o--..GnomeJ (ond. GIIomeT..-)..,
Ant but~ (K Hd-ocre
Gnoma {lrId.GnomeTDnI).~_lDr~
0.. (lrld.~"Ori)
a-,"-e lor~ a.e.
EMs (Ind. Go'unte). .... 1or DerIr. e-
ewar-. GnomeJ tond.GnomeT_).~
"""'-
IftI\III lor 0- (lncl Ovt<). HaW·a-

"'...."""'-
""""ltlor l-bIf.ove,~..........,...
""""'.

• Talems can only be purchaSl.-d willi Building Poil\l$ dluing the chamclcr cre;uion pmc~. R~lriC{td lalenu ~re aYalbble ONLY {o cenain ractf ur c1w~.
Unl'Clllrictcd lalcms cao be purch~d by anyune,

Unl~ Udll;rwiw nOll'<i, $ub-l1lct"$ hav!' aC(~ 10 1,llel1'.~ generally available 10 Ihcir kind. They only have ,heir own lislJngs for l;denlS Iht"y h~\'t'lI(U~ 10 111~1

tbe mu~ K~'rwr.u f"~«' dues 1101 (i.t'. drow ha>'t' accl"i\ ,., COI1_\lillllion/H~Jhh l~nllS hill e!\'CS 10 general do nOll.
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Anatomy, Basic:
[(lntellixence+Wisdom)"'VAcademiaJJ B.P.]

ChJracr.,rs wilh th.. analomy skill ha\'e a basic knO"'[edge of how the bod)'

funclions. They know when: major org:l.Ils are 1<le1lcd on mml speci~. They
do om know much about the analOmy of rare crc:uur~ or monslcrs, bm lhe.')'
C".l.n make an educ:lled gu~s ill cerl:li" cirCllllluaoc.-s. ThiS skrll can hdp a
character know huw 10 harvesl organs and mher body pariS for spell COllll-'O­

nerus or olher u)Cs, including sellinl: them to others. This ?"nicul~rly IIS~flll

in getting all 1111: E.Hs possihl., from a slain "ea\llre's yield as lim-d ill rhe
Hacklop«lia of lk"m.

Prercquisile: NOllc.

Anatomy,Vital (specific animal):
[(lntelliaence+Wisdom)+2JAcademiall B.P.s]

A charxtcr wilh Ihis skill knows in der",illhe inner won.:rngJ of a specilic
rype of ammal or crC'Jturc. He knows whe:re spedlic organs:'ln:: loelled thaI are
useful as spell componenl! and how th" vilal orC.lns ftillcllon. He an abo IN:r­
fornl b:u:ie: fim aid on an arlirllal he is knowledgcable: ahout. A I'l.l.y~r Gill
chouse onc specific :lnimal, with GM approval. If a player warm his draraCfcr
to know the vilal analOmy of mon:: Ihan onc crealure. hc willll~"t."t.ll<) pmcha.....
Ihis skill for .,,,,ch additional aOllllal af 1 COSt of I B.P. JlC'I animal '1-"'., lower
cn~1 denotes Ihe fill:1 Ihll nlost animal anatomy is similar, :md once a Chll'acler
gains inSight IntO one animal, it will lake him less ..ffon 10 undersrand Ihe:
analomy ofOIher animals. Thu panicul",rly t15t'ful in &"uing allth.: E.l!J: possi.
ble from a slain creature's Yldd lIS lisled in th .. IIxk.lopedla of lkasu.

Prerequisite: Analomy. Basic..

Animal Lore:
(Int~U1gencelAcademial2B.P.]

This skill ellabl.-s::l characlrr 10 observe Ihe: actions or habrut of an allllllal
alld inlerprel wh:u is going on. AcTrons an show how danKt:rous Ihe (fearurc
is, whether il is hungry, prolecling ils yuung, or dcfending a n"arhy d..n
Furlhcrrnore, aref,,1 ohscrv:rtion of signs and bdl::lvior< cnn ev..n indicatc the
loc;uion of a Waler hole, alli~nal !l\'fJS, I'rednlnr,s. or iml"'"dint: danger, such
as a furest lire. TIle GM "'111 sc:cr..dy roll a skill check. A successful check
means dIe character umlenlood lhe basic ",euoos of the Creature.

Ancient History:
(Intelligencc/Acadcmiall B.P.]

The chnracler has I"arned of ccrrain sp«ilic legends, lore, and hislnry of
$(lme ancient time and place. The knowledge 1I1USt be Slll:cific (i.e. a modern
hislOriJn mighl spc:cialiu: in thc Lale Rolll\ln Eml,ire, the Akbcll1llS or Ihe:
European Hrgh Middle: A&'elI). TIlliS, a playl:' c111t:l.Clel could know dC:laib
1boUI Ihe Nighl of long Shadows or lhe War I1el'wecn the Gal'o'ds or whalev.
cr e:1Jc: Ihe GM allows.

-'-"'is skill gives Ihe ch.1r2cle:r familiarilY wilh dlc prirlCifl:ll hisIOIrC.l.ll!l"nu,
kgends. pcrsonalmes, conflleu. places. lnull'S, dcvdorm"nl< (scicnufic, cul­
lural, and magJcal). unsolved mysteries, crafu and oddilirs of the: lime period
chosen. The chat:l.Cler C"~n Il:C:Ogni!e Ihing.~ h., encounlen from that Jb~ with
a succe:uful skill che,k. For example, Thorl: knows qUill.' a brl aboul Ille
Gnome: Uprisings. While mo~ing lhrough some Jeep CJverns, he and hi~

coml'allion~ ~1l1111l>lc acros~ a scal"d pOria!. After rolling a luccessful skill
check, hc H~aliu:s Ihal il be;rrs Ihe h.111le Cresl of Lord Fl:rlaruy's Gnome
PrOI(:clOl'llle Army.

Prerequisite: None.

ARCANE SKILLS

. Skill Descriptions
Th~ following skill descriprions ~rf; :ltr.l0crd a1pMbc:uc.ally by typ.;. uch IOllg soughl 10 know rhe: .K'CrC'1 of fuming I..:ad into gold, bUI so (:at, .1I.n Ii:an

description gives:l gencr:al oullioc ofwh:u:a ch:ar:;p,cler with rhe: skill knows :and :ahiliry hcyond lheir «..ch. For moS! urhcr du:mic.al mi,uHd. :10 :alchcmm
on do. Furrhermore, some dcscrilltiolls include' rules In cover sfX'dl1c ".scs Or c;:m do rhe frick. He Ollllar tn:au: ru:agiCllI pm ion!, ho....'(:~r. The he:ahng
siru;llions. or cuel illHructiolls 011 rhe c{f«ts of rhe skillrf succc,ufully used. potiOIlS IlllKed by :akhcl1\i~IS arc base<! on n:llur.ll m«liclnJl compuncnn.

Even rhough they cannut Ir"l;rC:lrc Ill:ll;ic:al pOlions using this skill, :akhl'mi~ls

an idC'mify lI1:agil'alllOrions :ahOlll 50% of lhe lime.

I'rrrcquisirc: None.

Agriculture:
[WisdomlAcamdemiall B.P.]

Thu duDeICr knowt lhe: basics of fuming, including p1Joliog. hat'\uring
and slonng ofcropt', lcuding animals, oolcheriogJnd OIhcr (}'pical falm chores.

Ilrerequisill:: None.

Spcllcraft:
(IntelIlgence/Arcane/2 a.p.]

Ahhuugh this skill d~ nOl gr.lr\l the character any spdl casting powcr$. it
does giv.. him a familiariry with Ihe different forms amltite'$ of spell c:aMinl;'
If he: observes and overh.,an somc:on., wllo is culing a spell, or if he C:X.1minCJ
the mat.,rial componenu used, he c:rn alle:mpl 10 ide:nrify the: spell being ('a)1.
A ~ill ch«k musl be rolled 10 make:;I; correct id.,ntirM;2tion. Sp«ialist magic­
wen ~in a t 15% bonus 10 Ihe: ch«k when aue:m[>ling 10 id.-nlify nugic of
their own s<:hool. Not., Ihal since Ihe spell aKIn' mUSI be observed unrillh.,
vel)' inslam of cauing, lh., spc:llcf;l;fl skill does nOI gr.tnl.1n advanlage againsl
combal spells. The: skill IS quile Ulic:ful. how~r, for id.,nlifying spells that
would olhe:rwisc haY<: no visibl., efrccl.

Those lalenled in Ihi5 skill also havc a ,hance (cquallo half of lh.,ir normal
skill check) of re:e:ogni:ting magil'lll 01 magiCilly endowed construcu for what
they are.

jlreR'quisiles: Amme Lore.

Administration:
((Intelligence+Wisdom)"'21Acamdcmiall B.P.]

The charxler wllh Ihis skill knows the basics of how 8o....rnr11<:·nl :md civic
organizalions operate. He can use silch knowledge Itl his adv.mlage wheo hc
Wants to function well wilhin a known governmenlal SYSlem, run fOI public
oflice or lak.. " po~ilron of power or leadership within any social strUCture.

rnr~quisil~' Lcallcrship, Ih.<ic and Leadl:r~hip, Comminec.

Divine Lore:
(Wlsdom/Arcane/S B.P,s]

A person vcncd in divine loR' krlOwS Ihc basi<: princil)les Ixhind m<»1 rdi­
gions. He knows SC'Crets ;loom mOSI relicious orders and pDelica thal m;lny
othC'l1 do nOI. He: knows how (0 rtId de:rial writings and scrolls He n1:lY nOI
he able 10 east ekricaJ spells. but he can I~ the wriring and g.,n.,n1ly lell whal
II's all ,lboul.

I'reR"juisil": Rdigion.

ACADEMIA

Arcane lore:
[lntelligence/ArcaneiS B.P.:>]

A ptrson v..~ in arClne: lore knows the: basic prilKiplc:s behind magic.
H..·s luMd in 10 sccrttJ about the world aruund him Ihal mOSI orh..n do nOI
and knows how 10 rnd magi<: scrolls or wrilin~ H.. may noT be able: to C'Ut
spelb, but he: c:rn read magic:rl Wfiting and gc:ner2l1y tell what ii's all abo\lI.

PreR'quisill:: Nonc.

Alchemy:
[lntelligence/Academial7 B,P']

Aldll.·my gives a Char2CIe:r lhe: ability to mix compouru.ls ~rl<IIO know what
Iho5<: compounw du. An akhemiSI ca" mix up medicines and healing
poliol\s. He can C\'e.!1 mix up a mean long l.sIand Iced Tea. Alchemists hlve
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A Chaf;\Cl<~r may ;\1.0;0 imitate: Ih" C1JlS 3ml cri ....~ of animals lhal he is r.,ason­
ahly familiar Wilh, hased 011 his background. This abiliTY is limited by volume.
Th... roar of a Scorj~ Dr.lgon would Ix- beyond rh... abi1ides of a normal ,har­
:LCI!'.r. A succl'..~fuJ skill ChKk means Ih:11 only magical mt'JIIS can distinguish
Ihe char:1C1cr's call from fhar of ,he {.rue animal. The cry is .~uffic:icnl TO fool
animals, perhaps frightcning [hem 3W\1Y or luring them dO$('r. Finally, anim:L1
lore increases the ch:lnce of sllccessfully sclling snares and II'3PS (for hunting)
since lhe Char.lCIl:r knuws rhe gencr.J hauils of die ere-.uure hunted. The GM
will ti"r"rmine Ihis bonus (usually ~5 [0 ..25).

Prercquisilc: Non".

Appraisal: Gemstone:
[lntelIlgence/Academiail 8.P.]

This skill is simibr to rhe general appraising skill described below. It is
highly useful for thievl:l; ami advemurcrs, or others who wish 10 avoid bcing
lakrn advanlage o( A character wilh lhi~ ~kill can ~Ilpraise em or uncut gems
and accllraltly estimate Iheir value and :lLlthenliciry mOSl of lhe time. The
char.l.Clcr 1llU5t handle the itc1ll in propcr lighting condition~ tu properly
examine it. A .mcCl:.(.~flLl skill ch",ck (mliM hy rh", eM) ",nahl...~ rh", ch~racler
10 cstimare Ihe value of the gem to the nearest 10% of ir.s true value and to
identify fakes. Dwarves with dlis skill get an adJirional 15% bonus 10 their
skill che.:k naause of Iheir racial familiarilY wilh genls.

Prerequisite: Appraising.

Appraising:
[lntelligence/AcademiaJ6 B.P.]

This skill is highly Ilseful for thievcs and adventurell, as if ~llows char.lC1C11
10 l'Slimalc Ihe value and authcnticity of antiqul'$, art OLjl'CtS, jewelry, CUt
gemslonl':S, or orh"r craft",1 it",ms they find (although Ih", eM can exclude
Ihose items tOO exoric or rare to be well known). The characler mU.l"t examine
Ihl." ilem to be appraised ill good lighting conditions. A successful skill check
(rolled by the eM) enables lhe char:lcter 10 ulimatc the v:tlue of the item to
Ihe ne:m:JiI 20% of it's true value and 10 idemify fakes.

Prcrequisite: None.

Art Appl<lisal: Subset: Painting
[lntelllgence/Academlall B.P.I]

Charaw:rs with this skill have the ability 10 C51imatc lhe value of painted
allwork. They are well versed in technique and history, enough to be able 10
~JXll fakes. A chardctcr whu want~ til c~limitle the value of a paiming neeJ nOI
hold rh~ painting, hUl he mu_~t b~ ahl", In view it unJ",r 3d~quar", lighting for
close inspection. He mun also be uninterrupl<:d for twO rounds while exam­
ining il. A chardclcr who Wllnts 10 UiiC this skilll1lu~1 make it mCCl'S,rul skill
check (mlled by the GM). A succ.....diJl roll me:tns rhe charaCl~r has e1itimar­
cd the worth of:t painting within 10% of ils trUe value. He will also be able
1O tell if the paiuting is it forg[·ry.

Prercqui~ile: An Approciittion: SuLset: Painting.

Art Appraisal: Sublet: Sculpture
[lntelligence/AcademlaJl B.P.I]

This skill i.~ similar to Ihe paillling appraisal skill dl:SCrihed above. It allows
characters tU l':Stimale the value uf sculpted an and 10 spot forgerie~ uf greal
maslerpiccl':S. A char:tcler employing lh;.~ skillml1st b", sufficienlly c1nse 10 the
seulplllre in question as 10 be able 10 touch it. He must be able 10 closcly
examine Lhe !il:ulpture [wiLh prupcr illumination] for lWU uninterrupted
rounds. A successful skill check (rolled by the GM) mCllns the ehar:teter has
utimated the value of a seulpmcc to within 10% of ilS Illle value. He is also
aLle 10 teU whether the sculpturc is aUlhcmie or a fort;ery.

Prerequisite: An Appreci:lliun: Subset: Sculpture.

Art Appreciation: Subset: Painting
[WlldomlAcademlall B.P.]

Charaae[S with this ahiliry aI''' well verl,cd in 11.", general hisrory ofth", gre~r
painters and their works. A character with this skill willspeciali7.e in one par­
ticular Style. anist or pctioo of pairllillg, having 1II0re exlensive knowhlge
.Ibom their speci:!li1.1tion. A ch:tracler wilh this skill can e1itimate lhe worlh
of Olher works. bUt without a gre:n deal of certainty or aecur.lC)'. They l"":ln
generally tell who painted it and what sryle and time period it wa.~ paimM in.
A success skill check will allow a character 10 spot a forgery.

I'rc:~quisite: None.
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Art Appreciation: Subset: Sculpture
[WisdomfAcademiall B.P.]

This skill is similar to the painting appreciatiun skill subsci Jl'$('ribcd itOove.
A sUC(('$sful skill check will allow a eharnorr to spot a forgery. They can al.~o

usually tell if a SlOne figure is actually a sculpture. or whether it is a person or
creature that has been petrified. Thl)' arc well verseJ in the hinory of greal
sculptors and thdr works and u.<LLally spe:ciali7..c: in onc particular style. sculp­
tor or lime period.

Prere::quisite: None.

Astrology:
[(lntelligence+Wisdom)';'l/Academlall B.P.s]

nli~ ~kill gives lhe chanteler some unJerslitudillg of lhe influell(CS of lhe
Slars. Knowing the hinh dale and lime of any person, lhe a.~tmloger Coln study
the Slars and celcstial events and subsequently prepare a forecasr of fhe person's
future. The 3-'itrologer's in~ight into the fUlure is limiled to thc next 30 Ja)'$,
and his knowledge is vague at best. If a sllccc:rsflli skill check is made, the
:t!trologe.r can forcscc some general event· :t gccal banle, a friend lost. a new
friend~hip made. ctc. Thl." GM deciJc~ lhe exact prediclion.

Chantcrers with the astrology skill gain a +5 OonU.'i to all navigation ~kiU

checks, I)rovided the slars ,an be seen.

Pn:n:quisilc: None.

Botany
[lntelligence/AcademiaJl B.P.s]

A characler with this skill has a basic knowledge of plants :lnd how Ihey
grow. They know how to lell various species of plat1tS apan and under whaL
condilions [".tcll type of planr grow~ beSt. Most of the lime they Cln tell poi.
sonous plantS from non-poisonous planls.

Prerequisite: None.

Campaign Logistics
[Intelligence/Academlall B.P.s]

Through thcir knowledge. of how 10 keep IroopS ptoperly supplied. charac­
ter! wilh this ~kill can keep a milituy cltmpaign going ~mootltly. A chardetcr
knowledgeahle in lhi.~ area also knows Ihe f~sre.~t, .uf",st and I11mt dir<'C1 mllles
for gwing troops and their equipment from poim A 10 point B. A person
with tlJi~ skill is inv-a1uaule in an)' mililary opcratiotl. A succl'S~ful ~kill chCl:k
means r:v",rything is running smomhly.

Pren:quisile: Military: Operntions.

Civil Administration .
[(lntellJgence+Wisdom+Charlsma)+l/AcademlaJl B.P.s]

This skill allows characters to be able to SUCCC5.lfuUy nmlt city. town or vil­
lage. Chardcwr! with this skill have what il takes to Ix:e-otne a mayor. govcr­
nor or mwn l",ader. They know how to hire:: st.1IT, ket:p a budget and pmvide
for sanirnlion and serviceable roadways, They know how to keep things run­
ning st1loothly. A ~uecbl;ful ~kill check meatl~ the ehaT'de-tct i~ doiug well, and
the people he governs are happy (or at leasl nOl riOliul> in the Struts).

l'rereq"i_~ilC: Le.ldcr.d,ip, Ba.~ic and Leadership, Cnmmill~.

Culinary Arts
[Wisdom/AcademlaJl B.P.]

A dlameler with this skill knows how to prl'parc sllmpruous m~l~ fit for a
king. He can make fasty delights OUt ofjnst aoout any edible substance.

Prercquisile: None.

Culture (race specific)
[Wisdom/Ae-ademiaJl B.P.]

Charactl't~ Wilh thi) skill know Lhe l'Htom~ itnd traJilious of orte sp«ific
race or ereatucc. The player CharaCler n1:ty &elcct the race or cr~ature he is:ln
cxpcn Oll. uut his sek-clion must Le approved by Lhe GM. Among other
thinGS, Ih.. charneter wirh Ihis skill willl).C ahle ro r",cogni1..c: anibclS, wririncs
and rifll~ls of the creature or race aoom which he is an experr. If is possible
for a character with this skill 10 I)()$itively influence those whose culture he is
an expert on when eneounlering them.

P~rc:qtlisile: None.
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Current Affairs
[lntelllgencelAademiail B.P.)

A ehu:leter with this skill knows on del.1il the goings on in the world
uound him. He is up on :Ill of Ihe l:lte':« dewlopmems in .1ny .1re.1 h~ hu
s~nl .11 le,"r :I d.1y in. He kllQws who is in powel. th~ poIitie:&1 :lmbilions of
thO$(' vying for power. Ihe Slll~ of .1ny military caml~ign in progress, .tnd
other s\lCh inform.tlion. He h:lS :I \m:ad< for Qing qucstions lnd findIMg
answ~rs :loom rhe Ioal :Ire;{.

Prerequi5ile: None.

Customs and Etiquette (culture specific)
[Wisdom/AcademlaJl B.P.]

This skill allows chan.clcrs 10 inte:r~ct wilh meml:>cu of:l specific whure
(che»cn by the phyer with GM applov:ll) smoolhly and :ldroidy. This en1bles
a chancu:r to deftly mingle in lhe chosen cuhure wilhout offending 1nyone.

rrerequlsiu~: None.

EngIneering:
[(lntelligence+Wisdom)+VAcademia/l B.P.s)

The dl.1l'Xter with this skill is tnined u a designet of both grell! and mull
lhings. Engineers can prepare phos for ewrything from nl:lchines (em.pults,
ri~r locks. gristmills) 10 large buildings (fouresses, d1nu). A skill check is
required only wllt:n o:k:signlng somelhing panicululy eomplie:ued or unusu:ll.
An engineer must slill find eompc:tenl workmen to Clrry OUI his plaM. blU he
is trained to supc:rviK and manag~ thcir work.

An ~ngineer is also fJ.miliar with Ihe principles of si~g~ cntft and can deleel
naws in the dcfen~ of a c:ude or similar consuuetiun. He: k"OW$ how ro con­
SUUCI and SUpc:rviK the usc of sicge wcapom all~1 machines such as cal:lpulu,
rams, and Krews.

Prucquisile: None.

Ena:ineerlng, Fortifications
[(Intelligence+Wisdom)+VAcademia/l B.P.s)

Q;anclen wilh this skill an:: cxperu in designing fouresscs, lowers, w;alls
and castles. They know how tu construci almost iOOesuuaible foniflCalionl.
In an ~mel'Kency. Ihey ca.n quickly "reet som" sort of m;akeshift proteaion :IS

wdl. A skill ehrck is rrquired only when designing somelhing particularly
complicaled or unusual. Although this charaCler call conmuct simple, lem­
pon.ry jlrructura himKlf, he n«d.s talented workmen 10 complete any major
projecl. He hu Ihe skill to supervise and manage a crew of such workers such
Ih11 Ihe ptojcel is compleled properly and in the shonesl amounr of lime pw­
sible.

f'rcrcqui.ilC: Engincrring.

Engineering, Public Works
[(lnt'elligence+Wisdom)+-2JAcademia/l B.P.s]

Characten wilh Ihis skill can design :lnd overst'e Ihe construction of such
Ihings as d;ams, roads, brKIgcs and sewer and irrigalion systems. As wilh th"
OIher rypes ofengineering skills avail.tble, a skill cheek is only needed wm:n Ihe
ch.1nc1er is designing 50mClhing p;m'eubrly complicomd or unusual. H~

mUSI ha~ ql,1;llif)' woncmen to complete any undemking. but Ite is trained 10
be abl" to supervise and manage such a workforcc.

Pn::~uisite: Engineering.

Forestry
[lntetllgenceJAcademlail B.P.]

CharaClers wilh a foreslry skill arc ex-tremely knowle:dgcaLle: aboul timbcr
and Ihe forcsls. They arc familiar with how 10 navigall: lhrough forcm, how
10 grow and harvcsi (floes and how 10 prevt:nl forest fires. They allQ know
some lechniques for fighling forest fires. allhough beillg able 10 Kwally dl'l so
would depend on the silt: of Ihe fire and how much Waler, equipment and
ma.npowcr is available. They know how to dig fire braks, for instance:, bUI
Ihis would only bt: ust:ful in pUlling OUI small fomt fim bc:c:ause large fires
would require a great many fin:: brnks to be dug in a mon amount of limc.
Foreslen can lell a penon :lboUI Ihe Ilalure :lnd qu:dirics of any trtt in Ihe for­
esl. including lhe spc:cics:lnd whu Ihe wood is good for.

Prerequisite:: None.
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Geology
[lntelligenceiAcademi'"I B.P.)

This Jlkill gives characters a basic scic:nlific knowledge of the planet and iu
Slructure (includillg subttrranean caverns) as wdl :IS types of rocks. It can h"lp
.1 charxler identify pOlenti,,1 ~ins of gems or ufdy spelunk (navig:u~ t1uough
1I:11ural cavcs). Dwarves and gnomes gam <II bonw for Ihis skill due: to Ih"ir
nalural rxial knowledge of rocks, averns alld ge''" Iocarions.

P""rnjuisilr. Non~.

Heraldry:
[lnteltiuence/Aca.demla/1 B.P.]

The knowlcdge of heraldry en;Lbles rhe char:lCl~r to idenlify the eresll and
symbols that repre~elll various per~on.~ and groups. Henldry comes in many
forms and is u~-J for l1lany differenr purposes. II e:m be used 10 identify
noblemen. families, guilds, sects, legions, polilical faCTions and CUIO'. Tlte
symbob Illay appear on flags, shields, hclmetJl, b:r.dges, embroidery. )lltnd~Ids.

dOlhing. coinJl and nlOrt:. The symbols tUed may include gcullleuic I~nern',

lines ofcaltigr:lphy, f;tmulie beasts, religioLU symbols, and m.tgical ~als (mad"
for Iht: aplUS purpose of idemirlCalion). Heraldry CUI, for eumple, v"ry
from Ihe highly form.ali:r.c:d rules and '""Iulalioll$ ofl.tte medieval Europe 10 Ihe
knowledge of differ~nt shield p;ltlerns and shapes usra by African lnbesmen.

The chancier aUlomalially knows Ihe: dilTerrnt hentldic symbol..s of his
homeland and whom they are uwcoted wilh. In addilion, if Ihe characler
m.1kes a SU«CSIfuJ skill check. he can correctly id"nlify the signs and symbols
of other lands. providctl he has:lt least a p:wing knowledge of Ihe inhabitants
of thu arelt. This skill is of lilll" uS/: upon first emering a foreign I~rrilory.

l'r"rcquisilc: None.

Herba.lIsm:
[lntelllgenceiAcademla/6 B.P.)

TI10st' wilh herl».li'l knowledge can identify planu and fungi and prepart
non-magkal £'Olions, poultices, powden. balms, I:llves. oinlm~m~. infusions
and pl:lSlen for medicinal purposes. They an also prepare u:llur;al plam poi­
sons and purgalives.. The GM musl decide Ihe CPClsln::nglh of such poisons
baud on Ihe poison rulc:s in Ihe GMG. A ehar:acl"r wilh bolh hernalLlm and
healing skills gains bonuses: wllt:n using his he:lling talent (Itt Ihe Haling
skill).

Prerequisile: Bolany.

History, local
[(Charisma+Wisdom)+-l/Academlail B.P.]

The: ChantCler with rhis skill is a storehouse of f"ell aboul dlt hi5rory of ~

region lhe ~i2C of a large county or small provincc. For eUlllpJ~. rhc charou;:lC'r
will know when Ihe ruined lower Oil rhe hilt was built and who built it (aud
whu h"ppened 10 him). He knows whal grcal heroes and vill.1in5 foughl :lnd
feU ar the old baulefield and wh"l grear treuure is supposed 10 be kept in a
IocaIlCmpl". He e~n knows how Ihe m:ayor of Ihe ncxt lown miraculously
gmv hair on his balding parc.

The GM will provide informalion about loal5iles and rvems as Ill" char­
aCler reque:su il_ Furthermore. Ihe charaCler can try 10 relt:1l Ih5C ..venu as
C'nlert:lining storid. Dna the subject is chosen. he can .1l1elllpl a skill check
and. if successful, add Ihal 131" 10 his rt:pertolre. The characler call tell 1hcsC'
1I0ria 10 entcHain OthC'f$, granling him a .2 bonus to his Ch:arism.1 for Ihe
encoumer. Howewr. Idling slOries to hoslile beings is protubly nOI going 10
do any good.

Pn::requisil": None.

HiJltory, World
[Wisdom/Aca.deml"'l B.P.]

A charaCler wiLh lhisskill is a I"al hislory buff. Hes studied:all of the major
hiSTorical events that havC' occured in Ihe world. He ClIn accurately recoum
1I0ries of Ihe rist' and f:lll of maior kingdoms and rulers. He poUdICS detarlcd
knowlrdgc "bout the major wan; and b:r.ulcs foughl in Ihe p:lSI and knows
somt:thing :lbout the hislories of major cities around Ih" world. Ht: also knows
lilt: life smrie:s of mosl major hillorical figures.

Prerequisile:: Hislory, loca.J.
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leadership, Basle
[(Charlsma+Wisdom)+2JAcademialJ B.P.]

Ch:lntCte:cs wilh skill kllOw how 10 lake: e:h:l./ge: of a group of pool'le 10 gel a
job dOlle. If a chamCler wilh lhis skil11ak~ lhe le~dersh;p roll.' in his PJony, Ih..
group will br: br:ll ..r able 10 make: Ihe:Tighl decisions :lnd avoid m2.ny mimka.
If lhis ChU2.ClCr f2.ce1 2. 10Ugh choice 2.nd w:ants to know wh;lt to do. h.. am
inform Ihe GM Ihal Ill: W;lIllS 10 lII;lke:ll le2..tecsbip chl.'<:k, The GM mils lhe
die.., 2.nd if lhe skill chrck is ~ 5Ucceu, will aue:mpt 10 painl OUI lhe: mosl
2.dv~nuge:ow options opc::n 10 lhe chu:Kler. Thil ehlrxter also gelS a +5 loy­
alty mooifi.. r for hirdings alld IWllchllwn.

Pre:requisite:: None:.

leadership, Committee
[(Charism"+Wisdom}+2JAc,,demial2 B.P.]

Char.u:tel'$ with this dull call fuccasfully lcad a group ofbclW('('n 8-20 peo­
1'1.. in onler 10 hdp lhem complel":11 t:lsk. mau a drcisinn, or govern :II polil­
gl hody. 'fhil e~~ete:r has a good ehanee of bc:Lng 2.ble to run for public
offll.'t or be sc:leerc:d by a lord or noble 10 help govern his :lffairs. A succnsful
skill check mans the: chanct..r has made a conrct drcision and ltd his group
10 a stlccrMful complelion of lheir lask. It muld also mun lh:1I somc:one
imporum has noticM lhe char:u:tcr's finasc' and rries ro hire him. h:ilio
could mt;l,n lhu the charxtcr has been nominated to run for offICe. A clta,.
xle:r wilh litis skill gelS a .5 loyall)' modifier wh.,n d.,aling with any hir.,lings
or hc:nchmen.

Prerequisite Uadership, Basic.
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Military: Small UnitTac.tic.s:
[(lntelligence+Wisdom)+21Academia/S B.P.s]

A charaCler wilh lhis skill can org~ni1.c: and Ill;lncuver:t small group of com·
balallu, he:lweC'n 2-20 indiyidu:tls. He cn l.lke charge of his advClIlunng
I'JflY in regullr COmbal and deYlse Ihe besr plan for ViclOrY. He: know£ Irow
10 uSC: Ihe: advant2.ges of each me:mbe:r of his furce to gil-ill II\("!><-sl l>ouibJe: OUl­
CUlllC'. Hl· alll :ll..., Ust' h~nd signals 10 convey inlenr 10 OIher membc:/'li fighl­
ing wilh him. An individuOII wilh litis skill, If a sueCt'Ssful check is made may
hair Ihe aClion during combal and gwe: other pla)'c:rs (if lhey are within line: or
nghl or heanng r.tnge:) dircclIons and ev.,n SUgb'Ol lactic; for lhe situalion, r"Of

example:. if the CM allnollflcoo lhe: p:.lrl)' is bc:illg allacked hy :I group of
Bugbears and informs Ih., I,all)' Ih")' cannot communiJle bUl muu immedl­
alely Slale Ihdl aclions, ;a pla)....r wilh lhis skill could demand rn m2.ke a skill
check and ifsucccssfullhc pany would have: 1-2 minlllC5 to discuss whu e:xh
of Ihe:m should do.

P~requisi,e: lead.,rship, MiJiury. BJnl., ~nst.

Plant Identifieottion; Holistic:
[(Intelligence+Wisdom)+2JAcademia/2 B.P.s]

A character wnh thIS skill can ldenufy planu which may hc:aJ «nain dis­
c:ues, animal biles (daw damage) and poisonings. He: can nOI uSC: Ihe 1,lalllS
he: finds. ho....~r. Tu du tltal he: IIl~ds Ille herbalisl skill. This_skill simply
allows !tim 10 find Ih., planlS he nc:rds in th., wild_

P~rcquisil~ Bolany.

Religion, specific
[Wisdom/Atademia/2 B.P.s]:

Addillonalskills gaincd in religion e:nable: the: character eilher IQ expand his
gcner.1! knowl.,dge: imo morC' di~lanr regions (using lhe guidelin~ above) or 10
gain prc:cisc infoHlIalion ",boul a single failh. If rhe laHer is chosen, lhe char­
~ClCr is no longer l«Juircd {O mak., a skill chc:ck Wlte:1I answering qucslions
aboUl rhal religion. Such experr knowl ..dce is highly useful ro priesl charac·
lers when dealing with lheir own and rival f:tilhs. h can als.o come in handy
when Irying 10 idelllify religious arrifacls or wrirings.

Ilrere'luisilCI ReliGion, general.

Relia:ion, general
[WisdontlAeademlail B.P.]:

Cha~ecs with rdigiuu skill kllOw the common beliefs ~nd culr.s of lhelr
IW!llC'land and Ihe: lll.ljor failhs of neighboring r""ions.. Onlinary tnfOml:l.flon
(Iype of religious symbol used, hasic :IIni,ude of lh.. faith, tic.) of ;lny re:ltglOn IS
alllom:llioolly known by Ihe: charxler. Special informarion, such as how the: ckr.
gy is organiud or rhe: sigmflClncc: of pmicular holy m.rs. n:quil'O' a skill c1u:c:k.

Prer«Juisile: None.

Weather Sense:
[(lntelligence+Wisdom)+2JAcademiall B.P.]

This skill enablcs the charactcr ro make inrdligem gu=s "'WUI upcullliliK
wealher conditions. A succc:.ssful skill chc:ck lII.,ans lhe: dllr.tcrc:r has COIIl.'f:r1y
guessed Ihe gellenl weadltr cundilil:lIIs in Ihe nexl six hours. A skill chc:ck 'In
be made Ollee ev.,IY six hours. Ilowever, for "Yery six hours of obs.:-rv:llion, lhe
characlcr gains ;l .5% 1:X:IllUS 10 skill masr.,ry (as he walchc:s lhe ",~alher

chang.,. lhe char.u:ler g"u a be:ller sc:nse: ofwhal IS coming). This modifier is
cumuhliv." althougli sleep or olher aCflvny Ihat occupia lhe anemion of Ihe:
charaaer for a long perIOd rn:gare:1 any accumulal.,d bonus.

Snnl.,lilllCS impc:nding .....earher condnions arc so obVIOUS Ihar no skill check
is required. if IS dliTiculr nOI 10 nolice the tornado funnd tearing :tCron Ihe:
plain or the mass of dark douw un tlte: horiron obviously Iieadc:d llie char:ac.
ler's way.

Prc:rcquilite: None.

Woodland lore:
[(Intelllgence+Wlsdom)+2JAndflmiail B.P.]

This skilllUows a characler 10 knuw ~1\(1s and sp+:eiflC infornlarion abom
wuodbnd arc:u. such as whel(' 10 find cc:ruin I)'pes of animals, Olve:rns or
uliler nolable landmarks. Characlers wilh Ihis skiU know .aboUl rrtes Jnd
pt:tm life and how Ihe:y SUrvIVC. The:y know Ihal moss 2.1W2YS grows on the:

3'6,

Military: leadership:
[(lntelligenc.e+Wlsdom+Charlsma)+J/Academlal4 B.P.s]

A character wilh thi£ ~kill knows how 10 kad me:ll ill balde. He is ahle: 10
1)1~1l SliCCeuflll m"legie.~ 10 defe'l! enemy \TOOps. He knows when ro 2.dvancc
and when 10 rClre2.1. He knows how ro k.,e:p rhe: mor.tle: of his me:n high ;llld
how 10 ge:t Ihe: mosl OUI uf lhem. When lhis dlil-r,lCler is lcading an army. and
hil' skill dll'Ck is succc:ssful, all men unde:r his command gel a .10% {O Ih..;r
Morale while fighling under him in h:lIIlt.

Prefe(juisile: Leade:rship. Mililllry: Haule Sc:nse, Milil~ry: Ope:r.uions,
Mili{~ry; Small Unil T:tClic.f.

Military: Battle Sense:
[(lntelligencfI+Wisdom)+2JAc"demial9 B.P.s]

11,is allows a char:teler 10 be skilled in lhe.m of WJ.f. H., lruly knows how
10 conduCl himsdf on rhe b:l.Irlcfidd and is apt 10 become a w:ar hero. He on
Spol brcalu in Ihe enemies' defenscs. opportunilics to perform heroic deeds to
53Ve Ihe: day ami any we:aknc:sses in his .,ne:my If Ihis ch""'Cler i_~ in a haltle.
he: on inform lhe CM lh:l.I he: is looking for 0pporlUnitlc.f ro CXplOlr his e:ne·
nut'S' we2.kncUel, or for ~ chance 10 do a heroic d«d. If he: makc:s his skill
ch«k. lhe: CM lIIU~1 ldl!tilll SOllie: sr<:rer aooul the enemy forces, Or reveal
some:rhing lhal is happc:ning in Ihe: balde ntar him where he m2.Y havc lhe
opporluniry to perform an he:roic acr. The player wirlt Ihis skill wlto has pe:r­
formed ~ suee:essful skill check geu +2 10 hit and damage:. bUI only in a st'l­
pie:ce: balde. not ill sin!!.le: cUlllbal or brawlJ.

Prc:requisile: None.

Military: Oper"tions:
[(I nte lIigenee+Wisdom)+2JAcademia/2 B. P.s]

This skill gIVes a character lh., knowlc:dge of how military organizalions
work bc:st. This character will kllOW h"w lu olgauize: au dTicklll army. Ill.'
knows how many pik"m"n he nc:rds, how many arche:rs, how nuny mfanlry
and how mJ.ny OlvJ.lry. He also knows how to ,r.lln his army 10 gel lhe besl
our of lhem. He is an expen Ihe: uClicai employm.,nt of we:aponry (1lwuglJ
nOI n!."Cl:U:trily proficielll in th.,ir U5C'). H., is indispcnsabk 10 any mililJry
camp:tigll. This ChOlr.lCI..r gives ~1}'One: unde:r his comm",nd .1 10 hil and
.L.ma&" btc:a.use rhey're: so wdllrained. Thil character's armia a.Iso gain a 20'M1
bonw fO overland movemem raIn.
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nonh of a tree or rock, and are therefore able fO navlgau;: rhruugh even
unknown woodbnd terrimrics wiTh .rollle {legree uf accurJcy.

I'rcrC1:l"isile, Forl:$try.

LANGUAGES/COMMUNICATION

Dimple Runes (Braille):
[Dexterity/languages/Communicationl2 B.P.s]

Dimple Runes are a eype of ancienT wriTing using raised markin~ which
C3.n Dc read hy rhe blind ur persuns unable tU see fur uther reasons, such as
bein!: in rht: dark or ulindfulueu. This s<'Cl'Ctt--c rypc of writing wa~ dt:vd0p"d
uy a group of mages who had bee:n blintt.:tl in punishment for using forbid­
(!l'll magic. As a relull, there Me many andent magic Kmlls and writings wrir·
ten in this language hidden .Iway in secret locaTions around Carwc~""lC Wurld.
This skill also 1m Ihe character usc Dimple Runes in their wriling.

Prcn:qllisitt; None.

Dragon Speak:
[(Intelligence+Charisma)+21LanguagesJCommunicacionll 0 B.P.s]

This is a very sp"dal ability. To Ix- able to lcarn this lorm of COmnlUnic:l.­
tion. a pbyer character mUS! have ar leasr:l. 191melligellce and a 15 Charisma.
Dragun Speak is not nect:Ssarily atlorhtr language, !l1l' way 1",' cnmmonly
think of Iangtl3gcs. A (har:1crer who is "ble l<l employ this skill has learned to
.<f't"'k wilh others in the mJnner of dr.lgolU, nOt neecs.urily The mngul:. Ht:
knows Ihe subtltlics Ihat gives dr:lgons power when Ihey speak.

\XI!ll'n a <lr.tI;OI1 sp<.'aks, ir uses subtle nu"tU:es, lactical pall.I"'.~, lllld J smomh,
lilting v''>Cl1 {on.. to Itlre" ptr\tm illl .. revO::1linS himself. A ]>('rson who sp.ends
tim.. ;;1~Jkins with J dragon soon linds himself in ~ lfancc·]ikl,: stale. almust
as if the dt'3gon has pttt a spell on him. He CU:lXe,i and cnticl'S his converiOd'
lional pafln<;r 10 reveal far more dian he hau l'Ver imcllul..J. If a dragon srends
enough time with someone, hc Sooft knows everyrhing. from whether the per·
son is truthful (0 whm he had for breakf..SI ""d tho: n:tnlO: of his I..,t cat. A
gourl ex:'rnple o( this (YP" of skill is the fictional charaCTer Hannihal Lecrcr.
He was able to learn vel')' inTimare dClaiis abour FBI a~elll Clarice Starling al
he prumptl-J her imo tdling him all al>out hcTSl·lf. That is whar a person with
Dr-dgon Spcak C".n <10. For eVl'IY round it I;hamctcr with thi~ ~kill h:l.~ to talk
wilh anOthtr p('rson, th .. eh"nt:e incrt:a.o:.t;S Ihal h" will learn more and more.

In rhe lim round uf using this skill on a 1'('rSOll, !lIt chametC< will he "ble
tu Idl wh"'llu:r his subjccr is lying or n<)l. On lh" second round, he will ~
abl .. to lell wh~1 the geneml im"nt n( th" person is. On the third round, he
will he "hi.. to find out JUSt what his subject is phnning to do next. On dll:
(ourth, h.. will know how milch gold and trl~.sure the subject has. On th...
flflh, he will know where his s\lbj~~1 keeps his valuables. On the sixth. h~ will
know lhe naml'S uf all of his companions. On \I\l' scv...mh. he will know
whom. if auyotll', i~ enlploying thesllhj<:ct. Un til", eighth, he will know if the
ch'lmClet h:ls any <1th"r llseful inform:llion, such as maps, the 1000lion ro ~ny

imponalll si!c.s, or his mother's maiden name. If a chaf;lCler with DrJgun
Speak spends eight rounds with a subject, he will knuw cvcrythillll thnc i~ tn
know about his subj"ct. Of luurse, all of this is cOlltingelH on sUl;I;cssfttl skill
rolls, whidl thc CM will loll. llow(:\'el, if the firsl mil is Stlcc"....,ful, ~;Ich sub­
~lucnt roll will have" 5% h",u<:r chance of sucaoss th:m the IaSI.

Chaf;llll'rS with this skill arc imlllune TO the effccls nf l)mWln Speak. By
the same lOken, a charnctcr wilh lhi~ .~kil1 will not h~ Jbl~ 10 successfully uSC"
it on anothcr ,hamct",r. or creature. with this skill.

Prcn-quisile: None.

Evil Spe"-k:
[lntelligencelLanguages/Communlcatlonll B.P.]

A chamocr with this skill ha~ the ~ini_'ler power 10 corrllpt the mot'3ls of
mh"rs with sly conversation. Evil Spt'ak is not a language of iu own. bLll a
iU:ductive way of speaking. If a character with rhi~ skill has acccSli to anothcr
person long enough to holu an ongoing eOIlI'... rsation over 3l leasl three clay~

time. hc has a chatKt offordng that person to mak<: an :llignmcnl shifl. Thl'
person who i( the mrset of this ch.lrJcter's skill must save vs. Charm Of be
forced to shift his alignment toward evil by 5 points. This shifl C.ln furce a
complele alignmenr change if rhe shifl moves Ihe penon's alignment infr.lction
poinls ro 9. ur if (he penon is subjeueu to an Alilluillent Audit. The succc:ss
uf this ~kill is coltling~nt on a succC$llful skill check, mllcd hy the GM.

Prerequisite: None.

Appendix G: Skill Descriptions

Glet'see (Trail Markers):
[lntelligence/Languages/Communication/2 B.P.]

This is a .111<'C;al skill, enabling a character to interpret and communiC"Jtc by
using tr.lil markings. Clersce is a uniquc form uf communil'ation ul·vdopl.'tl
by rangers and grd SCOUIS. comuining symbols and th" II<\<: nf sron...~, slielu.,
ctC. to m"rk tmik They are able to pass vital information m comrades with­
out letting the enemy know whal's being §aid. Those conversant in Clersce
~";\n interpret the silllls leli uy others bcfore them, anri they c.~n leave signs for
others. In acl,liliol\ to th"o;" symbols. stone.s. Slicks and olher naruml tl1a(crial
Jre used. For instance, twO slones placed on rop uf une another means that a
neep mountain ur difTis str.light ahead. Two SlOn~ plal;ed side by .~i,le means
the [I".il is rdativdy lInohsrrllcletl. :\lich placed in (he (orm of a cross mean.1
tim lhe road hmnches off ahead and is safe. Two Slicks plaCl-J in the fOf'" or
an X nleans Ihal enemy troups are up ahcllu itnd that it is dangeroll~. A pile
of stont'S lIleans lhert is a owe nearby that em I}l' lIst'd for shdter. A pile of
StonC$ with a stick on rop meanS Ihal a cave is nearby, hltt that there i.~ danger
in thl' C'JVl'.

Prere'l"i.<ite: None.

Languages, AncientlDead:
[lntelllgence/langu,,-gesICommunicationl2 B.P.]

The charaCll'I' wi(h Ihi~ ~kill h:l~ m:mered a difficult and ohscure tongue
that has long since passed into rhe mtSrS of ,imc :lnd is nuw primarily founu
in Ihe writinl;S" uf pl..Jalllie sages anu sorccrers or tomcs of ancien' secr"t.~ W{;l­
tell by long.dl·ad Illy.~lic~. A character wi(h lhis skill easily reads scrolls. book!;•
_~i(;ns, carvings or other writings in lhal lOunge and l"2n a[~o speak ~aiu lall'
guagc. If a player wants hi~ ch~raclrr to know more than Ollt' auci('nl bnguage.
ht: limn purdulse this skill for l'l1ch language d,,~i(e.-l.

P~rcquisite: Nunc.

Languages, Modern:
[Intelligencellanguages/Communicationll B.P.]

The char:lct..r .....ith this skill has learned to speak ~ langua~e of Ihc kllOWIl
world. '10 do so lhere musl Ix: ~ (l~oI.eher availlible. This could b.. :llllltlll:r play.
CI characler. all Nile hirdint;, or simply a Incallownsman. For cach modern
Ianllll.lge known. this skill mUSf he purchased. A characler l":lnnot, llu.....e~Cf.
know more languages Ihan Ilis Imclligcllce allow$.

Prerequisite: Non...

Languages, Undead:
[lntelllgence/Langu,,-gesICommunicationI2 B.P.]

The elJar~cler wilh this skill (an cnmmllnicue with the undead. He can
rt"lld inscriptiolls ,1n Cryptl, coffitl_~ and other undead haunts, :IS well.
Necromancers and derics especially COI'el Ihis skill.

Prcrl"luisil'" Nun".

Musical Instrument Skills

Brass Instruments:
[(Wisdom + Dexterity)+2IMusicaI12 B.P.]

This skill gives ,h" ehamaer the abililY to play one specific bmM inStnllm:nl
.lJld can play other brass inslntments wilh unly a minimal amount of pt'llCtke and
inSlrUCliun. Brass inslrumellts induUl' lrurnptts, Frcnch horns. trnmhones. erC.
Whcll this skill is aquiroo, thl.'" chamerer ctn cht"l<l'".e a specilic type of brass itUtnl­
nWIll. Each lillie h.. repeats the course he can add anOTher brass inSTrument.

Basic skill indicat~ Ihe musician can )llay simple fUnes. Spccialir.:lrion
means lhe cll"r:lcler can play more complex runes and compme simplc lunes.
l\hsTery indioles lhe charJCler is lI. virtuuso afld can play any piece .....ritten for
his instrumcnt. ifhc has eltlJugh time to pmClice. He c:m also write exquisill.'"
:lnd intric.1u: musical pieces for his instrument. Those Wilhoul This skilll";\n­
nOI pby any tIlsuument instrument uf lhi~ type.

Prerequisire: None.

ElIotic Instruments:
[(Wisdom + Oexterlty)+2JMusica1l2 B.P.]

This ~kill in{licate<; that a characler CJn play one exolic or unusual il1!itru­
ment such as a rams horn. saw. washboard. eH:. Once this skill is aquirl"l. rhe
char-Jetcr C"oI.lIlhoosc a spt"Cific ly]X' of uotie inStrttlll"nl. Each tim~ hI: repeats
the Cl)ur<oC' he ~an "ild :llIllther exotic instrument. Basic skill indicalcs the
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mmid:l.n an pby sImple wnes. Spcci:l.1iution mc,",ul.$ till: chu:IIcler an plly
mOle complex wnes :l.nd compoloC: simple tunes. Mutery indiates the ch:llr­
:JClet ili a virtuoso :lind C:In ptly any piecc wrllten fOt hil in$ltumenl. in,,: h;u
enough time 10 pnclicco. He C:In lllso Wrile rxquisite:lOO inmate PICCCl (or
hll uuuument. TholoC: wilhoUl t1lii skill C:lnn()( ptly :IIny ulSlrument I/Unu­
ment of Ihili type.

Prerequisile: None

Pflrcunlon Instruments:
[(Wisdom + Dexterlty)H/Musicalfl B.P.]

This skill india.lcs dIe player knows how 10 ptly ,1.1 leul one ~rcu>,>ioll

lIUlrument. Once Ihis skill is :Jquircd, Ihe m:lll'illCler on choose a spedfie type
of percussion inmumem. Each timc he IqocaU lhe COtI~ he an:Jdd :lnolh­
er percussion inslrumenl. Pc:rcuuion instrumclIIs include gourtls, bonCOf.. :1111

SOliS of drums, CIC.

Basic skill indicates thc musici;an an pl..y jU~1 some simple rhYlhms.
Spcdaliudon means thc chanclel c:lln p1:Jy nlOre complex rhYlhms.
Maslcry indiatcs the ch:lf:Jeter is a yirtuoro. Those without Ihis skill can·
nOI pby :IIny inStrumenf of this ty~.

Prerequisite: NOIlc,·.

Stringed Instruments:
[(Wisdom + Dexterity)+2JMusicaIJ2 B.P.]

Thili skill indicatcs Ihe pl:llyer knows how to pl:lY :lit lcul one Slriugnl
lIufrument. Once thili skill is aquitoo, the ch..f2Cler un choose :II specific type
of stringed instrumenl. Each limc hc repo:a.ts the course he em .add anOlhel
sHinged inSlrumenl. SlIlngcd instruments includt violins, lyra, h:lrps, IUICS,
guilals, elC.

Ihsie skill indie:ttCllhe mlllieian C'~n play simple Ilind. Spccbliution me:l.ns
lhe ch~r:aeter em pby more complclt tun...~ lIud compose simpl" lLlllCS. Maslery
indie:ttcs th" m"r:lCler ili a virtuoso and ~....n OOmpose irllriClle pi"ces for his
inmument. Those withom this skill cannol play any instrument of Ihis type.

PrcKquisite: None.

Wind Instruments:
[(Wisdom + Dexterity)+2JMusicaIJ2 B.P.]

Thili Ikill gives the pl:lycr knowlcdgc of how 10 P1:llY:l1 le~t onc wind instru­
m~nl. Once Ihis skill is :J<juircd, the character can choose a specific type of
wind instrument. Each tillle he repe,lolS the eoun;e hc can add another wind
inlilrulll<:nt. Wind instnlments include such insllumenu a~ n\ll("S, recorders,
cbrinelJ, etc.

I~ic skill indicarcs rhe mwici:ln an pl:llY s-implc lUIICS. Spccialilatinn mcans
Ihe ch:ll'illcler an pl:lY more complClt tunes and compose simple tuncs. M:JStery
indicllcs the mall'Cler ili :I virtuoso :lnd an compose inui(';l.l~ picas for his
instrum~n1. l1\05C withoul thili skul e:tnnot play any ilUtrumelll of Ihis type.

!'rerequisiIC: Nonc.
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Tasks/Arts
MUNDANE TASKS

Mundanc tulu :lire jusl Ih;lt, (hose little Ihings which n«\11O be done d"y
to <by. Mundan" L.iSk.s ncvcr tc"quired :a skill chock (unless ipceul CllCum"
Sl:l.nco,"$ oil (or II). A chat:ICter with a nmnd:llil" l:tSk profICiency 15 :wumcJ IU
h.ave the skill AND discipline 10 p"rform lhe tuk day 10 d:lly ur Ii Il<.ffictl. If
a (har.lClcr docs NOT h:lYC :I mundanc t:uk (such as armor maintenance for
exam pIc) it is a :usunled the eh:lll'illetcr is not routillcJy performing the tuk and
:lny pen:llltic:s for nOl doing ~o lI1"y apply. FOl' u:lmple,:t ehu:r.cter who fail~ 10

m:llint:lin hi~ armor or wt':l)lons nl:ly find tll:lt they wcar OUt Illu(h faSICllh:ln
Ih~ ehal'illcl"rs who diligently perform sudl m:linlen:lrlee . lkausc II

:wumed the eh:ll'illcer is performing these: l::lsh d",ily he lleMS only to P:lY Ihc
monlhly cosu usociatcJ wilh Ihe t:uk 10 prove Ihal hc's been f:r.itllfuJly
employing his mund:llllC skills.

Armor Maintenancc:
[(lntcllisence+Dexterlty)+2JMundane Taskll B.P.]

,\ person with this s-kill can keep his (:lnd others) armor in good working
order. pruvided he has access 10 thc toob he needs. Therc is no ~kill ,heck
required 10 .~llccc.~fuJlyperform this skill, so long as the chanu;:ler h:ls appro.
pri:lle equlpmenc ro work the m:uerial. M~illl ... nance does not repbee :trmor
points or rep~ir damage sllst:llined in o:ltde. (You need thc skill umor (l:p~it

for that). TIlis skill :wumcs you are w:uerproofing the leaLhcr ~.rll)$ :lind p:lm,
polishing Ihe mel:lll :lind domg routine prevclU:IIlivc lllainlen~llCe which would
oth~rwiloC: dcgnde Ihe :IIrnKlr's crfCClivt'llesJ.

Monlhly Cost: 75 gp per suil of umor uicd on :II rcgubr !»sis.

PrerequisilC': None.

M;tintenance/Upkecp (Gcneral):
[Wisdom/Mundane Taskll B.P.]

A perlon wifh this tuk is generally handy with look Hc is :II gener:al all­
around fix-it man. He elll keep dw"UillgJ in good rep:lir, u well as 1lI0St
c:quil'melll needed for :ldVClllurillg. He an also make minor lepairs 10 w:lg_
ons lind cartl. This ili:lll dependenl, ofcou~, on wh"lher he hu Ille propet
tools or not. So long as Ille dl3t:JC[er h.u thil equipment, lime :lnd mont')'. no
slUlI check is nccdcd to succcufully complcte thili luk (unIcs.s the GM requires
it for unwwl circuoul:llnccs).

",{onthly CosI: 50 gpo

PreKquisitC': Nonc.

Shaving/Grooming:
(Intelligence/Mundane Taskll B.P.]

A p"rron who is skillcd in this area knows how 10 I',:lilllain his personal
hygene. Even while on thc ll'iIIil. Ihis person can m:llke himself look presenla­
blc. Thc characil:1 musl h:lve :IICcrss to $Orne $Ore of equipnlclll (f;l'l(ll. comh,
cle.) 10 I'elform this l:uk. A person with thili skill (';In add I 10 his Comeliness
~orc "'nd reduccs the chance of conlnr.cling diloC::lSCS by 5%. No dtlJl check is
needed 10 properly perrollll this task (unless the GM requlro it fot unu~u..J

Clrcumsl:ll/lcn).

Monthly Cost: 25 8p.

Prerequisile: Nonc.
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Weapon Maintenance:
[Dexterity/Mundane Taskll B.P.]

In H~c.kMaster. weapons I~ke ~ 101 of Wl'U ~nd ten. A pt:I'W1l widl lhe
wapon m.1inlen~n«skill is ~ble III kttp bbdes shupt:ned 10 thdr ~l haek­
ing .1bility. He can .1Iso keep bowsirillgs and wooden sh~fls from roning by
;>pplying Ihe nC'CiCeS2ry oils and WUd. He can do Ihis for his own weapons or
those of olhelS. Of COUnt. he needs Ihe propc't equipnKnl in lInkr 10 pt:1­
form this tuk: oils. buffing m.1teri.1ls. polishing (lemn• .1 wl\("'(stol~ ~c. So
long:as the ,h.1ncle{ hu the equipmenl, lime and monq-, no skill d\ed: is
m:rded to suCttSSfully complele Ihis t;uk (unless the GM requin:s il for unusu­
al drcumSl:anas).

Monlhiy Un!: 10 gp per wnpon.

Prerequisile: None.
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Crane:
[Dexterity/Combat Procedure/2 B.P.)

This maneuver is quile unique. It is gnceful ill appannc-e and ~ SlrJnge.
bUI dclllxr:ue. netic. To .ucressfully pc:tform Ihe (r:tne, rhe (h~r:terer must
win initi.1tive. and Ihen he llIusr decline 10 l.1ke il. The: Ch.1lXter Slands III .1
enJ'JC·like pose: in from ofh,s opponent, mononleu. The opponenl gels, 2: 10

hit the ehancrer .and the firsl .trike. If the oppollem hilS. Ihe char:tClers cnne
m.1n1:Uver iii ruioed. If. by .sollie st:roke of luck, lh" opponenl mlua. rhe ehu­
acla Ihen gets .4 to hit. One might wonder why .anyone ....'Quld walll 10 PUI'
clu2 fhis skill, or pDClKe ir. Howrvc:r. this skill is primuily 3 Ol.111"r of
Honor. Any ehaf2CIer who pf2CtKC$ fhis skillllUlom.1fiClily ge:u .2 10 hIS
Honor. even if lie is unsu"c:ssful. If he is sucauful. th.al Honor bonus Iky­
rockets to .5.

Prt:~uisill:; None.

COMBAT PROCEDURES

BrAwler:
[(Strength+Dexterity)+21CombAt Procedure/2 B.P.]

A ch.1t.1cler wilh Ihis skill is cxprrienced in the UI of good old·f;uhioned b.1r
fighling. He gelS t I [0 hit .1nd d.1m.1ge when engaged in any Iypt: ofb:lloom
brawl. He is.1I.so .1ble to improvise we:lpom :It 110 pt:nalty. 11lis is contil1gel\l
on a lucceufuilicill check. rullctl by lhe eM.

Prerequisite: None.

Art of Beuing:
[(Strength+lntelligence)+21Combat ProcedureJ2 B.P.s]

This skill was devdoped by Ihe Kings Elile Gu.ard, who wc:rc skillfully
Ininc:d in Ihe.1rt ofbc:afing. Thole who lam Ihis skill :ue able: III 2dmininCf
blows th.11 cause damage and pain, but do nol kill. They an adminisler blow5
uotiltheir viaim has 112 ofa hit poim kel. Usu.1l1y. rhis is dolll: 10 force a pcr­
$l)n 10 wnfn.s to a~ or "ime. or rcYC':l! secret infOl'"m~don. Once a victIm
heals up a few poinr.s, lhe bealing C/ln oonlinue umil Ihe victim ,0nfCS$CS. or
revo:als his secret, or unti! he agJoin reaches 1/2 .1 hit poim. Ch.1nc1ers with this
skill un inlerrog.1le.1 pri.soner in Ihis way almon inddinitdy if tltey ha~ 10.

Prerequisile: None.

Angawa Battle Cry:
[(Strength+Charisma)';'2/Combat Procedurel2 B.P.I)

A bonexhilling war whoop. the Angawa B:l.\de Cry w~s firsl used in ,omhal
by the Ang.1wa, a r~ce ofuarbarians now proclically eXTinct. The cry was adopl­
ed uy lhe r.u:t' of pilCic fairies who w>c: lhis skill quite oflen. ChanCIer! who Jc.1rn
Ihis skill ~re 1:lUghl lht: closely gu~rdcd lechniquc by some of the few dcscen­
deOlS of Ihe AngJoW.1 people. Letting loose this tty (sounds like Hoo-DE·Hoo)
in b.1tde forces :1.11 opponents within a 2S fOOl ndius to save~. fe.1r or receive ­
I fO Iheir to-hits for die dunnion of Ihe el}(OUtller. UeclllSO: Ihis skill stnins lhe
vocal cords it call only Ix used Ollce: per d.1Y.

Prero:quilite: None.

Entrenchment Construction:
[Wisdom/Combat ProcedureJ4 B.P.s)

A chalXler wilh Ihis skill can successfully dig.a fOlChole or olhn defell$i~

posidon provided rhe ground isn't solid Slone. When fighting from this defen­
live: posilion. ~ ch~r:tCler lowen his AC by Id6. 'Inere is no skill check. bUl
rhe ch.1l'11ctcr mUSI have somerhing 10 dig with and ~t leul (\VO uninterrupled
lurns to dig.

Prerequi.ile: None.

Dirty Fighting:
[Intelligence/CombAt Procedurel2 B.P.s)

This Utili Cf1aUles a chanclef 10 g.1in hefty lo-hil .1nddam~ modtfien 1I10n~

as he: forgoes:tll dc:femivc: aClions, effC'Clivcly Iowcring his Armor d:w. No skill
check is I1CCCSSlry. The ch:uxteri AC goes down by 2 bUI he: rt:Cic.-vrs a ,210
hil and d.1mJ.gC- He abo forces ,rilic:tl hilS Oil his opponenl on a 19-20. Gnome
lil.ans are ;>blc to usc lhis skill wilhout purchasing il only in C:lSC'S whert: Ihey.1re
ellngcd. Using Ihis skill rrallCd Honor'!r I each time if is used.

Prt:mj;uisite: NOIll:.

Eye Gouge;
[Dexterity/Comba.t ProcedureJl B.P.)

Being an txpcn in rhis maneuver givel a ch;>racter lite .1bility 10 dTe,­
fivc:ly blind his opponent in combar. Any su"c:s.sful skill che<:k, along wtth
a sU"dsful to-hit foil, mC.1ns the eh.1raeler has been able ro j.1m .1 Ihumb
or fingel inlo Ihe eye IOCkeu of his opponem. The opponent is un~bk 10
see for (\VO rounds .and suffcr! .a -4 pc:nalty 10 his to-hit and dam~ge rolls
during Ihal lime. Of courst'. this skill is impossible 10 U$(: if the opponelll
h:u allY sort o( eye protection.

Prerequisite: NOlie.

EstAblish Ambush Zone:
[WIsdom/Combat Procedurel8 B.P.s]

This chalXTer knows how 10 succc:ssfuJly csDblish ~n ambush 'l:01l(. If a
sucressful skill check il m~de, rolled by the eM. anyone travdling lhrough
Ihi. rone hll .a double ,h.1nce of being surpik'd.

I'rerequilile: None.

Crlcket·ln-the-Pea. Pod:
[Dexterity/Combat Procedurell B.P.s)

This melhod, laught by many f.1mous fighting expertS. including ~hsler

Sine Hu'Chek, leu a ,h~r:tcter g.1in a f.1C1iC':t1 advantage. Thi~ can he uiCd to
gJoin a te~r allack or to bypass an nppone:nl's shie:lJ. The char:tcter who is lhe
maSter oflhe crickel-in-the·pea pod maneuver can roll.1!ound ~11 oppunent'~

hody. or lhrough his legs, if Ihey .1te sprnd wide enough, or if the <)pp'"!nenr
ill.111 enough. Ifsucees~ful. he rl"Cl·ivd a .2 to his llnl inilialive roll.1nd ifhe
lIHadu prior 10 his farger, he n:co:ivcs.1 +2 10 hit for a tar .au.1ck.

rrt:ro:quilile: None.

Eye of the TIger Advantage:
[Dexterity/CombAt Procedure/S B.P.]

A chanCIer who has Ihis skill is ~ble 10 discipline himsclffo wait and mike
.11 JUSl the righl mom"nl. To employ Ihis t;lefic, one musl voluntarily s.1erifice
lhelr option 10 roll inid.1dve .and .1utomalically go Ian. They ,hen gain a , I
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Attitude Adj\lltment:
[(Strength+Charlsma)+2/Combat Procedure/I B.P.]

This skill is u$(:(ul in keeping hirelings .1nd henchmen in line. In a perfect
world, simply uc.1ling a henchm.1n or hireling well. keeping him fed, he~hhy
.1nd well p.1id would be enough. However, ill rcalily. henchmen and hirc:Jings
un Ix a fidde lot. Disgrumlt:d employces ClIn wre~k h.1VOC for ~n .1dVenlUr­
ing party. DiSSC'llsion in the r.lnks, if left unchccked, could spread umil lhe
,har.lcter5 arc f.1dng.1n all-OUI mutiny - ~ d.1ngerous SllU.1!ion. Therefore. on
OCCUiOll. ir is nC'CtWry for employcrt to administer wh.11 is known as all alli­
tude adjUStmenl 10 unruly or defiant henchmell Ot hirelillgs. Ch~ra"Cfs wilh
this skill know whell to perform this fuoclion and how m do il effccrivcly. The
punishment Olu.st be severe enough 10 m.1ke olhert Ihink~ .aboul Cl'OUlng
the ,halXler. but nOI be 50 ~re th.11 il would futther embiner the subJcct.
A skill check pcrfolllled sueccs.sfully would .swing any neg:l.livc: 100':tlry modi­
fie:rs for henchmen .1nd hirelings l»ck one category in favor of the PC rcndtt·
ing the .1djuslmenl. Your GM will determine the er.tCt modi(rcrs.

I)rerequisile: None.
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bonus 10 hit and damage. TIlis dill/"Cler knows whal M;tSIC'f SinG Hu'ChC'k
lcacht"\', lhal il is nOl lleo:.:tsl';llilr he who slrik('S fif1,1 who wins, bUl il is he who
slrikes bcsI. There i, no skill ch«:k 10 makC' for SUCCC55 In lhls skIll. ThIS chu·
;tCler only nerd, 10 Acrifice inifiali\'C' to U5C' il.

1)t('rt:quisilC': None.

Kidney Bruiser:
[Strength/Combat Procedure/IS B.P.]

Char~clel')'who art aLIt 10 successfully pc'rfnrm [his procedure ClIn deliver a
lIlalsive kidney punch Ihat :ldds scver.ll poilllS ofdam:agC' 10 rheir normal dam­
age [011. TIlis punch adds Id6 poinu 10 [h<: damage roll if a successful skill
check is mroe (rolled by Ihe GM). Of course, thil au:ack is not succe»ful
againSl armored opponems.

Pren-quisi[e:: None:.

Mort<l1 Combat:
[Constitution/Combat Procedurel9 B,P,]

A ch:alXler wilh the: :lbility or engaging in mon;.:!.1 combat ,uffers -2 ro hit,
bUI gains .2 ro damaV_ A pc'cson with lhis skill who uses It b«omes ennged
during combar :and strikes fw: and furiously. He doesn'l hil quile;u often, bUI
when he docs, warch OUI! By using Ihls Iklll sUCCCSlfulI)' Ihe dt:ar.llCler hu
commirted himself 10 raking OUl his Oppon<:nl(l) ;tnd is prcuing hOlllC' Ihe:
Jlt;;ack. He musr decbn: how many combat rounds he il going 10 fighl in such
a manner befon: altCmpling his skill check. MOrlal colllha[ can only be,

declared onct ~r upponelll. Breaking off hefore fulfilling his deo:.:lan[ion
mults ill Ille loss of 1d 10 Ilnnor poinls.

l't('requisitt:: NOlle.

Groin Punch:
(StrenethiCombat ProcedureJ I 0 B.P.]

This il a very Ipedfic aJltd shol. Unlike Ihe groin S1omp, which can only
be.- used by &'Wille lilans, Ill(' groin punch CIO be.- wed by anyone. Fcnuk
(har..clen :arC' p:artiwlarty arkpl al Ihis skill, cainlllg • I 10 hl! when w.ing il.
f\llale ch:lr.lcters Gn lake lhu skill, bul lhey get no Io-hll bonuses and 105C' Id'i
poinlS of Honor If rhey usc it. All olher bcnefiu uf lhis skill, ho~r, are
3v3ibble equally.

A Char.lCler wilh Ihis skill can diAblC' any opponC'nr wirh one blow. The
d:lmage inflicled is nOI l;t('al, only ld'i, bUllhe dTeCI is the viClim mw.1 make
a $3VC' YJ. hil Consriludon;u -5 or till pronC'. A person in lhis pu'liliun, oLvi­
ou.dr, il an euy target for further auadu;. F,'mllle opponcllIs Oln al.'>O be
harmed by lhis :lll;tck, but lhey LIllI)' suffer:t -2 10 lheir $owe vs. c:c.nslitUlion.
Of course, all of lhis depends on a successful skill check, rolled h)' Ihe GM,
folJow<:d up wilh a 'uccel'sful to·hil roll. [f[he check fails, M) does [he punch,
limple :IS thaI.

Pt('rcquilit<:: None.

Round House Groin Kick:
[Dexterity/Combat ProcedureilO B.P.]

11\il ltJ:lne\lVer is offen IISC.! by .hOller d<:mi·humanl such :IS dwarv",~,

gnomcs :lod h:rlflings. It is also ailed a "Me;tl Tenderitcr". The lIlaneuver
involves a vuy fasllpinning kick Ill.rl;eting lhe Kloin of an opponelil. [f", SllC'
cessful skill check i~ made, foiled by tltC' GM, [he ch:rf:tc{er &C'[S .2 to-hit the
intended bud)' part and .310 d:ll1l:!.ge hcc:lUSC [lte victim never sces i[ coming.
This f:lc[ic is ineffec[ive :lgains{ opponents we;tring groin prol.l,<:lion. U$t· of
[his skill is oonlidercd dilhonorablc. (-I HUllur pcr u:;:c)

Prerelluisile: NonC',
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Muster Resolve:
[Constitution/Combat ProcedureJ8 B,P,I]

Thil skill enables a char.lctC'r lO, in a sense:, slUrch viclory from lhe jaws of
<kfeat. A ch::lr.l(ler with [his skill shouldn't be counu:d OUt of any figlu CV<II

ifhe has been brougtu to 0 hil POJOlS. A "'"euful skill check means Ihe char­
aeler has been able 10 lempol'1lrily regain IdS hil poinu in order ro r.lUy and
AVe II~ day. An unlucclCSSful skill check mC:l1U hC' hu f:ailed tQ flIllr. Thi) skill
m:lY only be <:rnplO)oOO once per encounler. Tempunry liil puinll :Ire IOSI :lffer
10 rounds SQ the ch:alXu:r m:ay wdl die if he ca.nnot be.- cured.

Prerequisite: None.

Artiltic Ability:
(Dexterlty+lntelligence)+2JArtisan and Performing Arull a.p.]

Pbyer <:h"'r.lcfers wirh ani,tie ability are nalllnlly accomplishl-d in varioll~

forml of [he arlS. TIley have: an illhcn:lIl undC'!SI:lnding of color, form, sp.lce,
Oow, tunc, pilch and Ihythm. Ch:lr.lc[ers wilh anisric ability nlUSf 'eleCI one arl

ARTISAN AND PERFORMING ARTS

Pimp Slap (Wuss Slap):
(Strength/Combat ProcedureJl B.P.]

11\11 skill, also known :IS a WU55 wp, gives :a eharacler rhC' ability 11,1 M'(P
another p"rsnn from gelling UppIty. A SUCCl:$Sfullkill check fIIl.... ns lhC' ch:lr­
:ICIer w;:u :lble ro deliver a degrading $I~I' IU his QI'I>Ullem, Thi••bp pmmp"
Iy removes 3 points of Honor fmm fhe oppancnl.

PrerC'quisite: None.

Pugilism:
[(Strength+Dexterity+lntcllixence)+3/Combat Procedurel7
B.P.I]

A chancrer skilled in pUJo;i1iSllI ii an eXperl in [hC' field of unarmed com­
bat :and fighting according 10 es[ablished rules and prolocol. He knows what
punches 10 t1l1nw and when '0 throw rhem. He h;u been tr.lincd ill Ih", d~s­
sic un:lrnlcd fighting t«hOlque. If an opponent drop~ from a punch he musl
allow him :I chance IQ recoVC'r and )I~nd back up, A Ch:lr.lCler with fhis uoll
mUll make- a successful skill check, rolkd by [hC' GM. If succ~ful, and he II
C'rlVl;;ed in un::lrmed combal, he geu .3 to-hIt and to dam:agc wliell using his
rlSu. NorC': pugl11lm is an hononble spon. AII)'Ulie wlto has [he Puglism skill
:lnd is alucked by :anolher pugliSi is Honor bound [0 ahC't(' 10 the code.
R,cfusal to fight bare fisled and xcording lO Ihe rules of pugilism t'tsulu in the
loss or 1d6 poinu of Honor. Any chanctC'rs who respond to:a pugilisl allxk
with Dirty Fighting suffer -I 10 their Honor.

Prerequisile: Nol\C.

Who's Yer Mamma Ankle Wrench:
[(Strength+Dexterity)+lICombat Procedure/6 B,P,]

This move en;tbles char.lClers 10 drop ro rhC' ground :and gnL une of his
OPPOl\Cnr'S fttt 10 rhal he an Ihen twin the :ankle or hili opponenf. This is a
diubling attack. If lhe characl.ers skill check is succlCSSful (rolled by rhe GM),
Iht charactcr'l opponcnf lakes Id4 points ofdam:age and will be un:able to put
any weigh, on lhe injured ankk IhC'rcby reducing hil moVC'ment n[<: by half
u wtll suffering -2 [0 his [o-hil rolls.

Char.lCltn allempcing Ihis proctdun: open IhemselVts' up 10 alla<:k while
doing 10. Opponenu get a ..2 to hit and Ihe charaCler's AC drops by I fem­
pofllril)', This attack is ineffccliVC' against opponenf.li wilh ;trmorC'd anklt'S or
weating fOOl prolCClion.

Pt('rt:quilile: None.
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Jugular Swipe:
[Dexterity/Combat ProcedureJlO B.P.]

1111I IS :a dc::adl)' :auxk.. A ch:alXter wilh this skill JIlUS[ al50 haVC' a we;tpon
proficiency in WggC'r ur a sword and musl be able 10 gC'1 behind his 0PPOl\ClIt.
(ThieVts' ca.n usc Iheir backsfllb ability in conjunction wilh thil skJillo wreak
:addilional havoc. Assassins also love using Ihis deadly arr3ck.) Once:a chn·
acter is behind his oppol\CnI, he musr gr.lh his hC';td wirh his free hand, and
wilh 1I1C' olher duh his lhmat (-3 ro his to-hir). 11lls :anack docs wharcv<r
damage lhe weapon docs, plus Id6 poinl.i ofbl~lOg damagC' per round. This
penon can bleed lO de:lth and muS! immediately apply prttsut(' 10 thC' wound
(no rwo-h;tnded fighting or usc of:a mield). He lIIust al50 allempt 10 break off
combu, If pnctial. and I«k immediate altelllion for his wounds.. This skill IS
onl)' effective against man-siud or smallC'r humaN or de:mi·humans :and is
lneffeclive agailisl opponenu wearing any I)'pe ofarmor on lheir ntellS. 1\ sue·
cessful skill check is nerded to pc'rform Ihis ael :IS well :IS a successful to-hil.
An unsucct'SSful skill roll m<:ans rhe opponeOl is able 10 squirm uut of lhe
grosp of his atracker.

Prerequisile: NOlle.



Armorer:
[lntelligence/SophisticatedllO B.P.s]

This ch:l.f:l.cter c:l.n m:l.ke and repair all of the types of :l.rmor listed in the
Player's H:l.ndbook, given Ihe proper m:lleri:l.ls :l.nd f:l.cilitits, (blacksmilh tool
skill i~ also ntt<led fO perform any armorcr-rcbted t:l.Sks. Otherwise;l, ·20
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form (p~inling. sculplure, elc.) 10 be proficienl in. 1lIe«'~flel, Iheyem :lllellll'l
10 creale a" wurks in dv:ir gi\f('n field. All hough il is nOI necos.s:ll)' to ffi:l.ke a
.skill ,heck, one: C1n he ffi:l.ck 10 cklennine lhe qU:l.lif)' of lhe work. If :I. ') or I~r
is rolled nn lhe check, lhe misl hu 'te:l.led:l. work with lOme truly lasting Y:ollue.
Anislie: :l.billly also confen a +10 bonus 10 all ~kill c111'Cks requiring :l.rfislic skill
buch:lS mU~M;or d:l.IIa) :l.lld to lIuempl5 to :l.Pfll':li~ nbjects nf :l.n.

I>rcrequi~ite: None.

Oandng, BaJlr'Oom:
[Dexte,..ityfArtisan and Perlormini Artsll B.P.]

A ch..rxtcr wilh this skill is lhe pcrsoniftation of gr.t<:e on the dana floor.
He Oll vnIu: Ind tangu with the~ of lhem. lie can perform :l.ny type of
b:l.llroom d:l.ncing wilh e..sc. While d..mcing. thiJ ch"l':lcler's Ch..rism:l. goes up
by I point. Thcre is no skill ch<'Ck required for this skill. Once a Char.KIl:1
bms iI, it's like riding:a bicycle, he doesn't furS"'I.

Prerequisite: None.

Interpl"etfPerform Mime (secondary language):
[Intelligence/Artisan and Perlol"mlng Artsll B,P.]

lu Garw~'t"~'" WurlJ pantolllime, or mime a.~ ir is more commonly known,
is somerimes:a Y:l.lu:able form of communiotion. Ch:l.l':I.eters with Ihis skill call
perform mime, :and inlerprer il wilh t':l.l'<'. B~'ClIu!>(, it is :I. silent form of com­
muniCiliull, mime can come in handy when ch:l.l':I.clers ue in a situ:l.tion where
they W:l.nl to communiale with e:l.eh other in a stalthy m:anner. Also, mimes
ofun pelform in public or for nobles :l.nd even kings, gelling p:l.id fOI their
drom. A skill check is only na:ded if the dJ:l.r;Kler is :l.lIempling to COl\lmu·
niCllte with anOthel person in:a difficult situ:uion, such is being under gU:l.rd.
If Ihe skill check suce«'ds, hI!: is :l.ble to c:ommuniate the m=ge he desircJ.
Of course. c:ommumarion between pcuple usiliS mime requires Ih:al :all p;tr­
lies mvolvcd in the oonYernuion be sk.illcd in mime.

P~rcquisite: None.

Jun1ine:
[Dexterity/Artisan ~nd Perlorming Artsfl B.P.]

The eh:lr.u:ter with thiJ skill an juggk. :a f:l.lent l15(ful for emert:ainmenl,
diversions, :l.nd «rl:lin I':I.re emergencies. When juggling oorn\:l.lJy (to enter­
I:lin ur tlinr.t<:l), IIQ ~kill ,heck is required. A check is Ol:l.dc wh"n Irying sp«_
t1lcuhu tricks (MW.. tch me e:l.t this :l.pple in mid-:l.iln. However, juggling :l.lso
en:l.bl", the chu:l.cler 10 :l.Hempt despel':l.te moves. On a successful all:l.ck loll
vs. AC 0 (nOt :I skill check). the Ch:l.ntclcr C:l.n onch sOl:lll ilems thrown 10
harm him (u opposetl to irenu thrown for him to catch). Thus, the char.leter
could C:l.tch :I dagger or:l. dart before it hits. If this :l.H:l.ck roll fails. however,
the character :l.Ulomarie:tlly sulTers damage (sticking your hand in the p,nh uf
:I. dagger is likely to hurt).

Prerequisite: None.

Manu Weasel Dance:
(DexterltyIArtls..n lUld Perlormlnl ArtslS B.P.]

A ch:l.l':I.Cler with Ihis skill an perform :I. ~rlieul1rly revolting danee
delicned 10 dlSII':I.Cl :and mesmerize. Abo known :IS the ·showing yer ISS
d:anaM

, Ih", M:anu Weasel D:l.llCe is designed 10 I:lum, humiliale :l.nd drgude
:l.oolher ch:l.l':I.Cl"r nr group. By be:l.ring your hallom and cxpostng il (AC 10
for lhe b:l.re bollom) 10 your oppontnl(s) within missile !:Inge :l.nd performing
thiJ dance you an ste:l.l Id 10 poinu of Honor from the target and:add half of
those Honol points to your own Honor. The dallce lIIun !:aSI :a full comMI
round or it :l.ulomafic:ally f:ails. Ifyou :ale slruck by ..ny ....-.:-:apon nr missile whIle
performing thiJ dance. il :l.ulom:l.tially nils :l.nd you lose f:ace (-ldIO your
Honor).

Prerequisile: NOM.

Mocklne Jia::
[OexterltylArtis;an and Perlormlng Artsll 0 B.P.]

A char.lcter with Ihis skill iJ :l.ble to perform:l. d:l.nee rh:l.l is so insulting lh:l.l
iu intended tuget loses Id4+ I points uf Honor. This is uften done after a
eh:l.l':leter has defeatcd his opponent in combat. A successful skill check is
necdctl to perform this jigso as to be properly hutniliatinJ; (rolled by lhe GM).

Prerequilite: None.
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Poetry. Writing and Comprehension/Interpretation:
[(lntelligence+Wisdom)+2JArtlsan and Performing Arts/I B.P.)

A ch:l.l':I.clcr skilled in poetry un write puems tliat Otn nlake:all wlio hear or
re:l.d them weep. They an :al~ comprehend :and interprel the wnlings of
othel poets. lllis :l.llows dIem to ferrer 0l.I1 duc:s, secrel mesuges or ndtlles
th:l.t :l.re somelimes hidd"n in poell)'. No skill che<:k is ncceu:a.ry 10 pelform
this skill, unless the GM feds Ihere :I.~ unUllual cin:unlSlances.

Pr"rcquisitc: None.

Singinl:
[Charisma/Artisan and Performing Artsfl B.P.)

The ehar:l.Cler with this skill iS:ln accomplished singer :l.nd an tUe thd :l.brl­
ity 10 enlellaill Olhers :and perh.lps earn :I. sm:l.lI living.. No skill check is
reo:luircd 10 sing in mOIl circumsl:l.nces. The ch:al':l.cler can :also crC"'~I'" ,horal
works on a successful skill ch«k.

Prerequisile: None.

SOPHISTICATED
Animal Handling:
(Wisdom/Sophisticated/I B.P.)

Skill in rhis :l.rca en:l.bles:a ch:alacter to elfercisc a grearer than norm:l.l degl'ff
of eontrul ovcr pack animals :l.ud basiS of burden. A successful skill check
illdic:ltt:S th:l.f the eh:l.faCler h:l.S succ:«ded in aIming an excited or :l.gitatcd
anilll:l.l. (If handling:l. P..ck Ape you must :l.dd 10% to the die roll.)

Pl't'lC'qoisite: Anim:al Lme.

AnimaJT,..aining (specify animal type):
[(Intelligence+Wisdom)+2JSophlsticatedf2 B.P.s]

Ch:l.(;KIrrs wilh this skill an fDIll one type of Cte:l.lUrr (declucd .... hell Ihe
skill is chosen) 10 obey simple eomm:l.ncis :and perform nicks.

A CMlXter nuy ..equire addltion:l.l :anim:al tl':l.ining skills to train othef rypn
ofCte:l.tures or an improve his skill with <II lype alrt::ldy chosen, Cre:l.tt1rcs typ­
ially Il':I.incd include dogs, horses. fakons. pigeons, rlrph:l.nts, fl!:ffCfI :and Jnor­
rOIS. A chanCIer an choose more elfolic cratures :l.nd monners wilh :l.nimal
intelli£<,nce (althOl.lgh thtse arc difficult 10 control).

A lrainel an work with up 10 three cre:l.rures:l.l one time. The tl':liner Ill:ly
choose to te:l.ch genel':l.ll:l.SkI or sp«:ific trieks. A gent'1':I.1 tuk gives the crra'
lllle lhe :l.biliry 10 re:l.Ct to :a number uf tlonspc:cific COlllm:ands 10 do its job.
Ex:amples of general tuks include guard and :I.!l3ck, c3rry :I. rider, perform
heavy I:l.oor, hum, track, or figllt nlongside snldirrs (meh ~5:1. W<lr horse or cle·
ph:ulI). A sp«:ific trick inYoIYe.~ the trained cre;l,ture doing eme specific :l.ction.
A hor~ Ill:l.y re:l.r on command,:I. f:l.lcon l1l:l.y pluck:l. design:ueu ubj~'CI, a dog
Ill:l.y :l.fr.tck a specific pcrlOn, :I. P:l.ek Ape may play Otrds or a r:1t m:l.Y run
through:a parlicul:ar muc:. Wilh enough time,:I. crearu~ can be lr:l.ined fO do
both ~enerallasks:l.nd specific nicks.

Tl':I.ining for :I gener.U task requires three monrhs of unilllerrupled wOlk.
Training for :I specific trick requires 2<16 weeks. At the end of the t[';lmm!;
lime. :I. skill ch""k is nude. If successful. the :l.mm:l.l iJ mined. If the tli<; loll
f:l.ils, the bean is ullll':I.in:l.ble. An :l.nimal an be trained in 2d>1 genel":l.ll:lSks
or lpecific tricks, or allY combin:l.tion I)f Ihe rv."O.

An :l.nUlUJ Il':I.iner an :1.110 try to t:l.me wild :allim:l.1s (prt'p:l.ring lhem fOI
fDining luer on). Wild :l.nimals all be tamed only when they :l.rI,· vel)' young.
The t:aming requires one momh of ullimerrupled work wilh Ihe crUlure. Al
the end of Ihe momh, :a s1till chcdr: is made. If successful, Ihe beast IS sUllahle
for lI'':lining. If Ihe ch""k f:l.i1s. Ihe c~afUrc rem:ains 100 wild to Il':I.in. It can
be ktpl. Ihough it mWI be leuhcd or caged.. Note th:al if Ihe ch1r.Kler is
:altempling ro tl':l.in :a normally da.llgerow CX(){M; :anim:al, such as:l.n Owlbear,
:I. f:l.iled skill check an be serious. lr (:In man rhe crcalu~ lurns on lIS tl':l.lIl­
tr, :and Ihe GM iJ jusfified in declaring th:l.l the Ch:l.l':I.Cler musl eng:ll:.e the
beUt in combat. (The beast :l.ulom:l.tially wins iniliative Ihe finl lound.)

I>rcrequisile: Anim:l.l Lole, Anim:l.l H:l.ndling.
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rmxlifier applil."S to Ihe ~kill c!leck). Whe'll making armOr. the' skill ,heck is
rolled althe end oflhe normal constnlction tim...

TIll: time required tt.l make armQr is ~oqu;u 10 IWO w~ks per level ofAC below
10. For example. a suil offult plate :l;tmor W(luld require 18 wedo; of work.

If rhe skill check indiata failure. Ihe armurer may have cr~';llcd usable. bUI
lbwal. allnor (5hoddy workmanship). Your GI\;l h:ls specific delails. Only a
char.llclcr with umorer lkill an detect Ihe fl:lws. and rhu rcquira: areful :lnd
del3ilal inspeclion.

If an armorer is erealing a luit of field plate or full plale umor. rhe ch:lr.llc­
tcr who will usc the armor mun be: preellt at kUI onl;e a w~k during Ihe crt'­
uion of rhe armor, since such type1 of armor require wry aX( filling.

Prerequisite: Lc:lrhel"working :lInd Metalworking.

Armor Repair. Basic:
[(lntelligence+Dexterity)+lISophlsticilltedTaskll B.P.]

A penon wilh Ihis .skill an m.ake minor I"Cpairs :and I"CplKe lost :amlor
points to bJ.ule damaged UIllOI. It tUn lWO unimerruplcd lurns 10 oomplcle
a minor rq>air. (1-2 uOior points) such a.s rq>airing:a SOl:l1l dent, r.ighr ..ning a
Ioosc: nvet or rwo, or palching :a minor hole. II takes at leasl four unint/.·r­
rupled WillS 10 COOlIII,",,, a OIedium-sized repair 0-5 points), replKing a
handful of flWU or repairmg a large dent. II rakes eight uninterrupted IUrN
to complt"lc major ",",);lin. (6-10 points) sUl;h :u patching many large hold,
denu dut h:aw: avcd III :a who1e Side. 01" re.artaehmg malor pans.

A ch:uuler with twit umor marnten:lnl;e can fill Id4 armor hit points per
skill dU:CL A f:aill."d skill check indicatd Ihat he can no kmger make repairs on
th:al p;lnialJ.ar suil of:lrmor. ([he armo~rskill or one of the xivancW :lrmor
repair skills is necwary for .ubst:anti.11 rep:air.) Ba.sil; Armor rep.a.ir can teStore
a maximum of 1 looot 1I11110r dUll to a damaged sllit of armor. For ellllmple, if
a~ ofd:am:lged :lrmor WU Originally AC) m new condition .1nd was reduced
10 AC 7 through l;omb.11 damage. armUI repail ba.sic could oilly bling il bal;k
up 10 AC 6 al I~ highest. In order fOI the A,mor 10 be, r'"'to~d to its oq;in:ll
stale (AC 5), you would need Almor Repair, Advane;ed or the Armorer Skill.
Each skilll;heck requirc:s the IdlOO IW ill nl:aleriak

PrerequiJitc: lcillher Working, Melal WOIking. l\IackSmith Tools.

Armor Repalr,Advanced:
[( Intelligence+Dexterity)JlISophisticated Taskl4 B. P.]

Thu skill works exactly like B:uic Armor Rcp.1ir eXl;ept that the l;har.llcter
rolh a Id6 hirl'0illls I~r skill check. AdvancW Armor Repair can rcsrore 2 lev­
ds of llUl AC to d.1mag:ed arrnOr.

Prerequisile: Armor Repair. Basic.

Armor Repair, Expert:
((Intelllgence+Dexterity)+2/Sophisticatcd Taskl8 D. P.]

Works eX:lclly like Ba.sic and Advanced Armur Repair but the l;haraeter roJl~

a Id8 hit points I~r skill check. E.x1)('(1 Armor Repair can fully rcslor.. alllosr
AC to damaged armor.

Prerequisite: Armor Repair, Advanced.

Bargain Sense:
[W1~dornJSophletlcated/SB.P.]

A l;ham:tel" with Ihis skill knows a good baq;:lin when he SCC$ one. H..·s rhe
on.. who a1Wol)'S O)ml'$ 10 you wilh lOme sweet piece of merchandise (Ihe same
merchandise you just bought) and somehow he's man:lged to pay five- gps less
lh:ln you. 'Illis character can .alWol)'S sm.-II a barga-in. He knows where to get the
best INff for the Ica.st price. Therefore. on a suco:ss.ful skill l;heck (after negori­
alian has :arriYCd at a price), this charaaC'r will p.ay Id20% gp Icss for any item.

Pren:qui~ill:: None.

Barterlnz:
[WisdomlSophlsticatedJl B.P.]

At fim glance. this skill might :appe:ar to be, similar to haggling. bUI it un'l.
Bartering mans Imo..ing how to tr:ade items for ,hinj;$ OIher lhan money. A
chaDClcr skilled at b.1ner is adept at trading and making the best deal possible
for himscl[ He will be .1ble to trade something of lesser value for $Omelhing
of more value every lim... No skill chcclt u necusa.ry unkss the GM dcc:i&s
there are cxtDOrdin:uy ott'UllUl.1nCCS or the chuat"ler is anempting to tr.llde
his ilem fOI something worth twice a.s much 01 more.

Prercquisit..: Nl'lne.
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Blacksmithing:
(Strength/Sophisticated/l B,P']

A chat:lcter wilh the blacksmithingskilJ is cap:able of m.1king simple lools and
implemelll.l frum irun and srttl. Usc of rhe skill requires a forg~ wirh a cool-fed
fire and hcllows, a.s .......11 as a hammer :and anvil. The chat:ll;ter cannor make
armor or mOSt we~poru, (he ncab the appropriale ~kilJs for that) but can craft
crowbars, grappling hooks, horseshoes, nails. hingd, plows, :lnd most olhel" rron
ob;eclS- (Bbeksmith lools is required to do any bl:I.Cksmith or mt"laJ working
relared la.sks. OthelWisc a ·20 modifll:r applies to those .skill checlu:).

Prerequisites: BIKk Smithing Tools.

Bowyer/Fletcher:
[Dexterity/SophistintedJl D.P.]

This duncler can m:lkc bows 'J.nd 'J.ITOWJ of the ty'pC'< giVC'n ;n T'J.bks- 9T
and 9Y. One cxceplion: only I mUler dven bowyetffletcher can make an
dve-n GIC2t long bow or :lrrows.

A wt'apommith is required 10 fashion umwhc:ads. bur the bowrer/fletehel
an create:arrow shafts and Ihe bows that fire Ihcm. Thc conslruClion dme fOI
a long or shon bow is one ~k. while l;omposite bows n:qui~ IWO WC'l:'b. and
Id6 arrows can be m'J.de in one day.

At the end of the coflS(rtlclion lime, lhe p6.~r malcd ... .sk.ill chcdc. If the
check 15 sucecuful. tnc ...upon 15 of fine quality Uld willlan for m:any )'C'iIn of
nornul u.sc withoul brcalUng. If the dlCCk Fails. Ihe welpon is still t=hk. bul
001 ro filii effect (your GM ha.s rules rrgan:iing substand..tn:i bows and arrows).

If the l;h.1Dl;ter wishes 10 CIC'il.le a wt:Ipon of truly fine quality 3nd Ihe GM
allows it, the GM has funh ..r ruld pertaining its cre:ation.

PI"Cn:quisile: None.

Brewing:
(Intellilence/Sophisticatedil a.p.]

The l;har~ter is IDined in rhe all uf brewing bcC'rs 3nd olher strong drink.
Thi.~ makes him very popubr. The chuacter can prep~re brewing formulu,
sdect quality ingredienu, Jet lip and manab'l: a brewery, l;omrol feflnellr:llian.
and age the finished Ilr()(lul;t. A skill check is performed after neh balch.

Prerequisite: Nonc.

Carpentry:
(Strenlth/SophisticatedJI D.P.]

The carpemry skill enables the char;l.clCr It.I do woodworking jobs: building
huu!iCs, cllbinetry. joinery, etC. 'Iools and materials must be avaib.ble, of
,ourse. The chatal;ter C3n build basic items from experience. without the need
for phns. Unusual and more compliC:ltl-G ilems (a catapult. for cxanll'lel
rl.'l.jrnre 1,lalls !lfel';lred by an cngineer 'J.nd may r..quire a ~kiJl check.
(CarpentryTool Skill is :llso necded for any carpentry.related lub:. Orherwi:ie
a -20 modifier applies III die skill dlcck). Truly unusual or highly compll"x
ilems (woodell duckwork rnecll:lni501s. for enmple) require a Ikill ch«k.

Prcrcquisil..: Carpelllry Tools.

Cartography: Dun&eon:
[I ntell igence/SophlstlcatedJ2 B. P.s]

A chaDcler wilh lhis ~kill knows how to map a dungeon and draw il will.
almost pelfcct aCCutal;)'. 'Illis l;h:lDCler do6n'l ger 1051 in dung.-ons. tither. Of
cours.-, this is comingcnt on a sUl;ccuful skill check. rolled by the eM. If a
player bu)'S Ihis skill for his ch.1r.11cter and his parI)' is having trouble n:lvigar_
illg a dungcoIl, he can :uk rhe GM 10 roll his .skill check. If th.:- skill check IS
suaeuful, Ihe GM willlcli hIm where he: is in general. and. if he's looking for
his way bal;k OUI. how IU get rhere. He may leU the player how far frolll rhe
exit he is, nl" hnw far from 'J. specall: I.....d he is.

Pr..r.:oquisite: Map Sense.

Cartography: Hasty Mappinl:
[lntellllenceJSophlstlcated12 B. P.s]

This skill allows .1 ch:aracter to dr.llw quick. l"CuLivdy atCUr.llte maps. Thu
.skill is useful if Ihe ch.1DCtet U forcN 10 mow quickly, and nC'Cds to be' able 10
find his Woly back the Woly he ame. This characler can mal' while he travels
with no mOVCOltnt p.-nalty. If the skill check is su«euful. rolled by the GM,
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the GM h:u; 10 tell the ,har:mer where he is, in general. He will give Ilim sOllie
son of lamlmark or other idelllifyillg loa.lioll to hell' the ,h:tra,,<'r ll'lvig~le,

Prerequisite: Map Sense,

Cartography: Overland;
[I ntellJgence/SophJ sticated/2 B. P.s]

A character with thi,~ skill ha.~ the ahili!}' In cr~ate mal'~ ofanywhere he lrav­
e1s. He an find his way lhrough woods, mommins or any wilderness lerrain.
If a su"essful skill ,he,k (rolled by the GM) is made, the characler can ask lhe
GM a queslion about whl're he is, or which way he needs 10 go.

Prerequisile: Map Sense.

Charioteering:
[Dexterity/Sophisticated/I B.P.]

A charnete, wirh rhi~ skill i~ ahl" In .<afdy guid" a charinr nvcr any typ<: of
lerrain thai can normally be negotbted, al a rate 1/3 [''\Srer than the normal
mov.:menl nce for a ,hariOI driven by a ,haracu:r wilhout this skill. No skill
ch~'l:k is n~'edcd 10 do this. Note that this skill docs not impart the ahililY to
mov" a chariot over terrain that it cannot traverse; cvt'n the 001 chuiOlcer in
the world callnOl rake sueh a vehicle into lhe mountains.

Pr"requisit,,: Noo".

Clever Packer:
[Wisdom/Sophlsticated/] B.P.]

A clever packer is somcone who knows how to lll\Otimizc space and (aldul­
Iy distributC' weight in his pa(k for lravel. If his skill ,heck is suc(essful, the
pack is SO well pu' together ,hat the total weicht is .:onsidered ro be 10% less
than aClUal, for eneumbran" purpos.:s. Thus a clever pa,ker can carry 100
pounoo as if it were 90 pounJs. 'Whether suC(essfu[ or nOt, ir mkcs {Wic.: :1-<
long 10 pack carefully as il dcw:~ 10 pack normally.

Prerequisites: None.

Cobbling:
[DexteritylSophisticatedll B.P.]

The eh3raerer with Ihis skill an f:u;hion and repair shoes, bootS and sandals.
No skill ,hc:<:k is nc:<:es~:lty to perform this ~kill, however, the dnuancr musl
havc the !'toper rools and materials.

Prerequisire: None.

Coin Pile Numerical Approximation:
[I n telligence/Sophisticated/2 B. P.s]

A ,hara'ter with this skill tan look at a pile of coins and tell how many arc
thae, wilhin 1,110 I"'IC"OI. Thi~ i~ depend.:nt On a skill check. Dwarves.
btcaust of their natural racial abilities, gcr +IS on their skill checks for Ihis
approximation. For purposes of this skill. the GM lIIay rule what (onstiwtes
a 'pile'. (Of ~'ourse, elcvcr players willtcali1.c th:tt diCit is no lirllit to the num­
b<:r of I'il.:s they an <:stimale.)

Prerequisite; NOlie.

Complex Geometric Estimation:
[lntelligence/SophIUicatedJ2 B.P.s]

TIlis highly lC'chuital skill gives a elm'acrC'r the abiliry to look at any con­
Struct and accural.:ly ~timale the dimensions and details of the object's form.
Th.: esllmate ,an apply 10 :tnything from a massive pyramid-shaped tomb to
a miniscule orl>. This (an help spell caSlers and those firing missik w.::tf'Ons
figure out th.: ricoch"l palh.~ of Inbh<:d il.:ms. h C:lll aid thieves in C'3SinC
potential trt'asurc lrovCS 10 mort' accurarely pbn a burglary. Any (haracrer
wirh this skill is also able 10 playa m.:an game of pool. If lhe GM rolls a suc­
({'Ssful skill ch~-.:k, a chantctcfCltll Cllll on rhis skill to hdp him perform a v:lri­
.:ry of t:l.'ks. He call fiod a plac" 10 hide mit of the line of sighr of roving
patrols, shool a eroubow bolr {hat will ricochet off of:t wall so pr.:,isdy that
he an shool an opponent in Ihe back or avoiJ uusing collatcral damage from
Firl'balls. Genenllly, a su"essful skill ch.:ck means a t50 bon".~ on checks
rdJl.:<Ilo whalc:v"r Ih.: charaeler h:u; approximated. It is up 10 the player to
come up wilh imaginative ways ro use this skill. And it is up ro the GM 10
approve Ihe:iC plans.

Prerequisire: Non.:.,
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Construction: Defense Works:
[(Strength+Dexterity+Wisdom)+3/Sophisticatcd/2 B.P.s]

A charoCl"r with lhis skill can construcr wareh lowen, walls, draw­
bridCe~, moau, l>arricades and anything designed for the defense of a ,a~tk'

or town. A suc,euful skill che,k means thaI Ihe construction is ~rurdy "oJ
willl~St for dC'Ca..les.

Prerequisil(:: NOlie.

Construction: Fortifications:
[(Strength+Dexterlty+Wisdom)+3/SophisticatedI2 B.P.s]

A character wilh thi~ skill is able to construct fortrcss.:.~ and defensive l'.urh­
en works, aI wdl :IS walls and tastll's. Of course, he must have the proper
tool~, a skill in Consuu.:::rion Tools and hdp for large projetts. A sue,essful
skill ch.:ck means that the character's con~lruelion is sUirdy and wdl built. An
unsu,cc:ssful ~kill (heck means that thl' CharaCll'r'S conStruction is Il_~ahl<:. hut
n:lw~od in ~Oll1C way. It lllay (ollap_"" if under heavy attack.

Prerequisite: None.

Construction: Hasty Defense Works:
[(Strength+Dexterity+Wlsdom)+3/Sophisticated/4 B.P.s]

This skill will enable a <:Imraeler to huilrl b"rri<;:ld~ under extreme dllldi­
lions, using whatever marerial he C.1n find, and when he must work quj,kly.
His conmuclion, allhough done hastily. will be sturdy and wdl buill. The
GM may require a skill d1l'ck if the siru'ltion involv.: ~nwhing more than
hurried C'ffollS.

Prerequil;ile: None.

Construction: Siege Works:
[(Strcngth+Dcxtcrity+Wisdonl)+3/Sophistkated/2 B.P.s]

This skill makes a chauet.:r an expert in constructing the we;ll'0ns Ilffdl·d
to lay siege to a C',lSt!f Ot olher fortified stnlClUrc. Th<:St! include catapults "nd
trchuchets. A successful skill chetk (rolled by the GM, of course) means tlm
the weapons eonnrutled fun,rion normally. An unsu(ccssful ~kilJ (heck
meam lhe WC;lPOllS sufTer penaltiC's to hit and damag.: (delermined by the
GM, u~ually -110 -5).

Pren:quisite: None.

Cooking:
[lntclligcnceISophisticated/ t B.P.]

Alrhough all eh:uacrers have rudim.:nrary tooling skills. lhe charact~'f with
rhis skill is an atcomplished took. A skill dll-.:k is re"luirC'd only when
attempting 10 pfepare a lruly lllagnifie.:nt meal wonhy of a llla~ler chef.

Prerequisite: Culinary Art~.

Dig Hasty Grave:
[Strength/Sophisticatedll]

II I'nablt's tht' charaerer to quickly dig a grave for burying a Jead body.
This is espetially us<:Cul for a~sassins. No skill check is needed to p<:rform
this rask, but some son of digging tool is oeussary. Iris okay to haslily bury
en.:mies on Ihe field ofbatd.: but hastily burying (omradcs and loyal NrC
hirelings can cause rhe lou of Honor and possible hauntings ulltillhe dis­
respcctful aCt is rC'medi.:d.

Prtrequisitc: None.

Dig Proper Grave:
[Wisdom/Sophisticated/ I]

Characters with rhis skill can give anyone :t proper burial. No skill dll'Ck is
normally rcquir.:d. bu' th.: duractl'r nl'eds appropriate 1001s.

Prt'requisitc: None.

Endurance:
[(Wlsdom+Constitution)+2/SophisticatedI4 B.P.s]

PlayC'rs who wish lheir characl.:rs to hav.: .:nduranec even thouCh they don't
have a high Conuitution <:an purchase rhis skill. Peopl.: who have endurance
afe nOI :tlways lhose wirh lhe best physic:;u.:s. There are sOllie flCople wllo have
an inncr strenglh thaI they draw ftom in times of crisis, and these arC' the kind
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of proplc Ihat you can'l keep down. This skill give~ a charaCTer Ihal inner
reserve, sn Ihal Ihey Co1n keep going longer. t::my more ~lld fighL e"en when
they feci like gi"ing up. They l,m au,om~til...Jly pedorm any conlinually
nrenuolllllcLivity I 1/2 LinK'S as long as wiLhoUllhis skill beforc suffering frnm
furi1;uc o1r exlmmrioll. {Nole rhar ,his skill d[}e.~ nor afTl'Ci how 10n1; the (har­
aCI"r ('All gel wilhout food or w.ller.) A person with rhis skill, who makes a SU(­

ces~ful ~kill check, gelS .. 10% HI hi~ rnuvcrnelll r.ne, ~lld iJi able HI C'.Irry Id I0
more pounds wiLhout lx:iug ~:llclUllben.'J, W1U:11 in balik, lit' em CQnlinuc 10

lighl when hes d.lwn to ·1 hil pnint, afler which he pas~ om.

PrerequisiTe: Nonc.

Farming:
[WisdomlSophisticatedll B.P.]

A charaCter wilh lhis skill can work a II'(ICI of land lO produce rhe mOSI
crops, and he can manage :l f.!rlll as if ir were a IlLl~in"''i..~, wnrkin{; wilh liv..­
slock, foremen and f.·trm hands. A char.1eter wllh Ihis skIll can make a profll
of Id I00 gp every year. provided he makes hi~ ~kill (htd.s each year.

Prerequisile: Agriculture.

Fire-building:
[Wisdom/SophisticatedJI B.P.]

A char:lCler wilh fire-building skill dOl'S nUl normally lIl...·d 11 Linded..>U~ to
~Larr a fire. Given $Qlllt' dry wood and sn131111ic<:es of linder, he can swrl a fire
in 2{120 miom<:s. Flinl aml ~Ied are nOi re<l"ired. WeI wood, hiSh winds, or
olher adverse coodilinl1s incrtast tht limt to jd2U miolllcs, and a successful
skill check nlllSl Ix- rolled.

PrcrC'llli~ile: None.
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be ~erounged in emergelll"il'S, u~ually uy tearing gamu:llls. A successful skill
chc-ck nlUSI Ix made to sllcceoo. Sllcte'\Sly .'iCwing one's own wounds allows
llalllr.ll healing lO progre!S at Iwire tht norlllal r.ue. (Notice that dama{;e from
Ihe sewing ncc<lIe applies. Sl'(: Weapons Chan)

l'retequisite: None.

First Aid: Sew Wounds:
[I ntelligence/Sophisticated/2 B.P.s]

This skill 'llInw~ a char.lcter 10 IkW lhe wounds of others. He musl have a
necdle and Ihrcad and all any bleeding woundJi must fim be l':lUlerilt-..! lilere·
by ~lOpl'irrg ~ny bleeding damage. Thread rnn IIsually he .'iCrnllngl-<! in emer­
gencies, II.~u"lIy 11)' Icaring g:lrmel1ls. A successful skill check OlIlSt be made 10

SIlCCCc<l. Succcssly sewing wounds 311(lw~ nalur:ll healing 10 I'Wgtl'Sl; at Lwi~c

lhe normal rJl<:. (Not;ce Lhal Jalll1lgl> from the sewing m:cdle applies. Sa:
WC"I'0n~ Chan).

Prerequisite: Sew Own Woullds.

Fishing:
[WisdomlSophisticatedll B,P.]

The character is ~kilk-J in the an ofli~hinl;, be it with hook and line, lIC'!,

or ~I'{·;lr. Eadl hOuf Ihe char:lcter spend~ fidling, roll a skill chctk. If lh" roll
i~ f3iloo, no fish are c:lughl that hour. Olherwise, a hook and line or:l spear
will land fiJih based on rhe followillg table.

OfCOUfSC. no fish can be eaughl when: no fi~h arc fuund. On the other h~nd,
some arl'".Ili tl....l11 wilh fish, such as a river 01' pool during spawning :\C'J$(\n. The
GM may modifY Ihe result.~ accorrling 10 Ihe sirualion. For dt.lr:tClers without
a Fishing Skill thtre is a 25% base chance ofbnding Id2 fiJih l'VCry hour.

l'rere'l"i.~ile: Nonc'.

Check once per hour ONLY If lkln chet:k 111uccellfur.
Add .. I tor f....<h w.ter
Add"l for temperate w.te...
Anet w,n utell thre(! urnes the .mounts 1;IICd .bove.

Fondling (Covert Appraisal Technique):
[(Dexterity+Wlsdom);'2/SophlsticatedJ3 B.P.]

This skill allows a pt.·rSOIl lU appr-<lis.c any itl'lll by touch alone, withnUI h:w­
ing In ~cc the item. It "I~o allows [hi! character to feel a purse and eslimalC Ihe
value or whal's inside and how many coins arc in il. t\ ~u~cessful ~kill c!reck
lIIeallS ,he c1H'r;lCll'r has wrreelly l'$rimalcrl the v,ll"e nr any item in lluCSlinn
lO wilhin IdlO percenr.

Prerequisile: None.

First Aid Skill Suite:
[lntelligencclSoph isticated/5 B. P.s)

A p13yer who buys this skill SCI can gel rhe c.11l1erilc wound skill. Ihe sew
nwn wounds skill and Ihe sew wounds ~kiJl all IOgcLher. 5<..... Jt':it.'riptions
below for C"dCIt of theS<.· skills. Char;lClcrs who buy lht' suire pay one Ie,<~

l\llilcling P'linl, than if they houghl each skill ~ep3raleJy.

Prcl'l:'luiJiite: None.

FIrst Aid: Cauterize Wound:
[I ntelligence/SophisticatedJ2 B. P.s]

A d13r:lcter with this :,hili!)' c,m U'O<: a hor pnker elf other hOI rntlal objtet
lO ~lOr the hleooing in a wound, thereby preventing additional blec<ling dam­
age. The proctss docs, howevcr. render fUlIhcr damagc from the hOI poker or
piece of metal used 10 OUlerize ,he wound (ld<l points of damagcl. Tltt·
I'rot:t:~s alw leaVl~ a visiule, ugly K"ilr.The person wilh Ihis skill can perform it
nn himself or lO olhers,

Pn'r<:quisite: None.

Firu Aid: Sew Own Wounds:
[lntelligencelSophisticated/2 B.P.s]

·l1li.\ skill allows a character 10 Sew his own wounds which promoles faster
htaling. I-Ie must have a needle and thread aod all any bleeding wounds nlUSI
11m be CJUlcrized Ihereby stopping any hlceding damage. Thread can u~ualJy

Id20 Roll

"
OM5
06-10
II_I S
16-17

",,.

T.1ble G I
Fishing Table

Ruult
Cha....cter has sn.gzed. _ter-dwelling
mor"w (u.:.t;u ....ndom tnCO<UIttt).
I~ Fllh Clu&!lt (Edible)
1d~ Alh CIUaht (Edible)
1d~ ..1 fish C."I-hl (Ed'ble)
ldH3 Ash c..ught (£dlble)
]d~ Frsh C.ught (Edible)

s~ Fish c.ugtlt (Edible)
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Forage for Food (by Cllmate):
[WlsdomlSophistlcatedll B.P.]

A chamcter with Ihi~ l:kill i~ able tl) filld ~U'll·lIanCI." l"'1."1I in die II\USI dirl'
circum~lalKa, Tlli, ~kill i, limill."p to Olle pilnilular dim,lle of lhe plaYl."r's
choice; Il'lI'l)("raw, lropical, arClic, ('tc. If Ih(' plnycr Wal1l~ his ehameler 10 hn'C
this _~kill for mor~ Ih:lI\ nn" dim:Ll" h" mllst purchas~ lhis skill for cach cH­
matc. To be able 10 find food. a succcssful skin chcck musT be made,

Prcrcquisi1C: None.

Forgery:
[(Dellterity+lntelligence)';'21Sophisticated/l 0 B, P.]

'Ibis _~kill ~nablt!; Ih" character ro creare duplicares of documenrs and hand·
writing and 10 derc<:r such forgeries creared by orhel'!. To forge a document
(mililary orders, local deerOOl, ere.) where fhe h::tndwriring is nnt specific lO:1
person. rhe cllaraerer needs only to h:tve Sl"Cn a ,imilar docurnelll before. Tu
forgl." a name, an aUlOgrJph uf lhat per~ulI i~ Ill't:lkoJ. :'U1J a ,kilJ dll'(k wilh a
.J 0% penalty mUSI bl' succ('$,fully madc.

"1'0 forge a longcr documelll wrinen in lhe hand of,ume particubr persun,
a brge sample uf his hamlwrilinl:, i~ IIl't:ded and a ·15% I'enahy is applie.J to

the dlcck. If Ih" dwck succeeds, lhe walk willl'a>5 eXl1miu::tlinn hy all excepl
lhf'>~ illrilllardy familiar Wilh lhal halldwrilin£ nr hy Ihn~ wilh lh~ forgl'ry
~kill whn CJlJlI1jne Ihe document e:trc:fully. Furthermol'(', rhoS<' wllh rhe for·
gel')' skill ma}' examine a documenl 10 learn if it is a forgery. On a ~ueccl:~ful

~ki1l roll. lhe authelillcilY of allY document call be ascntained.

Prerequisire: None.

Gaming:
[Charisma/Sophisticated/) B.P.]

'Ib~ d,araCier knows mOSI mmmon games of chJnce and skill. induding
cJ.rds, diet', bones, draughts, and chcss. When pla}'ing a game. rhe character
llIayellher pbyour rhe aemal game (which may (':Ike 100 much lime for~ume)

or make a ~kill check. wilh success indil"'Jlin~ vlewry. If lWO char.Klels wilh
gaming skilll-'Iay each otlwr, the Oil" wilh Ihe high('S1 successful die loll wins.
A characler wirh the gami'lgskill elll also :\Ilempl Ifl Ch":lI, lhu_~ !i,tining:L .1 ()
honus 10 his skill check.

r",n..'<jmme: Nonc.

Gem Cutting:
[Dellterity/Sophisticatedl2 B.P.s]

A chantCicr wirh rhi~ ~kill can fini~h lh" mugh gems lhal ar" disC/lI'"red
Ihrnu!ih mining:u antI" nf IdlO Slono; per dJ.y. A gem CUller derives 110 bell­
efir from the :wisrance of non-proflcienr characfers, A gem CUrler mUSI work
wilh J. good lighl source and muS! havc an assonmcnc of Chl~cls, small ham·
mcn. and .Ipecially hardened bbdes. He mU~1 also have proficiency with g"l\l­
CUlling lOok

Uncut gcms. while slill of value. arc nOI nearly as valuable a.~ rhe flllished
product. If the CUlling is successful (as delerminl.J hy a skill l:heek), the gelll
l:Uller inuC"J.l>l'S Ihe value ora givell ~tonc IU lhe rang.... alll'ropriaic for irs lyp<',
The work Illay!x exc....ptionally brillialll cansing rhe \'lIllit" of lhe g("nl [.111s inlfl
lhe ntnge for Ihe neXl mllSI v:tlualll" gem (lh~ eM h:\!> Ihe rclevalll lallles).

PrcrcquisilC: Appraisal; G"rll~lone.
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Glean Information:
[Charisma/Sophisticatedl) B,P.]

A charnCler wilh lhj.~ skill is :lllie If'> liSll'n 10 olhel1 talking and hone in on
importanl information. He call do lhis hy lalking dirccrly ro rhe person he
would like rn gel infnrm::trion from. rx:rhaps even qUl'Sliollinl,\ him, ur he can
li~tcn to convel'~"aliullslocillg hdd loy Olhcr Ilcople. I Ie is ~ble Itl pick III' clues
ffllm litis IraillClllislellilll: Ihal lIlay help him fin!1 our such Ihings :u where :I

tre:t.'lure-hden dungeon is localed, criTic.11 faCTS aOOm :tn adversary. or lhe
we:tkncsscs or a p:tnicubr forrrt:.\S or l-:isd". The possihililil'S arc endbs. A
,kill dll't.'k (rulled loy dll' GM) IICl.JS 10 he made only if rhe charncter wishet
ro find (llli '\(llilerhing specific. I-Ie n""d Illak" no skill ch.,-ck 10 find OUl gen­
"ral information.

PrercqllL~ile: Nnn".

Haggle:
[(Charisma+lntelligence';'/2/Academia/2 B.P.s.]

Characters with the h:tggle skill know how ro geT rhe Ix:sr deals. They are
well versed in lhe suhde art of olllll.ining till' uen quality items for 11\l' It'asl
alllOUIIl of mUUl')', and how 10 sdl "'hal they h:lvt":l1' lh higge~l profit.

There are IWO wa)'$ f{) handle haggling ill Haddvl:c.t r. Tltl' raSll'S1 way i.l
lU simply make a ~kiJl dll"Ck, Using dli~ nl"lhod, lhe GM rolls;' _~kill dll:ck
for rhe dmraClrr. If ~l1ccessrLLI. lhe charaCI"r wilh hagr,Hng skill will roll his
eheck and pa)' one·third of said roll:u a percenlage less per irem lhan others.
For eX:lmpk if he rolll: a 6, he will pay 2% pl'reelll l....ss. If he suc«'('ds \Vith a
50, he will pay 83.3% of lhe norlilal ~li~l" rri~. lie will a!...., h" :lhl~ 10 find
ilems more ca~ily fhan others, I:or example, if the GM says Ih;1\ rwo·handed
SWOf,ls are Jt :1 low Jvaihbility in sOllle lillie one·horse fown, fhe character
Wilh rhe haggle skill e:tn consider Ihcm f() he- of medium availauilily.

When sellin£ ilel1.\>, a char.lcter who makes a succcssfill skill check c.1n gel
hcrwccn Id100/2 percent more ror all)' ilem. Characters who u...... tin: '>l.JUl­
lion skill when haJ.:gling gel +7% :Idded to lheir ha~k' rull.

If, howc\'er. a pb~'er would rather role-phy his haggling aHempl he may be
able ro gel even beller dt"Jls. CharJl:lcn wllo wish tu rule-play ha~lillg should
keep in mind lhar lhere arc srriCI prnrocol' for haggling On (;:Irwc:ne \'(lurid.
Slickillg lfl lit" proper prolocol is very importanr when haggling. If a ehamc­
tel' breaks prolOcnl. he could offend lhe person he's ha~linK witb. TIICfl' arc
,cvcr.ll lhings a chal1lcler un do to improve his chances. Showing hard Cnill
ofi....11 hdps St'al a dl'\l.l, convincillg rhe person !xing hagr,lell wilh lhal Ihe char­
aCler j~ ~rioll~ "I"'L11 his offer and has wh:u il lakes 10 back il up. Sometimes
the lACtiC of turning around and walklllg away can help a eharacrer convine.'
lhe pe!'!inn he's bargaining wilh lhal he cuuld lusc lite salc if hc isn'l ,llorc
alcullllllooalillg. The firSI impressioll b often rhe nlO~1 irnpnno\nl lhing ahml.l
hagr,ling. Rerll~ing In "xchallg~ pl~.Hanrri<'.~ and ~lickin~ to a no-nonsense
Il",in",,~ iLllilude can make a merchant lhink you'l'(' an casy (lurk. Once )'ou'rc
pegged as :In e:1.5Y nlark. II can make all rmure dcals more difficulr. Wurd
.Iprcads quickly when ther....·' an e:by mark in llll' lleigltuolho<.X1.

Prerequisile; None,

Healing:
(WisdomlSophisticated/2 B.P.s]

A charaeler with lhc healing ~kiJl kllows huw lU us.' natunU lI\l'dicin~ and
bask l'rinciplt'S of first ai(l :lnd docloring, If lhe chamClcr lCl1.ll~ :tnmher wilh­
in One round of lhdr wounding (alld makes a sueccssful skill chcck), hi~ min­
i~tralions 1'('~IOre Id3 hil points (bill no more hil poinrs can he rl'Sforcd lhan

325



Appendix G: Skill Descriptions

were lost in Ihe previous round). Only one healing anempr can be made on
a panicular ehu:ll:tt'r per dJy. If a wounJtd chJt:lcler remains under the e:trc
of somtone wirh healing skill, Ihal chat:lett'r can recovcr lost hil poinu:tl Ihe
t:llt' of 1 ptr <by even whcn 1r.1\·cJing or engaging in non-strenuous :tctiYily. If
Ihe wounded chJt:lelt'r gt'u complt'te-tnt. he can r~r 2 hil poinu I)(T day
whilt' under such care. Chanctt'1'$ with bodl hC';lling and ht'rhollism .skills can
IJdp Ol:lJers recover al the rate of 3 hil points pel my of rc:sl.

This can: docs- nol requin: :I skill check, unly tht' rc.ogul;u al1t'lIlion of tht'
s.ltilled chal2Cter. Up to SUt piuiems can be Cilred for :II any rimt'o A character
with hn.ling skill call also allemp< 10 aid :t poiso~ indiYidu:r.l, providc.od tht'
paiwn t'nlered thlough a "'"Dund. If rhe poisoned character an be tcnded to
immediatdy (Iht' rOlJnd :tftt'r tht' ch:tr.lCfCI is paisorKd) and rhe carc conrinues
for the IKXt five rounm, rhe victim !}!oiru:. +2 bonus to his Uying throw (delay
his $.lying Ihrow umil rhe I~t round of tcnding). No skill cheek is required.
bur Ihe poisoned ehat:lcter mUll be rend«l to immediatdy (normally by SilC­
rlfidng :tny other :r.ctioru on the parr of the eare: giver). If the cart' is intl.'r­
rupl.:d, Ih.: poi$oned ehU'acler musl immcdi:tldy roJl a nurmal "lYing Ih.ow
for Ihe poilOn. This resull is un:therable by normal means (i.e., Illore healing
doesn't bdp). Only eh:tra"ers wilh borh healing and l.erhalism skills (In
atlempI the r.ealme!11 for poiS(Jns Il." yj"im has drher sw~llowcdor touched
(th" ch~racter use.~ his heJling to diagnose the poison and his herbaiisl knowl·
c.odg" In prepJre J purg~liYe).

A character wilh the healing skill can Jlsa allempt to dbeno"" and treJt dIS'
cases. 'w'he'l dealing with no.mal di""J$C$. a successful skill check automalically
.educes the disuse to its mildc:sl form and short~t duwion. Thme who a1w
hJyC herbaJism kn0\\1cdgc gain a +10 bonw 10 this check. A skilled characlCt CUI

also attempt to deal wilh magical disc:asa, whcther caused by spelli or cn:aturcs.
In thIS C\St', a sUCCJ:$I,ful skill check diagnosa thc cause: of the: disease. HOWl:Yer,
1lDa: lhe disc1sc is rnJ«ic:aI in nalure. it can be ttcated only by m~gicaI mnons.

I'rc~uisilc: First Aid Skill Suit.:.

Hunting:
[WisdomlSophisticatedJl B.P.]

When in wildernas """ings. rhe ch..tlJCler gn ~nempl ro Jlalk and bring
down game. A skill check mW{ be m1de with J -5% penally to me ability
score for (Very non-skillal hum"r in Ihe pallY. If the dif;' loll is successful. the
humer (and tho"" with him) has come within 101 to 200 yanb (loo.ldloo)
of his prey. The group can th"n attempllO doSt' the range', but a skill check
mU51 be made' fur each 20 yards dosed. If Ihe slalking is successful, lhe humer
JUIOl1latic~llysurprises th" gam". The type of animJI stalked d"pends on Ih"
nalure orlht' terlllin and the whim of rhe GM.

Prerequisiu:: Idenlify Animal by Tracks.

Identify Animal by Tracks:
[WisdomlSophlsticatedli B.P,]

A chanCIer with this skill can tell. whl.'n he runs anuss animal tr~ck.s. if lht")'
.....ere made by a deer. a horse:. a mule willi a heavy I,aek, or a camd .....ith a sore
foot. He can preciSC'ly id"ntify any normal animal by ,heir foolp.ints. No
cheek is needed for this skill ....hen performing a routine id"mification. A skill
check is needed if th" cl.ara.cu'. wants 10 lry to identify preci"" fJels. such :H
lhose menlioncd abovc (Ihe faer thilr th" mule's pJck is haY)' or Ihill the
CIft'Iel's foot is sore, ele..)

Prerequisite: Non".

Intelligence Gathering:
[(lntelligence+Wisdom)+VSophisticatedJ" B.P-I]

A ch:tDCter with rhis skill aui perform a number ofl-,n!U; rda-,,:.l to g;'-thc.­
ing informJlion covertly, if a succcs.sful skill check is milde, of course. This
chJrJcI"r is able to tJi! people wilhoor being ouehl. He an lisren in on con·
Y"rS:lIiorlS without being Mlia<!. He o.n srtuk inro setrel plxcs 1nd blend
in until he eetS whar he's afler. He an Slul documentS, and pass them off
Wilhoul being noticc:d. He can also rclay sccrel mesnges to comrades. In a
word. he can be 1 spy.

rrt~quiJjle: AI le:H1 IWO of Ihe following: Disguise, Srealthy Moyemenr,
Tracking, Skillcd Liar.
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Interrogation:
[Wisdom/Sophisticated!" B.P-s]

A ehancl"r with this skill an "convince" uncooper:lIlYe people to Icllihem
inform:trion they don'l w:tnt 10 rebte. This may involve (he use or throt~,

coc!Cwn, .seduction or olher such methuds. A succcssful skill che<:k is neecs·
ury. If tile' roll is successful, die pc~n Idls wllal lhe: chJr.>cler wanu 10 know.
thill is. if he: actu:r.lly knows. Only one anempr may be made.

PretftJuisi,e: Glean InformJlion.

Jeweler
[I ntelligenceiSophistic.atedJl B. P.s]

ChatllClers with mis skill know how to appnisc.o. design and work Willi jew.
dlY. TIley can creare rings, ne<:kbces and other ornJmenul J~lry. Thw
work can felCh pricl'S from 50·1,000 gp each, depending on the mJteriJl used.
A successful skill cl\e<:k me1ns rh.:1I rhe work is Y"ry wdl done, and ...·onll the
e)Cpo:eted :tmounl. They can :tlsa :tcC\.lI':ucly al,pr~i",-, .Ill· yalue :tlld qu~lity of
gems lIm have lx:en set inro jewelry.

Prercquisite: Appraisal: Genmonl.'. Mctalwolking. Gemculling.

Jumping:
[Strength/Sophisticated/l B.P.)

The eharacler wilh lhis skill can allCmpt exceptionalll.'ap$ both veniC1lll)'
and horiwntally. If the charan,-r hAS at lC'ast a 20·foot running StJrl, h" can
Il'3l' (broad jump) 2dG.his Ic-vd in feel. No cliat:lcrcr an br01d jump mor"
IIl:tn six tirtlC$ his height, howtVCr. With Ihe same stan. he can lnp yertically
(l.igh jump) Id3 plus half his level in fccl. No chanetl.'r can high jump more'
thJn on" and a half (imes his own height.

From J standing Sl1rr, 1 chancrer wilh this skill can broad jump Id6 plu~

halrhis It'Yd in fCC't and higll jump only thlCC' fCC'l.

The character can also auempl nulu wing a pok A v.aull rcquirc::s 11 lnu
a JO-foot running start. Ifa pole is used, il musr be four 10 10 f""l longer lhan
th" ehancle'r's heighl. and sufficiently slurdy 10 support his wetght. The \':lull
I.~ns iI disl1ncc: equal 10 one and 1 h:l!f lima the I"ngth of the pole. The char
1crer an dear he'iglm equal to tile' height of Ihe' pok. lie Cln also ehoost ro
land on his fCC't if 'h" vaulr arrid him over an oOsude no higher than h:l!r the
h"ighl of his pole. Thus, using 1 12·foot pole. th" chJtlICter could eidl"r vault
Ihrough a window 12 feel ofT the yuund (tumbling inlo rhe room beyond),
land on his feet in an opening six f""l ofT Ih" ground, or vault across a moar
18 fcct wide'. In:tll ca.~, the pole is dropped at the end of lhe Y':lult.

Notl.': All the distances are rc.oduccd if Ihe char;acler is weJring armor. DcdUCI
IOx(baSt' AC brlnus of Jrmo. wnrn)% from the figure. For exampk, a 6th IcYel
fighter could IhcoreticJJly bro~d jump 8-20 feer. However. if hl."s .....cariug
bJndcd mail (b:He AC 4 • six beller lhan no armur) his broad jump is limired
to 3.2 - 8 feel. He aueml'ts 10 jump uver a 7 fOOl trench and rolls a 9 nn IWO
Ilie six. I-lis jump is calcubletlto he [(9,6).60% _I Gfect and falls Jholt.

Prerequisite: NonC'.

laborer, GenerilJ:
[(Strength+Wisdom)/2ISophisticatedJl B.P.)

licrsoru wirh this skill 1re able 10 meaningfully com.ibule 10 SOllle IJbor­
intensiYe' group luk such 1S comuucting 1 elSll" w...n, 1u"'·<'.Sling a crop Dr
mining ore. They need nor be f:tmdiar wilh rhe r;uk15 long as they a~ super­
vised by somtorte who is.

NOIe: persons WITHOUT lhis ,kill cannol :.dd Iheir bbor 10 group tUIu
(tht")' simply get in thl' way, ~k 100 mJny qucslions and din~l ,hose actual·
Iy damg something UKful) :a.lthough they will THINK thai lhey a.e KtUilJly
Iidping - uw:r.lIy more IhJn anyone dSt'! For ClliImple, Ih" p:r.ny h:u aptored
a YCSSol'llxlen wirh f'ilf'iIyas and blOught II mro pon. They wish to offioad their
argo to scll II. The GM rules Ih:.t iI's 1 fony man-hour job. One p:r.IlY mem­
ber h:H ta.kc:n the sc:tmanship suite and so ('an aCI:lS a Sllpervisor. HoweYer, of
til" fOur other party m"mbers. only one has die' IJborcr, genet:ll Jklll.
Consequently, insltad of being :tble ro unloJd Ihe bananas in dght houu (as a
group), it enm up ':tking IWO fuUlen·hour days.

PrerequiJile: None.

leatherworking:
[(Strength+1 ntelligenl'e)+21Sop hI stlcated/) B, P-]

Tltis skill enables a characrer 10 tan and rreal leJthcr to make dothing and
other leJther objecls. The dtJncter can m1ke lcalher armor, as lYell 3J back·
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pKks, SOIddld)Olgs, $addles, :lnd :lll iOns of huntlSe$. No skill chcck is nceded
for this skill, bUl the ch.lt:lcter muS[ have [he proper roolJi :lnd Ix skilled with
those: tools.

Prr~uisit~ None.

Uar. Skilled: .
[(lntellilence+Charisma)+lISophisticatedJ3 B.P.)

ThIs ch:lDCter is smooth. He can pnctinlly t:llk:l dw.lrfimo bdirving thu
giving aW;Jy gold is a gootlthing. A skilled H:lr ClIn tell unlrUlhs in such a con­
vincing maImer thai rhosr who don't brlirve him look like idiots. Of coune,
fhis is dependent on:l skill check, and a linle common sense. Nu mailer how
skilled he is, he can't convince ~uplc of absurdilies, such a~ lhe ~ky is polka
dOllcd or a halfling is n talt as an Ogre. A successful skill check means peo­
pIc bdicve his "SlOries

w

•

Pterequilite: None.

lootinl,Advanced:
[WisdomiSophlsticatedJ04 B.P.)

The.' advanced looter is iO ellkiem that h'" :lOuaUy has ume.' 10 conlider each
item and still lakes only IdlO minutcs to accomplish the job. Suco:ssfully
employing this dcil! means the GM mwt give the pla)":1 a lut of the.' mOSl" valu­
able ilenu In the room. The ehaDeter ClIn;odd his basic and advanced looting
skills logctl1cr for this roll. Furthermore, the char.acter h.u a percenugc chance
(t'qual to hi~ xlvanc"'<:llooring Ikill alone) ro derermine what might be fake la
Gl~ Gem or an irem with magic aUD) even as he'l stuffing his Il:Ick.

Prtrtquisite: Looting, 1Ia.~ic.

Looting, Basic:
(Wlsdom/Sophisticated/2 B.P.)

A char:lcter with this skill ca.n loor:a town, village, dungl'Qn, erc. :and get
ilmu of fine quali(}'. If the looter makes a successful skill check, he gr:lm the
moJt valuable combination of itet\ls, He can even find the 'good Stuff' if It is
hidden: in a hollow t:able leg. unckr :a 100sc floorboard, erc. In g.une terml.
the GM mWit Civr the player a lin of:all of the :app:aremly valuable itenll 50 Ihe
duneter can choose whKh to tw. Typinlly a char:aaer can loot :an :are.l in
2d6 minutes.

Pru~quilit~ None.

Maint~in Self.Disclpllne:
[Wlsdom/Sophlstlcated/2 B,P']

A cha""ctcr with thi~ ~kitt is a par.lgon of self-di5Cipline. He will n"ver go
offhalf·eocked. In srressful situalions, he will not react ra.~hty, bUl witt relllain
e:alm lIud able to perform flu, mOSI rarional :acrion. H" wilt also never llIake
:alignmcm violarion~. If he is on a quest, he wilt not Stop unlil he lJu suc·
e~ded. If he il in :a battle and things arc going al;ainst him, he will not break
and run out of panic, but may retreaf if he thinks it is Ihe mosr sound t:aClic.
All of this, of course:, is dependenf on whether or nOt he u suceCilfully when
having to nuke:a check ag:airut this skill.

When f:acing:a st~ul or ronfwingutuation, the playa may rcU the GM tmt
his ch:ataaer wishes 10 usc this skill, and the eM will ruU the sltill check.. If the
roll iss~, the~et maintains his composure, :and perfomu the IIlO't
bmcrlcial action, guided by lhe GM. As:an added bonw, the clurxter tcCClVl:ll

:a .2 bantU to all.saves ~BUS eh.onn spelk (provided a skrIJ check is successful).

Prerequi,ite: None.

Map Sense:
[WlsdomlSophlstlCilted/1 B.P.]

A cha""clef wilh Ihis skill h:as an innllte sense of direction. By eoncelllr:ll­
ing for IdG rounds, the char:lcter an try ro dctermine the direction the party
is headed. Funhcrmurr, when traveling in the wildernC'5S, :a char:lcter Wilh
map sense hllS the ch:ance ofl)tcoming lost reduced by 5%.

Ptercquisite: Nunc.

Mapless Travel:
[WisdomiSophisticatedJl B.P.)

There :arc people who alW;J)'5 IC'Cm co know where lhcy'~ going as if they
had an inner compus. The ch.oracter with this skill is jtUt such a person. lie
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h:as an inn:ate loCnse about which direction is north, sourh, easf, west. efC. He
IleWS no comp.:ass. He :aliO an r,,:ad the Sl:ll'$ and use them to n:avib':lle by,
although he knows nothing abour navig:aling on the sc;u. He call teold signs
as well, Wiing such information as lhc direction a river Rows or whICh Side of
a rree moss is growing on. in order to g<1 :a sense of where he is. A skIll check
Un~ry only in the mllSt difficult of circurtUt:anca. Thll skill is not UK"

:abk underground.

PlCtlCquisite: None.

Metalworkinl:
[(Strength+Dexterlty+Wisdom)+l/Sophlsticated/2 B.P.]

This skill :allows ~ charaCter 10 be able fO f;lshion objecu out of any melal.
This character cannot make armor or weapons, hut he e:an make allf~(livc :>nd
liseful items such as simple ;cwlcry, br:u.s keys, ur luckpicks. A skill che<k is
nOl needed, but a pl:ayer should ask his GM WhC'llever he wants to make :tn
item to IC'C if it faUs into this category. '!llere are:a variety of items lhal could
be made using this skill.

I'tetequisit~ Blacksmithing.

Mimic Dialect:
[lntelllgenceJSophisticilted/2 B.P.)

A du.r:lCler with Ihu skill an pass himK'lf otT as a mC"mber of:a communi­
ty with :a diffe~nt S1yk uf spc:tking lhan his own, bUf nOI:a dIfferent langu:age.
If he is :an df. for Cll:ample, hC' an spe:ak in Ihe W;Jy of:a draw. grey df. grcl,
sylv:an df, etc. Of course, thit skill works best if the cha""cter is either un.'iren,
or is using a disguise skill. No skill check is nceded, only common K'nk. A
dwarf who knowl Ihc spcl'Ch and dialect of elves cannot pan himsclf off as
one, unless he has sOllie son of polymorph abHi(}'.

Prerequisite: unguagc, Modern.

Hlnlng:
(WisdomJSophlsticatedJ2 B.P,s]

A ch:aacrcr with mining skill is n«dcd 10 el1ablish :and wpcrvisc the oprr:a·
lions ofoIny mine. Fim, the character can attempt: 10 &rennine wlut 1)'pC'(s) of
orr or gems an be found in a given :area. To do fhis, he mtUl spend at ICUI 3

W«'k sc:arching:a four square mile area. The eM may rule th:ar:a brget :atea musr
Ix scolrchrd to find anything of value :and may thWi increase the :amount of lime
required. Ar the end of the sean:h. the character has lcam"'<:lwholt is likely to be
found in this area. AftC1" this, lhe durnt:ter an csrablish rhe mine. On a sue­
«'SSful skill check, the eh:ar:lCler Ius found a good lite to begin mining fot :any
miner:als lhal nlolY be in lhe area. The check docs nur guar:amcc a ~"c,"",-lful

mine, only lh:atll parricular sire is the best choice ina given afc:l. -!lIe GM mun
determine Wh:!.f minerals, if any, :arc 10 l>e foulld in fhe regia" of lhe mine.

Once Ihe mine is in operation, a character with mining skill must remain on
sire to supervise :all work. Although lhis is l( ~wl(dy job, most player cha'Jeter5
will find ir better to hire an NPC fot this purpose. A sucauful mine can pro­
ducc quilc a hefty income. Dw:arvcs; gct ~ 15% fO skill checks for this skill.

Pretequilite: None.

Mountilineerinl:
[(Strenlth+Dexterity+lntelllgence)'tl/Sophistinted/l B.P.]

A duracrer with this skill can make difficult :and dangerous climbs up Sleep
slopes :and cliffl wilh the aid of spikes, ropes. e.'tC. If :a chamfer with moun­
taineering skillleaJs a party. pl:acing the rifOnS (spikcs) "nd guiding the oth­
ers, :all in lhe p;lrty can golin Ihe brnefit 0 hIS knowledge. A moumaineer (".Ill

guide:a parry up a diffface it could nOt otherwise climb. Note thaI rnoun­
uineering is nOf rhe lame as rhe thiers climbing abiliry, since lhe laller docs
nor rcquire :lids of any sort.

Prerequisite: None.

Navia-ation, Nautical:
[lntelllgenceJSophistic~tedJ2B,P')

The ch:ar:aclel knoW$ how 10 guide shlp5 at sc:a by uling the St:ats, how (0
observe currents and how [0 spor signs of land, rcc:fs and hidtkll danger. The
navig:afor can reduce the percent:agt chanet' of hil ship gening 101f by 30 per·
cent, provided he nukes a successful dcill check.

Prerequisite: None.
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Orch~uate TllJik:
[(Intelligence. Charisma)"'2/SophisticatedlJ B,P.]

A ch.1lXlcr ",uh Ihu skill u OIblc 10 mort: ~lly IXllicre lhe completion uf
:my projea with ....c help uf tWO or morc skilled workers. lie Clln difl'Cl fWO

or mo~ ehOlIXI<'f's, comhining mcir skills and ;ue;u of c:xpcnl5t' In ordcr 10
perform 01 luk rh;tl Ihey would nOI be OIb1e 10 do individu.uly.

I'~requi.\ile: N

Pinch (Pocket/lift):
[DeJ:terlcy/Sophl!tlc.atedIR]

TIlis ....uian, of the pick «<kel skill is femictctlto thievl'$. It involves pick­
ing up an ilem rh3r'.~ JUSl sil1ing arllund and slipping inTO 3 pockct withOIll
being derl'CTed. ShoplifTing i.~ onc txampll' uf pinching.

Prerequisite: NOIlI.

Pottery:
[Dexterity/Sophisticatedll B.P.]

A chOlnClcr wlih IhlS skill an =TC OIny type: of dly vc:ssc:1 or conlOlinrr
commonly used in Ihe C'alup<lign "'0I1d. TI1C ch;tr.lCIC'f" reqllires:> wherl :>nd:>
kiln, as ",ell :1-\:> sUltply of clay and g.!:tU. Tne chu:lCll'r an gcncr-lIly cre:ue
twO smOiIl or mcdmffi-siud ircms or one brxe-siud item per d:>y. TIle pieces
of pt)l1ery musl lhen lIC- fired in lhe kiln for;to additional day

Tht nw m.ucmls mvoh~ COSI 3 cp 10 make:l small itcm, 5 cp 10 lllakt a
mt'dillm·siud ilem, and 1 sp 10 makc :I large item Tne ch:>I'1ICtCf nr:cd nOl
Ill:lke a skill ch«k In pcrfnnn lhis 10000k.

Prnetluisito.>: NOIK".

Reading lips:
[I ntelligence/Sophisticatedl2 B. p.!]

The chanCier elm urKknt:llld till'" spct.'Ch of "lOSe he con sec hill nor har.
When Ihb skill is ch~n, lh.. pla}"'r mUSI 'p<'Clfy what Iangu.lge rhe ch:lrKler
an lip I't;1d (ir muu 1x::I bngtuge the eh:lf".lCIl;f t';lll aln:'~uy spt:".J,;). To US(' lhc
~kilL the ,h:tr.ICta Ulun I.>c within 30 fCl.'l of lhe: ~pl':1ker ami ahle to.<.t"f: him
speak. If lhe skill dll'ck f.til~. nOlhing is leamed. If the check is nlCc~ful, 70%
o( the COnVers.lli()n is undcrsrood. Since ,(min sounds art: impo~ihll' to uiffc:r­
(Ofialt. the undemanding of illip.rcad COllVCrS;lI;OIl i~ 11<,\'('r I>l:lfer rh"Jl rhis.

Prerequisite: Nonc.
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ReadlnglWriting:
[lntelligence/Sophisticated/2 B.P.]

Tne ,ha13eler an tad OInd wrne 01 modem hngwge' ....ilt he nn spt'ak.
Then:: mUSI be somronc a\~.ul:lbk to lC'aCh rhe ch:lr-lcu'r bnolhC'f" I'C, :I
hirding or an Npc). This .drill dfX:S nm enAble ml' durxll'r 10 1e00m anClCnl
ungu:oges (sec L:oogwgc:s. AnclCnr/Dad). Nor does it mean Ihill he (1U1 w,ill:
sonneu. This wililY gi\'O a dl:.lla(lel dlC.' abililY 10 wrile' well enough to he
uodc,'l)lood, 10 wlite Ieueu :lnd \Uch. A .drill ,-hed: ltUy by rtquj~ in unusu­
31 circull\SI-ancrs. if comprehension IS in qucslion: the durKlCf is rudled. mc
document u burned. ~ni;u or d;tm~ or Ihe pcnnultsllip is horrCTIdOtu.

I'~requisile: ungu:l(;C:I, Modem

Recruit Army:
[Charisma/Sophisticated/2 B.P.]

Thc chuaelcr wllh this ,kIll is able 10 fL'CrUIt :1/1 army fOl any PUIp')50.'. Of
COUI1K:, an army II\UJ;I k p:.lid, so it doc-sn't dcpend VIlely lin the char.iCter's
skill. Ilowever, if rhe par is goorl In<ltefms are fair, ,hls char.lcler iJ OIble to
recruit the best soldicrs for hIS army :lnd convince lhem tU s.,.,.....J.r all oath of
IOy:Jlty to lIim. AllY :rrmy rluuilcd loy rhis dl~I';lnCr, if he makes his skill
tht'Ck,l;...ts +5% to their morale In reflr.cl lheir higlter l"vtJ of disdplille :111(1
"'n.... nf ohlig;llion.

Prerequisit,,: Non".

Riding, Airborne:
[(DeJ:terlcy+Wisdom)+21Sophlstlcated/2 B,P.s]

TIle dl:.ll'ilKIC'l wilh Ihis skill is In;nct! in Iundling a flyint mounl. Each
lime Ih.. skill is l-a1:en il :lppliC5 10 one p.tnicular I)'pC of ClC:lture (Criffon.
Illppognff, l'eg1lius. nCo). which mUSI lIC- mOlal whl'"n thl' skill is purchascd
Unlike: hnd-~ riding, 01 ,hOlraClCl" muS{ howe Ihis .drill (or ride with wme·
onl' who does) 10 handle::t Oying m<"lUlll. In .addition, 01 skIlled dlOlrxtcr Clln
(In Ihe following:

-tap Oilln the .addle or Ihe creature (when II U sr:andlOg 00 lhe ground)
:lnd spur u <llrOOme as a S1ngk OICilon. Thit n:quiro nu skill dil."ck.

- lr.ip from I~ bxk of Ihe mounl :lnd drop 10 fea 10 rhc JtlUUlld Of" O11l0

lhe b¥k of:llIOlhcr mount (hnd-based Of fiying). 11105e wilh only lighl mcum­
"ranee CiIII drop to the ground wilhoUl :I .\.kill ch~k. In all Olhfi situ<1tiolls.:I
skill ch«k is r<:qui"",!. A r:h:lr.>Cler who is dropping 10 the ground an al1cmpt
an immediatc melee anxk, if h1.~ .•kill check is madc widl 1I ·20% pl'"n.uty.

-'spur his moulil (0 gre:llCr speeds on 3 su,cessful check. :lddiny; Id4 10 rhl.'
mnvemcnl r.lrc of rhe moum. This SI>L'Ct! "-JlI Lx: mltilllaiul'<1 fOl fOUl (nIlSl:(:­
mivc rounds. If lit" cltL'Ck (:lib, Illi 311l'"I11I)t (:in be m~rlc "w,in the neXI fOund.
If tWO d,"'(1ts folil, no ~1l"Il1J1r CUI h... made fill a full lurn. Anc.r the rounds of
illcrc:a~l."(l 511«(1, lit" mOUln's movement drops ro 2/3 irs normal f".Ile aud itli
MallCUvc13biliry Cbss becomes onl.' class wom:. TIIC),L' conditions b.~1 IIllIil
the ntOUl1l lauus and is allowed 10 rCSI for al In.sl one hour.

-The rider C:1ll guide the moulll with his knl'l.'S and fCCI, kN"ping his h.lllds
frL"l'. Askill c1l1xk is llIade only aff"f lhe Ch:lrJCler suffers d:lm:lce. If the check
is f:lilal. Ihe charxler is knocked from Ihe saddle. A second ,h«k i); allownl
10 sec If the char.lCl"el mao:lJtcs 10 catch Itlmsclf(t1nlS Il:l/1ging from ,h... side hy
onc Il:.Iitd Of in loOllle tqll:llly Il(',il(lll~ pt'Kitinnl. If Ihis bils, Ihe nder f:llls. Of
COUIV a rider cn slnp himself into the uddk. OIhhough rhis could be a dU;o
:ldV:lIll<IgC If hiS moulll IS "bill :lnd plummers low:ml rile ground.

Prerequisile: Riding. Und·lhsed.

Riding, land-Based:
[(Dexterity.Wisdom)+2/Sophisticatedil B,P.]

ThOM' skill.-d in bnd riding:lre pmticienl III rhe:ln of riding and handling
horsa or olher rypcs of bnd-b:llicd mounts. WlI..n the skill is xquircd, Ih"
,hu:lCler must dl'Clare which tYI)C of mOllnl h" is skilldl in. llossibihlics
include <:''1mds. Unicorns, Dire Wolves or vltfu;llIy any ClC;ltUrct used u
nlounlS by hllm~ns, demi-humans Of hurmilloids.

A charActer with riding ~klll can perform all of ,he following fL".Ib, Sollie of
,hcm arc :lUfom3dc. while mil,,1')" r...qui,... ~ likill chttk fOf SIICCI$5.

·rhe char.IClcr can \':Iull onto a 5:1ddle whenc\'cr Illc horst: ur 011".'1' mount
is. sl.1nding 5rilL eV"ll when the dUlrJLI<,'f i~ w~'ltring arm()f. Th;_ doe.~ not
n'quirc ~ skill chl'Ck. 11,c ch:lracl"f II1I1,r In.lke.1 ch~'Ck, howevc.r, Ifhe Wishes
10 gel lhe mOl/ill movins durinc the snme round in which he bndli ill it) ~:ld·
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die. He mUfl ~l~o m~ke a Ikill ,heck if he alt~'ml'ls to \':lull OlllO the $.1ddle of
a moving moum. F:.ilure indiallt'S d19[ the c!JaruClu fall~ 10 [he ground - pre­
sumably (jlli[e emharrus.«<l.

-TILl." char.tCter can urge the 1110Ulll to jump [all nhsl;>des or leap across gap~.

No chttk is ftlJui[etl if the obsucle'is Ie" than Ihrec feel tall or the gap is less
than 12 feet wide, If the chara.cler wanu 10 roll a skill che<:k. the mOUIll can
be urged 10 leap QbHadl:)' up to five fcct high"ol jUlIlP acrl;W gap!' up to 20
fttt wide. SuccC'Ss means Ihal the mount has made the jump. Failure indI­
cates that it halks, and the eharacler mWI make anolher skill che<:k fO KJ:

whdher he relaim hiS SUI or falb to the ground.

-The charJaer an spur his sleed on 10 g~~t speeds, adding 6 feet per round
[0 the ~nimal's mOYe.ment t'Jte for up to four turns, This requires a skill dlcck
each tUrn 10 see if the mounl C'all be l'u~1Cd this Im,j. If the initial dla:k fails,
no funhel aneml'ts [llay be made, but Ihe moum an move normJ.lly. If Ihe
1C'COnd or liubsequent cha:k fails, the mount immediately 1Iows to a walk. and
Ihe eharacter must dismount and lad the animal for a rum, In any "'....nl. afll."r
four ......m of ra<;ing. iu dlsmoum«l rider mu" wa./k tI,., "ff<I for 0"" ru....

·lbe charxter can guide his mount with his knea. auhling him 10 usc
l'l'l:2pOnli Uu,1 requi~ IWU !lands (such :IS bows and I\I.'O-handcd swords) while
moumed. This fea[ does 001 require a skill check unless Ihe charxter Wei; dam·
age "'hile so liding. In Ihis cue, a cha:k IS requllcd and hilure means Ih~[ Ihe
charxter fJ.lIs to Ihe ground and swuinli an addilional Id6 points ofdamage.

.1lw: chal:lCter an drop down and hang :lIlongsidc: the Sited, WJng il as ~

shield ~galfUl art:llck. The char.tCter annat make an allxk or Wl.":l.r armor
while performing this feal_

The characta'i Armor Cbss is lowered by 6 while this ma.llt:U'1:'r is per­
formed. Any anacks Ihal would haV(,' sUu<:k [hc chuacler's norm,,1 Armor
QUl an: consideled to h:llve SHuck Ihe mount insr.,;ad. No skill chrek is
required.

-11lc chat'JclC:r elm I~p from [h.. b.:Ick of his steed 10 Ih.. grotJnd and mak..
a mel« all:llck againsl any cha~crcr or crc:tturc within 10 fect. The player
mu.st roll :lI sUCCU5ful skill eheck with a -20% penalty to succttd. On a f:lliled
roll. thc chat'Jclcr fails to bnd un his fr:el. fJ.lls dU/llsily 10 Ihe ground, :md suf­
fen IdJ points of damage,

11rcrequisite: None.

Riding, Warhorse (Dwarven):
[(Dexterity+Charisma)+21SophlsticatedJ2 B. P.]

A chat'Jcter with this skill is able to ride ~ dwarven wuhorsc al no penalty
:IS 10ng:lS he m~kd hil skill check. Dwarven warhorses do not let just anyone
ridc them, and all who try withoul having the benefit of this skill will get -3~

to Iheir 1Il0VCnlent rate (or WOl1t). There is an 80% chance Ihe warhorse will
buck off and 3llJck ~l\YOne who tries fO ride [hem without [his fkill. These
beam ar.. rafe. since 1Il0S1 dwarves hale to ride horses. This skill allows a char­
aCl<"f [0 find such a hOfse on <II successful skill chcck. A skill ch~k musl be
mad.. at the firsl meeling with the warhor5C. A luccessful chttk means the
horSf: ha.~ accepted him, An unsuccessful check means Ihc horse requires rome
coaxing, usually in the fMm of bribery with food. NOle; coaxing in Ihe form
of IhrelllS or abuse will only all5e the anin131 to become hostile.

Once the character and the warhol1t have bond~-d. no skill cheek needs 10

be made in order for the chal'llcter 10 be able 10 ride the basI in norlllal con­
ditions, A skill check is only needed when the ,haracter warlls to perform a
compliared SIUnl, Below are rome of Ihe nuntI possible wilen a chancIer has
a dwarven warhol1t for a mount. S€lme require skill ch«ks, olhers do nol.

The characlel (':Ill \':lull 0010 <II $:lddle whenever the hOlse is sunding still,
even when dIe chancre, is wC:l,ing armor. This does not I~uite a skill chrek.
TIle chat'Jcrer must Illake a chrek, however, ifhe wish.-s 10 Gel [h" mOUlll moy­

ing during the sam" ruulld in which Ii" lands in ils saddle. lie must also mak..
~ skill check if he :a1tl:lllPU to vault OntO the $:lddle of a moving mOUlll.
Silure indicates that the character falls to the ground - presumably (juil"
cmbarraucd. By the way. bec:ausc of the nalure of ,jwalVC'n warhorses, skill
checks 10 perform Ihe above slum :aK' made al ·5~

-1lle chal:lCter's moum wiU fight alongside him, wilh no skill check
required. Dwarven wuhorscs arc naturally a.nlankelOUli and look for oppor·
luniti.-s to dispby this altilude.

-The character an spur his Stttd on 10 gmll spenls. a,jJing 6 feel pe-r round
10 Ihe animJ.l·s movemo:m nle fOI up to fUUIIUrnS. TIlls f«Iuir.-s a skill eha:k
each lurn to SC( if the mount call be pushed Ihis hard. If 11K- initial ched: fails.
no funher allemp" may be madl:, but Ihe ,jW:l.f'i('n warho~ (':Ill move nor-
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mally. If the second or sub5Cquenl cho:ek f:lils. the mounl imlllediately slow.
to a walk. and the ch3laeter must dismount :tnd lead Ihe animal for a tum. In
any event. aflo:r four IUWS of racing. iu dismount"d rider mUll w~lk the su;,o:d
for <me turn.

-Tho: chat'JCler eao (;uide his moum wilh his knees. en~bling him to liSt'

wcapon~ Ih:ll require twO hands (such :IS bows :lind rwo-h:todcd swords) while
moumed. 'nlis feat does not require a skill chrek unless the charaCier takes dam­
ab'l:' whill:' llO riding. In this ClSI:',:a chrek is required and fallure means Ihat the
characlo:r f;l\ts to fhe gwun,j and sustains an additiol\:ll Id6 poinu ofdamage.

·llie chaf;lCler CUI drop down and hang ~Iongsldc Ihe $Ieed. using it as a
~hidd against :allaek. 111e charac[..r aooO( make an allack or wear armol
whilo: performillg this feal.

1n" chaf;lCI"''s Armor Ous IS lowered by 6 while Ihis maneuver is per­
fOllllcd. Any arracks Iha[ would ha"e snuck Ihe characler's norm:tl Armor
OUl are consido:rnJ 10 have sHuck Ihe mounr ins[<".Jd. No sltll eheck is
r«iuired. If Ihi,) )Ium i,) .u\\oofullwwevcr...nd rI.." mOUnr $urvives .he ;1.uaek.
he will refuse 10 lei the chanCIer rKie him :again.

-The chan,,'" an le~1' from the back of hIS Slttd 10 Ihe ground ~nd make
a melee allack againsr :tny ch:llf;lCI"r or Clralure wilhin 10 feet. The player
musl roll a )uro:uful skill dl<'Ck wilh a -20% penalty [0 succeed. On a failed
roll, Ihe character fails 10 !:and on his fCC!. faUs dumsily to the ground. and suf·
fe" 1d3 pamlS of damage.

-TIle c11:l..r.lCler can ride his warhorse inlO any uruclure whcrt' the anlm~1

will fit. Tho: beaIt is ablo: 10 lravd underground wirh no fear wh~lSOCVCr. No
skill check is needed here:,

-TIle c1lar.ICter can pack his animal with 1d100 pounds morc equipment
and olher itO:/I1S lhan he could pack on the back of a l.-gulu hon.., Without
suffering an en,ulllbulICO: penalty. Dwarven w:arhorse'i are known for rhelr
slrong backs.

PreK'll"isile: None.

Rope Use:
[DextcritylSophisticatedJl B.P.]

This character can accomplish am~~ing fe:lts wilh rope. Hl:' is able to tic all
manner of knots, mcluding Ihe single Blackwall hitch, single bowknof. sheep
shank, bowline, single carrick bend, figure-"iglll knot. etc. He all tie knot.
Ihal slip, hold tightly. slide Ilowly or lOO:>Cll with a quick tug. These CJn be:
UK-d in alllllallller of circumstances, flOm Ia.~in& down rigging Oll a ship to
m~kiJlg SlIre:l Cllpllrred en..my Cln'f get free. If Ihe char.tcler's h:lnds are bound
with a knot. he can mil ~ skill chctk (with a -30 pen:!I!)') to e.sc~pe the bonds.

A chat'JCler wilh rope u~e Kains;l .2 ro-hit bonus to all.allach made with
a l;c;~u. He alsu {'t.'(eivcs a. ,10 bonus 10 all dimhins checks made wlllll! h" is
using ~ [op,e. including ~"ernrfS to h..by (secure th.. end of a climbing rope
to) companinns.

Prerequisite: None.

Running:
[Constitution/Sophlstlcatedll B.P.]

'Ine chat'Jcter with this skdl can move al twice his normal movemClll t'JI~'

for a d..y. At th" end of Ihe d~y he musl sleep for eight hours. Aflcr the fim
day's movement. lhe ch~t'Jcter mlUl roll a skill che<:k for success. If lhl:' die [011
succeeds, the ch~t'JCI"r an continue his running moveml."nl the next day. If
the die roll f:lils. the character annol use his running abili!)' the neXI day. If
involvetl ill a b:l.ltk during a day he spe-nt funning, he suffers a ·1 p.-nahy to
all his allack foils.

PrerequiJile: None.

Seamanship Suite:
[Dexterity/SophlsticatedlS a.p.]

TIle character willi this skill is familiar wifh beau and ships. He is quali­
fied to wOlk:llS:lI ernvman, although h" annOI aenuJly na\·igale. Crcv.'lof
It'Jined .st'amen :are nK<"$SJry to manage :lIny ship, and they ImplO''C the move­
ment rales of inland bootu by 50 percen!.

Prerequisile: Non...
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SeamstressfTailor:
[DexterityiSophisticatedf2 B.P.]

The ehal"Jeler with this skill can sew. mend :l.nd dC$ign clothing. He can
:l.lso do aJl kinds ofcmllroidery :l.nd omamernal work. Although no skill cht,<k
is required, the cha""Cter m'l~t have al least a needle ami thre:ul 10 wtlrk, a.~

well :lS some doth.

I'rel'l:!quisite: None.

Seduction, Art of:
[(Comeliness+Charisma)-!-2/Sophisticatedfl B.P.]

A chamcter wirh Ihis skill c.~n se<!u~e member.' of the opposite sex in order
10 curry favor or gCt help from them in some way. For instance, a fem:tlc char­
:l.eler might fr)' her seduelion skill on :I. guard :1.1 the lpre in order to get him
to let her and her companions inside. St:auction o.n work in man)' ways. It
can aCt either as a dis,,,,,ction, allowing other ~hamners to perform actions
wllhout being noticed, or:lS an attempt 10 sway the will of a person. A skill
,he<:k ,an Jx, made on an)' en,ounrer wirh a memJx,r of Ihe opposite sex, and
if it is suc(:(:s~ful, the character advances onc step higher un the rl·...ction tallk-.
Most of the time, a skill cheek doe~n't need 10 be made,:L~ long as whal is beinG
aflempted is rcasonable. A chamcrer C3nnOI ralk a guard inro killing himself,
of course, no m:l.uer how sexy she is. By the S:l.lIle token, seductiun is lIlure
difJicult, if nOI impc:lssiblc, 10 llS(' on membcrs of hoslile mces or un mcmbers
of cultures wilh dilTering standards ofbe:luty. For instancr, a hllnlan male, no
maner how handmnte and ch:l.rming, would prohaMy nm lJc considered good
looking to a female Ogre. A skill check can still be made in stu,;h instanecs,
Inll it is at -1 n.

Prerequisite: None.

Set Snares:
[Dexterlty/Sophlsticated/l B.P.]

The charactcr call make sinlplr sll~rrs ~lId Ir~ps, primarily to rutch slll~1I

gam". The'le Cln include lOp<: snare~ and spring uap.~. A .~k;1I cheek mll.lt h"
rolled whcn rhe snare is first construCTed and every rime the snare is ser. The
dl~rdCter l~dn also ~ttelllpt 10 )et traps and snarl') for largl'r crc-dtUres: tiger pits
.tnd net .~narfi, for"x:llnple. A skill chn:k must he roll"", this tim~ with a -20
penal!)'. In both cases. swing a successful snare does not ensure that it c.1tch­
es an)'lhing, onl)' th:l.l Ihe snue works if tri~ered. TIle GM mll.'it dl'Cide if the
ttap i$ triggNcd.

Thief dl:l.r.lettrl; (and only thievt'S) with thi~ skill llll1 al$u attellll't tu rig
nlafl-traps. These can involve such things as elOsshows. dc<ldfalls, spik",l
springboards, NC. Tht procedure is thr sallie as that for setting a large snare.
The GM musr dcrcrmine rhe amOUnT of damage causoo by a man-rrop.

Setting a .~mall .~nare or IraI' t3ke~ one hour of work. Setting a brger Imp
rcqllires rwo ro rhrce people (only one need h3\'<: rhe skill) and 2d4 hours of
work. Setting a IlUTHrdl' rl'tjuire~ ulle or mure pl.'Ol'le (depellding un its
nmure) and IdS hours of work.

To I'rep,lr<: allY tra!" thr chardCter must have appropriatl' lIIall'rials 011 hand.
Chamcter:s wilh Ihe animallnr.. skill s-,in a +10 honlls when altemptins tn Set
a snJre for the purposes of e:ttching game. Their knowledge of animals and
lhe woods serves them well fur lhis purpose:. The)' gain nu l>cnefit when
allempling trt tmp mOMI"r:I Or intdligcnt h"ing_~.

Prell-'<[uisite: None.

Shield Repair (Metal):
[(I nte.lligence+Dexterity)';'IfSophistlcated Task/J B.P.]

A P'Crsun with this skill (;(11 lI1~ke minur repairs ~nd rrplitl"c lust armor
p<1ints Il) shidd.' nlade of nleta1. It rnkcs twn lluinlerrllpl"rl turns to ({lml'lelc
a minor rrpair (1-2 armor poinls) such as repairing a small dem, tightening.1
Inose rivct or rwo. or parching:t minor hole. It rakes aT k'a.'il fnur unintcr­
ruptcd turn$ to completc a Illcdiulll-siLl,<1 repair (3 -5 poinls) such as rl·phl.C­
ing a lundful of rivets or repairing a l:trs~ dem. It takes eight unitllcrrullted
turns ro compl"te major repair:l (6 to 10 poinr!;) such as parching man)' lar~e

bub and dl'nL~ or re:l.lI:l.ehing m~jor pans. A character with thi~ ~kill CMIl lix
1.14 :lrmor hit point.1 per skill chn:k. A [~He<I.,kil1 cheek inrlic:lu';s he C:1l1 no
longrr makr repairs on that particular shield. E.,ch skill check requires 2d20
gp in malerials.

Prerequisite: Leathcr Working. Metal Working, 13IackSmilh Tools.
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Shield Repair (Wood):
[(Intelligence+Dexcerlty)+2/SophistlcatedTaskfJ B.P,]

This skill is exactl)' like Shield Rl'pair, Metal but unly wurks with shicld$
made of wOO<l with simple meral or Ic-... ther binding$. E.1Ch ~kill check rcqllires
the 1d20 gp in materials.

I'rcrcqllis;te: l.C':lth"r Working, W()Od Working (Car["CIII"r Skill).

Skinning:
[(Strength+Wisdom)+2/Sophisticated Task/I B. P.]

A cnamcler with this skill knows the proper pmc"dure for obuining th..
hide from a dead animal or beasr. Hc knows what skills to usc. hlllv TO treal
and ~ture the hide, and which part of the hidl'S an' the most valuablcor usablr.
lie C1n al.o;ll CSlimate the amOllnl of hine ne<:<i<:<i for variou.~ items .mch as
bOOtS, gloves, cloaks, etc. The Char:lCTrr must havr a sharp knifr a.nd an anim:tl
10 skin in order to get thc hinc. TrC3ring rhc hide lakes more tools.

Prerequisite: None.

Slaughter: Game Animal:
[(Strength+Wisdom)+lJSophiSClcatedfl B.P.]

A dHLrdclCl' with this skill knows the pr"'p<:r procrdurc to ~laughtCl gal.lIe
:mim:tls. and to Cut up the e:trc:tSS SO:lS to IHovide the most mc':tl. He knows
how ro trim away the fat. if desired. and gCt rid of el'erylhing that is incdible.
He must havl' ~ ~hatp kuifc and a gam!' ~tlilllal in ordcr 10 P'Crforlll rhis skill.
The formula for d"t~rmining Ih" yidd of edihle ne~h when s1:tuglllering live­
stock is: Hit poinl.\/I OxSi7.C" pounds of rdible Oesh.

Whne Siu is a.~ fol1ow.~;

Till)' •. 25, Small. 2, Mt-ditun..-l, Lugt· .. 6 and Ilugl'. 10, Gi:t1U • 25,

The size of individual giime animals is listed in dlC: H~cklopedia of Be:l.Sls,
which is availablc unl)' to a GM. Characters with tht, slaughter, gamc animal
skill arc able to increa.o;c th" yield of edible meat h)' 25% if they make a suc­
cessful skill check. They can C3rve the choiccsl curs, trim away the fat and gCt
rid of any inedible portiuns

Prerequisite: NOllc.

Slaughter, Livestock:
[(Strength+Wlsdom)+l/Sophisclcated/1 B.P,]

A ch~racter with this )kilJ is all CXP'Crt un slaughlering alld bUlCherillg farm
:lIIilllak The formula for deleollining the yidd of eciihle nesh when sl.LLlgh­
lering livestock is: Hit poincsJ InxSi7.C" pounds of edible ncsh.

WI\{'rc Siu is as follows:

lill)' •.25, Sm:l11 • 2, MediulII..4, Large. 6 alld Huge. 10, Gi~m • 25.

The Sile of indil'idu.al livcstock is lisred in Ihe Hacklopedia of Be:l.Sl.'i, which
is available on I)' 10 a GM. Ch:uaCll'ls with siauglllcl, livestock skill can increase
the )'idd by 50% if they make a succl'SSful skill ched:. H.. can carv" the choic­
est clt1s. rrim away Ihc f.u and gcr rid of any inedible porrions. Hc mllSt have
the propl'r tools. the enct nalurl' of which depc:nds un the animal to llc
hLllcherr:<l. Luge lil'C5IOCk SIKh :t.' carliI' require the availability of a blbe
hammer, or similar large rool, and a sharp knife. Smaller animals. such as
chickell~, require unly a sharp knife.

Prerequisire: None.

Slip Away into the Shadows:
[Dexterity/Sophisticated/I B.P.]

This cham,rer is ahle ro slip awa), quieTI)'. unnmiced. in mO$r siruations. He
rull meld into crowds as well. withuut lJciul; Sl'Cll. HU\l'el'el, he cannOt per­
form this ~kill if his fc,,' ar" bound or],,, is incarcerale<!. A skill check i.~ nee­
esury to sllccessfully pcrform this skill. A successful skill check mcans the
ehard~ler is allle to U,l' the cuver around him (shadow!;, stacks of huxl'S, a
crown. etc.) to ~Iip away llno;een. A character in nletal armor gelS -10% 10 his
skill chcek.

I'rerequisit,,: Non".

))0



The HackMaster Player'! Handbook

Stealthy Movement:
[De.xterity/SophisticatedJ" B.P.]

It ch:lr.Ktn with this ~iIl c:tn succ5Sfully follow aoot:her person while
remaining unSttft and Illll'lO(iad. tit an also snak IIItO buildings. Ixnti 01

~ny Olh~ SIrUCltlft unbtknowlUl 10 lhe Of:CU~u. A ikill dlt'ck must hot
rotltd lOr Iht ch:anQerlo IK- iu«,~ful. A cm.l3Oer in 1Tlt't3.1 armol gns -I 0"tI
10 his ~kill chC(;k. •

Prerequisile: Slip AW7.'/ illlo the Shad,>,,'$.

Stonemasonry:
[(Strcngth+lntelllgence)+/Sophlsticated/l B.P.]

A J!onemason is auk to uuild ~tl'ucrurC$ from '1nlle so Ih.ll lht'/Iast n,any
years, The stunc l";l.U l.>c mort;1fed. c:arefully fiu~ wilhoUl momr, or loosel'/
fiu...d :.Iud chinked with lock~ :and tarlh. A S{onC'.muon equipped with hi>
tools (h~mmers. chi~ls, ....'Cdges. block and r.td:.le) an build a plain section of
~II ont foot thick, len feet long. :and five ft'rt high in one day, pmvi.lco:l the
stonC'. has :already be:cn CUI. A S10nrnQSOn an :also supt.rvist tht work of
unskilled laboms to quarry S1nne. Ont stontmason IS n=ed for every Ii'·e
laborers. 1)oA-;l.1\'tS art among the mosl a«omplhJlC'd itonelllitSOns in th"
wond. lhey r«C'.lVe a .I~ oonus when using this skill. No skill dorck Is
na:dtd for IhUi skill. but thc ,h;uaCler mllSl have lhe propt-r lools avallabk.
and l pll,lfki('ney in using Ihme IOOIs. A Sionemuon c:m also aClIle simple
Slon" arvings, sIKh u kuC'.nng. rolumns. :and lloumh<;s.

Pn.'n.'quisit(': None,

Survival Skill Suite:
[(I ntelllgence+Constitution+Wlsdom)+3/Sophisticated/l 0 B. P.s]

Thi~ ~kil1 iuite inc1udl'S survival 5kill5 for arclic, desert and iungle dit1\at~

u wdl as umlerground. A playC'.r who purchases Ihil suite fur lJi~ character
give; hi5 char:teltr a good chanec: 10 survi"e. if lUSt. in any of these environ­
mtnts. He knl)',\"5 Ihe halluili he might fac(' in (':Ich :and undemands Ihe
effectS of the we:athtt. I-Ie knows Ihe pmper steps 10 ItiKn Ih(' rtsk ofexPOSll~
and the nlCIhnds 10 10cIle and !?th('r pofabk W7.ter and how 10 find b:as.ic food
("'hether it's appniung II nOl j;tUnlnll:cd). Funh~""ore. a ch:lr.aaer wilh sur·
VTval slllil an insHua and ai.d Olhco. in Ihe same sinufion. When wang thIS
iikill to lind food or W3.I('I, lhe em.l'3CI.er mllSl roll a skill ched. If tilt cnrck
fails. no IT'I(I.e :alfemprs can be mad(' that d:l'/.

The )utviv-.l1 >kill in no way rd"aseo; Ih" plartr ch:lr.tclcrs flOm the han4hi~
and horrors of h.,ing losl in fhe WIlderness. At besl. it allt...iatt':li a slll:lll por­
tinn of Iht suffC'.fing. The food found iii Larely :!(k'quatt and waler i~ di~ov.

ued In mlOlsctlle amounu. It ii Still quite possihle for a char:tCIC'.r with sur­
vival knowledgc to die in the wildernes.<. IndcC'.1:1. tht lillie knowlC'.Clge: Ihc
Char.llter hlb may It':I.d to OV"ll:nnfi{lcnce and dMnI! DClicriptiuns of Ihc var­
ious dimmes follow for thoS(' who don't wish lO purch~ til... clltire sllilc.

f'n'",quisitc: Non".

Survival, Desert:
[(I ntelllgf!nce+Constitution+Wisdom)+3/SophistiGlted/J B.P.s]

This skill allo-..."5 a doJl,Icler to ha\"(' a Ixtl('f than avenge chance to ~urvive

.. hen losl in Iht desC'.n. H(' an find w::ne.·r. :alillough in miniscule :amounu.
H(' an find food. :although the food lllay be IC'SS Ihan 13.Y)·. He knows 10 tnv·
d In Ihe r:ooI of IDt.- eYening and where lO.seck shtlt('f during th(' lUll h(':lt of
th.. city Cur how to conSlnJCI ~ill if nm n;l.Iur:allyav:ubble). A skill ,hed. mUSt
I.lC rolled in order fOlthe clur:tCler 10 find food, W7.tet or sheller. If Ihe check
fails. no more all('mpls an be made that da,/. I-Ie can alw le;l<:;h ~nd aid his
comrades. or mhers. in Illc ~:.Ime situation.

A~ ~t.ned above In IhC'. dcscriptiun uf tltl' mrvival skill <lIile. lhi.< ,~kill dO('!
nOt rtle~sc IhC'. ch~ra<:;ler fmlll ~um~ring during his ordeal. It is sliIl possihle: for
a chancter with this skill to Ilie in Ihe deun. HowevC'.r. this skill will k~",n

Ihe challces, prm'ided the char-tetC'.t doesn't gel 100 cocky,

f'n:""Iuisitc: Non".

Survival, Jungle:
[(I ntelligf!nce+Conldtution+Wisdom)+JiSophistic.atedn B_P.s]

This UJI! allows charxlers 10 have :I bttlt1" than :average clt:ance to survive
.. hen 10111 in the jungl". 10<' chanaer wilh thili iikill iihould be abl" 10 find
pouhle ....alC'.r and edibk (if nm nea:ss:anly ~ppctiling) food. He knows what
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d~ngershe might face ill the form of wildlift or inJ('CfS and he atn usually find
Ot constluct <hrher, He an hdp OIhC'.n wllh him do the SiIIlnt, He musl <11(­
ce:Wully makt a skill doedt rolled 10 find food, waler and 5he!1('r. An unsuc·
cessful ched mnm lhat lie' was ull<tblt to find what ht was lookmg for. No
more: attempts can be: nlade thai <by.

Ch:arxters with this skill c:m Slill di(' in Ih" jungll:, :and lhey lull suffer IDt.­
dfrcu of lheir ordeal. ('Ven if lhey do SUIVIVC.

Pn:""Iuiiiite; NonC',

Survival, Underground:
[(I ntelligenee+Constltutlon+Wisdom)+J/SophistlCO\tedlJ B. P.s]

A chamctcr with this skill has a good chance uf iurvivinl; WIIl.·l1 lost 1II1cler­
ground. HC'. is :thk to find poc:kcUi uf ~ir,:tS wdl as food alld w;ner. HoweYtr, a
successfill skill check lIIUSt be mill-d, If the check r....ils, IhC' char:tclcr has 00::11

un~ble to lind wh~t he II(:Clh th", .by. and 00 OIhtt skill chC'.Cks an be: mxIe
umillhc: next day. This charxlercan lad! and aid others in the sarnt situation.

As SlatOO before. Ihi~ skill dMS nm guar.tntC(' surviv21. It iitnpl,/ ~,'n the
ch.ar.tcler the knowlcdg(', and rhe cltanc(' ofsurviving in conditions Ih:1l v..ou!d
bt sure 10 klllihe unskilled.

I'rr:rrquisite: None.

Survival, Arctic:
[(lntelligence+Constitutlon+Wlsdom)+J/Sophisticated/J B.P.s]

This skill gives a char4Cter a kutr than avemge chance ofslirviving in win­
tery conditiun•. 111;5 dlamClt! ~holiid ht able to find food, warmth :lnd ~hd·

tcr in thi~ environ men I. A skill chC'.ck mlUi he rolled (by tltc GM) in order for
the char:lctC'.f 10 he ahle to find food. Sllc!tl·r and warmth. If it f.lils. the nee·
dS:ary item unllut Ix: found, anll no other skill cheek can be: made Ih:at da,/,
TIli) character all help Olhers in thl' $;tmc ,inlalion.

This iikill,:tS will. tilt otll('r wrvival (kills. does nO! guann{C(' the cn:ll':lCtcr's
iurvival in this harsh ellvironment. He Will al50 slill suffer fmm Sl,lme of the
efft'CtS of his ord(':ll, mduding:a 60% dla.ll(e "f flOStbite. even if warmlh and
shelter:an: foulld. TIle' ch:aou for frosthile goa: up 10 80% Without sheller. If
lllore Ihan thltt da)'i &0 by with no luccess in finding W7.nnth 01 shdtC<'. Ihe
ch:lr.tClt't" is guannl= 101uffer frustLite d:am:lge, Waler is nl)( a problem if
th('J'C: Is plenty ofSIIOW around, although Ihe char.tCltr knows 10 OOlllhe W7.tel
to pm·('lIl hyplllhermi:l. Thl' characler wffe" :all of Ihe effens of the depri­
valion invol,·ed in such an ordct.l.

Prr:rrquisite: Nnnt.

SwimmIng:
[(Strength+Dexterlty+Constitution)+JISophistlcatedIJ B.P.]

A ,h~"'C1er with ~wimOling skill knows how to }"V,'im. He f,......11 nlOV/: accnrd·
ing to the rules given in thc Swimming seclion (J1~PllCt 1(,: Time and
l\'lovancm). niOSt' without Ihi~ skill annot swim. They can hold Ihcir
br(':lth and f1""I. hut IhC'.Y cannot IOtentionally ffiO\'l.' about in the W'lte•.
['rr~uisitC'.: Swlmmmg. Dog Paddle.

Swimming Dog Paddle:
[(Strength + Constitution)+VSophisticatedll B.P.]

It. cltar.tcter with Ihis skill can dog p3ddle :and move according 10 the rules
gil"('n in thl' Swlmmlllg sccrion of Chaplcr 16.

Prr:rrquisite: Nnnt

Tightrope Walking:
[Dexterity/Sophisticated/l B.P.]

The characlC'.r with Ihis skill cm attcmpt to walk aclOSIi narrow ropes or
bt:ams wilh grr"'tcr dlllll normal ,hances of511CC1:SS. He can negollat( any nar­
row S{l1fae" not angled up or down gtCller than 45 dCKred. Eat.h round Ihe
ch:lr:aCll.':r can \'l'2.lk 60 fCC!. if ~l:Uml.lC""". Ol~ skill chrck is made ~ry 60
ft"'tl {or pan therron. witl, failm.. in<licllinc a f:lll.

10<' chcd: II made with l -50% pen:alty to the ahiliry scor(' if the SttrOO ts

00l: inch ur Ins ill widlh (a lope), ~ -25% pt.n:alry if lWO Inches 10 IIX Inches
wide, ao<.lnnmndified ifSC'Vl'n inches {O 12 Inches wide. 'Wider lh:an one font
requires no cheeK for Ihe skilled ch.:ar.ICten; under norm",1 circum.uanas. Every
additional Building I\'lim Spt"lll on lightrope walking reduces Ihc:sc pen:allies
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by 5%, Usc ofa balancing rod rloUuCl'S the j.lCnalties by 10%. Winds or vibra
tiC)ns in (he line increa~(· the penalties hy 10 to 30%.

The char.u:ter I":lJl auempt to fighl whilc un a tigillropc, bill hc ~Urrel'S ll-I
Ix:n<llly to hi~ lltlack rull and IllU~t roll a sUlctssful skilllheck <It till' \x:giunirrg
of e'1Ch rT>und (0 avoid falling oil Since (he char:lcter c.~nnOt matWII"Cr, he
gains n(l adiustm~lIl~ 10 his Armor CLw for Dexterily. Ifht iHtrtlck while (Ill

Ihe rope. hc mU~1 roll an immediare skill check!O rel3in hi~ babnee.

[Irerequisilt, None.

Torture:
[(Strength+lntelligence)+2/Sophisticated/l B.P.]

A char:.tclerwith thi~$kill h,,-~ the allili!)' 10 cause pain and to make that pain
las!. Torlure i$ usually conducled to retril"e informa(ion, though (h"re may
be orher rC:lSons for lhe usc of such force. A characrer widl lhis skill knows
where and how 10 hurr a pcl'Sun so lhal lhL')' fed lremendous pain. hm do nOl
die. A skilled lUrtllfer ('"~ll bring his villim duwn tu within 2 Itit points uf
death and thrn revive him for bOltl. No skill check is needed unlos (he [or­
mentor wish/';!; 10 1t'J.rn S(llll!' sp«ific informJ.tion. In such a C3Sl', the ch3l'".tc­
lcr musr make a successful skill check in order for him to learn anyrhing lhe
victim knuws. Keq) in mind dIal the victim may nut knuw what du,' charac·
tef watltS to kllOw. No tooh :m' IlI'(tS~ary to ptrfonn lhis skill, bUl they c.~n

he u~ed. Nflle lhat gonJ-aligneo:l ch:rractu:'> are rlfll normally allowed to Illlr­
chasc lhis .Iktll, as even knowing how (0 usc if violales Iheir alignment.
Howl:\'o:r, Iho: GM may Ix: penuaded in spe<:ial l:ircum~lancc~ lU alluw it. A
kuil;ht flrallt might bc su(c('S~ful in presenting Sitch ~n ;(l'gum('nl,

['rerequi~ile: None.

Tracking Game:
[WisdomfTypeJl B.P.]

A char.tcl..r with lhi$ skill can follow (he lrail of .In)' !?111~ .tnimal in ord!'r to
hum II for food. No skill check i$ needed unless rhe character is rT:lcking lhe
~me aCTO!>\':r ri"er. shifting sand ur ~hifling snow. [n lhe faller c:ascs. !Ill,' char·
:rll(·t mUSt mak.. a skill du;-<:k a( ·10. If lh(' duxk is suc(:l'Ssli,I, (11<.. chaT:lcler is
.tule to track lhe b'3m" in ~pil" of lhe ol'lSladct. O(h",rwise, lhe trail is lost.

Pn.·n:lluisitc: Idtnlify Animal by 1'..,,1.5.

Tra.cking:
[Wisdom/Sophistica.ted/2 B.P.5]

Cha"lctn'l with tr:.1Cking .~kill are :rhl" t" foll"w tll" l"lil nf creatu",.~ :md
characl"rs across mosl (ypes of terrain. Cll.tl'".tclt'rs who are no( rang!'rs nlllSl
roll skill checks wilh a ·30 penalry 10 {heir aniliry scora: rangers suffer no such
penalry. In addiliun. other mudifien arc also applied 10 lhe allempt. accurd·
ing IU Tahle C2.

The modifiers in Table G2 arc cumulative· lOlal (he modifiers for all con­
ditiuns Ihat apply alld cumbinc thaI with til" tr.fCker'~ level uf mastery to get
lhe modiflN eh\l[1(t to (rack.

For cx:l.lllple. if Renurian·s lracking maslery is 80 and h" i~ Iryin\; IU Irdck
thruugh mud (.20%), at llil;ht (-30%), Juring a sltl·t stOrm (-25%), his net
:rdjnsmcnl i~ -35%. (lieing II mnger, Rcnnrian dfles not ~urro:r tho: ·30% penal­
ly for non-rangers ttJeking.)

For lracking (0 succ~d. lho: c:ro:alllre tr.lcko:d mU.ll 100J.vo: .romc tyfll' or trail.
Thus, it is virtlJ.1l1y imp,ossib[.. to track flying or non-corporeal crealures. The
GM nul' allow lhis in T;lre instanccs, bll1 he should also assign subSl3l1lial
penahks to lhe allcmpt.

To ll'".tck a creamre'. lh~ char:.tcta must fiTS! find the lrail. Indoors, tht
lracker mUSl have seen the CfC;llure in lhe lasl 30 minmcs and mUSl begin
lralling fwm thl' plal'l' last n'ClI. OUl(.loor~, tltt trdl'kcr must eilher havl' seell
the en·amre, have cyewilll('S5 repon~ of it~ rct:enr 1Il0VClllcnt ("They well(
thaddaw~y!") or lllll<l h.wo: ohviou_~ ",vi/l",nc", lhal lh.. cre'atur~ il in till' ar~:l

(such as a well-uS«! g.1me (rail). If lhae condilions arc mel. a sk(lI chct:k is
roll ..d. SUCCCliS m..ans:t lrail hu b....n fuund. Failure means nu tf'.tilltas Ix:..n
found. AlIOlher allCtl1pt cannot lx.' lll:tde uutilthc abo\'(: conditions arc nlet
.lg~in under dirr..ro:m circunmances.

o..~c ,[[I' ll~il is I..." ..d, addi.ional ,kill d,c"ks alt' 1'011...1 for <I"" followin!;
situations:

-TIle chant'l' tu lrAck dl~'rl'as-~'S (terr~ill, f'din. eTC-dturl") lloavillg ,Ire group,
d.trknC$S, elc.l,

-/\ 5CC/Jnd lrAck I:ru~sa Ihe first.
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Table G2
Tracking Modifiers

Terrain Modifier
Soft or mu<ld~ ~l'O<lnd .,'"
ThKk bru.h. y,nes. or ree<l. ~ IS"
OCQI>oNI1Cni of p;l~. dYs, .,,,,
Normll rround. wood floor 0
ft.0(~~ around or shlliow WIler -''''Every two ,re"ures in the 81'O<lP ."
E_t 12 hoors .lnt;. tnll WI< mode -"EY<!t)' Iloyr of ....,n. ,now. or 'I"'" ·2S"
Poor ~llhblll (moon or Il:lrli&hl) -""TrUkM parry IlltmpU to Mdt tnll -25"

Table G3
Movement While Tracking

Chance to Tr:lck Movement Rate
Up <0 J()),; II. normll
Up u, 7())'; (n fIO'....(
71" or grNIN' )1. fIO,mal

-The party resulllcs If'.tcking afltr a halt (10 rest, l'at, fighl. ell:.).

Once lhe (raeker mils a skill check. another check c.1n be rolled J.frer spend.
ing:ll [easl one huur searching lhl· area fur new signs. If this dllock is failed,
no furth~'r allemptS can be made. If multiple (rackel'$ arc follnwing a nail. a
_5% bonus is addcd 10 lho: chcck whiclt is made by the mOSI adept lrack("r.
Once he loses lhe (T;lil, ir i~ lost 10 all.

If the mnclilio:r.~ low<:r lho: chance (/) lr:.tck hclnw 0, lho: trJ.il is ll'llally [(\!it 10
lha( chafae(!'r and further tracking is impossibl(" (even if the chance 1.1Ier
improvl'S). Olher charaCters may h.. able lU confinue tracking, but dIal char­
alll'l Ciumot.

i\ lr:tcking ch:lracrer can also mrempl to identify lhe rype ofcreature:; \leinl;
fulIuweJ ltnd the appruximale l1umlx:r by rullinK a ~kill cllelk. All tltl'norma[
tracking modilicl'$ apilly. One id("fllifying dll~ck Gill be mllcd each time a
check is rollcd [0 folln.... 1110: lrail. A successful chcck idel1lifi~ lht cre:l(ures
(provided lhe charaCTer h:tll .lOme knowledge of Ihal f)'pl: of crl·:uure) and giVL'!i
a ruul;h 1'S1 imatt uf dlci r nUllIben. Ju~t huw <I"U.-;Ito: this csli tIlale is depends
On (he GM.

Whcn folluwiug a tl'".Iil, the tracking characH:r (alld tho~e with him) llIUSl
slow down, IIl("ir speed d..pending on Ih.. chal'".1Ctcr'< mndifird chance to lrack
.IS lound from lahle G3.

In th(" e;trlicr n;~mplr, Rcnmian has a nlo<lifi<:d (racking chance of 45. m
he mOIll'S a( h.tlfhis nOrJllJl lllovellltnt ra(e.

Pl'('rc\luisiICI None.

Trap Sweep, Full Sweep:
[( Dexterity+Wisdom)+2/Soph isticated/R]

This skill involves more lhan the typical check for mps. It is a hig picture
dlcck, wilh a .... ider are:r Ihan a simple If'.tp dlcck. Whcn performiug this task,
till' skilled (hitf dllocks ('Very area of" rOOIll (approximately 20' x 10') quick·
ly hut carcfully in j"_~l 2dl2 roUl\d.~. The GM rnll~ a skill check for each arl'a
oflhe room and/or irem lh:!l is checked. If rhe check is successful. lhe char­
aCfer has :l1'Cur.ttdy dctermined whelher there i~ a trdp in th,u area U[ ill'rtl. A
cha"lCT<:r can perform rhis lask a, m:rny times as hc wants, aml n""d niH ho:
ahl" to louch the area in qUl!5tion.

Prerellui~itCI None.

Tumbling:
[Dexterity/Sophisticatedl2 B.P.]

The chal'".tcter is pf'.tcticcd in all manner of acrobatia· diva, rolls. somer­
saults. handsl3nds. mp.~. erc. Tumbling on only he perform..d while lighlY
enlumhl'"dlll'loU ur k'SS. Aside frum beinl; cntcrtaining, the ,har.!c[er with a
llu\lhling .~kill CUI improvo: hi, Armur CI:I,o;s hy 4 against1ltIJcks diro:cto:d solc­
Iy at him in any round of comba(. provided he has (he iniriative and forcgOC'l
aJlallJcks thaI ruund.

Addirronally, on a sllccessful skill check, he suffers only one-half (he normal
damage frum falls (If 60 fe"l or k'SS and none fmm falls uf 10 feet ur ltss. Falls
fwm grcall'r hcight~ r~'Sllh ill normal d<lll1agc.

Prcll.'quisile: Non...
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SOCIAL INTERACTION SKILLS

Weaving:
[(Dexterity+1 ntelligence)+2/Sophisticated/2 B. P.]

It. ch~naCf wilh ~ .....caving dall is -able to creale garmcnB, t.lJl<Sme::ti. and
dr.lperid from .....001 or corlOn.. 111" chaDCt"r ,",,<!uiR::i :II ~pinnillg :l1'P.U:IIIm>
and :I loom.. A waver can I.rnl... IWO j,(juarr )"rds of m:u"rial pc!" J:.)"

jlrerequisiu:: Norw;..

Wei!lponsmithing:
[(Dcxterity+lntelligence)+2JSophisticated/4 B,P.s]

11us highly spccbli1.cd skill enahla; :I ch:lfaner IU p<.'rform the difficll1c and
highly l:UCIin~ .....ork in<·u1.....d in making mn-al .....COIroO,. p;miclIbrly thost'
with b1:11dno. The chatXIl"r hlelllis !of}lJ)t" of Ih... skill of the bllCksmllh wllh :In
:lbility 10 CfC-ate monGo slurp bl~c:s, A fully ,,<!uippcd smilhy is llC\.I.,)SJ.ty 10
Ul'I' Ihii- dtill, TIll' I.illie aoo COSt 10 mak" ""rioliS l)'P"S of W"'lPOtiS Jfe lislM
Oil Tab!" GS lJsc, II." lahk -IS J guitldilH' for simibr Wc-.1poru;

A ,hV';l(ICf muS'- be- skilkd in minI; Ih" prnp""r lools for Ihill-ask.. A skill
maSl"ry ch«k mU.'lI bt m~.. upon lhe compknon of c-adl w"pon. F-ailuf....
m,1y nor be Immcdi:IIC~ly obvious.

l'R!requisile: MelalworJ.ang or Bbdtsmlthmg..

Male....1Con
I c.p.
10 S,p.
h.
21.p.
II) I.P.
S 1.P.
101,p.
4 s.p.
h.
10 s.p.
2.,p.

Table GS
Weapon Construction

Constrll(UOrI T,~
Wdoy

""'","'"
S tLl~s

21) d.lys
IS d.l~1

""'"."'"
""'""""""'"

w,_
........d
Bmle"-.
H.ndAQ
D."~r

H Cro...bow
L Croslbow
FoR.Tndent
Spur.ullte_.....
"'"',....
2.hd Swon:I

Berate;
[Wisdom/Sociallnteraction/l B.P.]

A charaeler wllh thiS skill e:tll make even a gi:lnl fl.'('l 2 feet lall when he:\
done with him. Thi~ skill may u.sed to keep unruly henchmen .lIlt! hirelings
in lint' as wdl as 10 rob a I>l:r,,'n of 2 Hllnor points. No skIll check is needed
10 fl~rli)ft" this task on one's own henchmen and hirdinJ.:~' If tI,l.· b~'l;ltitlg

character's Honor is ctlual HI or hiKh~'r t1':l1I lilt' largNi;1 lotlor. a l:hn:k i.~ nee·
L"SS:.&ly. Failure simply means lh~ lars.... l~ no Honor. If Ihe rargds Honor
i. higher th.ln the berating characlen Honor by lOur few...r point). a failed
check m"am; the t:'U~"'1 luso nu IluIIOI and the bcr.lter 10"",,-,, 2 Ilonor poinls.
If the 11ItgCl'S Ilooor is II poinl~ or more hightr than rhe her:mrs. :I hila!
check ~Illt~ in Ihe 10M of" Ilonor polOU.

Prl:~"isil'" Non~.

Table G4
Ventriloquism Modifiers

Ta~·s Inu:ll'~l! Mod,fler
Ius thin] 4~

)·s .2C/S
t>-8 .101.
'·14 0
I~I' ~~

17·18 .101.
19- .lOS

A ~lIa~.J"1I1 ~i11 ch.:ck mc=s the du.naer Iw slIaasfully dro:wt:d hili :Uxll'
CflU. One: thak muST be: m~ for CI'l:ry Knlme, ur Invunsc:. Th... dar.KIC'
is Jimltro til WUrnb he could IwrmaUy make (thlls, tit<- !l);Ir of a lioo is ~l"'­

wh:1.I bt:yulld him). lie is also limilM to <pr.lkioJ; ooly bnguagd ht" knows.

Sin" \·,mriIUl.juism rdin un J<.'C...ptioll. p<.vple·s knowledge of sptteh..lOtI
:&S1umplions about .....h~l should and shouldn', l.llk. it i. dT<"CIivt" ollly on inlel·
ligem cre;uur~ .. llu!A;. il haJ no eff«t on antmals and lhe like. Funh...rmore.
the auditllCe must he warching rhe chanclI:r since p:l.t1 uf th... dl.'Ccptiun is
\'isual (-Hey. htS lips dun't mUyen. UsiltJ.: v... ntrilUl.lui)Jll to g'''l SI..Jllloon... TO
luok h(,'hilld him J\}('S nUl work, since the vnice i, nllt aClll~lIy hchi",! him
(lhis 'l.'quir<'5 the Thmw Vnic~ sreH). All hill lhose with Ihe gulhhiliry of cht!­
dren or lhe cxur01ely dense rcali7.t wh.1! tS tnlly hap(lCoinJ.:. They may ill:
amuscd - or they may not be..

l'reR!qllilile; None..
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Vandalism/Desecration:
[Dexterity/Sophlulcated12 B.P.]

The dur.KlCf with this ~l wreaks h1l1'OC on pro£l<:O)'. II~ em dese<:r.llt"
Clll."IllY temples. by w:lS(e In :I I........,., 0( dcstn'l)' lhe gr.l\"e of 11 defe'lIed ne:meslS.
11l1'~ ate' a \'ariel)' of lUeS for IhlS lkJI. It IS moo commonly usa! to uke HtmOl
from :ul indi\'idlUi ronny, Any nlelllY ....iM) has ~~I propc-ny lloca:lla! h)'
11 duDt:lCf wilh lhi!; .d<.illiosts IdS Honor poinlS,"depending on tbe t}'JX of van.
dalism performed. Usc of CIfCmIlem or ot:m foul subswx:a adds 11 12 modil;
t:r to the die: roll for Hunor tiling. No skill check is n«C$lry Mr this d.ilL

Prerequisite: None:..

Ventriloquism:
[lntelllgencelSophisticatedJ3 B.P.]

TI,e I.h1ll1Klrr wilh Ihis skill h:.s le~rnallhe .'lteR1S of-Ihrowing hIS \'OiceM
,

Ahhnllgh nOl :lclllally making JOund comt from 50mewhere els<: (like the
Throw Voice spell). lhe charaaer C1n decelvc orheD 1010 bdieving this tU be
50. When using vt:nlriloquism. Ihe ~uppu!>(-d wurt.'\' uf tht wund mUSl be td­
:lli\'dy dul'!' to III... el,ar<l(lcr. 11'e nature (If th" .~Ile:tkingohjecl and th... hue!·
ligcoce of Iho~ w:ltching C1n modify tht CharaCler'S chance of SlICCess. If the
char.lCtcr makes an obviously inanim:m ohjeet l:llk (:I book. muJ.:. etc.). a -25
penal!)· 15 applied !O his e1tl.ock.. If :I belic\'aul... wuru' (a PC 01 NIIC) is m~d ...
to :l.pfl"':lr to )pc;tk, :I +10 bonus is Add('(1 to hi, duxk. Th~ obsuv~r's inttlll·
g~ncc nuulir.", thi_~ a~ ~hmvn in 'l"3hl" G4.
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Caillng Dibs:
(Wisdom/Sodallnteractionll B.P.]

Omxtcol1\ wilh this skillluvco ~n ~dV1lnlllgco whcon ailing dibs for treasurco.
In 3lXOrd3ncc wllh thco Dibs Pl"Qlowl in Cllapl"1 8, whcon("Vcr IhNCO is 1I dis·
pUle O\ocor whu },"Clf what, a roil-ofT 13kes plxe. A ch<llfXtrr wir.h Ihis skIll ~t

~ (N kss who m3kei <II sUCU$Sfui skill r:hedc ~1S9 ~u.1 on his roil-ofTscon:.
If two is sucuuful wnh his skill elKck and h:u tl'CO dibs protocol sl<i1ll1t 51% or
more. he gns .2 to his loll-offscore.

I'n:n:quisile: None.

Diplomacy:
[CharismalSociallnteractionJ2 B.P.s]

A chulleler wilh Ihis skill is ~ble {O ncgoune lre:uiei, conduct rduiolls
h"lwten politial enmia, nnions ~ndlor r.Kn. liud l,>llibiish trade beN.·ttn
such groupl. He is able {U deal dfC'C{ively with l)COpk He knows whtn ro
COlllprulll~ and wh...n to lake a hard line in ordcr 10 ge{ wh3t he wanu. A
skill check is rrcluircd. ofcourse. whenevcr a eh3nClCT wanlf to I:lOlabli~hdiplo­
matic rclallons wilh :lIIy penon or gruup. A suecl"S$ful roll melA.~ th" person
bdng ItCj!<1\i:tt,oU Wilh R'aCI$ favorably to the charJClcr and his ofTer. A skill
lheck i$ also required every ytar after relations hllvc been C.l"tablishloU. A ~Ul·

ussful check mcans thai relarions are ~lil1 f:tvlmblc.

I'rt'reqllisile: None.

Feign Toughness:
[CharlsmaJSociallnceractionl2 B.P.]

A char.llu:r Wilh this skilllr.n~ how 10 pill on his j;3mc face. Hc em usc
this skill 10 imimidalt' others. It works wdl in conlunClion wilh Ullin skills,
such::u flex muscks 3nd Imerrog:lliun. A pcrsun with thc fcoign 10llghlleiS will
appc:u (0 be 1114 Icw:b of hightl apcrkocc Ihan h.. xlwlly is.

I'rt'trquisile Nonc.

Flex Muscle:
[Strength/Social Interaetionl1 B.P.]

A dlarKt...1 wilh Ihi~ dill is.ahl" 10 l1n: hu musda {o make himJClf .:Ippe.'ar
10 be: 1114 poinu slron~r than hc really is. illS usn.Ilo illlimid;l.l~others by
cugul'llung the .:Ippan::01 sln::ngth ufa chafXtcor.

I""requisite: None.

Graceful Entrance/Exit:
[Charisma/Sociallntcractionll B.P.]

A char~c{cr wilh {his skill knows hnw (tl mak... ;ttl emrMlC.... 1k om hemr
.any initial re.aclitln by ulle when Iii: (."nCOumcrs n person or Group of peopk.
He :Llw kllOws how to leave a rOCltll ~n Ihal people willialk aOOm him ;tfll:r­
w.mk Hc leaves all imprcuion io most mci:tl silualiuns. When lhis skill i<
Jucccuful,{he chancer n:ci.:vl:S t5 10 his Iionor ill Ihal ~ial ~ilUation. M
loUUll ~ i1(." l(avt.$ tllc room his Honor rlmpl hack to normal. This is useful
,,-,hen in socilll g:uh..rings ami thc Honor pecking order is h"ing l:Slablishcd.

Pn'n:quisile None..

Idle Gossip:
(Cha.rismalSociallnceractionfl B.P.]

A poeMn Wllh Ihll skIll an JPrc:td rumurs .:IooUt another person .:Inri hJve
those rumors be belic:vcd. A marKlCI an uSC' lhis skill tn ruin tilt rcopuratlOn
ofWlll(Ol...., Il....rd>y 1(M"(fing Ihlll Jl':'nnn'sl-lonor hy 1<16 poinlS. A.skill ch«k
is n:quirrci. If it is succc:ssfiJl, {hc rumors he sp~ds an:: belil-vro 3nd I~
on down {hc Ime.

Pn::rrquisilc: Nonc.

Intimidation:
(Wisdom/Social Interaction/2 B.P.]

Ch.anclcn wilh thi~ skill ''':In l":;ltl~ others In b.1ck down io.a COn{esl ofwills.
He elm make other, nfraid tn fight him or LIse IllS skill 10 Ilclp in inierruga,iull.
No .<kill check i.~ needed unlcu thc character wallis 10 tl~ iruimidatioll in con­
junclion wilh {he tII{errogatitlll ~kill. Jf t1w skill chl'Ck is '<IlCCe.~,flll, Ihe char­
.acler call fore... all Honor Check hc:{w....n him.~lf .:lnd his intended target wilh
a • 10% modifl"r. If unsuc:ccssful, no bonus is addloU.

Prerequisiu:: Fcign Toughness.
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Joke Telling:
[(lntelligence+Charisma)"'21Sociallnteractlon/1 B.P.]

A ch3r~CI~1 wilh this skill IS thc Itfc of the party. He can tdl a good joke
Ihal on help him gCI ~ good rcxtion un inili;J encounlcrs. II~ can C'nl ..nJin
olhen. The GM rolls a skill dlCCk ...hcnC\"~r ~ ch3rxt"r W<lnu 10 tdla /Oke.
A suc<eW"ul check m"lIns th.. jokc is very funny 3nd C\ocoryon<' IJughs.
Somelimei. ~ ch;lt'X{cr m~y IIo'1lnIIO use a joke IU insul! SOrtlCOl'CO. causing IhJI
pe.'Mn {O lose 1d4 poinu ufHonor if they (;ail 3rt hOl\Or chrd: be:1 ....ttn fhcm­
seh-n ~nd (he jokc tell.".

I'rerc:quisitc: Non...

Knowlcdge of Courtly Affairs:
(Wisdom/Sociallnteraction/2 B.P.s]

ThIS skillllilows a chal1lClcr 10 know the inn"r workin{;5 of loa1roy.a.lty and
nobility. He illso kllows how 10 hch:we among such eomp.any so Ihat h.. fiu
in well aml is :!ccept",1 by thl'$C iX'Op1c. lie an mov.. about frt'Cly in 1!ll.'SC cir­
cles, an ahiliry which may make him privy 10 c...nain inform:!lioln that few nth·
el1\ have. Htlw he lCil"S sUlh infonn:ttinn i, up to Ihecharactcr. No sktll check
i$ nl'(es~ary whcll th.. character simply warlls to fit in among dIe dil~. Qne is
reqttir..l1 ifhc: alli.'.mpts ro glean information. A succes~ful chl'Ck mcans rh.:ll
someonc in the know has I-:lkelt dlt· lhantltt'I' into his confirlent:...

SUC:CCSS in lhts skill .also depends un huw t!lt· chat'llclcr lx:hilVC:< and rlrcs...cs.
No one tlf any ~latUr... in;t gOVl'lmnelll nr kingdnm will acccpl <II scruffy.look.
ing or rud(" perr.on intn hj.~ inlltr circlC'.

Pren::quisilC:: Nunc:.

Mingling (Balls, Parties):
[Charisma/Social InteractionJ2 B.P.]

A ch<llnCl("r with this.ski..ll is ablc 10 usc hollis 3M panies 10 nuke' bcncficul
CUlllle'Clions with powtrful flCOPl". Hc is ablc 10 smkc up convt"f'$Jlions with
d~inhi" f"C'O!,le nor: only to GOOn thetr favor. bul oft ..n IU galher uk"flJllidhilS
of inform.allOn. A suca:ssfuI skill ch«k ..nod only be m:>dc i( Ih.. ch.aDClcr
att...mplS tu gain 3 favor from sonlCfllle. If !he: r:heck is SUCCC'SSful, IhC' penon
3grrrs 10 g(;l;nl the r:hMXIcr ~ f:tvor.

P",requisitt': None.

Oration:
[(lntelllgence+Charisma)+21Sodal Interaction/ I B. P.]

A dl;l.l"~m·r Wilh thi5 skill is a pllwrorful sp..;tker with the ablliry 10 hold Ih...
artentiOIl of:t crnwd :!nd sway public 0ptnlon. A skill chC(;k i~ rl'tJuirN. If il
~tta:('ClI" rhe clt:Lr.l.crer is ablc {O convince a crowd tu do SOl\lelhing h.. wanu
{hem to do.

I'l'ere1Iuish..: Rousing speech.

Parley:
[Charisma/Social Interaction/4 B.P.]

A char.tCl"r wilh this skill an usc hIS convcnniun;J skills to smoolh O'o·..r
potcmuJly difficull or cumemiuu~ ..."COlllll."S ;n ord." 10 J.\'oid bloodshcd. A
dl:tr.l(fn with this skill, who makei a succcuful skIll check (rolkJ by tlie
(:M). 01l§rS lhose he ~ncountcrs 10 I"C.:lICI to him un<' Slrp 1Il0K fll\'orably Ihan
Iht'}' nomully would.

Pn::n:quisil'" Non".

Pokcr Face:
(Wlsdom/Sociallnteraction/3 B.P.]

A (lial1l(ta' with Ihi.~ skill ;.~ able 10 m.uk hIS emollolU. This i~ ,-spa..ially
hell'(1I1 in puying games ofchancc. 11rovldcd h.. makes.a SUCCC'S5ful skill check,
'he chanCier an add .a +5% bonus 10 any skill ch«k., n::IJfrci to j;3nltng. TiltS
skill nil bo: uSct1 in mher w:tys, such as when hemg tnrcrrogarrci or lonul<od,
wh..n au"mpting to bluffan opponenl in cumbat ur wht'lItl'ying 10 imimidJI"
.someone. Th.. uses of llli~ ~kill al<' varied. Skill chcc:k.~ ar" not needc<f OCept
whl'll U~illg lhe skill 10 blull"in games of ch.lt\cc. A &Ucccs.~ful roll meall~ lhe
eharaCltr gel'< hi.< honll~.

Pl'l:l'I:ljuisile: None.
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Resist Persuasion:
[Wisdom/Sociallnteraction/l B.P.]

This skill could be Mnside~d somewhal lhe opposite of poker £tee; il
makC.f a charaCTer less sllsceplible ro lhc orarions. parleying or orh~r pl:rsuasiv~

drum uf ulh~r~. AllY time sueh per~uasion woulJ aher till' charactcr's ;llti·
wde. he Cln lllake a re'>i~1 persll:L~ion check. If successful, he. i! irnlllunt 10
forcible arriwde ch:lngcs. .

The abm'" only applies to non-magiC:l1 C!TOftS. If magic is involved. as with
a Charm Ibson spell. rhe characrer geLS a +2 bonu~ ro his saving rhrow pro­
vided he mah'S a successful rcsist VCl'Sllasioll chcrk.

Prcrcquisiles: None.

Rousing Speech:
(CharlsmaJSociallnteractlonlJ B.P.]

This.~kil1 giv~ a character lhe ahili')' In affecl moralc in a posilive way. For
inslance. if Ihe characrer's hirelings or henchm~n arc gelling discuuraged, Ill.'
cuuld gin, a speloch so inspiring that du:y'd walk Ol'cr lhdr own mOlher~ rn
help the character. Thi~ can also he us~ in baldt 10 rtinvigor.lle lhe nlorale
ofbdeaguered HOOps, effccrively rallying rhem. A skill chl'Ck is n~e'isary. If
successful. Ihe char-~cter gets +5% III hi~ luyally modifIers for his workers or h('
i> al>k 10 rally his IrfIQPs. There may be mher cirCllmst:lnce'> where the plnyer
lhinks he can UM: lhis skil1lO help his eharacrer and his pM,)" and mosl need
no ~kill check. Huwever, if lhe illlelll of the speeclJ i~ soJllelhinl; unusual ur
very difficuh rhe GM may rc!Iuire:l skill check.

Prcl'C(jui~ite: NUlle.

Rules of Fair Play:
[Wisdom/Sodallnteraction/1 B.P.]

1\ ch.ll'acrcr wirh fhis skill knows the proper ways ro do it~11 abllut an)'fhing.
from playill~ ~ Kallle lU w~ing w~r, ~Ild he ~ticks to lhusc mI.,:>. Su~h:l dlilfdClcr
is known for his Iionor, and as such gefs 2 poi11ls of' lonor every limr' he eng.1t;e'i
in :lny :lClivily whe~ flil' play cm IX' used - pmvidoo his skill check is successlUJ.

Prerequisile: Nt'lne.

Secret Persona:
(Wi~dQm/SQclallnteractlQn/2B.P.!]

A I'r:l'SOn with this skill can pass himselfon'as a member or anorher r.Ia~ ;fhe
make:o; a sueed.~ful skill check. HI' knows lh\! lalk and w;tlks the walk so well Ihat
olhcrs arc fooled. Of course, lhe CM rolls this check. llli.~ C'~n be useful if an
~Sill char.t~ter walliS to pass himself00'as a fighu:r for :\(Imc ncr.lfioll~ reason.

Ilrcrequisire: None.

Social Etiquette:
[(Wisdom+Charisma)+2/Sociallnteraction/l B.P.]

This skill giv('s lhl" eharacf('r a b:t.Sie undcrsf;tnding of the proper forms of
behavior and address rC'luircd in many differem situaliuns, !:Specially lhow:
involvillg nobililY aud VCrSOllS of rank. Thus, lh~ (haracrt"r will know lhe enr­
re,r tide If> Ul\e when addres.,ing a duke, the prop\!r Sleps of ceremony 10 gretl
visinng diplomars. gCSfllrCS to avoid in the presence of dwarves. crc. Fur
extr<'mcly uuusual oc(urrcnccs. it skill dl<"(;k mUSI be made for die CharaCler 10
know the pmpu eliqllelle for lhe situation (an irnptrial visit, for example, is
such a rare cvcm). However. having the charaaer know whal is cum:Cl and
actually duing il arc twu different matters. The elleOumCIS must stilll>c roll'­
played by tht" character. Knowledge of eriquette doa; n(){ give rhe charaCTer
prmection from a gaffe or faux pas.

Prercquisile: Nnne.

Street Cred:
[(Strength+Wlsdom+Charlsma)llISociallnteraction/l B.P.]

A char.tcler w,th this skill can Ue a,,('pted into d\(: eauhy, life-hardened
ranks oftlte SlrUt. This character h:t.S a ll'llurarion in lhe seedicsl parIS ofIOWO
as someone nor fa be mr:ssc:d wilh. He alsu i~ knuwn fur his useful skill~ and
may t.e "recruited" I>y melllUers of cerrain llll5aVOry grOllp~ ro do "jobs".
Whenever a charac,er wi,h ,hi.• ~kill ......mllrc.! in'o an "rea of any rOwn where
such types hang Out rhe GM needs ro make a skill check. If Ihe chtck is suc­
cessful, Ihe clJaraCler's SUl'el cred holds up. and he has l'arnl'<i thl·ir rcspCCI. If
his crcd holds III" rhe chamcrer lllay 1>1' ahle ro gl""n valu:lhle information
from his new buddia.

Appendix G: Skill Descriptions

Taunting, Major:
[Wisdom/Sodal Interaction/) B.P.]

Thi.~ ~kill imbues lilt charaCltr With lhe knowledge of cxaClly how ro besr
hUrl a perron Wilh his words. He ctn usc his major rauming skill 10 rcduce
anorhcr person's t-Ionor hy Id4 poinlS nr 10 I;oad anlllher pel'MJll ililu a fight.
Nu skill check i~ needed for slarring a fil;hl, bu! one is needed t" feduce a pcr·
son's Iionor. This check ,s r()lIed by rhe CM. S"cc"s.~ Ille:tm he has r"dund
hi.~ fargel's Honor by 1,14.

Prerequisife: Taullling, Minor.

Taunting, Minor:
[Wisdom/Social Interaction/2 B.P.]

This skill means a person has fhe ability 10 minr someune's Honor wilh his
words or to goad rhcm imo a fight. A sllcccssful skill check is nl'erk-d unly
when lhe characler auelllplS 10 reduct" die Honor of anulher. Ifsuccessful, llt<·
largcl uf lire taumillg 10SC$ I INim of I-Ionor.

Prcrcquisile: None.

Threat Gestures (nonverbal.body and hand):
[Wisdom/Sodal Interactionll B.P.]

A characu'r with this skill knows how fO usc body language 10 imimidafe
orhers, including animals. lwo ~u(Cl'Ssflll skill ch<'Cks muSl be made (rolled hy
lh~ CM). If fhe firSI roll meceeds. Ihe character's gl'Slures cause thl' polclllially
dangerous person or erealUrc to back down tcmporarily and to reevaluare rll<'
situalioll. If a SUUSl'<jUl"ll successful ,heck is made, if lllC:lns rhe 1X'['S(ln or
(r('awre mighr acmally leave.

Prerequisire: None.

Ulterior Motive:
(Charisma/Social Interaction/2 B.P.]

A perron wilh this skill Mllld be planning ro kill you, and you'd ntver guess
it by !:lIking 10 him. This is a pl:rsun wilh ,hc abililY tU hide his lruc illlcn­
liullS. A character wilh this skilll'nsurl'S lhal lhosl' who Illl"er him think he's
an cXln'mdy nicl' guy, even if he's evil to the C(lfC. A g(J(l{i-aligned person
could also p:lSS himself nff a,< evil in a crowd "f evil aligned l>fings. A suca.ss­
ful ~kilJ check (rolloo hy the GM) is neees5;try to pull off rhis ch:rrade. If it
succeeds, the eh:rracrcr's morivcs are hidden. If rhis skill is used in conjunctiun
wirh sccrel person:r. lhe char:tcler gelS +5 10 his skill du:ck to ('[[sure his Hue
cl:us is nUl uncuvered.

I'rc:rtquisile: None.

Tool Skills

Assaying/Surveying Tools:
[(Dexterity+lntelligence)+2ITooI/I B.P.]

This skill indic.1lcs the charaCicr knows how 10 me lools (including plul11u
Jines and viewing gl:lSSCS) for ~urvl'Ying and :usay,ng projJ'Crries. WithoUl Ih,s
skill ~ny charneter atlcmpring a la~k n:htt<-d 10 llss"J.yinglsllr\'c:yi ng suffers "J. ·20
penalty on his skill eheck (in addition ro any OIher l11()rlifiers which may apply).

PrcrcquisilC: Nonc.

Blacksmith Tools:
(Strength+Dexterity+1 ntell igence)+llTool/l B.P,]

This .~kill ;ndicalt5 lhe charaCier knows how to IIsc;tll the fools rclated 10
llle job of working metal. This includcs using a forge. bellows. anvil. sk-dge.
longs. erc. Wilhom this tool skill any character attempling 10 do any son of
nwt;rl working task (including ulllcksrnith, armorer, weap{ln~lllilh. elc) suffers
a ·20 on his ~kill check (in a<ldirion fO "ny nther modifiers which may apply).

P"'''''luisile: Nun,'.
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CarpentryTool5:
(Strength+Dexterity+lntelligence)~3/Tool/1B.P.]

Thi~ ~kiU indicate~ the t:har:U:ler knows how 10 usc aU the lOuis n:laled 10
the jub ur L'J.rpelllry. Thi~ indudes. using a ~aw, hammer, plane, nails, ele.
Withuut thi~ toul ~kill WilY ehaJ1lL·ter allemptillg 10 do a L"".Irpclllry-relall-u ta.:.k
~ulTers a -20 pl'"ll:l.hy on his skill cl'l'Ck (in addition lO :IUY Ollwr modifiers
which Illayapply). •

Prerequisilc; NOllc.

Construction Tool5;
[(Strength+Dexterity+1 ntelligence)+3fTooll5 B. P.]

"hi~ ~kill indiqlle~ the t:h:l.raclcr know~ how 10 U.>l: all the 1001s rclarl.Q 10
fhl: job or constructiun. This includes the use ur l"llrpelllry lOuis. as wdlllS
lOols rebted ru masonry and heavy consrrucliun lOuIs such as levers and
winches. Anyone wirhout this lOul skill whu tries lU perrorm a COIl­

struCliun-rclared rask suffl·rs:l. -20 penallY 011 hi~ skill dlcek (in addi-
tion ro allY other modifiers which may apply).

Prenequisile: Carpt:lllry Tools, Mining Tools.

Drafting Tools:
[DexterityfToolll B.P.]

This skill inclic:l.IC.'1 Ihe char':!crer knuWl; how III use rouls reined 10

drafting plans for engineering projeCTS: srraigln edge~. righr angle mark­
ers. and iii) fUflh. There's nn penalty fur nor having lhis .kill bur anyune
wirh this skill who is mapping. duing enginl"<:ring design. erc, recievL'S a
+ 10% modifier.
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check onc" p"r l;Jm" monlh wilh an mldirinnal ~ 1 modifier {culllulalive) tHllil
he $lIccuds. Nore 11m :1 characru who 11ol'gins Iht game fillt'd Wilh pt:g legs is
aUlOmarically pmflcielll. WirhOlH ,his .,kill. any characler allemptillg 10 walk
on a peg leg suffer:; a ·20 pt"nalry 1/1 any skill ch<'ek IIial involve.~ moving lhar
1<1; (in "ddilion In :my nlhcr modifiers which may apply).

rrcn:qui~ill": None.

Surgery Tools/Suture Kit:
[(Dexterity + Intetllgence)+2/Tool/l B.P.]

This ~kill indic.1'C$ Ihe c11"mcler knnws how In use rhe lnnl~ neces..~'ry to 11oI'r­
fi)rnl surg"ry. This includes .'\(;,Ipds fnr CUlling our ullwanted bil.~, scis.IDI"l; rnr
tine work ~nd net...Ue "nd rhread for slirching lip wOlllllk Wirhnlll lhis skill,
any char':!c'cr ;llI('nlp,illg to perfnrm :IllY typo:: of _~"rgery sulTel"l; a -20 IlenaJry
10 hi~ ~kill check (in addirinn rn any nrhcr mndifiel"l; which Ill:tyapply).

Pnm:quisire: Nnlle.

JewelerTools: ~
(Dexterity + Wisdom)+2/ToollI B.P.]

This skill indic3lC.'l lhe characlcr knows how to usc alllhe lools rclalcd 10
Ihe job or gcm CUlling :tnd jcwelry making. This includes an assonmem or
chisels. small hammers. and specially hardened blades. \Vilhour !hi.~ mol skill
any char~eter arrcmpTing 10 do any SMI of t:lsk~ rdaTcd ro gem cuning suffers
a -20 pcnalry Oil his skill chl'Ck (in addiriclIl 10 any Ulher modifiers which may
apply).

Leather Working Tools:
[DcxteriityfTool/l B.P.]

This skill indir.ues lhe characler knows how 10 usc rools need 10 work
lealher. Wilhoul lhis 1001 skill any character :Illempling In do :tn)' lask involv·
ing rhe working of lealher suffcrs a -20 on his skill check (in addition 10 any
orher modificrs which may apply).

Pren:qu;sile; Now:.

Mining Tools;
[StrengthfTool/l B.P.]

Thi~ skill indiClres rh" ch:1mcr"r kn<)w.~ hnw In lise :tlllhe lonls reloll"d
In rhe jnh nf mining. This indllll<$ \Ising" pick. m:1l1nck. shnvd. wheel­
harrellv, chisels, erc. Wirhnllr Ihis tnol skill any chamaer 311emp,ing rn do
:1Il)' sorr of mining suffers a -20 penalTy on his skill check (in addition 10
any other modifiers which lIlay apply). In :tddirion, his progress will be sig­
nificantly slowed.

Pre"'''Iuisirc; Nonc.

Peg Legs:
(DexterityfTool/l B.P.]

Peg Leg.< "re lIla.<Iered through daily lise. A ch"mo"r willi a fI"\; leg .~kill

_~llrrCt_~ nn nln""melll pt"nalry. Once filled wirh .1 1101'& let Ihe characler Illllsr
make:1 check vs. his Dexrtrily plus lhe Course Difficuhy nlndifltr 10 de'..r­
mille if hc'$ proficielll walking nn his new pcS leg. He nlay automatically
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Talent Descriptions
Th~ following dcscriplions arc arr:tngcd aiphabctiqllly by name. The

hold heading for eJch lalent gives lhe name 'Of Ihe talent and Ihe Building
Point (IW) COSI, followed by the ratch) [0 which lhal mien! is rcstri!;rcd.
FQr example. Acute Alertness emu; Building Poims :md any !':lee c:O:CCpt

Half-oglC5 can have Ihis ralell!.

The description leXI gives a general oUlli",: of what a chanCier widl dial
particular lalcnl knows and C311 do. Flmhcrmorc. some lakrll descriptiollS
include rlll~ 10 cover specific uses or situations, or eX:lel insHllcrions on till:
,fl'eClS of the tal"nt if mcussfuUy used.

Acrobatic Skill Suite: (S)
[Elves (Incl. Grunge & Dark), Half-Elves, Humans, Pixie Fairies]

A char.Jc1crw;rh Ihis I:llent an lumble, walk a til;!nrupc. ami altcml'l many
typeB of difficult manCUVCrB with hi.~ hody. This t:llent givl':S the dumtctcr a .1
AC htll\us in melee. When falling. the ehar:tctcr sufferB 5 points l~ damaJ,:t:
Ih~n char:lcecrs wilhout ehi~ talent.

Active Sense of Smell: (5)
[Half-Orcs (Innate), Half.Ogres]

An Active Scn~e ofSmcil will gnlllt die dlallleter ~ nos<: scnsieivr: "no"gh 10

give him a +I bonus to surVri:iC rolk

Acute (high) Alertness: (5)
[Any but Half-Ogres]

l'u.o;ons widl Ihis e:llelll are almost impo~~ible to surprisc in :lny sim:leion
{eh"}' afe only surprised on a I in 10 challet.). Even when such a eharaerer is
aslttp, he has an R OUl of 10 chance of knowing when something is amiss in
his immedialc vieiniry.

Acute Taste: (0)
[Half.Orcs (innate))

The char:tcter's sensc of taslC is so sensitive, thanks 10 this lalellt, thaI he
gain~ a .2l>onus to s.wing Ihrows vs. imbibed poisons. He lII:1.y abu eUllIl1laili
rwi"':L~ ofeen irforctd to (:It iron r-Jlions for weeks:ll a limc. and will relish
the chance 10 f"a" at any quality "ating t'Stablishment.

Ambidextrous: (5)
[Any, (innate for Elves Ind. Grunge and Dark))

A character with this taicilt can use cielter his Idi or righe hanrl equally well
for weapons, writing, Ctc. In Wm!Jal situalions. a ...halll(tl'r wilh fhis mlent
on change weaf10n hands in one action. Ik...:aUSl.' of his nexibilily, this dmr­
aCler can atTack with rwo weapons with no penally.

Animal Companion: (10)
[Elves (incl. Grunge)]

'1111' dl~mcler forrunale "nough 10 hav" Ihis 1:,I"1Il gain~ Iht COnStJnl. 10)'31
cOllll'anioll$hip of an Elven W:wbwg (Sec: your GM for the corrttt del:lils
from th" H~dJopedia oflkasts. Voluille 3).

Animal Friendship: (10)
[Gnomes (incl. GnomeTitans), Gnomelings]

Once a day the chamcrer gains an Animal Friendship spell ability, as the
druid spell, wilh respecr to burrowing ~nimak See the Hacklopedia ofBt:<.l.Sts
for moll' information on animals that burrow.

Astute ObservatIon: (5)
[Any but Half-Orcs and Half.Ogres]

Characters wilh this talent notice what's going on around them. They are
quick 10 not;ce det"ail~ tim could be import:tnr. This chamclCr is surpTised
only on ~ I in 10 chance. 'I'hiev",~ e'lll u.'>e this lalenl 10 g:tin a +10 bonus on
thl·ir dll'Cks fOI I'kking pockets and +10% 10 notice anything lhal might hdp
in performing 11 SUC(CSSflll bllrgl:Hy.

Attack Bontls: (5)
[Half.Orc, Humans, Pixie Fairies]

A dmffieter wilh !hi.~ talenl gets .1 :tlf:lck honus wilh anyone weapon of
Ihe player's (hoiee.

Axe Bonus: (5)
[Dwarves]

A eharaCler with this lalent gets + 1 to atrack rolls with hand or ballk· lUtes,

Balance Bonus: (10)
[Half.Elves, Halfiings, Humans]

A char-Jcrer wilh this talenllo\el~ t5% to any dll,<:k involving Lalallcc-rd:u­
cd fe:lls including climbing, rumbling. eightrupe walking, elC..

Blind Fighting: (10)
[Any]

A ...h~n{(tel widl ;1 ealene for blind-fighling is carahle or fighring in condi­
tiuns of pour or 110 light (!JUl this ealelll docs nOI allow srdl usc). !n 100ai
darkness. the char:lcrcr suffers only a -2 penalty to his alla(k roll (as cOlllpalcd
10 a -4 penalty withour this skill). Under slarlighl or ntoonliglll' lhe dlarJ(­
I"r incurs only a -I penalty. The character suffers no P'CnalTics to his AC
hecau.>c of {brklles.~ or inability co MI'.

Furthermore. rhe character rcrains special abilities that would norlllally be
Inst in darkn~~, although fhe effcctiveness of these arc reduced by one-half
(skill ch«ks arc made al half Ihe nOfIll:,1 scm", "tc.). This talent is effeClive
only again~t opponl'llls or Iltr~'ats wilhin tnelee dis!anct of the ch:lrJCler.
Blind-figilling docs nm grdllt allY ~pl'Cial pro!l"(lioll lrom 1ll;",,;le fire or any­
thing oUlside the imml-aiaee range of the characterS mdl1:: W<.':lf1OlI. TIl us, AC
penalties reillain for miuilc fire. (I~y Ihe lilne rhe char:lcu:r hears lhl' whoosh
of Ih" arrow, for exalll!}le. it iB tOO late for him to rcaCl.)

While moving in darkness, lhe character sufferB only half the lIortnal rnove­
mellf penalty of Ihose without this t:lleill.

Funherlllore. (his mlclll :lids ehe dml1lClr:r when dealins with invisible crea­
lUres, reducing the llttaek penalty to -2. Howevel, il does not enable the ,har­
aCler to discovn invisihle crearurl'S: he has only a gener.J idea of their I"anion
and C:lIlnOI tluget them exaedy.

Bow Bonus: (5)
[innate for Elves (incl. Grunge), Half-Elves]

An e1ven charJCfer willi this talent gets; 1 to llllll(k rolls with :Iny type of
bow olher Ihan a crossbow.

Brewing: (5)
[Dwarves, Gnomes (incl. Gnome Titans). Halnlngs]

A dmrTlceer with lhis !aII'm g"ls + I0 HI all his hrewing skill checks. (The
,h:tntCI<'r IIIUSI have dIe skill to gain this bcnefil.)
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Close to the Earth: (5)
[Dwarves, Dark Elves, Gnomes (Incl. Gnome Titans)]

CharJctcrs wilh lhis abilily heal f.t.~ler in suhrerranean scrrings. When [his
eharJcter is underground. he heals rwice as f.l.sr as he would on rhe surF.acc. If
lhe char:l.eler merely g~ iOio a C1ve. he'muS( resr rhere:t full day ro gain any
signifil'ant benefil.

Cold Resistance: (5)
[Elves (Incl. Grunge & Dark), Half.Elves]

A chamt:ler wilh (his {alen{ gCIS , I bouus on all his savinI; throws vs. cold­
amI i~ha~ed allaeks, as lhe charaCU,"r's body is less suscel'tiblc to eXlremdy
low [emperalllr",~.

Constitution/Health Bonus: (10)
[Dwarves, Dark Elves]

A character with lhis [alent gets a ConSli["t;oo oonus of ~ I when under­
ground, because he is aCCUSIOlllOO [0 [he cold and of[en damp Underwurld.

Crossbow Bonus: (5)
[Dwarves, Dark Elves]

IkCl.USC dwarven chamcrcrs F.avor crossoows, [hey gain a +1 allack bonus
wilh any crossOOw. (Hurled wcapons are limiled in tunnels, and other bows
require luge pil'Ccs uf woud which are not readily accessible.)

Dagger Bonus: (5)
[Elves (incl. Grunge & Dark, Gnomes (incl. GnomeTitans),
GnomeJrngs, Halflings (innate if thrown)]

CharJclers with lhis [alent get ~ I alf:tck roll bonus with daggers.

Damage Bonus: (5)
[Half-Orcs, Half.Ogres]

ChamCiers wilh [his lalem gl'l a .1 bouus 10 damage wilh one weapon of
the p1:l.y(,'"r's choi<:(,'".

Dart bonus: (5)
[Gnomes (incl. Gnome Titans), Gnomelings]

Chamct(,'"rs Wilh [his taltm get .1 10 attal'k rolls with dam, lheir preferred
missile wc::lpoon.

Defensive bonus: (5)
[Gnomes (incl. GnomeTitans), Gnomelings]

Chamc[u~ with !hi_~ r~lenr gel ~ 1 [0 Armor CI;w whell in their native
underground envimnm"lll.

Dense Skin: (10)
[Dwarves, Half·Orcs, Half.ogres (inMte)]

If lhc dlllr~Cter is struck by ~ blulll WI"Jpon. he suffers only half rhe d~mage

[he alla<:k would normally inllic[, thanks 10 lhis talent.

Detect Evil: (5)
[Dwarves, Halnings]

On<:e ~ day ~ character wilh this ability on dell~cl evil in Cre~tllr"" or in<li~

viduals. This r~lcn[ docs nOI funclion on items or 10cllions.

Detect Poison: (5)
[Dwarves]

Hy .•nifTinG ~ny food or drink, [he chara<:wr with this talent (;an determine
ifil has been poiMlned. He successfully defects any I>oison on a result of 1-4
rolled on 1dr,.
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Detect Secret Doors: (5)
[innate for Elves (ind. Grunge & Dark) and Half-Elves, Humans]

The characrer wirh this lalent is quick to SpOi concealed doors and hiddtn
clllranccways. Merely p:l5Sing wilhin 10' of a cOllceall'd door allows an elf a
one-in-six chance (a I on Id6) [0 notice it. If actively searching, an df's
chances. improve [0 a two-in-six chance (lor 2 on ld6) 10 find UC!"e[ d....... r.~,
and a rhree-in-six (I, 2, or 3 on Id6) [0 nOli<:c a con<:caled door.

Determine Age: (5)
[Dwarves]

By cxamining a building or ruins. rhe characrer wirh rhis lalen[ $lands an
ex(;dlcn[ challc(; of determining the approximare age of [he srrucrure. The
chance uf SUC(;c:s!i is 1-5 un Id6.

Determine Stability: (5)
[Dwarves, Dark Elves]

The charJl'ter with this lalent is an expert a[ determining if lhe ground is
slable. By cOl\C'Cmr~[ing for one round, the (;harKler Cl.ll delermine if there
will be il dallgerous tremor, collill'S(" rock fall or rockslide when [lte chanCIer
eutClS illl alta. The challce of SUCCt'SS is 1-4 on Id6.

Endurance: (5)
[Dwarves, Half·Orcs, Half-Ogres, Humans]

A chamc[er with Endumnce is able [0 perform continual S[r(,'"llUOUS physical
ac[ivif)' for rwice as 1011g as a normal charac{(,'"r bcfor(,'" becoming subjcct to tht
clT..c[! of F.nigue and nhaustion. In Ihol(,'" cases where extreme cndur,tn<:e is
reqllir<:i1. a check ilgaiMl Constirution mUSl be made.

NUlc tl131 this lalcnt docs nOI cnable a characrer to extend Ihe Icnglh of lime
[hal he o.n remain unaffcctcd by a lack of food or warer.

Engineering Bonu!!:: (5)
[Gnome!!: (incl. GnomeTltans), Gnomelings]

If the l'h~rdct<'r witb this ta.lel1l also has the engineering skill. he gains a +10
bonus to any enginl't:rinl; skill dl<'Cks he mu~[ make.

Evaluate Gems: (5)
[Dwarves]

A chara(,'"ter with thi~ ability o.n delermine Ih" value of any given gem wi[h­
in 10%, givell a full Id4 minutcs of examination.

Experience Bonus: (10)
[Gnomelings, Humans]

A chardcler with lhis talent ge[~ a .5% experience point bonw. This is
cumulative with [he 10% cxperien(,'"e point bonus certain d3.S~cs gel fur high
primary anriblltes, if [he chara<:ttr has them.

Expert Haggler: (5)
[Dwarves, Halnings]

This 1~lemed chatac[er dri,,~ ~ h~rd b~rg~in. Any[hing he purehases COStS
10% less [han [h.. lis[c.:I price. Unlik.. [he h~&tling skill, no check is necessary.

Faerie Kind Martial Arts: (5)
[Pixie Fairies]

A ch~mcler with [his [3Ien[ knows [h" s~dal fiGhting style of [he wee folk.
He gels ~2 r(l-hir and damage in any combat situation.

Flutter: (2)
[Pixie Falrie!]

F!uHer allows a pixie fairy ro use [he move silently skill while nying, and
withuut penalty.
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Forest Movement: (10)
[Elves (incl. Grunge), Gnomes (Incl. CnomeTIc:ans). Gnomelings)

This ""It:nl "ffords Iht: cklraaer Ihe "bility ro pass wilhO\lt tr.K<: duoug.h his
mu.ive woodJands. as per 1tK" druid :!,biliry.

Appendix H: Talent Descriptions

Mace Bonus: (5)
[Dwarves, Half·Orcs, Half.Ogrel)

Ch.arxtel$ wlth this (lIlall get .. I lU ..ulIck lolls with lhe fool man's m.ace.

Freeze: (' 0)
[Gnomes (Incl. Gnome Titans))

This Is the abililY to ·frt...·le
M

III place, an)'lime lhl.~ snomiih ch3.,""clcr wish·
~, in "gnomc's n3.live unul."!Krouw.l environm"'''l. This givt:S such 3. ChaT:lCler
a GO% chano;: 10 remain UllllOlicrti by ~ny who pass hy.

Grace Under Pressure: (5)
[Elves (incl. Grunge & Dark), Humans]

TIlis talcO! g.ives human and d~n ch.. r.lIcters the 3.bilify 10 perform unrler
CVI."U til<; lIIQSl "resllful of dreums:r:lIIcts.. Ch..raaers wlIh lhis n1t:m :Ire I~
likdy to , ....clt under inu:·rrog;uion nr IOnuu. Thii gives lhe char.llc::rcr a 60%
chance not 10 break and run in bailie. ;lnd lhe ",me perctm~ccklnce 10 not
divulge :ony informaoon under r!1lI($$ (ugardb of the Inrrurt:rs dilll ch«k).

Heat Resinance: (5)
[Elves (Incl, Grunge & Daf'"k), Half.Elves)

I~ven .:lnd half-eh'cn ch:Or2c::rcrs with this t:.lenl g(1 ... 1 bonus on .'\.~vlng

lhrows v:s. heal and fire·b:ucd alfacks. as the ,haroctcr's body is filr 1($$ Sll~'

ceplillie to e~lremdy high Il:mper;llllrcs.

Hide: (10)
[Gnomr.s (Incl. Gnome Titans), Gnomelings. Halnings]

Thu IS Ihe ahilify (0 hid.: in woods with a chance t:qu.al In.a b.artw-i.an of the
s.amc levd's hide in n.alural suftUundiligs ability.

Hit Point Bonus: (10)
[Dwarves. Humans, Pixie Fairies)

The llw.arnn, hllm.an, or pixk f.ury ch.arxrer wilh this t:.l':1II gaills all addi­
lional hil poinl ~ach lime IhecharnCier rolls a hil die for :mOlining a n<.w levd.

Illusion Resistant: (5)
[Dwarves]

The dw;lIven chal"3eu:r wilh (hi~ talent will gain a ,2 honus on any al1emlllS
10 diibdiC\·c ilillSions.

Hagic Bonus: (5)
[Pixie Fairies)

A ch.ar.ICl<:r wilh Ihii u.lem rC'CCIYa II plw one 10 all saving throws lIg.;tln~1

spdls or Olher magic:al effects.

Magic Identification: (10)
[Elves (incl. Grunge & Dark))

TIlis talent gives a charaClC'1 a 5% chance I~r experience level ofldenrifying
rhe genenl purpo~ ~I\d fUI1((ion of any magical irt:m, rt:llteting lheir spcc::ial
inleral in knov.1cdgc of the arcane.

Meld Into Stone: (10)
[Dwarves)

Once .a day a dW:I.I'Vcn ch.ar:aCler wilh this ability ClI.Il mdd into S101l~ ;as a
d.:ric of the .u.me levd.

Mining Sense: (5)
[Dwarves. Dark Elves, Gnomes (Ind. Gnome Titans), Gnomellngs)

A d13rnCler wilh rhi.~ 1.IleOl is f;lmiliar wilh mining. lIJJllrding and
slOllework. lIy ,ollcenrnuing ror one round Ihe ,haraeler c:al\: Dell... t I;r~Je 01

~lupc in pUl;Igc (1-5 nn 1cUi); Dt:ltel new IImnel/passage conslru(1ion (1·5 on
luG): Dett'Ct sliding/shifling wall~ or rnnms (1-4 on IdG): Delcel SlOlilwork
,,:aps. p;rs...nd t1"-4ufalb (1-3 on Id6l; DClennine approltim"le deplh und.:r·
ground (1-4 on Id6); Dat'C1 unsafe wans. ce:iling. and Roors (I·7 on IdIO);
Dclerminc :apprr»:im:at.: direction underground (1-3 00 Id6). If lhe ch;rrxtcr
already pouc:sses Otll': uf the lIoo.1: ,:.lenll, i.e. il w:l$ gr:llll~ ;as a bonus raCIal
l;I]elll. Ihey Inslcad R'Ceive:a t I modifier 10 all checks of thai IYpc. II0WNer.
a maximum l'CIult on tht: die always fails in these Instances.

Opportunist: (5)
[Gnomes (Incl. Gnome Tltan~).Halmng5, Humans)

A human. gnnmlsh, or h:tlAing char2clcr willi this .alem is quick 10 Spol
any opfl'Ormniry which would benefil him. He is a apabll." whl'Cler and :a d(':ll­
cr. Therl·for(', lhis ch:trnclcr gelS a .. }% bonus ro any pcrccmile die r(Jlls fur
any purpose.

Javelin Bonus: (5)
[Elve5 (incl. Grunge & Dark))

1'hc5e dven cklrxtf'f'S V'I .1 allXk roll bonus when using II jilvdln.

Photographic Memory: (5)
[ElvM (Incl. Grunge & Dark), Half.Elves. Humans]

A char.1C1er with Ihis taknt can remember an)'lhing ht: h;as re.lrl. nils glVC$
spdl caslcrs In,;, abililY lU HlClnorile OlK" addillonal spdl p"r lco.·d.

Kee.n Sight (Long Disb.nce): (5)
[Elves (Incl. Grunge & Dark), Half·Elve5. Humans. Pixie Fairies]

People who po55C'SS this tll.!Cllt have' superior eyesight, enabling Ihem 10.fl:e
cre"l dislancCll. [l[ay<:r Ch~r.4ele~ who hal'e keell sighl Olll II';';' rnn&~ wtafl'On5
al much grealcr aCCUr2CY, giving thclII ~ I 10 all !lingI'd w·hil rolls.

·!1tcse char4cteIS HOI ice lhing.~ m~"y lHhl."~ would miss. They Coln sec 25%
(:anher lhan norm:.l chaDCt<:r$ in any given Ughl cnndirion (&N: Chapter 17:
Vision and Lighl).

Pick Bonus: (5)
[Dwarves)

Thi.~ lalenl giva a dW:lT\'en char2cler a.1 10 lItl:Kk rolb wilh milililry plck.~.

Potion Identification: (5)
(Gnomes (Ind. GnomeTitans), Gnomellngs]

A gnomish or gnomt:linj; d13r:1Clt:r wilh lhis abilify h;as a pcrcell1:aj;c chance
l'qllalto his Wi!odotll .'iCorr or identifying a pollon by :tppe.ar:l.nce lind scent.
HI' can nlllke an arrempl once per [t\'e1 per porion.

Reaction Bonus: (5)
[Halfllngs)

This lalenl Kr:lnu a • I 10 rcaclion rolls for OIher ~. acctpr.lllCe of Ihe
Char.1C1er wn,;,n finl n1R'ting him.
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Leu Sleep: (5)
[Elves (incl. Grunge & Dark), Half·Elve5, Humans]

The ch.ar.Kter with thii t;l]ent I't'quircs only fO\lr hwn' wurth ofs.Iet'1ll0 he
fully ~ln:I. 'llIis is~Iy valuable 10 .advel1luring spdl Ctiters.
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Resistance: (S)
[Dwarves, innate for Half·Elves, Humans]

This [ilk-nl givC$ a Chamel ....r <l 30% rl'SiSlalll:l' lO Sk....p and ch<lrrn-l'dawu
spells.

Seeking, Grasping Hands: (S)
[Elves (Ind. Grunge & Dark), Humans]

This fJkm :lllows a charactCT 10 rcach am lelcpalhic.llly and give rhe mind
of another person a ~pllSh,~ This allows him ro plam one single suggcslion
imo anolher pi'rsons mind, The rargel musr roll a save vs, sl>cJ! or l('('ar Ihe
stlgg....slion :IS f:lvofJbly as is reilsonable. (Allempring LO suggCSt that a paladin
sleal some'hing is far more likely 10 send lhe ]Mladin to pfJyer th:ln 10 gel him
10 SIJrr :l life of criml'.) This lalem t:ln ht us/'(l oncl' I~r da)', and ma)' afli.-ct
an)' crealure only once ever.

Short Sword Bonus: (5)
[Dwarvl'Js, Gnoml'Js (Ind. Gnome Titans)]

t\ chancu:r with lhis t:llem ~el.S +I LO att:lck rolb with ~hnn: ~word~.

Sibling Empathy: (10)
[Any]

Chanelers wirh lhis abiJif)' share a special link with a brother or siSler Ihal
is beyond lhe norm. They can aCtuall)' feelwhal Iheir Sibling is fediuI; as if
th")' wtre there. Such emparhy usually kick~ in whenever a sihling i_~ experi­
encing srrc;mg emorions, such as fc~r or angu.

II can w.trn of danger. Also. a person wilh fhis t:llent c:ln COnCelHfJte for
one full round :lnd commllnic.uc any single emorion 10 a sibling. or read any
single emolion from a sibling. This lalenf works no mat!er how far away the
brOlhl'r or sisler~.

Sixth Sense: (5)
[Any but Half·Orc or Half-Ogre]

This is the ability ro ~scc" lhings thm can'l Ilonmilly be $('(·n. Players wirh
this lalent (".In sense invisiuJc or hiddcn lleople or irl'llls wilh ~ f;lir d",g~ of
a(;(Ul1Il·Y. Thi~ uoc'S nOl I1II:".ln that rhl: chanu.'ler ha~ a dl:laill:d pil:ture uf tI"n
which i~ invi~iull: or !lidul'n, hI: unly knuw~ that SQIIIl:lhing i~ there. This scn~1:

alro hdp~ dtaraclers Ilral happen to ue ulil1u. U1inufulded 1.'1' in Lhe dark find
their way around safely.

Ch:\I";ICrl"r~ wilh lhis ~hililY 0111 sense finly rhinb~ nr IlCfIple rhm ~re in fronl
of ,hern. Oujcns to rhe sides or r("Jr arc IIndCleCl~bk uy Il1t-JIlS Oflhis lalenl,
Thl: uasic diane\: of~llceC55 is 50%, though rhe GM may aujll~t this (jur exam­
ple. ·20 if an UUjl'Cl is in a Il'atl·lil1l:tl uu:< ur .25 if the eltKrJl'tcr Itoltl.s SUllll'"
thing strungly linked to the persoll hiding),

Sling Bonus: (5)
[Gnomes (incl. GnomeTitans). Gnomelings. innate for Halnings]

This ChafJeler gels a +1 bonus ro-hil when using a sling.

Speak with Plants: (10)
[Elves (incl. Grunge & Dark)]

Once a day, tlte e!l'en charactl:r who h<ls rhis talent ("All uS<' rhe Speak wirlr
Plants auilirr, as it druid of rhe salll\: b'el.

Spear Bonus: (S)
[Elves, innate for Grunge Elves]

This e1ven characTer geTS a .. 1 :\If:tek roll bonus when using a spc:tr.

Spell Abilities: (I S)
[EI"es (ind. Grunge), innate for Dark EI"es]

Once a d~y rhe dven chaf;Jcrcr wilh lhis 1:.lem can d,(\().'Il: 1ft Ca,q Faerie
rirc, Dancing I.ighrs and Darkness a.~ a deric or magic.usrr of Ihe 5.1me level.
Wltt'n lhe chamcrer reaches 4th level, he can add rhe follnwing spells ft) his li~r

of l>ossibililil'S: ll'"1'itate, [)eleCl M<lgk and Know Alignrncllt.
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Stealth: (10)
[Dwaryes, Gnomcs (ind. Gnomc Titans), Gnomelings]

If lhe character with lhis talent is not in metal arlllor. a -2 penalty is :tpplied

10 opponent'S surprise rolls. The stealthy eharaerer must b.: al leasl 90 feel
ahl'ad of;t pany of ehar:tcu:rs withom lhis ability or accompanied only by
(.ltarJUl'r~ with l~uivall:l1I srl."Jlth ~kills, Tire dlluacter i~ :.l~u diliil:ulr to sur­

priSf' and rcco:ivcs ~ ..2 Lonus rn his own sIHpril'l' rolls.

Stone Tell: (10)
[Dwarvl'Js]

Onl·l· a day a dwar\"en char-.cler with thi~ lalerrr l'all usc thl: SlOne Tdl aLiI­

ily, as a deric of tho: sallll' IO:I'c1.

Sword Bonus: (5)
[innate for Elyes (incl, Dark), Half-Elves]

Thel'l' half-elvcn char:tcters gel .. I 10 ;macks with either long swords nr

shurr swurd~.

Taunt: (5)
[Halflings]

Once per d:ly lhe h:tliling Ch:tfJeler Wilh (his talent can launl someone, :IS

per rhe 1st lel'e1 m:tgiC-U5er spell.

Touched byYurgain: (-)
[Dwaryes]

Dwarves born 'IOllCh<:(]' :Ire ;lhle 10 Ill-come hard~ m~bc,~. There i~ :l price.

however. Such characters do nOl suITer Ihe penaltiC$ for using mask irems lhar
lheir hrelhn,:n .~uffer bUI Ihey lose lhe bonuses un UVl'l; \"s. m~gic. Touched

dr:t.rJClers alsu luse rhe to·hit mudific[sJdl-ren~eadju~trtlenrsotlll'r dwar\"l'S gel
whl'n artacking or bl:ing attacked by cenain r:t.CC'$.

Then,: is no Building Poir11 CO,ll fur lhis Talent bUl lhe dw:arf givC)' up any
dlatl~'1: uflx:illg a fightcr 1.'1' 11lulti.das~illg.

Tough Hide: (10)
[innate for Half.Ogrc, Humans]

A few rare human characters (and all half-ogres) hal'e a nalur.tl Armor Class

of R. If lhe character wears armor lhal would impro\'e his AC 10 OCHer th~n

8. thi~ ability has no effect. If Ihe char.lcll:r wears armur (h:1.I ~ivl:s him an AC
of 8 or wurn:, hl· may add a • 1 oonm 1O Iti~ Armor Class,

Track Game Animal: (S)
[Grunge Elves]

A cltar:telcr with this Talent rlXcivcs a +10 honus III Ihe tr:l.ck g:tme :lIId

identify aninlJl uy lr.lcb ~kill~. The character I11USt [>Ossess thesl: ~kills II.' g:t.in

rhe Ucndirs.

Trident Bonus: (S)
[Elves]

A character wilh lhis ralclll gets +1 on :lfl:lck rolls when using:l trident.

Warhammer Bonus: (S)
[DwarYcs]

Characters with rhis lalcnt SCI + I 10 altJck rolls with lhe warhammer.

340



~endix I

Step-by-Step Character Creation Procedure

This appendl" wn Included to help players through the process of creating char­
Jete.... a"d equipping them (or lhe campaign. It will guide yOu step by step
through this process.

Player Character Generation
Okay. the moment to gird up your loins has arrived. It's time to create your

character. To creale yoor HackMastcr character, simply follow the steps ill sequen­
tial order and refer to the appropriate chapters/ap~ndices as Instructed
(Remember to ret.urn to this Append,,, and continue to the neltt step after fiJllshing
the previous step). Mo,t GameMasterl require characters to be ueattd under the
watchful eye of a sanctiooedlaccredited GM, although the 'honor 'YStenl' I. accept­
able if the GM deems the player{s) U''Ust-worthy. Be sure [0 check wlm your GM
on his policy before roiling up your character.

If you eo<;ounter term~ )'01.' don't underSGlnd, JUSt check the glosSMy In the
back or re-read the appropriate section/chapter. Everything should be fully explained,
If It isn't, then its probably something you're nOC ready to embrace. in which case you
should cOllsult your GM for guidance. Once you'vc worked through this list, and
your GM has signed off on your charaCter, you are ready co Jump Into the fray.

Step I: Proper mindset
Creaeing a channer shouldn'e be taken lightly. Not only can it be time·

Intensive (Your flnt chancter could uke up to <t5 minutes to complete), but there
ue a lot of critical decisions to be made throughout ehe process, If you're not in
the proper frame of mind, you're going to m~ke misukes. I recommend sitting in
a qulee place for ten to fifeeen mlnuees co clur your mind, Take the phone off the
Ilook, put ehe eu outside - do whatever Ie U1kes to shake off the worries of the day
so you can think dearly. Some meditate, others use yoga and special breathing tech·
niques, while some listen to soothin; music or watch the final few scenes of
ExOlllbur. You'll need to find your own personal method to get into your lone.

I! your GM has Inslued on observing while you create your character you
should accept the fuct th.1t it is his right (and responsibility) to do so. JUSt teilium
you need to step out of the room to gather your thoughts. He should fully under­
tund.

Step 2: Proper setting
It's also important that you have a proper setting that is conducive to the

process. Make sure you have a sharpened pencil, an eraser. a calculator, several
shecu of scn.p paper and a pencil sharpener. YOtJ should also have some excra char.
acter sheets on hand just in case you need them. A cold tasty beverage of your pref.
erence Is a good Idea as well. Other imporent aspects of the sening to consider
Include adequate lighting, comfortable seuing and a good fiat surface free of
obuNctions on willch yotl can roll your dice. Most Imporuntly you need to make
sure you're dice are game-ready. You should never use vlrgil\ dice lO roll up a char­
acter. See Appendix L for procedures on how to properly fine tune and ready your
dice for play,

Step 3: Roll ability scores (Chapter I)
Your character needs scores for Strength, Dexterity, Constitution. Intelligence,

Wisdom, Charisma and Comellnen. The base ability "ores are determined by
rolling] siX-Sided dice. For each ability, a player also needs to roll a d 100 for frnc­
tional abilities. These "fractional" ability scores represent how ~lose a ~hara~ter Is
to attainin; the next integer ability score. (You'll have a chance of rai~ing fl":'lction~1

~cores as you go up levels, Vou can also nise them in later steps with building
poinu),

If you don't like the results you rolled you can try to adju~t them to suit your
need•. Can.ultTable]D far cia.. ability requlremenu. You <;an :adJuuAbllity Sc;ares
by burning off two (2) points from one ability and adding one (I) point to another
(however, comeliness rmy be adiusted lleilher up nor down). You can also dedu<;t
pofnes from your Ablllty Scores to generate building polnu (BPt) al this stage (you'll
use these Iner). 51!(! Chapter I for Ihe exact procedure and rules for <lom& this.
R«ord the final resulu on scrap paper.

Step 4: Choose a race (Chapter 2)
Ifs now time co choose wh~t nce your charncter will be. Your options will be

somewh"t d'Ct.1ted by the AbIlity Scores you rolled. Each rn~e has its own maximum
or minimum limitations on cel"tilin abilities. Consult Table 2A for a compiled list of
racial ability score requirement5. Then adjust the character's scores as IIIdiOlted on
the table lor the race you've chosen,

Step S: Record racial ablllties and talents (Chapter 2)
Now fiil' back to Chapter 2 and fond the description lor the race you've cho­

sen. Consult the 'At a Glance' listings and record the character's special racial abil­
Ities. It's also a good Idea to read through the descriptions for any additional r.lclal
abIlities which were not listed. Re<ord the rndal SP bonus 011 your scrntch paper.

Step 6: Character priors and particulars (Chapter 4)
Now filp back to Chapler <t and roll up your background in the following

order:
, Table 4A: Char.lcter Starting Age (roll according to race)
'Table olD: Determine Char.lcter Handednes~.

•Table 'iE: Determine Character Height and Weight,
'Table 4F: Roll for Character Social Class and Rank..
• Table 4G: Roll for elrcu!llnances of Birth.
• Table 4H: If Table 4G Indl~ated an Illegltlmate Birth determine

the nature of the illegitimacy.
• Determine SC1UUS of Parents (d 100)
• Table 41: Determine Quality of Parellt
• Table 4J: Dmerminc Family Herittge
• Table ~K: Determine Number of Siblings
•Table oiL: Determine Order of Birth (if necessary based on result

of Table 'ill
• Determine Setus of Slbllng(s) (I d20)

Note that you are allowed 10 burn a building point and reral! if you don't like
the results of a die roll on any table in Chapter 4 or Chapter 6. This process could
result in unwantlld quirks and fiaws and possible Ability Score adjusunems. Be sure
to keep track of these (If any) on your scrap piece of paper.

Step 7: Earning BPs with additional quirks and flaws (Chapter 6)
Now you have an opportullity to earn more building points (BPs) by volun·

ttrily taking on quirks and naws. You have two options:
7a: Cherry Picking:You may pick up to two minor quirks or filws from Chapter

6 alld gain 2 BPs for each one you choose. You can also pick I major quirk or naw
to gam an addnioml 'i BPs. TIlerefore using this method could earn you :II. maximum
of 8 additional BPs.

7b: Rolllng Randomly for Quirks/Flaws: With thiS method you musc declMe
how many rolls you are going to make on the quirk and fiaw tables in Chapter 6
(Table 6A). You can roll a maximum nine times. The catch is you musl roll at least
as Illany limes as you had declared, The tables might require )'Clu to roll additional
times beyolld those you had declared but if not, you must roll the eXJCI number of
times you declared, SP earnings for qulrkslnaws randomly rolled are liSted in their
descriptions in Chaptcr 6.

Once you have chosen or rolled for all of your quirks and flaws. you should
reco"d them on your chamcter sheet and tOUlI the number of building points you
kave. Also, don't forget to adjllSt any abilities Wt may have been affected by a quirk
or naw.

Step 8: Record final ability §cores and relevant da.ta (Chapter I)
Now that you've chosen your rnce and made any necessary adjusunenu to

your ability score~ for quirks or fiaws you have the opportunity to adjust your fmc­
tional Ability Scores by spending as many building points as you want on them. One
BP an Increase a fractional Ability Score by 25. Any fractional ability Score that Is
Incre.ased beyond 100 by this method allows the OIainAblllty Score (those that W(:fC

determined using ]d6) to be Increased to the next highest Inleger. Once you have
tpent as many Dr.. al. you want for tJli~, ....<:o,J youl r."..t ALilky St-U!,,~ U" YOU'
d",r.lcter sheet. Once tlmt's done consult U1bles I(A} thN I(G) and record the Vilr­
lous bonuses and ~naltles the character receives for having particularly high or low
scores. There should be :II. specir.c box for each bonus/penalty on your character
sheet

Step 9: Select a dass and Record your dan abilities and
bonuses (Chapter 3)

Consult the 'At a Glance' listings In the racial descriptions section of Chapler
2. and select a class th.1t is available to your character's mce and one that you qual­
ify (or WIth yo...r current Ability Scores. This Information is also compilcd for all of
the races on Table 2e.

Consult the description for the class you'"", chosen. and record any abihues and
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Racial Building Point
Bonuseli

Bonus Points

"""""""""8
8

""

Race
Ow>rl
Etf,lotlKh
Ell, G..... nge
Elf. Dan.
G~.

Gnome"Than
GnomdlllK
...,II·Elf
Hatlling
H~lf.orc

Hill-OIl'<)
Hu"",n
P\~kt."I.e

Class Building Point
Bonuses

Bon...s PoinlS

""",
8

"",
"""•
8

"•
"•
8

Class
Cleric
Druid
fighter
8.1rb;lri;ln"'...,
C_ller
Oan. Kn'8h'
Knlth. Err.>.n.

MM'
Paladin
IUnaer
Mallc·User
Batl~e

8l<>o<Irna8e
illusion''''
ThIef
Nunin
,,~

Step 10: Flnl!h background (Chapter 4)
At this time, YOll an determine how long it took YOllr chancter to m~ke It

thrOllgh school ~ndlor tr.lining for his chosen c1a~s a"d what money he has left over.
Turn blck to Chapter 'I and roll on the following cables:

• Table 48: Modify Ch~racter StJrtingAge (roll ~ccording to race)
• Table 'Ie: Determine Aging Effects If any. (by racill type)
• Table '1M: Determine St.1rting Mooey

Appendix I. Step.by.Step Character Creation Procedure
bonuses derived from that profession. For cxamplc, if your chanetcr is a thief, record
his ba~ thieving skills. Add your BP bonllS for the class you've chosen to YOllr Cllrrent
Bf> toal.

Step II: Calculating your starting Honor (Chapter I)
Now add the seven ~bility S(ores from Step 3 mgether, and dividc thal ~llm by

seven (round down any fncdons), Adjust the result by any nwdifiel'$ for your
Charisma scan::, charactcr class, background or q... lrks and flaws. TIlls is your ~[:ln;ng

Hooor. Record the resllit on YOllr cluracter lineet. Check Table IH to see if any
adj...stments to YOllr c... rrent totill of BPs an:: in ordcr,

Step 12: Purchase beginning skills, profidencles and talents
(Ch~ptcr 7 ~nd Appcndiltes f th ..... I)

Now you can spend yo...r bllilding points on any skills, profkiencles or t:Ilents
from any of thc lists in Appendill F, s... bject of cOUr'$C to any racial/class res,riClion~

and skill progres~lon req... lrements. Each skill yo... p... rchase allows yOll one (I) roll
of thc mutcry die for that skill, which can be addcd to yo...r basc skill mutcry for
that skill. You annot bllya progression skill until you have at least a SO," in the pre·
reqllisite skill(s) for mal skill. Note th~t)'Oll mllst spcnd thc BP cost to gain weapon
profidefldes. They are not a... tomatic.

Building Point Expenditures:

Step 13: Cash in any remaining BPs (or money
Each BP you have remaining can be cashed in for 25 gpo Any BPs not conven­

ed are lost.

Step 14: Choose an Alignment (Chapter 5)
Abide by class restrictions when choosin. yo... r ~lignmcnt.

Step 15: Record Saving Throws (Chapter 12)
See Table 12G.

Step 16: Roll Hit Points (Chapter 3)
Roll lhe appropriate hil die for your cnar.lcter, as indiGited on the class pro­

gression cable for the class yo...·ve chosen,

Step 17: Record base movement (Chapter 16)
FiRd the character' base movement rate onTable 16A and record it. Also record

the ellCumb",ncc CllU:gOrieS from Table 9'1' as well a~ modified movement r.ltes and
combat abilities.

Step 18: Name your Character
Give your character an appropriate nlme and record it on yOllr character

sheet.

Step 19: Equip your character.
Chcck with yo...r GM and determine if you're allowed to equip your chardcter

out-of-game. (I.e, choosing what you Want from the eqllipment lists in Chapter 9,
roUing for availability a"d making yo...r purchases.) Some GMs req... ire beginning
ChardClerS to make all their purchases in the game (i.e, yo... must acwally role-play
YOllr interactions with the mcrchanu).

Don't forget to determine yo...r chardcter's armor class rating for any armcr
worn. Also be Sllre to modify your base AC by )'OtJr defensivc ~dj...stmcnt.

Record the wei.ht. size, damage, rdte of fire, and range infomution for each
weapoll tarried. Indllde type and speed faCtOI'$ ~Iso.

Step 20: Have GameMaster review Character and certify.
Obtain rollr GM's approval and gct his signawrc. Be s...re to make him (WQ copies

of your ch~'':lcter-one for his me~, and one for the local chapter of the HMPA Registry.

Well, thlt's it. You now have a chal':'laer ready for batlle. Now !HI off with you and
good gaming!
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Step-by-Step Advancement Procedure

Thi~ appendix was included to help players through the process of advancing
your characters through experience levels. It will guide you step by ncp througtl
tllis pro<:en.

Eventually, when you gain enough experience points, you come to a iuncture
where your chal'<lctcr 15 eligible to rise to the next level. Your GM will assist yoo
wilen this moment arriVi!s, but there are certain things you should be aware of so
you don't unintentionally gel shorted.

ThinKS that can affect your rate of advancment.
There are several things which can cause you to go up to the next level quick­

er or even to be held bad,. Vou should be tlW;lre of these, since in the heat of me
game your GM is likely to overlook them. And lets face It, you need to look out for
number one.

Primary ability scores: MOSI character classes have primary ability scores. If
these scorn are a~ a cerClin level me chancter may qualify for a 10% elCperi.
ence point bonus. (I.e. he c.1n ob!.,ln the next level wim les~ experience points).
For elGlmple a fighter's primal")' ability score Is a 16 or higher SU'ength. Make sure
you ~dd me 10% bonus EACH TIME your GM awards ellpcrlel'lCe points.

Gn~at Honor/Di~hooor:Your chancter's Honor can make It euler to go up
me nelet level. or hold him b~ck. If yotJr d1~l'1Icter's Honor places him in the Great
Honor Bonus Window (Sce Chapter S T.,ble SA) category. he will earn an addition·
al S% [0 any ellperlence point award given while he remains In that window.

&.pcrience point awards/penalties: During the cOIOrse of me game your GM
may award you with elltra I=:~ for oULuandlng behavior/achievements above and
beyond those earned normally. Ukewlse he m~y sl~p you with an EP penalty bad
role-playina, disl'\Jptjve behavior, etc. Such award$lperwltles can affect your l"ite of
advancement [0 me nCJ<t level.

Advanclny, to the next level
Immediately Inform your GM once you've broken me EP barrier to me next

level. At the end of the game session the two of you will proceed d'rouah the Ill;:C­

essary steps to prepare your CMI'1ICCer for advancement

the Skill Mastery Die listed for that skill, alOflg with your
HOl'or Die,afld add the total to your current Skill Mastel")' for
mat skill (or to me f(!levant abilitiu for that skill If this Is a
NEW skill you've iUst learned).

If you fall the course the fees are lost, no new skills/Improve­
ment ClkeS place and yOll lose a poillt of Honor,

B, Prolonged Training: After yotJr 881 is completed you may
choose to SCly at school and continue your studies. For each
week you Stay In school you can attempt to learn/improve
twO skills. You must pay 1,500 gold pieces per week plus any
course feet. At the end of each week you must roll to see If
you passed tile course (See uep A .bove).

There Is no Ilmlt to how long a character can SCly in school
w 1000a n he has the money to pay for his classes, however,
for each week beyond me BBI me character Josu one (I)
point of Honor. Aner all. you're an adventurer by the aawds,
IIOt a backpack·lot'ng full.time swdent at Urbana-Champaign!

Ste.p 4: Increasing Hit Points.
After you've compleled your training, and have advanced to the nelet level. you

roll the hit die indicated on the progression table for your character's clan and add
me result to your hit points. This is yotJr 'new' maximum hit point level.

Step S: Improving Fractional Ability Scores
You may now roll your Honor Die and" the appropriate polyhedra" based on

your class for each of your fraCtional ability scores and add me result to me former
number. If a fractional score Is pushed above 100 yotJ should nise that ability score
by I and re<:ord me balance of the f...cl;ol1.1 score, For example If you had a 12187
Deleterity and rolled a twenty on your Honor Die your new Dexterity would be
Il/07,

Once you are finished roiling these fnctlonal abillq'Jep{es ..check the Tables in
Chapter I to see if Iny of your ability modiAers have changed ."d make the neces­
sary changes all your chal"icter sheet.

s~"'"
Intelll(ence
Wisdom
(>.,><'er!'y
ConsrJtuuon
Charisrm
Comelinell

Step I:Verificatlon and GM Rating
GM verifies the d"racter has the required Ilumber of I=:Ps to advance and

roues your character by assigning a rating between I and 'I.

Step 2: Schooling: Basic block of instruction (BBI)
Now your charaCter must attend schooling. either in a formal school or under

the tutelage of a qualified melltor or teacher, ind complete the 881 (basic block of
Instruction) for me level he'~ advallcing to. 88115 an abstract collection of teachings
and procedures which your character needs to apply his knowledge and eleperience
and rise ill level. It's what gives him any new abilities/powers associated with hi~ new
level.

Table IIA
Fractional Ability Die Roll by Class

Fighter Magic User Cleric
d20 d'! dl2
o1~ <120 d6
d6 0112 d20

dlO dB d4
dll dlO dlO
dB d6 de
dot <14 'H

Thief

"."..
""dO
.12..

The nting "umber you were assigned by yOllr GM in Step I IndiQtcs the num­
ber of weeks ,t will take for your character to complete his 8BI. Each week of B81
studle~ coses him I,SOO gold pieces (payable In advance) in fees. Advancement does
"at take place until the chancter hu cornpleted his tr;llning. Completing 881 is the
qu.lifier for advancement in lev{!ls. Other man any abilities/powers aSSOCiated with
me new level there are no other awards or benefiu in completing tn.inlng.

Step ): Advanced training.
During your 8BI schoolina, you have an opportunity to learn new skills or

Improve those you already have, This is handled In twO different ways:
A, ConcurtentTralnlng: During your B8l. you may sign up for

up to one (I) additional Skill course. You must pay the fees
Ji$ted in Appendill F prior to taking me class. At me end of
your BBI you must roll to see If you ~ssed the course. using
your" Chance [0 Learn for your Intelligence and adding In
the Course DiffiCUlty Modifier. If you succeed you may roll

Step 6: Improve Your Saving Throws (see Chapter 12)
YOllr SavingThrow Ilumbers cnange (for the better) as your d1ancter goes up

in level, 50 check me appropriate for your class (Tables 11G-11J) In Chapter 12.lnd
mark any changes 0" your char;lcter sheet for easy reference during combat.
(When you'll need ill)

Step 7: Choose New Proflciencies (Chapter 7)
8e sure to check Table 7A in Chapter 7 to see If you have earned any new

Proliciellcles, and record any changes or new information on your character sheet.

Step B: Record a.ny new a.bllitles/power! of your Class for your
new level.

Refer to Chapter 3 to see If you have gained any new spelJ~, skills, abilitie~ or
powers from your increa~e in level.
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Appendix L

All Things Dice

Die Nomenclature

<I. High Color Convcnlion

Some old school gamers still like 10 use rhe antiquated [wenry siders which
were made in lhe 70s and 80.~. These dice were manufaClUred widl no di.~­

tinction made berween resu1t~ of 1-10 versus re.~ul[s of 11-20. They were sim·
ply nUlllbered I to 10 rwice. It is perfectly aceepwble 10 usc such ou[-dalcd
dice bUl ccllain conventions must (,e adhered 10. Half of lh~· numbers :'ppcar­
inJ; on a die of this lypc mUSl be colori7.ed by some mcthod, usually a colored
wax crayon or a masc;lr~ pen. Whcn a pl~yer uses a dic of thi~ rype, ir is essen­
lial that lhe color oflhe higher numbers be declarc:d publicly and agreed upon
for lhal session (and recorded in a verifiahle place. such :IS on a character
record shcct). Under no circunurances :Ire players [0 be allowed 10 "Colli" [he
color oflhe higher numbers afler:l roll has been made. Similarly. i[ is consid­
er«! poor etiquclle 10 try IU .wileh lhe Clmvenlioll of high.color OnC" :L gal11­
ing session has begun. Breaching [his etiquetle. is accepta('le in elttleme l·xten­
ua[ing CircUmSlanCCS, sllch as when your chatacter is gelling decimalcd and
you're rolling consislently poor all session, A final method to usc these dlcc
(or a len sider) to generale rolls of 1-20 is to roll a d6 along wilh lhe d IO. On
J 4-6 you add 10 to lhe dlo result. Thi~ method diminare.~ the color issue.
and is an alternative for those who have losl their d20, 01 were 100 dim to usc
rwo differenl col<)red crayons OIl tI'l"ir d20.

5. Open and Closed Rolliog

All rolls re1luil«! of player chal'ac[ers during a l-IackMaster game session
nH15t be made publidy such lhat all other altcnding players and lh~' CM may
view the roll. Under no clreumslanees shall a player be allowed to hide his dice
rolls. The GM on lhe olher hand may use ~c1osed" die rolling at his discre­
lion. In fact, it is the normal proc«iurc for" GM 10 .ecretly l\,akc die rolls
from behind lhe safety of his official l-I~ckMaster GM shield. However, the
GM is allowed 10 inllude upon any other die rolling zone on lhe table a[ will
(this is th~· only exception [0 Ihc normal protocol) with no pcnalry. This is
oflen done during lhose Jr:lf1\:l.lic moments when IClling the players Sl~ the
fe~rsome result of a 20 coming up Oll a to-hit roll is jUst 100 much 10 pass up.

6. Let Ihe Dice F"II \'(/i,cre They May

Dice rolls arc sacred. In my campaigns, I let lhe dice fall where lhey may
- perioo. I don't COllon 10 fudging die rnlls alld orher sllch 1I0nscnse and I
despise thoS<' who practice such foolishness or allow it to take placc at thdr
lable. But lhal'S a mallcr for the CameM~ster, so I have. addressed this issue
in lhe GM's Guide.

Before any further discuS!;ioll on dic" C'.In 1:lke place, leI uS define': the pr<>p­
er nomendature for lhe various forms lhey take. In lhe HaekMasler rub lhe
die is sYlllbolizcd. by ~d", :l.nd irs number of sides is shown immedialely thcre­
af[cr. A silt-sidcd dic is therefote "d6~. dS is an cighl-sided die, and to on.

Two four-sided dice arc expll!SSed by 2d<l, five eight-sided dice arc Sd8, "Ie.
Any addition~ [0 or su(,[roctiolls from lhe die or dice ale expressed after the
idemification. lhus: dS + S llIe~ns a linear number grouping between ') and
16. while 3d6 -2 means a beU.shapc<1 progression from I to 16, with the great­
esl probability group in the middle (8, 9). This latter progre.uion has the $.1me
median numbers as 2d6, bUI it has higher and lower ends and ~ greater prob­
abiliry of a m",liau number lhan if 2d 12 were used.

On a d I0 and d20 a zero result (0) is read as a result of 10.

The d20 is rhe most vcrsatile die in your dice arsenaL It can be used:lS dlO
aud d20. Two d20s can also be used ro simul:l.le:l. d I00. More typie:llly, how­
ever, rolling two [en-siders of differenr colors generatCS percentages (numbers
ranging frolll I to 100). Before rolling, the p!:lycr announces which color is
high (tens) and which color is low (single digits). When pcrcel1lage dice are
to be used, it is indicated by dIOO,

Somctimcs you will need 10 usc various dice ro simulate dice of another
type. For eX:lmple a d6 can be used to simulatc a d3 (generating" random
number from I to 3). [n this case lhe result of rolling a d6 would be read as
follows; 1-2.1,3-4",2,5-6.3. Likewise a dlO cnuld be used to simulate
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Dice Etiquette

This :lp~ndix is devoted soldy fO Ihe topic ofdice -Ihe lools of the' trade
for every pbyer and gam"masln II is highly recommended {hal you rcad fhis
SCl:lion thoroughly and refer to it ofren. Also known as polyhedrons, dice arc
fO the gamer what the assault riAc is fO rhe comha! soldier. Tho5e lill[", odd

shaped lumps of hard impacr rb.~rk, along with )'Our sharp Wil, are often the
only rhings standing ber"'..cn you and ,!Iaracr"r dealJ.. If yUll [x,corne imi·
nlately familiar will, your dice and learn to usc and care for them properly,
Ihey will serve you well.

There arc a few rules of prolocol concerning dice and rhe SOOller you ["un
them (and put [hem 10 use) rhe bcuer.

I. Dice Rolling Zones. (DRZ)

Every Phyer should have plcln)' of room fO roll their dice prop<;rJy. The
minimum area for a dice rolling zone is 17 3ftj inches wide and II 71t!, inch­
es dcep. NOlI.' abo, lhat all ~publie t:lble arc:.u~ arc: officially frtc rolling 7.ones
(FRZ). These arc: lhe batdelmini:ttura area and free space.~ herweell lones.
Using:ln FRZ is rhe only w:lY to create lhe DislanCe-DrJm:llic Rull (such :L

roll heing made fillllOU~ by lillIe Isaac Goldstein while sbying Ihe Swak Iron
Dmgon wilh a dcsp<'l':lle ni[ in till' dosing seconds of [he H"ckMasln Finals
a[ CaryCon 'S2). But lake care whcn rolling in the balde area nOI 10 dislurb
any minialllres. If you find your assigned dice rolling :rone al lhc gaming lable
insufficient you should bring it to the amntion of your GM.

Enough space must be provided so when [he dice :Ire rolled, none of lhem
touch e:l.eh other. The DRZ should be free of obstades so that the dice eel
plcmy of [umblc-aetion and roll frc:cly witham inlerference or inhihilion.
Also, dear DRZs are necessary to avoid any disputes berwecn pbyers who do
not care 10 have anolher person's dice intrude upon their own DRZ. This is
eririe:l.l for those who believe in Ihe pnssihle If;lnsference of (b.ld) luck berwecn
dice in close proximiry ro one "nolher. Indeed, invading anotller's dice zone
wirh:l poor roll ofyour own is akin 10 lhe infraclion of touching "nOlher's dice
as descri(,ed below. Because some playns don'l leSpe<t lhe DRZs of olher
"byers it is within [he CM's power to apply a nlOdifier 10 any diehlie<: which
viobH:: ~nother player's zone ~s 11 penalty.

There has (,een some speculalion ~boUl ll~ining ~n arc~ of [he table for high
numbers. leI me say, une<Juivoc~lIy, th~t [his is norhing morc than a myth.
NOrrilan Bowzer's popubr articles in the Hack Journal were flawed and his fie­
utes fudged. We have taken the opportunity with the publiC:llion of this edi­
tion, 10 publidy refute them, :lnd thus cleanse HackMaslcr of cQnfusing and
highly-speculative infQrmalion, Let me also Slale here, for the record. lhal we
at Hald Eighl dispure the claim lha[ 11 die can be rolled on the outslretched
surf~ee of an open palm. TI'e open palm is NOT" sufficient rolling surface
for properly resolving die rolls.

2. Hands to Yourself.

When 11 playcr is in lhe actual :l.ct of rolling his dicc, shur the heU up. Before
he rolls, feel free 10 cheer him on. hex him, whalever, but whcn his arnl begins
lhal forward motion, you'd bener pipe down. /v; his fingcrs glide open and
[he die springs free, rhe lable should hush and watch and listen. There's no[h~

ing like [he drama and expectation of an import::lnr roll rar-a-t:lHal1ing across
lhe mble and tumbling to a stOp. Speaking when one is lolling, even (0 chcer
him on is rude and should he avoided as lhe poorcst of cti(jucue,
Furthermore, if [he die roll is poor, Ihc player has" valid gripe that you ruined
his conccnrration.

Another Ihing ro rcmember, especially for neophytcs, is lhal most experi­
ene~-d gametS are somewhat possessive, even superstitious, when it comes 10
their dice. Iv. ~ gener:ll rule, one player should never, EVER louch another
player's dice. Ir jusr isn't done, not wilhout lhe shedding ofblm. The surest
way of oSlradz.ingyoorseiffrom the fellowship of other ganletS is to be a dice­
SCjuirrd and pUl your p~ws on dice th~[ don'l belong to you.

3. A MOllitlU of Silence, Please!
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Dice Recognition Chart
The players first line of offense/defense - his dice arsenal.

four sider (d4), six sider (d6), eight sider (dB), ten sider (d 10), twelve sider (d 12), twenty sider (d20)

Top View

3/4 View

Side View

"tiS (1-2_ 1,3-4 _2, 5-(,-3, 7-11 _4, 9-0 _ 5) "nrl:l d4 Cl;lldd heu~ "sa
d2 (1-2_13_4_2).

The Nature of Dice
Di.::.:: in I-lacldvlaster arc akin to the Fatcs of mythology. And you mighl <tS

wdl know one sad faci up fmlll -like the F;u~, dice JIl' fi.::klc, friend lO nei­
ther GameM.lster nor l'byer. The player who :Ippears to he on a Itu;ky stre:lk
one w""k anll rolling one critical hit after "nmh"'r i_~ often rhe sam<: g"y rolling
an <:nlll<:M .qream nffllmblc:s rh<: ne~r ~~ion,

Now there arc those misguided individuals om Ihere who would have you
heliev,,", th'" outcome of any given die/dice roll is governed hy the cold, blind
t...netS of prohahility. ~There i~ no such thing as luck!~ they a,,-um,')'O" as they
/;0 on and On abolll bell cur\',,-~, rhe law of m;uhenutirnJ :lVemgc:s, "nrl other
such non~n~ in an allempt ro hamm<:r rhrir poilll of view inro your skull.

To be honest, they are panly .::orfC(t - di.::c are designed to do one thing
- generare rruly random nllmher_~ thar dictate rh<: OUfcom... of V:lriOll~ action_~

during thc cour,e of thc game in a fair and impllrrial man ncr, The r:lndom
1II1mbt.·~ they gCner.tte art ultilll:ltdy what kl":ps tltl' GM'~ IJQWer over hi~

I'laycr~ ill ch~ck, He llIar d~~ign the adventure and chart thc coursc of tllc
action hut al Ih~ ~nd of th~ day it'~ the dic~ which dl'Cidc tlte outcome. BUI
to Jay there is no 'luck' involved in rhe tumble of the die is folly,

Ask Illlyonc who lllls bellied Ul' to thc gam!" table and they will swear rh:u
thi~ dil' or that fa\'o~ (or di~fa ...ot~) them, If )'Otl press the subjl'Cl mo~t galtltrs
will produce oue or 1lI0rl' of their lucky ditc. (I myself have a bluc lx:uu'uc
p.olyfilJrC d20 model 5 l..Jled Nat F.tithful wltich ha.> served me well for twell­
ty three years). We've all wimcs.«:d rhe player on a 'hnt streak' whn incxplic',l­
bly pulls nat' fWemics OUI of his bmr like some Easter Bunny doling OUf eggs
to a sehoolprd full of Ilreschool ... rs. Thert's lillJe doubt Lhat luck ...~ists and 10
s:ty it d<'leSn'l simply reeks of denial. The nmion nflllck (and barlluck) is \'<:ry
re:J[ to mo<t player~ :Indrh~ take it seriously, You'd he "Jvisoo to do rhe s.'1mc.

Having s.lid that, let me warn you nOI fO mil inTO fhe tr:lP of ;llIempting fO
lhot by tht good gr:lCtS of Lady Luck. Tho~ who usc luck as a crutch soon
find them.'.c:lvc:s Eilling flat on th ... ir fac.".,. I..:tdy Luck has a wandtring eyc: and
,he d"ncel wirh many panners. Ont' moment .<he may be ar your ~ide anrlthe
llUI 1lI0mClII sll(~'S Ilowherc ro he tound. When It tomcs 10 hackillg it" he<'
ro 1<:ly on yow own wits and mettle.

Choosing/Purchasing your Dice
Gre:lt are and attention should be given when purth:lsinglsdecting your

dice. I recommend going with dice produced by a reliable m:lnuF.-telUrer,
Examine each die for imperfections such :IS misshap.en appearance, fl,twed
edg"'" or molrl mark.~/e~tra material which Ilrotrud,,-~. A<k l.he shollk...eper if

)'011 (:10 lesr-mll your dice ....,lections prinr to purch,,-~e. Any die whieb rolls a
"I" should hr reruroClI rn the dice hin nn rhe sp<u (unl~ you're looking for
an "inir" 10-siller), YOII may even "",nltO refmin from buying any OIher,lic'"
flOm rhat S<'1llle bin sinct' unlucky dice llsually COOIC in grOllp~,

f'ay special attcntion to the nlllnbcrslpips on c,teh mce of the dic. Arc fhey
dearly leg:iblt? Is tilt die llude of high imp,tct plmit! Is ir used? Don't he
afl":lld to ask qU"5tiOlls. Most game shopkd'JlCrs understand the importance of
dice seleclion and will dwerfulJy l:.1ter to you,

¥ou lIIay al:.o W~1Il to a~k wltal thc SlOre'~ policy i~ Oil ttwtning dice rlmt
fail 10 Il<:rform pro[J'Crly. Note: Sj'Cciall":lre shoulJ lx: t"h·lt with virgin dict'
(new dice that have never hlocn USl.J iu a game). Whenever you l.>uy ncw dice
be sure nut fll mix lhem wilh your b~ttlc-hardcnl.J di<:e ulIlii yuu'vc I'rul'Crly
primed th<:m. This is important since any bad luck may he tr:l.osfern:d to four
bartle-hardened dice arsenal.

Assembling your Dice Arsenal (Battle Line Dice)
WIll'n you fil$tlxogin playing you'll probably be conrenr jt~<r 'fO buy the ba.~ic

dice requited to Illay and throw rhclll in a dice bag withnlH much more rhought
or cOllsid~·r:lliOll. This is IYI,iCllI for the m:nphyte. A~ your g<JlIling exp<:rienc<:
grows, how('Vcr, you will want (0 givc more ~rious thoughr 10 mailllaining all,]
l.lUildillg ~ I'ropCt Dice Arsenal. 11lis involvc:; wt"l."ding Oll{ dice whith under-pcr~

form or which ~how the sliglucst siglls of being under-pclforrncts (or IlCrhaps
unlucky). ¥ou'll also "".tnt to bt.'gin taking nOli: of ;Uly di(' which dCfllonStl:llCS
the euly sigru; of being a 'lucky die' (A very nn: thin/; indl't:d),

For cx,tml'le, over the course of.several game sessions you'll probably nodce
that One tweJ1ly-~ider sccm~ 10 be rolling more than its sh:lre of high numbers,
It's entirely po.,,~ihle )'ou hav... a 'lucky' Une in the making. You may wanl to
wnsider assigning this llie a spC'Cific lask/purpose (snch as making back stab
rolls only).

Lct's not forget the ever-important Honor Dice, It is of UlmOSI importance
that yOIl purehJSe;\ separatc set of dice for I·t/mor rolls. In fact, I recommend
yOIl use ONLY offrcial HackM3StCr'~ Honor Dice" brand polyhedrons, !lUI
hey, it's )'our funeral. Remember lhJI it i~ a dishonorable aCI 10 use 3 die nOf
designated.LS:tll honor di('.

Dice Priming
You shl>uld nC\'Cr play wirh virgin rlice: (new dic<: which have never been

used in a gallic) without properly priming rbem. The rroce"~ is ~imrl(' nnrl if
you diligently follow it for l"Jch :tnd !'very new die you purch:l-5C )'ou'1I s.,ve
yourself a world uf hcadadll'S and pr(ll.>lerll~.

When you pur.::hase a new die il should be segregated from your acrive Dice
ArsenalullliJ it~ properly primed and iu Slat1ls is known,
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The Fame-Rub

AppendIx L: All Thing! Dlee

Left to Right = Higher #s
,...------,

Right to Left = Lower #s
die ,ICrnS.~ rhe signarure. {1~L1t no more rhan Icn as that Coln somelimC5 have
Iht (lprosire dT«1 nf whal is de..~irN\.)

YOIl (an also galhcr soml"lhing a game d~ignc:r ha~ US\.."J, sueh;u a napkin,
palx:r cup, wUa an. el(. and lUb your Ilice 011 il. (Ag;lill~ frUIlI ["fi 10 right
to yidd higher rllllnbers), lryou're lucky, you Illig!>t "V"II [,,, ab[e to rub }'our
di<:e un tI,,, de~ibn"r l,illl'>CU; ul eVl'Il gl't on.. ki~t or bles.~cd!!! You mighr
walll 10 d"'ck the gallic d..signcr's credenlials before going rhis route, howev­
Cl. [lots he had any hil S;\Ines? [las ht won at le,1St rhree Origins Aw,lrIh?
M,1kc sur.. his qufl"is up 10 snulThcforc ruhbing your dice on him.

There are even those who 5ugg~t if yOIl lUb \I die on a dl':lJ Aame IIc:sigu.
cr'~ I\lmbsmne, tI'l: bad luck will immedialely be Ili!ot:harged un[y III Ix
replaced by Jl:ood luck. Such a chargcJ-die i~ saitllO be [u~ki""'l ur all di<:".
Acco[ding IU No[man Bow7.1:[, who has tri"tllhis ilppruad, on nmnl:'UU~OCI'1l­

sion~ il ~illlply ..1~n·1 work. HI' rl'Commcnd~ [caving Ihe,Ji" un Ihe tulllh­
Slone for IWO nights uIlI!l:r a full 11101111 in
o[der to give Ihe bad luck time to dis~ip~lc,

Sillce Ihis particular rTledll.>d j" the subjC\.t uf
di~lmtl: We P!'<'.'><'III it here ..... ith prOI)!'r nodce
th:1I it may, ur may nOt us.ful.

One Ihing ii certain. lryou havl" a die that
SlartS rolling Indly, you nero 10 qui\:k[y gl"t il
away from all your other di<:e. DON'T ullder
ANY eirCunlSl\lllCe place: il hack in YUllr (lice
vaK with Ihe rt:S1 u( }'uur dice. Sudl all lIlt i~

sh"cr folly. You 1l1'Cl.!. lU ke:ep il ~CljuC)."rc</

from Ihe [!:SI uf YU~lr Ilice:, ur YUU'[l: jUM Ii");­
ging fclr trouble. Unril yOll have Il«n ;Lb[e 10
purgc rh" bad luck fmm a die, and instill i[
wilh good luck, there's no u.<;e taking any
(hances.

Lucky Dice
You .~hould alwa)'ll name any dice rhar are [uclc)', rhere is power m a name:,

;IS many cultures know, and rhis name should nor he given ligh,[y, You should
l1....'ef naille it a dishonorabl.: name,:IS il nuy rchcl. The name should reflccr
your hopes, or ,h" posilkc char,lCleriSlic.~or rhe die, YOLI may also W.1l1l rn
name rour die according 10 a specific Task you a.~Slgn 10 it.

Thai is the nexi ~Iep. Once a die haS been round lucky, you may walll to

as~ign it [0 ~rform ~oml" ~pc<:ifi\: lask. For in~tan\:e. a dice that l"On~i~lelll[Y

ro[b high numbers mighl end up Ixillg your to-hit or damage die. An appro­
priale naml" will seal thi~ JeaL A dke lh<ll rolls eon~i~lerllly low may be use·
luI for saving throw~.

\VhaICI'er happ<'lI>, uS(" lucky die;: wisely. Don'l ov;:[use Ihclll, IXtll'l ahu$t'
t!,,,m. DuI1'1 uS<: d'em fur ~uc" Irivblitin a" rolliJl~ fut supply avail... biJity
unk~ Ihere's somelhing yuu can'l live wilhout. Tr"'...1 them witl, ="1.'(;1. 'l1'en
they will rarely leI rou down.

Dice Cleansing and mher Rituals
SomelimC$. aflcr many OIrnpaign~ of failhful service, a die will $Omehow

~t1Ut rolling badly. It ~hollid lx: ob\'iOlI5 whe:n thai l,)C<:urs, that it ha.s fallen
il1lo a bad-luck ~lump. YOIl miglll want to ~imply tuS~ the dic in Ihe: tms[, and
wriu: il off. Ilowcvcr, $OmClimcs iI's lUugh tUrning your b.lck on a Ilil: which
has iiCrvcd you iii) well for $0 long. III C:l5t.'S lik~' this yUlI might ;lltempl to

purge It of thc taimed influencc of bad luck.

-1l1ere arc Imndreds o( dice cleansing riluab OUl thcre being promOlcd by
every rwo-hit hack jock"y and dice shaman in tb" gaming world. Som" 1)(

th"m work. Most don't and are unproven. We SlIppMI only the following
lime"prm'en meth"'k

Care and Maintenance

When Good Dice Go Bad -

The HackMaster Player's Handbook
Take the virgin die and roll it 25 lillll'S. COOll( the number of rolJ~ which

rault in a muimum re5uIL as wdl:is IhoSt: which re~uh in the minimum po~­

sible muh. If the number of minimum re,o;ults is more than the number of
maximum results repeat The process. I usc the 'three mikes yer Olll' rule. If
the die f.,ils the Min/Mu TCSI three limes in a row fhrow it aW:l.Y. You could
Iry to purge it of any bad luck but ii's JUSt a "irgin die - why t.lke chances?

On<:c a virgin die has passca Ihl' Min/Ma... ·u:~1 you Ill'l;([ 10 lria[-Icsr it in
a<:tiw play. You should ~tilJ h'l:p il ~..:gl<:gatl-J, howel'l'r, from your main diet"
arsenal. Wail 'Iii an opportunity C0Il11"$ up in Illc garnl' when a dic ,oil ofwlllc
typl' is nl'Cdl-J. Then, ami only thm, produlc tlu: die and loll it. If Ihe l'e~u[1

is a critiCllI f~i[ure (i,l:, fumble) dislJOsc of thl' die imllll-Jiatdy. If Ih,,' die !'Oil
is a ~iml'le failurl: try it again whell the 01'I'ur\unily riM'S. If the dil' prwull"$
a faik-J rl'Sult a Ihird lime I\l~~ il OUI.

I( the die mils a succf'Mfu[ result, however, it shows Ilromi.-e. You should
still kee:p il segregaled umi[ il has proclllcc:d duce suCt:e..~(u[ in-g;lllle r~uh.~.

Thl"n, and only Ihen, should you IIlnv" it In yOllr ani"e Dice Aro:c:nal.

W11"n nut u"inl> your die", yuu shuuld keep thl'lll sturcd in .1 "p<:cia[ l"'g
(["ather. n('Ul'ren", sued" or vinyl baffo all' !J.<-l.1). Gtre "huulJ lx: takl:tl th.ll any
"IlSpt'U dice: ur Ilnlou:d dice: arc scgrq;iuccL SlUdi~ Clll1du~t"d al the Hard
Eight A.C:I: [ah~ have "ulj,gC':iled ,hm dice "lUred tog"t1,e:r tenJ III lIl.timai"
d,,,ir [ulk'[""eb for [unger l",ri,ld" uf lim" Ih.lIl Ji~e .'>lOl"d i"dividu ...lIr ur ill
ul>t"11 ClInlainer~. ThO" ,tudie:. runll"r sugge:.1 tll...1 10..... rolling diet lend to
Ix:ndir frum bein!!. MUrc</ with mure rubu"l dice ;lIld Ihat t.heir lo,k-[""eb nMy
aCl1I\llly be I'Il11e:t.1UI'. BUI a single unlucky dil: " ... n bring (Iuwn Ih" lllck-["vd
of cvcry die in Ihc bag it'~ norl."J in. It i~ my reoommendation that you lake
110 chanel'S. If the ~Iatus of a die is in qucstion- segregale il.

The Fame-Rub
The fame rub is a tactic wilh Will'" mcrit. A I'crliOn who w~nts to qui<:kly

tr.ltIS(l"r good [ul"k into his dkl: Lan do i>Q by rubbing Ihe dice on Ihe pt'rWII,
or some pt'rsonal effcct, of a IJOPu[ar g;Lllle designer. Rubbing a di~' aclO~S 01'
Gar's signamre, from [eft to righI, for examp[l:, has oc'l.'n rcpom-d 10 yield won­
dmus results. (Remember: Always left to right fur highl'r num!.x:rs. Right 10
[efl fur luwer numlx:rs). TIli~ pr.lctin° ........ n alw lx: USl.-J 10 prime new dice anJ
many game dl'Signe:rs at oonventiun~ and store: ~ignings are: mure than glad 10
ublige fan~. AJ; a rule of thumb you shuuld du a minimum ofsix 5wi!X'S uf Ihe

Emergency Purge
There may h" timc:s when you as a player are umure about th" luck o( your

dice. Or what i(you're in the middle o( a Hacktournarncnl and you fcd your
luck has dropped Oul o(your dice oog? There is onc way to infusc a linle luck
back IntO your dice bag which may JUSf .l.we your game. Firsr, )'OU ml.l5l empl)'
our your dice bag. Roll each one umil it yidds a maximum fCSUlt. Set it aside.
Rub C3ch die across Gary's s;gnarurl" (or, a [ess affective 0plinn, .lemss his by­
linc Oil any HackMa.~ler prodm:r) :IS stated earlier. from lefl to right. Put all
the dice back in thc bag and ~hakc il 100 tima to redi.llribute till: luck.
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4.Tho die IS 'oluled Wldo 1 '~UQII

~""""".mion.

2.jlllIll r!>e''''''P' rnl:ha. pont~
tlwI h>nd is lui)' mended, r:ho ftnten art

.~...cl~~kQm

the dunb Ul !"'" the die 1 s.lit:iol .......

l.A.lhe peon' of n!lwe tilt wrill ~ fWlll'
ocI 0'1>11 OUfWHd mooorllO rot~l
""'" ... m. dieldito.

Whatever the house: rult'S, lh" eM has the final SOIY on whether a die roll
is accc:prahk' or not.

Let me 5.1Y Ihis. as a final word on Ih... imponancc of dice to llackMaster,
and a personal norco Most gamer~ will agrl'C, rhelcs nOlhing more l)ealuiflll
Ihan a handful of lJIu!ti·oolort..J, jlwd-likc dic" gli~tening in rhe warm lighl
over the g:l.l1ling taull.'. There is no Uctter solll1d than fh:ll of fhe hard pbslic
paflef of dil.... hi[(in~ a gaming table, There is no greater Ihrill lhan having a
eharn.Cler slanding toe: 10 toe: wilh dO:dlh. :llid seeing fhat im'pnssihle numbcr
pop ul' on till' dice 10 save him, So, ue:tsur" those little gems, my fri"nds.
lint 'em right. YOII won't be sorry.

I.Aft!l' wklt!lllle dle "pwlly In 1 clI:nehed
filllht p»rn II opened and tlpped IS II; II """n
'OWll'd tho ~led dic:. roIonc lOOt,

lJun II tho die II aboiK to !eM r:ho!llnd r:ho
pHn ~ "'-ted with aquK~ IWiIl oIlht .mil
for .<!dod Wu<l

1.The die IS pI'OIKted tow;\,d 1M rath III

sharp 101'< .0~ ~ • 'bcuneo'

r:tisc your luck to :m
unc,llIny level. but they
drJw grudge monslers
like you wouldll'tlx:lievc. L -'

Among gamers. rhere is sorne dispute a~ to wllat COl\StilUtC5 all offidal rnll.
Mosl groul>s h:l.ve house rules which all playcl$ have agreed tn comply Wilh.
Some groups consider a roll to be void if il l<':tv"", the mbl" Or pbyillg surfac...
Olher groups eOmider all rolls valid, including lhose rhm land on lhe noor, in
lht: pil'.:ta, in a cup of soda, l'tC.

I've heard of a group of players in Ihe South Carolina H.M.P.A. cllapter
dlJI hav.. a ~pcdal'clI dause' ro rheir housc die-rolling rules. If the family cat
intercepts the dice during a roll, the Cll is :tllowed to play wilh Ihl' dile until
h<,:'s hored and brc:tks ofT his alrack. The results of rhe alJandoued dice ;lrt· con­
sidered official!

/I:; for <I dil' lhal land, in such a w.IY rhnl il is leaning. (cocked) wilh onl)'
pa" of its Sllf(,'1'" on rh" mble, lhe l;enern.l rule is Ihis: if you can insen rwo
pennil$ undernearh Ihl' cocked edge of the die, the roll is invalid and Ihl.' die
mUSI he fe-rolled.

The Confidence Roll
Some gtmeri lind thaI having In attitllde
wh~ rolling the dice worfc.s ~t for
them,The Conflllence Roll IS just tNl­

nepping up 10 the pilote Ind leltinl the
dice fly without lny beging Of tip of the
hat 10 Lady Luck.

Now as 10 the
aClunl roll, the
001 pr:lctice i~ to
plll 3 Mback_roll~ l ..J
spin on th.. dit
when ffl<':t.!ing. This is a really good rechnique when the dice have lx:l'n luke
warm and you'rt in a pinch. Myoid friend Gar'likt..J to simply opl'n his palm
and Itl the dice gelllly roll off and omo the table, Another good maneuver, 10

be used ONLY when your diel' are alre-ady ].'<'rforrning well is rhe ~confidCllce

roll.~ Give suml.' lUpspin <IS you push them forCl,'lillly from your I'alm in" vio­
lem manner. I usually precede tltis type of roll with an insnlem Slalemtlll
dirc.-cled at my foe:, ~ueh <IS: 'OK you scumbllg! Wanna DANCE!!!n The cock­
ier alld morc defiant the verbal aunck, the b"ner. Thcn rull il in real good
when you roll the danmge. A wnrd of wMllinS' thouGh. ConfidenCe' rolls can

Dice Rolling Procedure
Every gamer has his own approach when it <:Ollll"S 10 rolling the dice. Sonlt'

gamns lake it in snide:. l"OlItelil with tossing the dice and accepting the rC5ults.
Mosl gdmen, however, t:tlle the rolling of the dice very seriously. The nel r,f
foiling dice is crucial to such p....op[(·. It is Ihe one aspect of dll; game wher"
you, ilS players have SQIlIC power over how the game is phlyed and its OUfcome,
The more enelgy and focus you pUt intO th" process of rolliuC dice, lh.. h"ll"r
your <:hancc:< of Sll(;CSS,

Now, over lhe rears, J've !iCen hundreds of galllers lOSS the looncs, It Sl'Clll$
evcry individual has his own lechnilJue, but here arc a few tips 10 gelling Ih"
mOSt OUl of <;ach and e"ery die roll.

lI"fore rolling rh.. die.., 'prep' them. Every S".Imer has his own method of
doing Ihi_~, A g(H~ way to prepare:t die to do ilS bc.lt is to kiss il. Yes, I 5.1id
KISS il. Till' lr:tnsfer of psychic encrgy from this process can do wonders and
oflen m:tktJ; a nal-lwCnty pop up jusl when you need i"

Olhers lJluw on their dice, but lhe ration<llc for rhis is und"ar. Sflme mh
lhl.'m lx:tWl't:n dll'ir palms, which lIlay work if the pcrSQn rolling th" dice i~:t

\'ery lucky [1CrSOll, It ![lay ltllnsfer from lhe hands to th" r/ie:. Olher l)e0llle
talk to thcir dkc, encollrnging Ihem to roll high, I've sun propll' who have
h~d such ~ do!>: rdnrioMhip wilh th"irdice rhallhey have been able to rell the
dice ",hM nllmhers lhey nel'd, and Ihey get lhem!

Some people fccl thai nuding the dicc for a prolongl-a period uf lilllo; pl'e­
pafl'S thelll for the rigors of bMde. 110wcv"r, il is a well-known f.tCI in rnor..
enligluened g:lming drdcs thnt the longer yOll ,~hakc: a di... , lhe more r:llIdom
the fCStlll. If you want ro conrrol rhe e1ic.. results, I hav.. :t lillie saying that
helps. "Iloid 'em light. fhe mil "in'l righr. Let 'I'm ny, the roll will be high."

The Standard Roll
LAtter shakilll die die vigorously
in I clenched fist, the palm Is
<:lpMed.and thrust roward the des·
iJNt«! dw:e roI!iIllooc.
l The momentum <i the opeI'I
Iwld Cluses the die 10 roll fOl'Wird
off the eKtended fingers,
l.A slight twiSt to the wrin u the
die is released givu the dlc. a bll
tnOI'll tumble-4ctioo.
~. The die Is relelsed aIId the
results i~ read when the die
comu to acomplete Stop.

Appendix L: All Things Dice

Cocky Dice
Some:times a die simply rolls badly lx:cause il hilS gotl<:n a blld at{ilude:.

Some: lucky dice: suddl'uly bt-col11l' cocky and think IIH.'y can't roll a bad nUllI­
her. Then udy Luck swps in aud dCJ!IlUlds alimuuy. In such inSlaucCS, i, m;1y
he in the lx:st inten..st uf that die, your other dice, <Iud your game, if you makt'
an c:nlllple of this panieular bad :ll'p1c. An attitude adjustmcnt co"ld lie jIm
what tht' diet' doctor ordc:rc:d. Then:- are $t:veral'melhods of ]lllnidling dice,
but the besl on<=> arc thc ~impba, Simply rc:fuse til usc: lhe dll', or I'ven louch
it. OSlraci~c It. Ignore: il.

Ctvb and pbyen :tIike nttd to kttp a p;lnieular t')'e on die luck thc dke al
their tllble. Bad luck '-1lI1 sprc..-dd from dice bag to dict' bag. Playc:rs should be
"'''"dre Ihat if thl'Y don't d/:'.tI wilh tl)tOir uad luck dice 011 ,heir OWIl, their GM will
he fofCt.oQ 10 illtervcne, Afler all, lhere is a fisk of our player's had luck bdllg
trdnsferrl-Q to anod""r player, and if thai happens, ,hao~ could $OIln ..n~u ...
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HackMaster Official Dungeon Map Symbols

I. Altar 36. Gate, Iron

2. Archway 37. Gate.Wood

3. Balcony @ 38. Hole, Ceiling

§ 4. Barred Opening C) 39. Hole, Floor

0 S. Barrel IlHU 40. Illusionary Wall
.-. ~

'll'I\ 6. Campsite, Cold • 41. Lair,..
(j) 7. Cauldron 42. Mosaic

8. Chasm (Depth) - 43. Murder Holesm
9. Chute '. 44. Pillars•
10. Cleared Out ~ 45. Pit (with depth in (eet)

II. Coal Bin 0 46. Pit, Covered

12. Collapsed Ceiling ~ 47. Pit, Spiked

13. Curtain 48. Portcullis

~ 14. Danger Here 49. Pressure Switch

11 15. Debris 50. Railing

16. Door, Locked ® 51. Rallying Point

17. Door, One Way ® 52. Resupply Point

18. Door, Secret 53. Sconce

19. Door, Spiked Closed 54. Sloping PassageJCorridor (Ascending)

20. Door, Spiked Open 55. Sloping Passage/Corridor (Descending)

21. Double Door 56. Spiral Staircase

22. False Door 57. Spring/Pool

23. Flooded 58, Stairs Down

24. Furnacel Fireplace S9. Stairs Up

2S. Furnishing:Armoire 60. Stash (Loot)

26. Furnishing: Bed 61. Stash (Party Member Corpse)

27. Furnishing: Bench 62. Structure Unsound

28. Furnishing: Chair 63. Sub-passageway

29. Furnishing: Chest, locked 64. Tapestry.. 30. Furnishing: Chest, unlocked 6S. Trap Door (Floor)

0 31. Furnishing: DeskJBureau 66. Trap Door (Ceiling)

32. Furnishing: Pew 67. Trap, Mechanical

33. Furnishing: Statue ~ 68. Trap, Spell

34. Furnishing:Table 1j( 69. Treasure

3S. Furnishing: Urn ill 70. Unexplored Beyond This Point
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'HackMaster Official Wilderness Map Symbols

I. Border, Disputed 33. Pass. Mountain (Snow Locked)

2. Border, Patrolled 34. Pond/Lake

3. Border, Unpatrolled 35. RapidsfWhite Water

4. Bridge 36. Rocks. Boulders

5. Bridge.Toli 37. Rocks. Broken

6. Bushes 38. River. Deep

7. CampSite. Cold 39. River, Intermittent
~

8. Campsite, Seasonal 40. Road. Patrolled

9. Chasm 41. Road. Paved

10. City 42. Road, Unpatrolled

II. Cliff 43. Ruins

12. Crops/Field 44. Seasonal Village/Settlement

13. Dam 45. Spring. Manmade

14. Desert 46. Spring, Natural

~ 15. Ferry.Toll 47. Stash (Loot)

-' 16. Ford 48. Stash (Party Member Corpse)

17. Forest, Deep 49. Stream

18. Forest, Sparse 50. Swamp

19. Gully/Ravine 0 51. Town

20. Hamlet
'l' :.-

52. Tracks (animal)~. ~......
21. Herd Animals .~ 53. Tracks (humanoid)V
22. Hills

('"
54. Trail. Footpath

+ ..:'

23. Ite 55. Trail, Game

24. Lair, abandoned 56. Trail. Deer/Goat
I

25. Lair, occupied 57. Tundra

26. Livestock 5B. Village

27. Marsh 59. Waterfall

28. Meadow 60. Waystation. Patrolled

29. Mountains. High 61. Waystation, Unpatrolled

30. Mountains, Low 62. Well

31. Pass, Mountain (Guarded) 63. Whirlpool

32. Pass. Mountain (Open) 64. Wilderness
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Appendix N

Glossary

Grcass Boy- gamer slang (or a characu,r who has jusl dicd, usually in a par­
ticularly humiliating or dev:J,!;lating hdlion. A lerrn o( derisinn.

Cardboard Curl:l.in- gamer slang for the CM's Kr"cn. It ~ignifies the separa­
don helwl-cn CM and player.

Casually I)epart- g'lmer slang u.sed 1"1.1'0 an adv"llIuring party is rlannillg
tQ run like hell due rll heing obviously Ilurnumhert.><:l. Many g.1rners clllltend
Ihar rhis lerm $Ound.~ less cowardly than "retrear" or "rull like hell."
V;rrialions include -rh,rical WithdralV;1l or Rerrogradc AdvllllCC.

CHA- abbrt'"Viariotl (or Charisma.

Chance of Spell f<-ailure- the pen:enrage chance that a priest spell will fail
when c:lS1. Based on WlSl1orn, it is shown in Table 1E.

Chance In Know Spell- rhe percenrage chalice for a wi1.:Hd In Ie:lrn a llew
~pelJ. IbSetI on Imelligence, ir is shnwn in ·1;'!Jle 1n.

Charaerer naiting- a tatlic some players accuse CMs of. Ir consislS of using
rreasure or some nrher goodie TO lure 'haracrers inro foolish and/or dallgcr­
flUS. act inns.

Cl.arncter Demise SlUdies- n.:se-arch conduCI<.'(1 by Ihe I lack MaSTer I'lay"r's
Association inlO character dC'~lhs. This rCSl."~rdl i~ U:k-d 10 rlclermirw what
actions ~"d/or scenarios arc lhe IllOSl klhall"r chardcwrs.

Charisma (allbr. CHA)- an ahililY senrl': r..pres..nring a character's potrsU.I-
~i\'en""", p"r~"nal rllagnelism, and ability to lead.

Cbngcr- gamer slang fQr anyone wca.ring a lor of noisy annor.

CIMS- A char'aCt('r"s primary rr'ol<-ssion or career.

COM- abbreviation (or Com.. liness.

Comeliness- an ability Kore Ihal rcpreSt·uts a clmrdcter's phy~icalaurdclive­

ness, social gntce anJ vcrsonallx:alll)"

Common- tht language that all playtr characlers in IiiI' l-IackMaster g.tmc
wnrld sp"ak. Olher Ianguagl!!> may require Ihe usc o( pronci ..ney slol!.

CON- abbrcviatioll for ConsritUlion.

Constirrninn (ahhr. Cnn)- nn :Ihiliry .~ore rhilr repre.""llt.~ n dl:lrilCler's gen­
erall)hysi(]ue, har{lill<:Ss, and stare of health.

d I00- eirher an acrual 1OO-sidcd die or twO diffcrem-eolorcd ten-sided dice
tn j}(' rolled

020- a twerny-siol-d die.

,\12- a rwelv,,-_~id<:([ di".

d I0-- a ren-sidl'd die. Two d lOs can be USI-d as percentile dice.

(IS- an cighr-<ided die,

d6- a six-sided die.

d1- a four-sided tlil'.

d3-- since there is no such thing as a rhre.:-sided die, a roll calling for d3
mtans In USt a d6, making 1 and 2 be a I. 3 and 4 be a 2, and') and Gbe
:1 J.

d- abhreviation for dice or die. A rolt lhar calls for 2dG. for cxample, mcans
rhat the player roll~ twO six-sided dice.

Damage- lhe cflco of a sllccessful alrack or OTher harmful Sil11nlinn, lll"a~­

ure<l in hir poinrs.

Demihuman- ;1 player characrer who is not human: 3 dwarf, elf, gnome,
h.M-elf: nr h.tltling.

DEX- abbrevialion for DUlcrity.

Dexterity (abbr. Dex)- an ability score reprtsenring a combinarion ofa char­
aCId.: agility, reflexes, hand-eye coordinarion, 3nd the like.

Dibs (Dibs 11r(ltOl:ol)_ Ihe acceptaule method of claiming trC3$ure.

Dice Grunts- g~mu Slnllg fnr rol" pbycr~.

Dice Heads- gamer slang for role pbyers.

3S3

Br"arh Weallon- 11." ahiliTY of a dr.lgon or ocher creature to ,~pew a suhSlance
OUl o(ir.~ mOlllh jll~1 hy b~;uhing, WilhoUl making an allack roll. Tho~ in
rhe :w~a o( "ffeet mUSI mil a saving rhrow.

Building Poiors (abbr. BP)- poims a player USC! (0 buy skills or abililies for
his charaCTer during rhe charaCTer crtalion process.

Body COUlll Maximlls- gamer slang (or an "'>:lremdy hloody engagemeru ur
Sl'.SSion, in which many lives were 10~L

Bonus SI~II_ extra ~pells at various ~pdl blels rhat a pricst is endtled to

Ix:causc of high Wisdom: ~hown in Table 1E.

Ahiliry eheck- ~ 1d20 mil agaiml on<: of your Chat:lCI~r'sahility scores (mod­
jr."r.~ may Ill': added It) or S"hll-:ICI.,d from lh" di" roll). A ~~ull lhal is ~qLJal

lO or Iet>.~ than )'OUI chamclu:~ ability score indiclles that Ih" altemplNI
action sllcc<:e<:k

Ability- any of rhe $<,:\,(0 n:llUrJllrai'$ thaI rCI're'iCI\l ,he basic definition of a
player char:l.l;lcr: Strength. Dexterity. Conslirurion. lmclligcncc. Wisdum,
Charisma and Comdines.~.A player char:lclds ahilidc.~ are determined 31 the
beginning of a game by rolling 3d6. The scores confirlllc 10 be used rhrongh­
nUl the g.1mc as a means or determining SLlCCCU or rnilurc of many aCfions.

AC- ablm:viation for Armur Class.

Acc"l"ratL-a Campaign 'I~sling (ACT Lah)- a (Iivisinn of I-huel I~ighl

I~nf"rl'rises concentr:uing On Sl3ristiC$ and ''"'''ling o( g.1m" m~hani<:~.

Adventuring Company- a company formed ro help cash-strapped parries o(
adventurers equip themselves properly. The parry becomes a company wirh
invcslors backing rhem by covering rhe parry's expenses under conrr:1CI.
These take many forms. (Sec ChaPler 13 under Sponsored Advenruring
Parries. )

Alignmenr- n fncwr in defining a player chameter Ihal refll.'C"~ his basil; alii­
cudt· toward socicty and til!: (orct'S of the ullivet:><.'. l33$kal1y tlwre arc ninc
C'"dwgorit'S demonslrdting the cllardctn's relationship to orJl'r vs. chaos and
good v~·. evil. A player cllardl'lcr's alignmem is SCk'Cll-d by lhe player wilen
the char-Kter is created.

Alignment Audit- ~crUliny hy Imy ntl1nl~r Ilf aurlmrities inm :1 dlarael"r'~

;ulh"renc" 10 hi~ pm(csSC'd alignm"nr.

Alignmenr Infraction l'oillls- the number of deviations from a enameler's
professed alignment.

Al'olo~ di ... r...l1- a rol1maJc whcn a VCrson "W)logitcS, which llIay force a
wrong~>d person ro forgive him. Ir may also rCStor(' any hOllor losl due ro a
wrong action.

Area of effecr- the area in which a magical spell or a breath wcapon works
on any creaturts unles~ th~'Y makt.l saving lhrow.

Armor Clan (abbr. AC)- a rAting for lhe prolective value of a lyVC of armor,
figurt.-d frum 10 (no armor at aU) 10 0 or even -10 (the bClit magiC1l1 armor).
Tht· higher rill: AC, Ihe more vulnerable the charActer is ru an';lck.

Armor Hil I'oints- the amOlllll o( d,l111ag(' allnor absorbs withollt passing
the damage on to the wearer.

AII3ek Roll- the Id20 roll used ro delermint if:ln aruck is successful.

A....dilabilily lndcx- a lablc which imlil'lllt."S if a de~ircd ilem for purch:c.c i~

available in a given lUC'"dle and the ch:U1c" for finding lh:1l item. [t gives
information on whelher lhe chance for I'urehuing any itcm in a p;mil'ular
place is high. m...dium or low.

HI's-- an ab!u"vialion (or Building ['oims, which are lIs",1 t(l purcha...., skills,
mise auribute~, :lnd :lny number n( ocher purpl1""~,

Buic Block of Innruetion (abbr. 8BI)-:l formal training SC$Sion. uS(.'d to

enhance p[aycr's skill.~ and abilirics.

Bend Bars/Lift GalCS Roll- the roll o( pew:11lile dice 10 JercI'Jlline whelher
a Chal'llcu.'r succeeds in ocnding nltlal bar.., lifling a lu.·avy portcullis, or ~im'
Har t~k. The rcsult ll(...,dt·d ;~ a liwclion ...f SIH:nglh aUdl'llrl Ix: found in
Table lAo
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Dice Priming- fh~ rm'lhod of pr~p3ring virgin (new) dic~ for phy. Jl·t~r­

mining ('3(:h di~$ pol~mul for good luck.

Dice Squirr~l-- gamer sbng for :II pelSOn who touclles, la~ and/or U5t5

somcon~ else's dice. A lerm of deriaion.

Diec:quake-- g:r.mc:r slang for what hap£"f'ns JUSf afl~r IOmc:one has bumped
lhe pbying Iable.

Dill Di~e- gamer slang for a player who'l aCling sll,lpiJly.

Don'l Get Y~r Dice 8~g III A Wad- gamer slang lIle:lI\ing nOf fO worry or
over react.

Dual-cIUli m;r.raCltr- a human who switches char.lCler cI:tss :tft"r having
alr,,;r.dy progreuc:d l(V~rallcvds. Only hum;r.m can be du;r.I-cIllSc:d.

Emc:rg~nt')' Purge (Dic")- til" m"thod of quick.ly purging Ind. luck from a
phycr's dice.

Enculllbranceo-- the amounf, in poundJ, fhal a c:harac:ter is carrying. I low
mucll he can carry and how being ~ne:tlmbe:red aff«1s his movemenl ral~

arc l><ucd on Srreng,h and are shown in Tabla 9Y. Encumbrance is an
optional rule.

Encumbr.lnc~ Audil_ al a Game Maslt:r's discrelion a pbyer may be: requircd
10 hand over his characu:r sh~et to be clle"k~d for C'nc:umbr:wcC' viobrions.
ThC' random nalUrc: of these audits ensules lhal play~rs do nOl fudgC' on fhc
enc:umbranc:e rules, and Ih<ll Ihey carC'fully monilor Ihe amount of weighl
their c:haraeten arc cauying. Infl1le:tiollli C:1Il cause pC'nahle5.

Energy d~in-- Ihe abiliry of a c:tolurC'. apeei;r.1ly undead, 10 dl1lin ~n~rgy III

lh~ (orm of du.s kvc:1s (rom a character. in addition 10 the Ilorm;r.1 loss of
hil poinls,

EP- abbreviation (or c:xpenc:nc:c poillfs.

EP-Moochers- gamC'r slang for players who will do anYlhing to gel easy
cxperienee poims. A lcrm of derision.

Elfl,erienc:e I'oinf Luching Wuu!- gamer sl;r.ng for a player who dcc~pdve­

Iy lakes "xperi"nce poinu lhar Other playen fl'Cl ue rigll1fully Ih"in. A lerm
nf derision.

Experience Poinu (abbr. EP}-- poinu a c:har.lCfer carns (d~l~rmincd by III"
GalliC Ma~:rC'rl fur completing:ln advcmure, for doing something rd:llC'd 10
his ems particubrly w~II, or for wIving a major problem. Experi~nc:e poinu
Ire alXumul;r.IC'd, enabling the ch:araCfer 10 rise in lev>:I in his d;w (5«
Chapter 3).

F:tmc (Infamy)- an indiation of how widely kn<.>Wn (and spokc.n of) a char­
aclcr's dC'c:ds and exploits ar~ in tlu: C'llIlp;r.ign milieu hC''s :ldvcnfur;ng in.

Flavor Tat- gamer slang for anYlhing Ihal com« OUf of fh~ GM's moulh
lhat isn'l immediately u~e(ul to the players. Includ« descriptions of the
w~;tther, r:tndom dungeon urt"SSing. elC.

Flaws...r.. physical imperfC'Ctions and disabilitia.

Follower- I nonpll)'C'r charae:tC'r who wolks for.l ch.lracltf for money bUI is
Illlfi;r.1ly dnwn 10 his tt'pullrion.

FnaionaJ Abiliiy Score- These SCOrel an: del~rminccJ by rolling a d 100 for
each abili'Y 1Corc.-lhe pc:rc:c:nlagC', rolled on Id 100, which aUgmeOlS exh
of I Ch;r.racfl'r's abiliry Karel. Thcse ~rc:s ('an help l1lise tusc abiliry .scor~

;H experience and honor i, g:tincd.

Fring~-Gam~r (Bush-Leaguerl- gam"r sbng for someone. ncw 10 gaming. or
somc:on~ who plays infr~lluendy. Somelimes a lerm of dc.rision.

Gamer Slang- jargon used by garners which makes up a SOrt of language :Ill
iu own. Those OUlside of gaming circles. or Ihose: n~w to RPGs may nOI be
abl<: ru unoen;land th~ I"rml withour I~nslalion. Al... R"f"rrcd 10 IS

Gamer Spt:lk.

Gate AllK:k- fhe abili'Y of a 'toIUtt', suc:h as I Nsilisk, 10 :luxk .simply by
making c:yc. conuci wilh Ih~ victim.

GIQry-Hound- g;r.mer wng me;r.ning a player who trief 10 lake: aU of rhe
glory for an adv~n1ure for himself. A lerm of dc:riswn.

GMG- a tt'ferenc:e to the GamC' M;Hler Guid".

GOQn- gamC'r slang for chal1lcfers fhat .sc~m 10 be designed strictly for com­
bal.

Grudge Monsfer_ gamer slang for cn:~tures, uS\l.llly extremely powC'rful,
uud by Ihe GM fO get revenge QII a player (or some r":l1. or imagined,
dighf. Such raclia an: nOI endorsed by Hnd Eighl or the HMI'A
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Grudg" Tr:tp- Similar 10 grudge monnen. this is g;r.m~r slang for 1I:l.ps. IIIU'

ally unavoiWble, designed by a GM lU eX:IC1 rcv~nge un players In reulia­
linn for IOmC' ral, or imagined. slight. Again, suc:h r;l.oics att' nOf endol"liCd
by Hard Eiglu or th~ HMPA

Hack Juckry- garn~r ~bng for a role pla}"C'r.

Hack Monger_ gamer sb.ng for players who are (';Specially bloochhirslY in
Iheir mClhods of gaming.

Haud"dneu- a ferm nleaning lhe preferred !laud used by a dlJraeler during
combat, or (or OIher lasks.

Hwdunen- nonplayn charaCters who work for a characlC'r mainly Oul of
loyal'Y and love of :ldwnrurc. The number of henchmen a characler can
h:.ve is based on Charisma and i, mown in Tabl" IETh~ GM and the pl.ly'
C'r durc: romrol of th~ henc:hmen.

Hircling_ 1I0npl;r.yer chalXl"rs who work (or I t"harxt~1 jusl (or mcmq.
Hin:lings ~r~ rompl~ldy und~r fhe control of Ih~ GM.

Hil Diu- Ihe dic:c rolled IQ determine: a chara("ler's hif pointS. Up 10:1 c:er­
fain level, one or mon: new Hit Di('.{' are rolled C'ach fime a characler allains
a new d:w I"v~l. A fjgJlIcr. for exampl~, has only one IO-sided Hil Di~

(IdIO) It ISllcvc:1. hUl when h~ rises 10 fhe 2nd level, fhe player rulls a $C(­

onu u 10. incrt'll~ing dIe c:hamcler's hif poinrs.

Hil Poinu_ a numbe:r represeluing; I. How much d.:lmage a chal':l,,~r c.an
luffcr before being kil1ct.1, d~'I~lnlined by Hil Dice. The hll pom" IoSI 10

injury call usu:llly be regained by ml or hcahng: 2. How much damage a
spc:cifie altack does, dcl~rmined by weapon or monsl~r statiStics, and suh­
traclal (rom :t pla)'C'r's 101;1.1.

Home Table-- g,tmcr sl.tng referring 10 a gaming group', wu:al playing loca­
!Ion.

Honor Ch«ks- checks mad~ o( a t"hal1l"er's honor mad~ under v;r.rying Clr­
t"tUlI~lan,,:s. eMs can alw.lYS call for s.uc:h checks whenC'ver Ihey fCC'1 sifua­
tions W.lrr:tnl such ehceks. Chet"ks ar~ dw m~t1e ~l s!l,h fim~s:lS alignmC'1I1
audils, when new ch:l.raefcu join a gamc or when characl~rs encounlcr
exltcmely powerful or honor:tble NPCs.

HOllor DiC'/Dice---- a die used 10 supplcment various dic/di,,, rolls which
dcpe:nd on a chal1lclC'r's honor.

Honor Duds-- :I COIIICSI whereby chaml~n pit Ih~ir honur againS! each
other. or against NPCs.

Honor Faaor- this is lhe.- l1I!"Uure of huw we:1l respecled your character is
and how h~ is vKwed by olhers. It is Ixuc:d upon a number o( varying fae:·
lon, such as accompiislullenu, p.:arc:OIage and (amily heritag!: ;H wdl IS
c:ourage Ind repuracion.

Honor, Group-- an avel1lge o( Ihe Honor FaCtors of all of I~e characfers in an
advenluring group. If is fhe way in whi,h a group is viewed by lhe public.

Honor, Indiviuual- the measure of an individual ,har.lClCr'S reputation and
the amount of rcsJ"'C1 h" comm;r.nds from olh~fl.

HOI-To-Plol_ g:r.m~rsl.ang for GMs who Iry 10 rush cltaraclers inlo the nory­
line of hiS advcnrun:. Pla)'C'n som~iml'S resenl be:ing prodded inlO doing
anY"hing olher Ihan whal lhey w:ml 10 do.

H 1)- abbrc:vl;r.lion for Hil Points.

Infravision- Ih~ abiliry nf ~erf:lin chara"C'r races or mOOSleu 10 5e1' in (he
dark. Infl1lvision &"n~rally workJ up 10 60 (eci in the darkness.

Inilialive-- the righr 10 1111ck fiut in a combar round. usually delermincd by
thC' lowCSf roll o( a IO·sided die. ThC' iniliative roll is diminaccd if surprise
is achievcd.

tNT- abbrevialion for InldliCencc.

Inldligence (.abbr. Int}-- all abili'Y soor" r~pr~nling a charact~r's memory,
rcawning. and learning .Ibiliry. halic rypc:-uscd primarily 10 indinle spC'lIs
.and magical ilems.

levC'1_ any of several diffcrenl game fxlon Ihal :Ir~ variable in degrc.c, ape.·
eially. I. Oass Icvd•• m!"Uur" of Ih~ ch;r.rae:tcr's pDWC'r. sr:uting al the: hi
levd as a beginning advc:murer and risinG ,hrough Ih~ accumu1;uion ofape·
riell,e poillfs IQ the 20fh level or higher. At ea,h kvc:t au:sinct.l, the c:haracter
receivcs new pow~rs. 2. Spell IeI'd, a rnC;Hure of Ih~ pow(r of I magic:al s£"f'll.
A magic.using char.lCler can usC' only Ihou: 'pell, for which his class levd
llualifi(';S him.

Like An Anchor 'With A Dite B:lg- gamer slang for a pl.l)'C'r who slows the
parry down. A lerm of derision.



The HackMaue.r Player's Handbook

um·Fer·Brianr- gamer slang for;o player who fails 10 pay anenrion 10 the
glme :lround him and acu in flUpid w:lYS, end:an&ering himself andlor his
party. A lerm of demion.

loyalty BaK- a bonus added 10 or :I po=n:llty subu,Kted from rhe probabili.
ty lh:ll henchmen an: guing 10 suy uound when Ihe going gcu laugh.
Bucd on Ihe marKIn'S Charisma, it is dJow.n in 'I~bk IF.

M_llbbrevialion for mnenal component.

Magial Defense Adjunmenl_ a bonus lldtkd 10 or a ptnalty subrr:leted
from saving Ihrows vs. spdb Ihal arrack rhe mind. I~ on Wisdom. II IS
shown In Tllhlc IE.

MlilleUVl:ral>i1lty Clau- a rankinG for flying cre~lurcs lhar reflecrs their auil­
ilY 10 lurn l:asily in aerial COlObal. E.ach dau-from a rop Folnk of A 10 a
hallam rJnk of E-has specific sraliSliC'l1 ahililies in combaf.

Map-Mollkey- gamer slang for Ihe player chOiCn 10 map :I group's pruglt'$s
thruugh dungcolls and olhcr 100001es.

M:ueri:ll Componenl (abbr. M}- :lny specific ilen! lhal IIIUSI be handled in
some way during Ihe culing of a nugk21 spell.

Maximum Pear- the mosl weighl a ch:UXler an pick up and r:llse over hiS
he~. if il a fUlKlion of SIn:nglh and Illay be found in T:lble IA.

Meke-- combal in which chaI'Xten are fighnng In dira:1 conlact, !Oucli :&lo

witla swords, CbWli, or flSU, as opposed 10 fighnng wnh missile Wc:l.pollS or
spdk

Missile Combal- combar involving lhe usc of wc:l.pons Ih:ll shool missiles or
i[elllf Ihal Clll be [hrnwn. Ikc:tuse rhe eomh;t[ is nOl ~tor-lo-IOC: Iht' rilles
lUI' slightly dilTerenl Ihan lhose for reeulu comb:ll.

Movemenl Ible--:I number IIsed in C:Ilcul:llillg ht,1w far :Iud how fa.~t a char­
:ICIer C:ln move in:l round. This number is in units of 10 yards I)('r round
ou[doors, bUI ir rcprC'$Cnrs 10 fcct indoors. Thus, an MR of6 is 60 Yomls
per 101llld in Ihe wildemCSl, hut only 60 fcct per round in:l dungc:on.

MonlY Haul- possibly the: oldell g:lme:r slang (erm of :Ill, referring 10 dun·
Gcons Ihu :Ire p:lckcd wilh In:asun:, bUI rt"I:I[ivdy ungu~rdcd and uS)' 10
loar. UsuJ.lty rhe sign of an imnll[urt" GM who uses such devi~ Jl) hIS
pla)'!'n WIll ~like· him.

MR- :lbbrevialion for IIlGVemem rJre.

Mulligalls-:I die re~roll :lw:lrded for hJ.ving opumal honor.

Muhi·dus Chaneler- :I demihum:ln who improves in rwo nr more d.uses
a[ Ihe same lime by dividing ClI:periencr poinn betwccn [he dilTerenl d:w·
CC\. I-Ium:lns C:l.nnor be: mulri-c1:wcd.

Mythos (pI. mythoi)- a compktc booy ofbe:lief pmicular 10:1 ccrt:lin lime
or placc, ineJuding Ihe palllh~on of irs go<ls.

Nethe:rDeel' _ name given for the complex IIndercround nerwork of :lverm.
and dUllgl'On pasS3ga which lie benealh the surface of C:lrweC'l.C Wurld.

NeulraJiIY- a philosophical posilion, or alignmelll, f>f:l dl:lra<;ler Ih:ll is
between belief in good or evil, order or ch:aos.

Nonhuman_ :lny humanoid crealure [liat is ncirll<'r;o hum;on nOr:l dcmihu­
= •.

Nonpllll)'Cr CharaCler (abbr. NI>c)- :lny rn:tl"JCrer conlrolled by the eM
inslead of a pu)'!'r.

No-Wanl-Ems- ClImer slane for lrasure items Ihal an:: las than dc:siraUfe,
such as hdrncls wilh holes in Ihcm, halls offin[, broken :lrl"Ol'>'S, elc.

NI'C- :lbbrevi:ltion for non.player ch:lncler.

Numb Dke-l\a'lIt'l )1,,1111 (1,11 ">l"l,id /,I"y"". It i... le"".:.f derision.

Oalh, lJlood- a promise made when a charJ.erer wallls 10 indicate he's mak­
ing a binding p.aCI. A ch:lraeler who makes a blood oalh ii liteFollly swe<l.lillg
by his llano'. Ifhe brealu his word he loses honor.

O:llh, C:lwd- rhe m051 solemn of aU O:tths, it is when a ch:lracler swe:m by
his parron deity. Breaking such oaths brings ~n: po=nalty in Ihe form of
rhe 10M; of a Icvd of experience.

One.Hilpoinl-Wonden-- gamer i1ang for NPCs :lnd monsters who an be
defe:lted cuily.

Open Doors RolI- Ihe roll of II 20-sidc.-d die 10 fCC' if a eh:lf:lcter succeeds in
opening a havy or studt door or flC'rforminG a similar usk. The drc roll al
whkh Ihe character succrcds can be found in T:lble I.
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Opposi[ion Scilool-:I sc:hool of maGIc Ih:lt IS dirccdy oppuKd 10 :I sJ.leci;d·
iSl's SoChool of choico:, Ihus plo:W'nllng him from Ic:lrlllng spells from lhal
school, as Clfpbinrd in Ol.apler 3: M:lglC.UI(f$..

Ore- 'Wipe-- ga,mer sl:lng, il is :III e:un:mdy delisi"e lerm, indleallng a pbyer
who hu Invoked Ihe wr:ilth of one 01 rllorl." of his fellow phyen. A pbyer
bbc:lcd wilh this l"'fm h:l.J jusl bet-n comp:arrd 10 :In Ilem of peflOn.1ol
hygiene usn! by or(:\;.

PC- abbrevlalion for pl:lyer char~Clc:r.

Pencil Df':llh- g:lmer slang fefetflllG 10 :I chaFolcrer who has dio:d W Ill.IlIY
times Ihere :Ire hole.s in Ihe char:lcter sheel from all of lhe er~~u,C\ :mJ

updalcs lIlade.

Perce:nrage (or !'ereelll) Chance-- a number berween 1 and 100 use:d 10 rl'p­
resem Ihe probability of .snmelhing happening. If :I chu:lcler is given :111 X
percentage cllance of an evenr occurting, [he pbyer rolls pcrcelllile: dice:.

I'ercenlile Dice-- eilher:l loo-sidcd die or IWQ IO-sided dice mrd in roilinG
:I perccnl:lge number. If2dlO art" U5Cd, Ihq ale ofdilTerenl colon, and one
rtprCS(nls the ICllS digil while: Ihe: o[hel is rlie onCC\.

PiuaMan-Spr:lk- gamer sbng referring 10:1 pl:lyer slcill, and NOT:I char:l<:­
ler skill. Only one player pel group may possess this skill ar a lime, :Inri one
who h:u Ihis skdl m:lY only rid himself of il by passing il on 10 a nrwblf'.
The pbyer who has pizz:nn.an-speak is lite guy ....ho has m 011 in .my pi~
orders:lnd collecl Ihe: money 10 Iny the pizz.a dudf'_

"byer Ch:lr:lcler (:lbbr. IIC}- the ch:l/'llClcn in .. lolc.jlbying game who arc
under Ihe con[rol of rhe pl.1oyers.

1'101 H:lmmering- gamer slang for CMs wlio :Ire extrtmdy hc:!.vy handed in
emuring players sl:lY 011 rr:>ck with Ihe advenlure he hu planned, alluwing
for lillIe, if any, devililion.

1'101 Slick- gamer slang, similar to Ihe above 1l1l."nlionrd rim tummering. It
is a rerm used for melhods:l GM uscs 11,1 kt~p players front SlraYllle from
his :ldvenrure Slory line.

Pial Wagnn- gaml.'r sbng, willch IS a mmor \':Iriarion Otl Plot H:llIlmering
h refers 10 heavy handed mC'lhods used by eMs IU PfCV'C1ll devialinn fmm
pl:lnned :ldvcnturcs.

Poilll Mooch- gamer s1:ln& for pl.1oyers who U)' 10 gel nsy ap<:tie'KI.' poillf5.

Point Whore- gamer slang, simibr [0 Ihe above, referring 10 pla),!,rs who will
do,iusl aboul :lllytliing to gel Ihe nlOSr, and c;lSiCC\1 amount of c:xpem:nce
poIntS.

I}oison S:lve-- a bonul or :I pc:n:lhy to a saving Ihrow 'IS. poi~n. Based on
ConsrilUlion, il is shown in T:lble Ie.

Presence F:lClUr_:l score indic:lring a eh:1f~e[er's ;tbility ro influence: the reae­
tiom of olhers towards him.~Ir. II is arrived ;I[ by adding Ihe clurJcter's
Honor Die IU his Charisma. If alTccu skills such as Oral ion, Haggle. etc.

['rime Requisite- lhe ability sc:ore Ihat is 1Il0St important ro a dl:lr:ilcler cI:us;
for eX:lmple, Strenglh to a figlllcr.

I'roficiency- :I eh:lr.1elcr's lellmed skill not defined by his class bur whi~h

gives him a cre.1lCr pc:rccnrage m:lnec to acwmplish ;0 specific rypc of l:t!:k
during:ln :ldvcntlln:. Wapon :lnd nonVo'Capon profICiency slols:ln: acquired
as Ihe chal'.1oetcr risa in level, :l.J cxplaill~ in Ol.llpler 7. The U5C of prof!­
ciencies in [he Vme: is oplional.

Quilb-- ch:lr:ICler qU:llilies thaI m:lke lhem unique. bUI oflen prcsclll prob-­
kms ill game silU:llions.

ilace- a pbyer char:ilClcr's sp«ics, ei[her :I lium:ln, df. dWMf, Cnomcllllg,
h:llf-df, h:llf-orc, lialf ogre:, lulfling or ri~ie f:liry. Rxe PUIJ some frmlfa·
lions on the PC's class.

Rale of Fire (llbbr. 1l0F)- number of tintl'S a missile.firius or Ihrown
we:lpon e:ln be ShOf in :I round.

Rc:aClioll Adjuslmenl- ~ bonus added ro or pcn:llty sub[Folcled from a die roll
used ill delermining Ihe succcn of:l ch:lraCler's :lCtion. Such an :lujuSllllcnr
is used especially in reference to surprise (shown on Table I B IS:I funClion
of Dcxlerity) and the I'C:lIction of olhe:r inldligent beings [0 a cliaracler
(shown on T:lble I F as :I function of Cil:ltisma).

Rcgcneration- a spcci.aJ ability 10 lielll f:t!:ter lhan usu:lI, based on:ln Clllr:ilOr­
dinarily high ConSlilulion, as sliown in Table Ie.

Rc.sisl:lnU-- the Inn:lle ability of:a bcing 10 wilhu:lll<i llllXk, such as by
magic. Gnomes, for eumple, have :a magic rcsisr:IIlCC: Ih:ll adds bonuses [0
rheir S::Iving Ihrowl againsl magic. Sec Cliapler 2.
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Resurrection Survival- the p<:rt:eruage chance a char:lcrer has of being mag­
ic~lIy r;liso:d frol11 dearh. Baso:d un GJmritutiun, it is shown in Table IC

Rcveuible- of a magical !pdl, able 10 be C:til "backwards." ".0 thar Ihe oppo­
sire of lhe luual circe! is achieved..

ROF- ahhrevialion for r;Hc of fire.

Round- in combat. a segmcm of lime approximalely 1 minute long. during
whidl a t:hardetct can accomplish one basie aetion. Ten combal rOLlnd!
e'-lllal aile \UI"l1. •

Rounds, Melee- 6 seconds, 10 melee rounds make up one slancbrd round.

Rule Stomp(ing}- gamer slang for when a player SC(!ms to bto COllsl~lldy, ur
heavy-handedly, correcting 01 her players' interprc.r'1.Iiolls of lhe rules and
bringing such supposed infr:lctions to the atlCnlion of lhe GM.

R..I.. Tweaker$-- gamer slang uSU<llIy referring to GMs who adjU5t lhe rules
of HackMas(er 10 Iheir liking. Such faeties arc JiS(our:lged by Hard Eight,

Rula lawyerirlg- gallier slang, usually referring to players who are well
versed in the rules, and who use their knowledge to r~'gularly challengc GM
decisions. Again, such taetia arc Jiseour:lged by Hard Eiglu.

S-- abbreviation for somatic component.

Saving Throw- a measure of a char:lcter's ability 10 resisr (to "savc vs.") spe­
cial tyJl"S of auaclu. espt"Cially puisou, paf:llytation, magic, and brcath
wcapons. Succcs.s is usually determilled by the rull of Id20.

School of Magic- One of nine different c:negories of m~gic, based on the
Iype of magical energy utili1.ed. Wil;ard~ who COnCCfllf3fe their work on ~

single schoul are called spccialim. The specific school of which a spell is a
part i~ showll after Ihe name uf lhe spell in the ~pell ~l'Ction al lhe end of
lhe hook.

Screen Grunt- a derogatory lernl for a GaflleMa~ler.

Screen Monkey- a derog-Hory lerm for a GameMasler

Shield Hit Point$- rhe amount ofdamage a shield can lake befor\: it becomes
u~elen.

Sidekick-the term for an NI'C who is extremely loyal ro a Chlf:\clcr. A sid..•
kick is ~ sp<:cial fricnd who will provide help, eXpt"Cting linle, ifanything, in
lerurn.

Skill Ch«k- the roll of.:1 dIDO to sec if a character succeeds in doing a skill
or t:uk by comparing the die roll to the chaf:lcter's skill maslery score for rhe
appropriale skills. plus or Jllinu~ any modifieu (the modified die roll must
be equal to or I~s than the ability score for the action ro ~\l<::ce~'<i. A 01 to
05 always su"....ds. A r..sult of 98 to 00 always mils regardlcS$ of Ill~srery).

See Chapter 7 and AplK'ndix F.

Skills, AC3demi~- these skills are those whieh involve "hcad" knowledge,
such as Administration, Bot;tny. Forestry and Wealher Sensc.

Skills, Arcane- rhese are skills which arc g.."erdlly restricted alld known by
only a few. They rend 10 he magi",1 in natllle and include such kuuwlctlge
as Cleric Disdplinc, Magic Discipline and Arcane Lore.

Skills, Language- these skills arc th~ thaI help ,hara<::ters ,omllluniclne.
11,..y indud.. such bngoag~ as Alignm..nt Speak, Dimple: Runes and
Modern languages.

Skills, Musical Instrument-skills Ihal deal wirh dlc ability to play and mas­
te. musical instruments. Thes.. include Brass [nsuulllernS, Pcr<::\l55ion
[mlruml'ms and Woodwind I"Strunl..nIS.

Skills, T;tsk Oriemed- skills that require some SOrt of hand_~-on acliOIl
and/or,wl of procedunl actions in order to succC!Sfully use them. Examples
indude paillling a portr.tit, making a boat, etc.

Somaric COlllponl'Ol (abbr, S)- Ihe gesturt'S that a spdlcasler llI11$t usc to
(;35t a specific spell. A bOlll1d wil..1ld cannOf (;35f a spell requiring somatic
compon..nlS.

Specialisl- a wiwrd who conccntrates on a spedfic school of magic. as
op~d to a magk-user, who $tudi~ all magic in general.

Spell Illllnllniry_ proteclion that ccrtain char.tcters !lave againSl illusions or
olher specific spells, base:d on high ltllelligence (T~bll' ID) or Wisdom
rrabl" JE) scores.

Spdl ]acking- an ;tbility usable only by illusionim. giving Ihem the chance
to push lhe envdop<: ill spell mcmori'tation. It ;tHows Ihem to hold more
spells in nlt'1ll0ry, bUI also in<::reases Ihe ch~nce for ~pcll mishaps.

Spell Jockcy- gamer siang for a magic user or other type of spell caster.,
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Sphere of Innuence- :my of !ixle"n categories of pri ..st spells to wlllch a
priCSt Illay have major access (he can eV"nlually I"arn lhelll all or minnr
access (he can learn only the low..r level $pdJ.~). The relevant 'I)here of inn,,·
ence is ,hOWIi as th" first item in lhe li.~t of charactelistic;:s in Ilw l'ril.'sl ~1}l.'1I$.

Spineclomy_ gamer slang for an :mcmpt at backstabbing, usuall), rcfc:rrlllg to
such an aCI performed by a high-level thief. It usually mcans the .Illelllpl
will be a sure kill.

Starling Honor- the alllount of honor a chardcter begin~ his :l.J,·tnturinl;
carttr with.

STI'- the abbreviation for skills, talellls and prorlciencit:..~.

STR_ abbreviation for Strength.

Strength (abbr. Str)- an ability score rcprC5¢nring a characrer's mu~c1e power,
endurance, and lumina.

Surprise Roll- the roll of a ten·sided die by the Game Master to dctermine
if :I. characler or croup takes another by surprise. SuccC!Sful surpri.le (a roll
of I, 2, or j) cancels the roll for initiative on the firs! round of comh,u.

Sympathy MOllslers- gamer slang for lIIonslers rhal players SU5PCCt arc
introduced by a CM 10 help a charaerer who scelll~ 10 b<: down on his luck
gain easy exp~'rtcnce points.

Sympathy Whore-- g,uller sl:U1g for a pbyer who attempts to gain the CMs
sympathy in hopes of g:.ining favor'. A term of deri,iou.

System Shock- a pcrcenuge chance thaI a character survivcs majnr magical
efTl'Cu, such a.~ hcing petrified. lho;cd on Constiwrion, il is shown in 'l?lble
IC

Temporal Honor- the honor gained and lost during: individual gammg ses­
SiOllil, which cause adjuSlmenn to tht character', ovef:lll Honor.

To-hil Roll- :mothtr nallle for attack roll.

Tossing the Stiff- garner slang frlr rhrowing a dead bndy inro a room ro
check for lJ':1ps.

Turn Undead- an ability of a cleric or paladin to turn away ~n undead crea­
ture, such as a skeleton or a vampire.

Tllrn- in t:31l1" ti",e, al'l'(I)ximatdy 10 minuto::<; tlsed especially in figuring
how long variotls Illagic spells may Iasr. In combal. a turn Wllsists of 10
rounds.

V- abbreviation for verbal component.

Verbal Component (abbr. V)- specific words or sounds thaI JllU~t be ultClcd
while c:osting a spell.

Weapon Grand M;.st;,ry- the highe$II,'vcl of W;,;'pOIl >peci:oliz:uioll, 11,j~ ptO­
ficiency is auaiuable only by fighters of 6th bel or highei'.

We:r.pon High Mastery- the next level of weapon speciali7;uion anovc
Weapon Mastery, [his proficiency is attainable only by lighrers th~t alc
alrcady Wc,11)On Maslcrs.

Weapon Mastery- the next level of weapon specialization, this proficiency ;5
all3inable only by fighters of 5th level or higher.

Weapon Sp..eializ:Jtion- a fighter can hone his skills on a p~rlicular we:opOll
and 'specialize' in it by laking Ihis proficiency. Givcs bonuses to all3ck aud
damage.

Weapon Specd- an initia!i,'c modificr u~ in combat that accolUlts for Ill.·
rime require.lto prop~dy po~ilioll :1 we;'pun for auack or p:,rry.

Who Put A Burr In His Dic.. Ihg- gamer slang tiSI'd whcn rderring to a
pJa)"'r who seems 10 be abnormally irrlrahle.

WIS- abbrcviarion for Wiwom.

Wisdom (abbr. \Vis)- an :tbility score repres..nting:l. ,0tllpositt of a chamc­
ter's inmilion, judgmtllt, common sense:, und will power.

Wuu of Heart_ gamer slang for players who seem to avoid dangefOlls siloa­
rions al all 'OSIS, also ,alled ,owards. A term of derision.

Zero level Trash (Zero level NPC Trash)- g~l11er slang referring to NPG
who are of no intcrest 10 them [,ecause they are 1I0t worth many exp<:rience
points.
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1. Hospilality suites at major conv"'Olions for HMA memb...rs,
2. Reserved up-front s...atins, aOlolll:i orh...r beodlls. at such illustrious

evensl as lit" KODT IiVl': re'lIlins-~,

3. 'Dibs' cerriflc.111'$ ror trcasure, drinks. or snacks during game .se.~sioos.

4. l-IackMa'ler-ccnified game elTccl cmcls,
5. Special offers and COUllOns ror Kell7crCo producls,
6. Chamclcr l':trdon~ for alignmem violatiolls.
7. Seminars open to HMA meml.ocrs only,
8. PAC (Playcr AJvalllagl' CoJc) lisliu~ - availaule to Players only,
9. Diec bumps of various (~I, +2) c;ilibcrs,
10. Cluc carns. for various aclvenmrcs. and
J I. Bonuscs earncd againsl specific creatures.

More bendits comiugsooll...

How Do I Become a Member?

There are lWO ways to join th ... I-IMA. Tlte prcferrd:1 method is by signing
up al your local HMRA (HackM:'SI r Relailer.~ Ao;,o;ocialion) t;ames Stot"(!. If
you at"(! 1I0! ncar a HMRA Stor.... ,h n you c:tn send il\ :1Il application form
(available on the HMA web~ile) directly In lhe I-lackMast ...r I-IQ,

Othcr Benei'ils:

Trial. A (rial memlx'rshill is frec, JUSl sign up! Trialmemhcrs can cre­
all.' 011(,' salletionoo c!tal'1leler and panicip:lle ill tournameltls. Trial
IllClltlx::rs' chal'1lc(crs CoItlllOt aJvance p:llil 1st level.

Full. For lhe low annual COSI of $ 20.00, fullmemhers gain :l((eo:.~ 10
a wide range ofhenelilS and scrvicc.~. A 3-year memhcr~hip i.~ avail­
able al a discounl rate of $50.00. Bcn"li,.~ include:

HMA Bylaws
Version 4.20 (supercedes the erroneously listed version 41.36 in all

pre;viously published HackMaster Player's Handbooks)

l. Membership

Whu Types of Memben:hlps are Available?

Mcmbers musl be registcred in either the HMPA or the HMGMA, dept'tul­
ing on thdr preference and qualifications. There is a minimum age r~quir .....
ment of 14 to become a uncliontd GM, bur there is no ali'" rl:'>triClion for
bci:onung a player. A HackMaster Relailds A'\.~atinn (HMRA) m...mhcr­
ship is available 10 qualified SIOres. <,--:Olllacl hmaQilke01.clCO.Com for informa_
tion on the HMRA.

The HMPA ofTers cwo rypcs of memberships: Trial and Full. All HMGMA
members mUSt be full members oflhe HMPA.

Why Should I Become a Member?

111l' H:l.cknulacr E1ile. One of ,he besr reasons 10 become a member is Ihe
opponunilY III f:Jcc heroic challcnges ;Inc! high advcmurc in rhe l-bckMaslcr
lr:ldirioo. M:InY will Slaf! down rhe road 10 glory, bm few will achielle rhe leg.
endary srarus of rhe HackMaslcr E.lilc. These proud few will be :Iblc fO boaSI
of rheir famous (or infamous) world-shaking deeds throughout lhe bnd.

Fricmhhips. HMA IIIcmucrs arc pan of:m exclusive worldwide org:lni7.3­
Liun of galllcrs, aU wirh a common inu:resl: rhe H:u;kM:lSlcr univcf$C. The
pUlclllilll (0 meer new friends in your local area. al lournamenrs. and even
online, i~ expanJ~-d. hunJrt:ds of limes. When you gel IOgelher 10 play
HaekM:lSler, you'l"(: Jeveloping friendships Ihal williasl a lifedme (or al leaSl
unlil you find a HackMasrer +12).

lOllrnarnenlli. As a regislerc,ll IMA I1lcrnbt'"r. you arc ablc 10 panieipalc in
.unClion<:l! IlackMa.qcr \(IllrnanlCIlf$. At 10urnarnCIll~ you can win In.'asurc
:lnd cxp<:riencc f'Ilinrs for your char-dcler, anJ proud rnl'rnorics of your ha(k­
ing succQ'$.

Sanctioned char:lt:len. All members of the HackMast~r I'by~r's As.«>ci:uinn
(H~'IPA) .:l.nd the HackMasler GameMa.(ler'.~ A'\.«lciation (HMCMA) :,re p...r·
milled to havt' up 10 thll'i' s:mclioncJ charao...rs r...gisr ... r...d with rl.e lIMA.

Constant Self-Improvemcnt. The HMA l'lIcourages ilS memhCll 10 hc (m
\:oin a phrase) lh ... best lhal lhey can be. Through sralcwidc and local arc:t rour­
oaments. HMA members can comperc ro prove Iheir role-playing excellence.
As one of Ihcsc members, you're compcling with some of the best players ill
lhc world - something Ihat can only improve your role-pla}'ing skills.

Memher.~hir G·ud. Yilltr HackMastcr membef$hip card, contaioing
your name. group namr: (for mem!x-rs ill named groups only), and
your currcm level, prov('S [0 olhers lhal yOIl arc a force to be reckolK-d.
with. Cards arc spt<:ially marh.J and coJor-cotk-d. lO dislinguish
OClWetn Players and GamcMaHe(s. YOtt will aUlOmalil-.Jly wcei"e a
new, updated card wlren your lttemlx:rship is renewed.
HMA Pin. You will reccivea HMA pl'Wlcr pin when you sign up. rnis
pin Ictli lite whole world know you aI'(.' a proud member of Ihe HMA.

• Website ACCCSli. TItl' HMA wcbsile is your official onlinc mccring place
for aU things HackJvlilSlcr. The welllOite maimains 10iatislics for snoc­
liotll:J dta.dCtcrs, as well as a mCliSage board where you call poSl ynur
lhoughts for olher lIlemUen.

• Playtcliting. As au aUlhori"tCd. confidential KenlerCo playtcsler, you'lI
Ix: one of the first JlCflple 10 sec our producu slill ill producfioll. You'll
have the opporruniry 10 play Ihc modules before anyone else even
knows Ihey exist, and conlflbUle YOllr thoughts on how lhey mighl be
improvcd. Only namcd groups may be considered for playtcsling.

I. Player Registration,

You should regisler yourself as a Player or GM separalely from your group,
though you ca.n regisler your group at the saOle time (on a dilTert'lll form). If
you're doins lhis. you should indud.. all of lhe appropriale forms :lnd dues in
lhe same envdope. That will make it llluch simpl...r ror u.~ to ...m...r your infor­
macion in our damllas....

1. Character Registration

A full member may have up 10 Ihree HMA-sanctioncd charaCfcu :11 Ihe
same lime. A mcmber may rcgisler new characrers at any rime by filling OUI
lhe appropriale form aod sending it in '0 the I-IMA. Do nor inrilidt II ropy of
YOlir tllI/mUtr Jhtrl. Wi dOI/( nud if III/d will only IIhll.u 111111 or hrr IU ,I /owly
torch btartf hI ollr ill-lJouSI gtmw, Newly sanccionoo characters lllUSl begin al
lsI level. with a slandard amOUl1l ofslarting equipmelll and money:Jj d"lined
in chapler 4 of till' f1"rkMtI1ftf l'lop( H,,,,dhook. Ifyou walll 10 Stan a new
characler, bur you alre:tdy have lhr"", regist ...red, you nuy r...lit"(! Olle of Y0ltr
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cxiuing characlcrs from lhe sanclioncd lisl and replace it wilh the new nne.
Be surc you think C3rcfully, for ona: a char:J.cter is N'tired from play,
it C3.nnOI be at a !:uer dale. Your char:J.ctcr rt'lired for good.
Trying 10 lheir tired hone!; bad: imo lhe wild li(e: o( lhe
would lIlake lhelll grumpy, and no one Iikt'.$ a grumpy advclIlurcr.

What if I Want to be a GM and a Player?

I( )'(lll registered :IS:I. player and want to GM, you must c-mail HMA HQ
(hma@kenzerco.com) 10 h:l.ve your membership convened 10 lhe HMGMA.
You will then havc 90 days to pass your level I GM tCSI or be permanently

baek 10 HMPA.

For the purpose o( playing characterJ:, GMs are lrtaled as
and are able to N'gistcr 3 char:J.cterJ: al any time, which lhey may play in ....lnc­
tioned advenlure!: and lournaments. GM.( may not participale as a pb)'"r in
all)' sanctioned adventure they have run previously.

GMs aceruc ONLY player UPS points (see seclion VI) whcn participaling as
a player, which arc added 10 allY UPS poiuts tht')' accruc whilc acting as a GM,
NOIC ,hal a GM pallidpating in m'o lournamcnlS as a player DOES NOT
nwel Ihal pan of lhe Level TIlr('C certiliClldon rcquirelliellts {SI:e s<:edon IV),

II, HMA Organization

I HMAHQ
I

Regional Chapters

Local Groups

HMA Hcadquartcri

The headquarlers of lhc HMA is al an undisclosed, secrtl location f.."If bclow
a dormal1l volano. All ()( our mail can h.! senl 10 Kcmer and Company and
will be diliEcmly forwarded 10 us. W" are for making sure lhal all

hacking rhmugh and lhal ar", roppling
ov",r GMoS' c1ev",r dungrons.

W" irack dIC aClivitiC$ of aU lllernbcrs of dlc HMRA, HMGMA amI
HMPA including Ilew lI1embers, lOurnament charue­
(('rs, chal)lCr (ormation, group (ormation and cven homc gamcs! We are
always walching. The bllck here. We arc lhe ultimale authority (or all
IIMA-relared We mayor may nOl have 11l1r in <lrher, nOll·gam·
ing of polilial intrigue and world tl<lminalion but Ihat far heyond
Ih", scope o( lhis docunltlil.

TIlt' HMA can be reached through uur millioll$ al KtIl"tl:rCo:

HackMasler Associalion
KcIl"£<::T & Company
25667 Hillview Cuun
Munddcin IL6oo60
hma@lken·/.erco.eOlll

Regional Chapters

lu:gion:u chapten arc roponsi"le fur urganizing HMA activities fur lheir
local gaming gruups and HMRA Dy ullicers amlmailllaining
a treasulY (the HMA rl:l:OllIll1ends a high wcll, ek-cuonieaUy guarded V:luh
with cyllnne:tic altack dogs and lascr wC".lVOns to guard all chapte:r lunds!!!),

chapters ow do Ihings such as coordinalC IOCdllOurnamenrs, host ;In
annual rcgionallOtll'namCnt and possibly cve:n C:lln lhe: privikgt' of hOSting a
SlalC championship Qr the coveled national championship!

The HackMa.ster Player's Handbook

Tht Kcovcrage area" of a regional chaprer will he delermined on a
"asis wilh an 1')'C wward kc:eping regioll)' spread Out, In ordcr to form

a yuu meel the fullowing minimum Tequiremellls:

1. 'l'he chapt!'r ll1llst have at ka:;l Ihrt'l' oOicers, Omens llTllSI
Ix: HMA (either HMRA, HMGMA ur HMPA) membcrs in good
slanding. Officers can Ix: Pro Tcmporc fur 90 days. All new chaplers
mU.\1 have regular officers inSTalled within 'JO days of formation.

2. -nlC I'ropoS<'d chapter must ha,'e a minill11111l of Ihrce 1000.ll groups in
good slanding whu will Ix: membcr gruups wiulin chapler.

3. chapler lIIuSt he in rhar liMA l!Q deems is in
dire net:<1 of a chapler.

To remain in good slanding wilh Ihe HMA, each chaprer mUST:
I, Mainrain an accur:J.te dalabase of all ilS memberJ:.
2. Submit thaI dal:lbast to HMA HQ rwice anllllally: hy January

and July hI o( each y""r.
3. Run at It'aSl one 10Cl1 lournamenr cvt'ry IWO rnomhs. Ifthele is

al leasl une 1UC".t1 HMRA SlUre in your regiun which has un-$itc
gaming space, you mUSI hold your local lOurnameOlS al an
HMRA nore.

4. Run a regional championshil) lournamelll tach ytJr.
5. ['romolc and rcrruit for lhc IiMRA, HMGMA and IiMI'A. If

lhert' is al on" loca.l slore in your region. new
I IMG",IA allll I IMPA membershil)5 musl lx, proCl'SScd through
an HMRA SlOre.

The bendilS of rUllning a rt'gional chaplcr include:
l. K('C[J $5.00 of Ihc mcm1J.ership fur t:"dch new HMRA storc you

sign up.
2. Keep 50% of all fccs collecled al your :mnual HMA regional

championship 100lrnamtnt.
3, May hill (or rhe righr 10 hold lhe Slale liMA championship lour­

Yon mll.\l Ix: located ill lh:u Stale. If a Sl;!te has no
1'l'giollal chaplcrs Ihen any oUl-of·stale chaptcr may bid lU huld
dl:!l $lale'S championship.

4, May bid f(lr Ihe righl 10 hold lhc I"1MA nalional championship
tOUrnamenl,

"i. Ona> p<'r year, cach ch:rjller will he menrioned in a Kcmer &
C.ompany co-op ad ill KnOT

6, Upon chapter will r("eive a singlc-foulle, cus­
tomizcd KODT strip.

Tu furm a chapter, Ihe individuals should obf:l.in an HMA
Chnpf" Furmnt/on Fuml from their local HMRA Siore. If there is no 10C;l1
HMRA SlOre. lhe applicanTS may obf:lin one (rom rhe HMA weh SilC or by
contacting HMA Ht'adquarrerJ: directly. The COSI of lIlailllaining Sl:\­
tUS is $20.00 per year. If lhen:: is an HMRA slore wirhin lhe proposed chap.

region, the al'plic.uion Olll$t I:>e pfocC$scd lhrough lhal $101"1'. If /lOI. thc
:1ppliOllion can "t· HMA Heat.lquarten directly,

Local Groups

Local groups lie al lhe very hearl of lhe HMA. They :ITt the 11.1ckbollt' o(
HackMaslcr f}lming :tnd il is (rom Iheir which are wrilren! Such
legendary groups Knights ofr/Il' Dillll'" TnM" or lhe B!ilck Ht/lld Gmn;ng
!Wei,,) l>crm:lIlelllly lefl Iheir rootpril1ls Upull the road ufhigh advcnturc.
Can you tOU lake UI) the flag of va.lor :l.nd the b:l.nner uf hunur and march
alongside lhcm? Or arc you fIlS! a lillie wllss-monkcy who brings low-Fat pota·
to chips 10 lhe g.1ming t:lble

Irr order to qualify lIS a 10C<l1 group:
I. There must Ix: OIlC HMGMA GameMaSler in good sf:lnding.
2. Thcre mUSI be a minimum oflhrcc HMPA aod/or I-lMRA mcm·

bers in good llanding in lhe group, Non-HMPA mcmbt"rs may
never 1>1" in all offidalloal group. An HMGMA memhc:r in good
smndillg Olay he a player in a local group bUl may 111'\'('r Ix: Ilrat
group's GM! •

3, group must submit a minimum uf one uHMA Home G:l.me
Reponing per mOlllh. After Ihree monlhs of inacdviry, lhe
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Table 1M:
Chil....cter Starting Honey

eN""",.. Iou inbened • debt Ifom hit; powems1famoly•...noch •~ for~
R..roI blo, >btM: """ .....Itlply the results by 10. 'Thor. • dMI o,.."•••l< thaI m""
bll 'epaod dll ro"'" mo.nh. The GM """I dKkIe.><Kdt to whom dMI cIeb! Il.

-.:I u.d 'epere..."""" lor def."I,'"I payrMnt. (N<X. cht:r. ~ ALWAYS 0 hI' 10
l-looor lor fOllu... IO"'~ 0 Ioan.l

J Chll'llcl<!r h., 1110 Ink.me<! hll lath.,.'s -..pan (~GMI

) Ch:lI'lICtC' ltal inhfflled hi. ' r·. WUjIOO ond m'llO( (I.HI GM)
~ ChanCIer .... nocnu:d hIt "' ", w..pon.~;tndI>o<it (wlb>.-..c ~k) (oee GM)
5 ChanCier hu inherned.M 0/ tile k.ml in #'I. plY. tIMI _ '0""'" bnd. l""" GM)

Table 58:
Breakinx a Blood Oath (I d20)

Rol " of Honor Lon
01 n"

ONlS 65".... ...
10-1) ~

14_17 lml:
18-19 20110

" ".

.'"GO..

..."
11·15

""21·2S

,."
ll·lS,...,
~I.~S

~6·S0

51-55
56·60
61-65

..."71_75
70-8,
,,-4>..."'1.'5...".
101.IOS
lot.-I 10
111-1'5It,·

Xan.1I Funds
-"",,,'"', .....
20· leM IP'
2S ~ leM.
)0 , leM IP'
35 • leM CPS
~5 • IdEo.
SO .. IdEoill'
55 • 1d61P1
60· 1116 311'
70' Id8 1'J"
eo, IdS CP'
90 ' IdellPl
100 + IdelP'
110. IdlOp
120' Idl0a»
1l0·ldl01P'
140·ld'O •
I~S·'d20.

'SO' ld20p
160.ld20p
170.ld20111'
11lO ' ld2l) a»'
190 • ld1ll 11'"

'''',
,
J

,,
6,.
9·10

""""15·16
17.18

",..

NOte ,1Ia. kccplnafmaklnc cood on • blood 01U."',
IlO bl!..dlt wh"lSOeYer A pct"SO" II expcclCtllO I<tep
h" word <0 IlO inc~",,,,,, k &!'len If t>re.ltlnc_n 01'"
rtsulu in • ncg'IlIWl HO<lOl' II ~ rl!<ortled 0' .I><h

Table 50:
ClericJPilJadin AtonementTableA_,

CNnct. ........~ InIIiCt I eM poonu flf lbrnI&'t upon IwnMlf pw dar JrId

....,. onlr"~ Ioc' tMst" he tw '-- dIM 10 hi!. poonu.
0IaraaM """'I ¥OlufonIy inion IdE. polIllS d u...,.. upon hirMdf peoo dIJ' and
-,. Oftty MIl<~ ....~ if~ ""-. W:wef IhaII 10 htI poonu.
0-.._ ........~ InIIiCt Id8 polrQ flf ...... upon hmMIf Pw dar JrId
...., """ Hd!~ fat- dltit if he Iw ...... _ 10 hlt poonu.'
Ply IdlO"lOO In 11'110 d><nhIttrnplt of charx,,",,'s biIh
Pay 2dlO"IOO on IPlIO~ flf cNraaer's~
SKrolw:. nlOst c'-ilhcd pas1ell_ andP'~ to holy II" IdlO day<->If
Sacrlflt. mOil et>eri>hed p<>UW>OII u.dP'~ 10 holy .,U! Id»o 10 daya ~.
Slct,foc. moo, choln.t...d pas "". o"d 2 pol".. from .biH.)' 1Cor.'.'
Slcnlle_ mos. d~i.~ po "'" and ) points from abllil)llCoreL'

C"'nc.er "'"" purcc hil Honor.
Continuou1ly beM;\II tnOITI'lOIlS Hot, 5ynobol flf ch.>netrr'1 fal\h 10<' Id20 momllS.
f'ay monthly ....... col 100!P" ... c""rdtI.~01 dta.,.~'s fall:h fat- I year.

~~~~ 10 perlorm COllVlUIII)I-- br I rTIQrIIh.
"TernpooVIy r«n from~ 10 f*"b"m.............,. _ ..... ,.......m..
T~ rMn from~"'IIO periorm cornmuN<l' _-lin 'or I~

Table 5A:
Honor Standards (or Level Proxreuion

·~"~b'ftheGM..

- po-n _nJiced ....,. be aktn from _ ... now~

c.n~,

L....,,
),,
•,,,
"""""""""""

GREAT HONOR
(8orltt1 Windowf')

17·20
>S.""..,
~I·SO

~9·60

57.70
,,-eo
7).90

81.100
89·110
97_120
IOS-IJO
11l-11O
1lI.ISO
1lt-160
1l7.'10
145..110
15)·190
161·200
1".110

OtSHONORABlf
(Pl:mlty WIIldow-)

'6••."."
."

."

."
'27
.10
."
'16....
'91
'9>...
."
'S9
."...
.61

Chil....cter Advanceml!nt Notes

e:t.anct.n wtIh Honor in "'" 'boNn window' lei 0 • I 10 AU dill< d.. roIk.
- ChJfXltI"'I WI'" low Horlor (peN1., .......dow) "",eM!! a I 10 AU thH di<! rolh.

Table IIA:
Stat Perc:entile Die Roll by Class

FIchter Magic. User Cleric
.no eM dl}
64 d20 1M.
dE. dl} dlO

diD d8 eM
dll diD diD.. .. .... .. ..

Thod..
."..
""..
'"..

397

Table 6A
Flaw5 and Quirks d I00
Roll Table
Ol·l~ RoI ... T...... 68
15-28 RoIonT....,,,
1'-42 RoIonT"'6D
4)·50 RoI on T*e 6E
S'-U WonT"''''
'7.76 RoI on TJbIe 6G
77-9) RoI on Table 6H
94-100 RoI on Table 61
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'The ..... ion of thi, bbl.. ;opp6:lrinl On I'"l" 92 i. incor.....tly prinled.

BP Bonus

•
5
5,,,,
5

•,,,,

8P Bonus

"""""""""""""

BP Bonu,,
"",,
•,
",,,
10

"5
",
",

Table 6(1):
Qulrk5, Major (Personality) diDO

FI.w BP Bonus
Hultiple Personalities (per personality) ,ped't'"

Tru!hlul· II
Roll twice on Tobie 6H
Roll twICe OIl Table 6G

Table 6H:
Quirks, Minor (Personality) dlOO

Flaw
Chronic Llor

CUneY
GluttonG_
Gullibl~

lerk
LOlJd Boor
Hilauided

Obnox\otls
Plotk Rat

Self Absorbed
Sod.11)r Awkward

Volue PtlVIC)' (Redu,;"")
RoI aga01 OIl It"< QbIe >n<I .., """" time on Table 6G

Table 6G:
Quirks, Major (Mental) d I00

Flaw
Delusiorlll (Mljor)·
DeP"'lIion (Hljor)·
Enmlcy tOWllr<l CI.....

Enmlcy tOWllrrl Hon,too'"
E..mi'y ww.o<eI Rate'

H.ckfretl2y
HockLus<

Psychotte ..........oon to Clou"
Psychotic A.enlon to Honster"

p.ychotlc A.enion to Race*
Pyromani,t

S:tdl'illt:
Wun-ol"·He.lrt

Rolll£~in OIl tIlis Qble afld ~n Utl'l timo on T.1>Io 6f
RolIl£lln OIl thIs lIble and an CXtrll time OIl Tlble 6H

Table 6F:
Quirks, Minor (Mental) diDO

Roll Flaw
01 • OS AMCn. Minded
06.08 Acrophobia (Ic•• of hei:l"s)
0'1- I I Agoraphol>i.l (f,."r of open .p.oc",,)
11-17 AlcoholIC
18 ·12 AIIim:all't>obla·
13 ·lB Chronic Nlahtnlarel
29. J2 Clau.tropl>obla (Icar of tlos:ed ~cC'$)

33 .]5 Deluskwul (Minor)·
36· ~t Dep....sion (Hinor)'
41- ~7 G.lmb/ingAd<liuion
~8. 53 ItI1pproprl:lte 5en.e of Humor
5~ • 56 Kleptomllllic {compelled to .tell}
57 . 59 ObSC'S~Compulsive"
60 . 70 N,,"in: ConSt~nce
71 - 73 ""ro""iel
7~ • 79 Short Term Hemory LO<.
80 . 81 5upersltuo,,,
83 • 90 Tlttrlper'"
91 - 95 RoIllalln on this table Inclln el<tI'I dIM on T.ble loG
96 - 100 Roll ~In OIl this table and an e~l", tlmc OIl Tablc 6H

Roll
01 .35
36·70
71 - 85
96· 100

Roll
01 ·01
05.07
08 - 13
14· 19
20-1S
26·29
30·31
H·~I

~2. 50
51 . S8
59·6S
66 _ n
7)-80

81 ·90
91 _ 100

Roll
01 ·08
~. 11
18·30
31 .35
36·42
43 - 48
19·55
56.61
68·72
7).76
77.82
83·88
89- 95
%·100

BP Bonus
5,
5

"5,
5
5
10
5

BP BonlJS,,
5,
5
5,,
••

8P Bonu.

"""20
20

"""""""""12-10

""

BP BonlJ5,
5,
5,

Table 6D·:
flaws, Minor (Physical) diDO

Flaw
Swuer

Tone Dul
VisiOll Impaired. Far Si&htod

Blind. one eye
Villon Impll~. Near Slrhted

Roll once on T.ble 68 and OIlC:e on T.ble 6C
Roll on Tlble 6E (flaw>. Mo;or)

T;lble 6E:
Flaws, Major (Physical) diDO

,",w

Accident Prone
Acute Allergies'
Amp"t.....Arm

Amputee. Double.Arm
Amputu. Double. LeJ:

Amp"tee. Lea
Blind

"'"Hemophiliac
lowThredlOld IDr h,n (LTP)

Hai"""'"
Hute

N.rcolcpsy
No D<:pth Pen:",,'ion

SeiWIlI, Disorders (Epilepsy)'
s.l00fl W~lkff
Trick KlHIOI

Roll once OIl thl' able lIld OIlC:e OIl T:lble loB

Table 6B:
Flaws, Minor (Physical) d I00

Flaw
Alb.""

AIIinul [type) AntipJlht'
Anosmll (Ion of tile sense of talte)

Allhmnk
Blind, Color

Chronk No<e Bleed<
EltCenlWl Drooling

fLl1lhnt
Helrina Impaired

,,~

Roll :o.rln on !hi. ",ble .nd In e_"'1 time on Tobie 6C
Roll :lJt3ln on thl< I1Ible."".n Clltr.l time on T.b1e 60

Table 6C:
Flaws, Minor (Physical) d 100

Flaw
1.0« of E.r
1.0<. of Eye

Hlle P;lttern ll.lklnUI
Hltl"llMl

Hlnlna Flnrer{l)*
Nervoul TIc
x.r.nci31

Sleep Ch'''''er
Sound. Sleeper

Strante Body Odo<
Roll :tpjn on !hI, uble :lncl In extra time on Tlble 6E
RoIITwke more OIl tIllI uble. (II this ~Iult comes up :If'ln.
roll ~In on thll uble. :llId III e>WI time OIl Table 6E)

Roll
01 . 10
II -10
11 • 3I
31· 37
38 - 70
71 . 'J(I
91 _ 100

Roll
Ol-~

10.14
15 - 2J
H -26
27 - 35
36·40
41 - 49
50·58
59·61
H·70
71 - 85
86·100

Roll
01·07
08 - 13
14·21
22.26
27· H
35·42
4] .17
18·51
55 - 61
62·70
71. as
86.100

,,,,
01 ·06
07· 12
13 - 17
18 ·10
21 .2J
14 ·18
29·31
j2.411
41 ·45
46· SO
51 ·56
57.62
63·67
68·73
74·78
79·84
85· 'Xl
91 • 100

See flaw descnptlOl'l for roll for ljIedfiCl

'See fbw dc<cripuon for rolllDr <pI!Cif'"

* See quirk deKrlptlon for roll for spet:lflcI
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UNEARTHED
ERRATA™

HACIINASTIR OFFICIAL
ERRATA II

CLARIFICATIONS
P. 28 - Ambidomow ~nd Row Bonw ,'-'Id noc ~

I~cd under Addilional 'bknu \X'hich "'hy ~

l'u.rct.-:d lor Hif:,h l:.Iva find. SyInn Eh-n and Gn-y
FJ...,.). Tho.. ~f~ ~lonJy 1"J'f"Cucd.as lnf\.;U~ li.lml).

p. jO 1\",1".b,,,...j., 1M.... Bon"" ~nd ~r lIol'U$
sOOulJ ...... br 1,,,,,,,1 "".k,- Addi,;oll;l) Taknu Whio;h

May bee "m:lta_l "" e",n&" r:.1~~ (Gr~h). 1lloc: ".~
alrt:ldy~l a, ,,,,,,,,e Talents. Tr-.lCk Ga,m: Animal
~ ..,ld I", :MltI",j "h",,:.I> Coosllllltlll,lIHul.h Uonu.

"",I M",,"g. s.,'l!'!" .houltlllUl be li~lcJ .lJ .h"y an: NO'I
;><1.t"""13113knlS which rna)" be l'"r~h4icl. Addlllonally.
lI", cad~ i. flOl on" 01 I.... all,,¥ubk d.u..cs for dl.,

Crull£" Df.

p. Jl - AmblOnlru," ,1,,,,,1<1 "'" he: 11.\1..:1 undu
Additional Tal""" W!oid, "hy be P,,,d,a.....d for DMk
l:h't'S (Orow). 11", ;, al'c:l<ly J.....~""t .1.1 .n inn,lIe:

Talfm An"n.1 ( '''''1':'''''''' ,h.."ld 11m b" Ill,,,.! oI.!o if i~

NOT an addillol1.1 ",Iem wl,id, may I", IIUKh""...l.
AddlUon~J1r, lh" ,,,v.lle, " ""I W,,' of III., ~J1ow;lblc

dustS for lh., n~.k ~lf (Druw).

l:'mmvm f"lgn 111, J().J/ "" ~rr«t" III App,mlL« S

r,8S '11," n"ItlI~,,, 11.-.",1 III Ille ho",,,, 'Ollll"ll ~'"

lhr "1'1'"' li""1 fm ,loal mw, nlU., Iht IllW 1~ll<'led fj(.

"xn I' Ii.. hunor ••1,,0 "f ll-I~,

I', ?2 • l,wl(, 6P; f1n..., ~lino. (I'hpiol) " "..df

lUwcd. Ihe ven,on of thIS .~bk ~l'lon""r. "" I'. 3'}8 "
COlI«I.

1,.94 . n.., followin!; ""menee .hoold be mw:nallmo
,I..: ob,ip";o" of ,he M;,k 1'~llern Hlklncu Ill."., ~fll:f

,I", Ii,,,, lo':"",ner:"1/ ~ ImukclurxlC. rolll thu thw.lhe
III"'" Imm....i ...dy ..··.011 on Tilik OC, IJld on« on rhe
mInor """,UJ 'lui", lx,k 61-. beaU" of "he u<utma.·

'CllANGE" 8o)';IIf; IllilUl M.;ilk: \I, 'hen you purdwt'
a WlI dU';IIf; I"" durxln ~ncr.lIion pro«u. )'OIl p'y

u.r build;n!: poin! c.olOt lIld =ord die: >kill on)'Ollr du..
xtc. ihra. YCl'l .hm~~.. F: 51,,1h, 1;'kn...
lIld l'rof~ 10 find t1~~. _"'luy an.1 n-on..
die. In _ eHeI. die: ~I abll"y " ..... n'<'nl,'" of
""'0" _ mwues. YCl'l roll dw ma>.lcry doe,:odd a ",11

ofyow- honor d>r.~ add lbe mull 10''''' n:b.nr :aI>iI.

'I)'. ThIS IS 1'OUf duO m:lSlcry. ""'''' dM."". roo an

'pend .he huilding poim cosi of the sk,ll ~g~'" FlH.1r
.Jdi,i"na! .ime you p'y the CQi.t of the- >Jull, )'On W'••n
mil ,he nwte'}' die and your hono, d,., ~nd ~dd ,II<: roonl,
to rour skill m;me'}'. When )'OU bur a "k,ll dunllg ,hI:
di~rxtl:' cn:J;.in" prot:/$l:, )<lU DO:add you. HOIl", die.

For ""a",I'[.,' (;alli.on II.., 1il:Jlle. w.onlS IOIMIn:hAIoC
,he ...... I>I"lla,,"OI .epair. b.W<:. A.mor "'rAir. ~ic: has
a IIl"I,lillg 1'01'" Co...- of .h.n- OJ, ~ R·lr:YAI1l Abiluy of
(lk,.. I".)12, and a """,.ery d;'" of Idl0. Injli~Uy,

Coa,,"""". pU)'''' P'~ th."" poin,~ for II", Jlull ~M
' ...."nk i. on hI' Wr..ct"..l.n-t. 'n.., he: C<lkub,a: "hoe .d·
n",m abiliry. Iii. D"ueri.y if 15, hll. hu Inldl,gctICl: 'J

ollly 4, 10 the n:kY<lm abiliry is 'J [t1So--'ll/l rounded
00..'0 • 9). H., In.-n .olls IdIU.lnd gcu ~ 7. \jun~ l.~,

a,....-v hoor>r, Jb he rolls a dJ. aM geu J I. Gunwn's
~ >lill pnottl.;If;C' for ....m<)< rqwr. bale IS 17'tIio
t'}.7 .1). His pl1yn nulti Ih.. 00 In.. ch;ann.,..~
00:1 to the Jkill. M'er PU,dwlnlllbe rnr: of the dullJ he­
~Ial, GMri>on·. pb)'a Ius W; (6) bu,Id..., p"'"n kf.
<J'IU. H" tkc:idc. 10 ,mp<O'l'e Iuli:armor rq"~'" OJ"" .....n
He JPCnW. .he >it (6) bu,ldJog rotnts 10 I;et ,.... lilt""

rolh. of ,be flU,>'ery die. on<: for each CO'\I of.he dull
>.pm" He roIb. a" and J 9 on hll flU,>'ff) die, ."d A .!
.uk! J'" U.2-1 forpmnnuon). HI' filial J.11I no"",..., i>
,}), (16.-4.').2.4).

RxiJl 'llknG' n.c", an: ,.... "n'O of ,;a!m1J, ~"lbbk

toach rxe, lhose du...... f....,.•,..I,I.."".1w ...,..J 10 ....

puteh»cd ...·nh BuII.I,nr; 1'<"",... '1.... t;lkms 1Iu, eMJi
rxe nxavn fn:o: a.... h" ....1'"' ,IJC' '"",-ral At ~ Cll,," uhko
unckr T:akntJ. Some ,or.hr.c- .J!en1J, ~re u0"luc. and
tome lR' a~bblc .v I", I""ch:..nl ") ...1.... IX"". Tl....
ukon ...hld! ncnl '0 I.: 1"",,,..,,,,1 ue w, li..ed 00 .he
r:KIal At a Gbnce ••hk... ,,"de' Rc>l,ic.ed Tl!"flfJ Which
May .... I·...elu.......l. 'n,,~ ,;lk"li a." Joc.ih"J in
Al'J'C,,,Ji. H

\'('''''1''''' 1·...fi,iene;.,,;: A di.. inCl;on "'lU' be m:lde
1.."w,..,,,:I. "'"""~p"n ptolici",Ky .d... alltllhc weAllOll p'o­
IiCle",y i,.dr. 11>.: .lou ~'I: In:" aud UC d",c.mllle<! by
Tabl" 71. I'rolic;"ncy SI,)I. "1\ p~e 101. The :lclI,,1
we-Jp"n l,rolieimcics arc the W(;apol\j you choo,", 10 fill
II""" .10.... [n ord~r 10 f,ll lh, ,1<"11 wuh :I we~pclO I'rofi
ucnq, )'on num pay tt", o)l\e (I) Ill' CUll of the we,lpon
1'",licil:lI")'. Carri...n th~ F;l:hl~r I:el> four we~pon PfQli.
eil:ncy slots ., lim Inel. Sin« he is ~ fighler, hb fil'll
WCJpo" 1,,0Iie;""9' i, f«:c, "' he eh~ the bOi'ilanl
sword. lIe ~I ... wantS ,,, be p,ofieicm In the lonll bow, ",
he I'-Iy' I 81' 10 gel ~ lo"/! bow rrof,c,en.,,', c..~ ...",,,
'p"'l\ds ""e more Ill' :0 hecome specullttd In till: h:a).:anl
,w(ord, fillin.: I,i. Illird .101, :and OIK tW to .... I'"-,Bc"",,,
III Ih" I\lOrningsur. (.:affiJOfl h15 filled.ll Ii"" ..n", lUl­
lUI profielCf\C)' slon :and 'pen' j til' '" d....., (I;~h,n. Set
the fir.n wapon pfQllCK'OC)' (nor, ,,,I"'JWI'" I." ...ould

luve "!X"m'" BPI.

"Inlpossibk" CbJscs: !J.o_ ""''0' II~'" ,,,,ial al.llllY
ImulS <lIIdIor MIUStme1lfll .ha. ",~ke If «Till ""j>Ol<Ioibk
10' them loquallfy for oxnaln d..' ...... ll,:ll ,Il<') :a," :alkM"Cd
10 qualIfy for. HOWl:"I<'f, you "'''' "l.~...d builJ.nr. porn..
:of,er Iuml& chosnt your ute "' 1:1'''' )'OII' :allili,;"'" You
an UK bulldtng poon.. '0 ..~......1.lure> :II........ ,n.. •.KUI
IIlUImums and d"....u~li~¥ Ii. ,I..., ·i,...~bIr· ,.u..-.

11;1 I'oim Bon... 'I_nl; 'I1m lalm. P'"eI you I nun
hilpOll1' ;m)'!ln.., you roll ~ hll dll", In :any iii"........ alld
k>r .lfl)' fC.lIoOIl. This ,ndudo die: ovalrei' >tIl. kvd, ....d
mulnple hi. di« IIUI.tnC<:L

400

Uu"a;n"" Skill.; The comple,e Ii.. of .klll, Ihal e:ln

he "",,", witt.."" paying the 81' COlil or laking:a bloek 01
"""",llOn .. in the: GMG. A.k your GM for dCUlls.

'CIIANGE' R:inser/D",id; llon:.>u.w.: of aliy.nlflll
,,,,,n,,,S, the R:i"l;crlDruid is NUT and elig,ble mult"
d:lM ,ombin~.ion (0' any rol«,

llud Abilitia for Inc AsJ.win: When th.c;m uusSln
th;lr.lw:r .e;\Cha. .hi.d k¥cl. he g....u lhe thlCYtnlllblh
lia; 01 a lim kvd thid He IS gnmal 6~ dlKmlOfl>lry

,lOin...o diJtribule unangst the rhll'>,ngmllnl<'J. adh....
i"t; to IIv:!WIfC laInCllOIU:as a first Ievd ,hod:

Bll;ldlf~ l'oinu for Muin-CbuC'd Clurx.t'fS' A
",uhi~ elurxle,~ die: hIgher of.1v: "•.., h"ilol
i"\1\ point lOul, for hif cbua. nor boIh.

1>u:U~ Cluncters:~ d.."""n\ do
..... g;un ;my bl.llldlllJl poom:s when .hey Dlr un a nt'W

doW. fIC>f do lhey F1 .vi abol,')' ..,.".. "dJ'''"'''''''' '111111
.be new d.m kvd surr-n ,Iu, ,or ,he old cl:rM.

~u. M:ag= n..- ",Ii"",,",," l>fI opcciaIw~
",U be I"duded in II..- (;MCo alld furo." ...ppkmnrl"

:>k,1I ~"' ...., '>'"U ""'0 ern .... hough. ~, lim ",,,,,I.
"""" ,f >(>I"'" ur .1.., "',,'" .J,;jlb Iu.,,, p.e'",!";"lc> ,lut
J~"" ~l ,"" ,,,,,,,,.lIy ,",!""al inri of SO";,. ""'hen
....:Vn.hn5 I"" ''''''>Ie? ......... fiM ,he skill ... i.e, a kv<1 i,
cak"Ia..:t1 fur ,I", " ... '" """ ....hole 300 ror .he imli"itl,,~l

....U, A' an)· II",e a d ...:u:.c, c:m d.....".., to) ..... e;th" the
""1....1,,,,1 .k,ll val"" o. ,I>.: 'll;te .kill ••1,,1. for 3 p.:arue:.
ub,..klll.

'CIIANGE' I'm- Skill>: 1\1I}.i",c" slull II gOlle" lor

(r"" bee"'..... "I 3 cia» m Otlter ~n.;my prerc:qlllllteS
fur th~1 .kill a.e ,,[SO n-«ivcJ free. ThC"St: prer"'llllill"
.kill> "re lfIi"..d ~, Amast.,ry level of ')0%.

Sorial elm and lIlegili",~,., Children: The il~teme,"
"n .able 4G Oil r, 711 ...( ,he l'HII has ClUK<! ""nit CIl"

fiU'UII, The .,,,,enren[ read!, -rile: chIld of """.."i...1
pAre:"" i. t)"l'iully one social dass lo....e. ,h:an ,III' ..... i~1

dOl... "I the: r~the. (11')% of ,he t1mrl." Th.. ,I"". "'"
en""" ,ll<: .oci~1 cJus )<lU rolled; Ihe ,;uclal d". )"" ",II
i. l'''''' ...,;ial u=. If )'Ou are IlIq;lllm>re:. " """"" .l.e
"""ial da» of )<lur ~renu could be h,gl..... '11,,» an ,II.,..
gitlmlte hu"un .... 1>0 fQll, ,\lIMC ,"il:l" M."" lUI""" of
UMC 0' hlghe. \85% of the lime),

'<..I lANGE' Armorer Skill: ·n.., A,mOl'" .lill yan...

,he: lblllf)' to ~If.nnor "" ,I", "...".- •.,...il; lu,i< .!..ill.

HOWCVl:T. unllb: Inc "fI"'" '9...." """'" skill, d>t: u ........•
elflLly"..empr .n "'fU"" I''''''''' of21"'0' ~il\ ahef fail·
"'II h" skill dxck ,IJC' Ii.~, .i",,,.



HaCKMaSTER™ BOOKS
Game Master's Guide

This huge book presents the Game Master with complete and detailed informa·
tion on how to run a HackMaster game in dungeon and campaign form. It is a
cornucopia of information on all the aspects of hackmaster and includes combat
tables, monster lists and encounters, treasure and magic item tables and descrip­
tions. random dungeon generation. instructions on gamemastering, a glossary and
index, and much, much more. Like all of our books. this volume features a full
color cover and illustrations throughout.The HackMaster Game Master's Guide
is truly a landmark work on the art of fantasy gaming.

The Hacklopedia of Beasts

The many hundreds of fearsome monsters which are part of Garweeze Wurld
come to life within the eight volumes of the Hacklopedia of Beasts! Within this
collection are over 1600 creatures of every conceivable type. Each is carefully
described in individual narrative, which appears along with a full listing of game
abilities. Most of the monsters are illustrated in addition, giving an awesome
visual representation to players and Game Masters.

Quest for the Unknown

Many years ago. rumor has it, two noted personages in the area. a fighter of
renown and a magic-user of mystery & power pooled their resources and exper­
tise to construct a home and stronghold for the two of them to use as a base of
operations. Word just reaching civilization tells of their demise. If only one had
the knowledge and wherewithal to find their hideaway. there would be great
things to explore.
This is the first instructional module designed for use with HackMaster, filled
with plenty of hacking for beginning players.

little Keep on the Borderlands

You are indeed members of that exceptional class. adventurers who have jour­
neyed to the Little Keep on the Borderlands in search of fame and fortune.
Somewhere nearby, amidst the forests & tangled fens, are the chaotic caves
where fell creatures lie in wait. Fate seems to have decreed that you are to
become an adventurous band who must pass through many harrowing experi­
ences together.
An eXciting underground and wilderness setting provides plenty of adventure for
novice and seasoned players alike!
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H ackM aster Errata v. 2.2 August 20, 2002

Player's Handbook
Errata

GameMaster's Guide
Errata

General Rules
Clarifications

Player's Handbook

p. 16 - In Table 1A: Strength, the order of Ability Scores should be 
22/51, 23, 23/51 not 22/51, 23, 22/51. In addition, the Max Press values 
for 4/51 and 5 should be switched. The Max Press for 4/51 is 30, and 35 
for a Strength of 5.

p. 17 - The defense adjustment, reaction adjustment, and missile 
adjustment for the dexterity values 10/51 and 11 are 0.

p. 17 - Table 1B: Dexterity should be changed to the following:
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Ability

Score

Defense

Adjustment

Reaction

Adjustment

Missile

Adjustment

20 -5 +5 +6

20/51 -5 +6 +6

21 -6 +6 +6

21/51 -6 +6 +7

22 -6 +7 +7

22/51 -7 +7 +7

23 -7 +7 +8

23/51 -7 +8 +8

24 -8 +8 +8

24/51 -8 +8 +9

25 -8 +9 +9

p. 22 - Bart's Honor score should be 6, not 5.

p. 25, 28, 30-37 - In the racial At a Glance tables, all instances of 
"Restricted Talents Which May be Purchased" should be changed to 
"Additional Talents Which May be Purchased."

p. 25 - The list of Additional Talents Which May be Purchased for Dwarves 
in the Dwarves At a Glance box should be as follows:
Acute Alertness, Ambidextrous, Astute Observation, Axe Bonus, Blind 
Fighting, Brewing, Close to the Earth, Constitution/Health Bonus, 
Crossbow Bonus, Dense Skin, Detect Evil, Detect Poison, Determine Age, 
Determine Stability, Endurance, Evaluate Gems, Expert Haggler, Hit Point 
Bonus, Illusion Resistant, Mace Bonus, Meld Into Stone, Mining Sense, 
Pick Bonus, Resistance, Short Sword Bonus, Sibling Empathy, Sixth Sense, 
Stealth, Stone Tell, Touched by Yurgain, Warhammer Bonus.

p. 28 - The list of Additional Talents Which May be Purchased for Elves 
in the Elves At a Glance box should be as follows:
Acrobatic Skill Suite, Acute Alertness, Ambidextrous, Animal Companion, 
Astute Observation, Blind Fighting, Bow Bonus, Cold Resistance, Dagger 
Bonus, Forest Movement, Grace Under Pressure, Heat Resistance, Javelin 
Bonus, Keen Sight, Less Sleep, Magic Identification, Photographic Memory, 
Seeking Grasping Hands, Sibling Empathy, Sixth Sense, Speak With Plants, 
Spear Bonus, Spell Abilities, Trident Bonus.

p. 28 - The High Elves At a Glance table should state at the bottom that 
"*The number of languages an elf can learn is limited by his Intelligence 
(see Table 1D) or by…

p. 30 - The cavalier is not one of the allowable classes for the Grunge 
Elf.

p. 30 - The list of Additional Talents Which May be Purchased for Grunge 
Elves in the Grunge Elves At a Glance box should be as follows:
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Acrobatic Skill Suite, Acute Alertness, Ambidextrous, Animal Companion, 
Astute Observation, Blind Fighting, Bow Bonus, Cold Resistance, Dagger 
Bonus, Forest Movement, Grace Under Pressure, Heat Resistance, Javelin 
Bonus, Keen Sight, Less Sleep, Magic Identification, Photographic Memory, 
Seeking Grasping Hands, Sibling Empathy, Sixth Sense, Speak With Plants, 
Spear Bonus, Spell Abilities, Track Game Animal, Trident Bonus.

p. 31 - The cavalier is not one of the allowable classes for the Dark Elf 
(Drow).

p. 31 - The list of Additional Talents Which May be Purchased for Drow in 
the Drow At a Glance box should be as follows:
Acrobatic Skill Suite, Acute Alertness, Ambidextrous, Animal Companion, 
Astute Observation, Blind Fighting, Bow Bonus, Cold Resistance, 
Constitution/Health Bonus, Dagger Bonus, Forest Movement, Grace Under 
Pressure, Heat Resistance, Javelin Bonus, Keen Sight, Less Sleep, Magic 
Identification, Mining Sense, Photographic Memory, Seeking Grasping 
Hands, Sibling Empathy, Sixth Sense, Speak With Plants, Spear Bonus, 
Spell Abilities, Trident Bonus.

p. 31 – The Drow spell ability Darkness should be Darkness, 15 foot 
radius.

p. 32 - The list of Additional Talents Which May be Purchased for Gnomes 
in the Gnomes At a Glance box should be as follows:
Acute Alertness, Ambidextrous, Animal Friendship, Astute Observation, 
Blind Fighting, Brewing, Close to the Earth, Dagger Bonus, Dart Bonus, 
Defensive Bonus, Engineering Bonus, Forest Movement, Freeze, Hide, Mining 
Sense, Opportunist, Potion Identification, Short Sword Bonus, Sibling 
Empathy, Sixth Sense, Sling Bonus, Stealth.

p. 32 - The list of Additional Talents Which May be Purchased for Gnome 
Titans in the Gnome Titans At a Glance box should be as follows:
Acute Alertness, Ambidextrous, Animal Friendship, Astute Observation, 
Blind Fighting, Brewing, Close to the Earth, Dagger Bonus, Dart Bonus, 
Defensive Bonus, Engineering Bonus, Forest Movement, Freeze, Hide, Mining 
Sense, Opportunist, Potion Identification, Short Sword Bonus, Sibling 
Empathy, Sixth Sense, Sling Bonus, Stealth.

p. 33 - The list of Additional Talents Which May be Purchased for 
Gnomelings in the Gnomelings At a Glance box should be as follows:
Acute Alertness, Ambidextrous, Animal Friendship, Astute Observation, 
Blind Fighting, Dagger Bonus, Dart Bonus, Defensive Bonus, Engineering 
Bonus, Experience Bonus, Forest Movement, Hide, Mining Sense, Potion 
Identification, Sixth Sense, Sling Bonus, Stealth.

p. 34 - The list of Additional Talents Which May be Purchased for Half-
Elves in the Half-Elves At a Glance box should be as follows:
Acrobatic Skill Suite, Acute Alertness, Ambidextrous, Astute Observation, 
Balance Bonus, Blind Fighting, Bow Bonus, Cold Resistance, Heat 
Resistance, Keen Sight, Less Sleep, Photographic Memory, Resistance, 
Sibling Empathy, Sixth Sense, Sword Bonus.

p. 35 - The list of Additional Talents Which May be Purchased for 
Halflings in the Halflings At a Glance box should be as follows:
Acute Alertness, Ambidextrous, Astute Observation, Balance Bonus, Blind 
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Fighting, Brewing, Dagger Bonus, Detect Evil, Expert Haggler, Hide, 
Opportunist, Reaction Bonus, Sibling Empathy, Sixth Sense, Taunt.

p. 36 - The list of Additional Talents Which May be Purchased for Half-
Orcs in the Half-Orcs At a Glance box should be as follows:
Active Sense of Smell, Acute Alertness, Acute Taste, Ambidextrous, Attack 
Bonus, Blind Fighting, Damage Bonus, Dense Skin, Endurance, Mace Bonus, 
Sibling Empathy.

p. 36 - Half-Ogres should have the tough hide talent listed under 
Talents. All half-ogres get this talent free.

p. 36 - The list of Additional Talents Which May be Purchased for Half-
Ogres in the Half-Ogres At a Glance box should be as follows:
Active Sense of Smell, Ambidextrous, Blind Fighting, Damage Bonus, Dense 
Skin, Endurance, Mace Bonus, Sibling Empathy, Tough Hide.

p. 37 - The list of Additional Talents Which May be Purchased for Humans 
in the Humans At a Glance box should be as follows:
Acrobatic Skill Suite, Acute Alertness, Ambidextrous, Astute Observation, 
Attack Bonus, Balance Bonus, Blind Fighting, Detect Secret Doors, 
Endurance, Experience Bonus, Grace Under Pressure, Hit Point Bonus, Keen 
Sight, Less Sleep, Opportunist, Photographic Memory, Resistance, Seeking 
Grasping Hands, Sibling Empathy, Sixth Sense, Tough Hide.

p. 37 - The list of Additional Talents Which May be Purchased for Pixie 
Fairies in the Pixie Fairies At a Glance box should be as follows:
Acrobatic Skill Suite, Acute Alertness, Ambidextrous, Astute Observation, 
Attack Bonus, Blind Fighting, Faerie Kind Martial Arts, Flutter, Hit 
Point Bonus, Keen Sight, Magic Bonus.

p. 39 - In Table 3A: Character Class Groupings, the Assassin should be 
listed under the Thief Group, not the Cleric Group.

p. 44 - In Table 3H: Barbarian Progression Table, the Level Title for an 
11th level barbarian should be Chairman of the Horde, not Barbarian.

p. 47 - Under Hack Pangs, the phrase "obsessed with deadly combat" should 
be changed to "obsessed with combat."

p. 58 - The following paragraph should be inserted after the first 
paragraph of the second column:

A ranger can learn magic-user spells when he reaches 9th level. He uses 
his spells according to the rules for magic users. He gains a spellbook 
and a few spells for free. Exactly how many and what kind are up to the 
discretion of the GM. The rest of his spells must be obtained through 
adventuring. A ranger is not able to use magic-user scrolls or other 
magic items unless specifically noted otherwise. He can memorize a number 
of magic-user spells equal to the number of druid spells that can be 
memorized at one experience level lower.

p. 59 - In Table 3AA: Magic-User Progression Table, for Experience Level 
8, Accumulated Hit Points should be "8," not "a."
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p. 60 - In the box for Battle Mage, Gnome Titan should be added to the 
Allowed Races.

p. 64 - On the list of weapons allowable by the different gawds, the term 
bows includes crossbows for the gawds Arnuya and Pangrus, but not for 
Navinger.

p. 65 - In the box for druids, the alignments allowed should be True 
Neutral, not any.

p. 67 - On Table 3LL: Thief Experience Levels, the missing line for a 
seventh level thief should read across as follows: 42,501 - 70,000 / 7 / 
7 / Fingersmith

p. 70 - The first paragraph of the second column should have the sentence 
"This gives them roughly a 50% chance of killing the victim if both the 
assassin and target are the same level." instead of "This gives them 
roughly a 50% chance of killing the victim if both the assassin and 
target are first level." The complete assassination rules will be in the 
GMG.

p. 75 - In column two, the second paragraph under Rolling for Quirks and 
Flaws should read:
The upside is that you can earn many more BPs with this option. Before 
rolling for quirks and flaws the player must commit by stating aloud how 
many times he's rolling on Table 6A: Flaws and Quirks d100. A player can 
roll a maximum number of nine times. The BPs earned depend on the BP 
value listed for the resulting quirk or flaw in Chapter 6.

p. 77 - The Honor modifier for Slave Class (SLC) is -10, the same as 
Lower Lower Class (LLC).

p. 78 - The new Racial Modifiers to Circumstances of Birth table is as 
follows. All modifiers are to the die roll.

Racial Modifiers to Circumstance of Birth
(Tables 4G and 4H)

Modifier to roll on
Race Table 4G / Table 4H
Dwarves, all ...... +5 / +15
Elves
- Drow ............ +5 / +15
- Gray .............. -8 / +25
- Grunge ......... +10 / -20
- High .............. -5 / +20
- Wood ............. -5 / +10
- All others ......... -5 / +20
Gnomes
- Gnome Titan .... +5 / +0
- All others ......... -5 / +15
Half-Elves ....... +15 / +0
Halflings, all ....... -5 / +10
Half-orcs ......... +25 / -30
Half-ogres ........ +35 / -40
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Human .............. +0 / +0
Pixie Fairy .........+15 / +50

p. 78 - On Table 4H: Illegitimate Birth Table, a roll of 06-30 should 
correspond to "Birth was a result of rape. Father unknown. [-5 to 
beginning Honor]" and a roll of 31-60 should correspond to "Mother was a 
prostitute. Father unknown. [-10 to beginning Honor]." Also, a roll of 01-
05 should have [-3 to beginning Honor] added to its description. In the 
case of a result of 91-100, a birth by a surrogate mother, the father's 
identity is always known.

p. 80 - Under Leftover Building Points, the text says that you can 
convert excess BPs into 25 fractional ability points or 25 gp. At this 
point, you may only convert them into 25 gp. You cannot adjust your 
Ability Scores after Step 8 of the character creation process.

p. 85 - The numbers listed in the honor column are the upper limit for 
that row. Thus, the row labeled fifteen is for honor values of 11-15.

p. 92 - Table 6D should have the following numbering:

31-45 - Vision Impaired, Far Sighted
46-55 - Blind, one eye
56-70 - Vision Impaired, Near Sighted

p. 94 - The following sentence should be inserted into the description of 
the Male Pattern Baldness flaw, after the first sentence: "If a female 
character rolls this flaw, she must immediately re-roll on Table 6C, and 
once on the minor mental quirk table 6F, because of the trauma."

p. 97 - On the Obsession/Compulsion table, entry 17 should read 
"Compulsion to accumulate as many jewels as possible," not "Compulsion to 
accumulate as many books or scrolls as possible."

p. 98 - On the Extra Personality Table, the entry for a roll of 21-24 
should be "Young adult or middle-aged member of the same sex," not "Young 
adult or middle-aged member of the opposite sex."

p. 101 - Under Obtaining New Skills, 1. Building Points, the following 
paragraph should be inserted after the first.

During the character creation process, the character rolls the mastery 
die once for each expenditure of the BP cost of the skill. For example, 
if a character buys a skill at three times the cost, he rolls the mastery 
die three times and his honor die three times and adds the total to the 
relevant ability (See Appendix F: Skills, Talents and Proficiencies 
List). Note that you add the relevant ability only once. There is no 
limit to the number of mastery die and honor die rolls that can be 
purchased, but the skill level cannot exceed 125%.

p. 101 - Under Improving Skills, the current paragraph should be replaced 
by the following paragraph.

Skills currently possessed can also be improved through formal and 
informal instruction (just like gaining new skills as described in 

http://www.kenzerco.com/rpg/hackmaster/errata.php (6 of 17) [10/12/2002 2:13:16 AM]



http://www.kenzerco.com/rpg/hackmaster/errata.php

Chapter 11). One special way to increase the amount that a skill is 
improved during training is to use it in an appropriate circumstance for 
dramatic or important effect. Anytime you roll under your Chance to 
Improve Skill value without modifiers (see Table 1E: Wisdom) when making 
a skill mastery check, your character may have learned something new 
(you'll need to ask your GM). For example, let's say your party 
commandeers a sailing vessel and you decide to sail it back to port. A 
storm suddenly rises up, threatening to capsize the ship. You announce 
you have the seamanship skill, and the GM has you make a penalized skill 
check to see if you can successfully re-rig the sails and bring the ship 
out of danger. As the group holds its breath, you roll the dice and they 
come up 03. You check your Wisdom score (13) and see that your Chance to 
Improve Skill value is 05%. Voila, not only have you saved your entire 
party, but your character has learned something significant which will 
increase his ability to gain from his later coursework. The next time 
your character takes the appropriate skill course during training, he can 
add a +1 bonus to his mastery die roll. This bonus can be applied any 
number of times as long as the character succeeds in different 
circumstances. Keep a running tally between training on your record sheet 
so you don't lose out on any bonuses later.

p. 101 - Under Table 7A Explanation the first paragraph should read as 
follows:

Initial Weapon Proficiencies: the number of weapon proficiency slots 
granted to characters of that group at 1st level. The player must pay one 
(1) BP to fill each proficiency slot with a weapon.

p. 104 - Under Treasure Types, the entry on coins should have the 
follwoing sentence added to the end of the first paragraph: "10 coins 
have a combined weight of one pound."

p. 111 - Table 9C should have the following entry before wineskin: 
Quiver, Cost: 8 sp, Weight .5 lbs, Availability: 95/90/85. Note that most 
sets of arrows come with a free quiver.

p. 116 - The following sentences should be added to the description of 
bucklers: "The buckler can be used, without penalty, with two weapons, 
missile weapons, and two-handed weapons. It grants its +1 bonus to AC 
against one melee attack per round in each of these situations.

p. 118-119 - The weapons: Bloodthorn Stilleto; Rapier, petite; Sewing 
Needle; adn Peashooter Crossbow are all size Tiny (T). They may be used 
in one hand by a pixie-fairy. All pixie-fairies may become proficient in 
these weapons.

p. 119 - In the description of crossbows, the following sentence should 
be inserted into the first paragraph: "The peashooter crossbow can be 
used by a pixie fairy of any class, regardless of class weapon 
restrictions, as long as they purchase the weapon proficiency."

p. 136 - The second paragraph under Touch Spells and Combat should have 
the following sentence added at the end: "Enemy creatures count as 
unwilling targets, and have an AC of 10 with no dexterity bonus."
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p. 140 - Dark Knights can turn Paladins as a cleric 5 experience levels 
lower. A good cleric can turn Dark Knights at an effective experience 
level 3 levels lower than their own level. A Paladin can turn a Dark 
Knight as a cleric 5 experience levels lower than his own.

p. 161 - Whitmore's Delicious Deception should be Wrygal's Delicious 
Deception.

p. 184 - The Push spell should have a range of 10 ft. + 1 ft./level, not 
1 ft. + 1 ft./level.

p. 186 - In the description for Wrygal's Delicious Deception, the phrase 
"When Whitmore's Delicious Deception" should be "When Wrygal's Delicious 
Deception".

p. 191 - The spell Heat Seeking Fist of Thunder should have the following 
text:

This spell creates a disembodied hand that rushes toward an open 
flame and explodes with magical energy when it hits. The spell 
requires an open flame at least as large as a torch. When the 
spell is successfully cast, all those within 20 feet of the 
target flame take 1d4 damage per level of the caster, or half 
that with a successful saving throw. The damage done is sonic in 
nature and sounds like and extremely loud thunderclap. The 
target flame, if it is inanimate, is extinguished when the spell 
is cast.

p. 203 - The Paralyzation spell should have a range of 10ft./level and 
the Area of Effect should be 20ft. x 20ft.

p. 251 - For Prismatic Sphere, the Area of Effect should be 20ft. 
diameter sphere, not 2ft. diameter.

p. 257 - The Diminished Right spell can be used any length of time after 
the death, as long as the body has not decayed significantly.

p. 287 - The text for the spell Insect Plague should be as follows:

Except as noted above, Insect Plague is the same as the fifth level 
cleric spell Insect Plague (q.v.).

p. 307 - The paragraph under Course Difficulty should have the last three 
sentences replaced by the following text:

When a course is completed the player makes a check against their 
Learning Ability, as determined by their Intelligence, for that skill. 
The course difficulty lists a modifier, which is added to the die roll. 
If the player rolls equal to or less than his learning ability he 
successfully masters the course and earns a roll of the Mastery Die.

p. 308 - The footnotes labeled *,**,*** under the Arcane Skils table 
refer to skills that no longer exist. They should be ignored.

p. 309 - The skill Muscial Instrument should be removed from the table 
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Tasks: Artisan and Performing Arts.

p. 310-311 - The skills Pinch and Trap Sweep (Full Sweep) should have a 
BP cost of 1.

p. 312 - The talent Experience Point Bonus should be restricted to Humans 
and Gnomelings, not Humans and Pixie Fairies.

p. 312 - The Dense Skin talent should have a BP cost of 10.

p. 327 - Looting, basic: The Looting, Basic skill can effect 1,000 sq. 
feet in the 2d6 minutes time frame. This includes walls and any items 
that the looter can access in that space. Looting will only recover 
valuable items if they are there. Using the looting, basic skill does not 
increase the chance of breaking or harming an item, but previously 
established conditions do apply. A looting character is still subject to 
any monsters, traps or other barriers that would prevent him from taking 
an item. Using the looting, basic skill is appropriate for any character 
class to use.

p. 329 – The skill Seamanship Suite is not a skill suite, but a normal 
skill. It should be called Seamanship.

p. 330 - The following skill should be added after Shield Repair (Wood):

*CHANGE*
Skinning
[(Strength+Wisdom)/2 / Sophisticated / 1 B.P.]
A character with this skill knows the proper procedure for obtaining the 
hide from a dead animal or beast. He knows what skills to use, how to 
treat and store the hide, and which part of the hides are the most 
valuable or usable. He can also estimate the amount of hide needed for 
various items such as boots, gloves, cloaks, etc. The character must have 
a sharp knife and an animal to skin in order to get the hide. Treating 
the hide takes more tools.
Prerequisite: None
Mastery Die: 1d8
Course Cost: 650 gp.
Course Difficulty: 5%

p. 331 - In the description for the skills swimming and swimming dog 
paddle, the reference for the swimming rules should be the GMG, not 
chapter 14 or 16.

p. 338 - The Detect Secret Doors talent is available to Humans, not 
Elves.

p. 338 - The following Talent should follow Faerie Kind Martial Arts:

Flutter: (2)
[Pixie fairies]
Flutter allows a pixie fairy to use the move silently skill while flying, 
and without penalty.

p. 339 - The Hide talent grants the ability to hide as a barbarian of the 
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same level's hide in natural surroundings ability.

p. 339 - The following Talent should follow Mace Bonus:

Magic Bonus: (5)
[Pixie fairies]
A character with this talent receives a plus one to all saving throws 
against spells or other magical effects.

p. 339 - The talent Mining Sense should have the following text.

Mining Sense: (5)
[Dwarves, Gnomes, Gnomelings, Drow]
A character with this talent is familiar with mining, tunneling and 
stonework. By concentrating for one round the character can: Detect grade 
or slope in passage (1-5 on 1d6); Detect new tunnel/passage construction 
(1-5 on 1d6); Detect sliding/shifting walls or rooms (1-4 on 1d6); Detect 
stonework traps, pits, and deadfalls (1-3 on 1d6); Determine approximate 
depth underground (1-4 on 1d6); Detect unsafe walls, ceiling, and floors 
(1-7 on 1d10); Determine approximate direction underground (1-3 on 1d6). 
If the character already possesses one of the above talents, i.e. it was 
granted as a bonus racial talent, they instead receive a +1 modifier to 
all checks of that type. However, a maximum result on the die always 
fails in these instances.

p. 339 - The Resistance talent is available to Dwarves, Humans not 
Dwarves, Humans, Elves, Half-elves. In addition, the line "(Full-blooded 
elves get a 90% resistance)" is extraneous and should be removed.

p. 340 - The Seeking, Grasping Hands talent can be used once per day, and 
may affect any creature only once ever.

p. 340 - The following Talent should follow Tough Hide:

Track Game Animal: (5)
[Grunge Elves]
A character with this Talent receives a +10 bonus to the track game and 
identify animal by tracks skills. The character must possess these skills 
to gain the benefits.

GameMaster's Guide

p. 219 - The GP value for weapons listed on Table A22 should by 5 times 
the EP value listed. Thus, a long sword +2 would have an EP value of 800 
and a GP value of 4000 gp.

p. 264 - The Sacred Spatula of Haarpang only bestows the power of healing 
on food when used by a good cleric. When used by a neutral cleric, it is 
just a normal spatula.
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Clarifications

*CHANGE* Buying Initial Skills: When you purchase a skill during the 
character generation process, you pay the building point cost and record 
the skill on your character sheet. You then reference Appendix F: Skills, 
Talents and Proficiencies to find the relevant ability and mastery die. 
In some cases, the relevant ability is the average of two or more 
abilities. You roll the mastery die, add a roll of your honor die and add 
the result to the relevant ability. This is your skill mastery. If you 
choose, you can spend the building point cost of the skill again. Each 
additional time you pay the cost of the skill, you get to roll the 
mastery die and your honor die and add the result to your skill mastery. 
When you buy a skill during the character creation process, you DO add 
your Honor die.
For example, Garrison the fighter wants to purchase the task skill armor 
repair: basic. Armor repair: basic has a building point cost of three 
(3), a relevant ability of (Dex+Int)/2, and a mastery die of 1d10. 
Initially, Garrison's player pays three points for the skill and records 
it on his character sheet. The he calculates the relevant ability. His 
Dexterity is 15, but his intelligence is only 4, so the relevant ability 
is 9 [(15+4)/2 rounded down = 9]. He then rolls 1d10 and gets a 7. 
Garrison has average honor, so he rolls a d3, and gets a 1. Garrison's 
base skill percentage for armor repair: basic is 17% (9+7+1). His player 
marks this on the character sheet next to the skill. After purchasing the 
rest of the skills he wanted, Garrison's player has six (6) building 
points left over. He decides to improve his armor repair: basic skill. He 
spends the six (6) building points to get two more rolls of the mastery 
die, one for each cost of the skill spent. He rolls a 4 and a 9 on his 
mastery die, and a 2 and a 4 (3+2-1 for penetration). His final skill 
mastery is 35% (16+4+9+2+4).

Racial Talents: There are two types of talents available to each race, 
those that are free, and those that need to be purchased with Building 
Points. The talents that each race receives free are listed on the racial 
At a Glance tables under Talents. Some of these talents are unique, and 
some are available to be purchased by other races. The talents which need 
to be purchased are also listed on the racial At a Glance tables under 
Restricted Talents Which May be Purchased. These talents are described in 
Appendix H.

Weapon Proficiencies: A distinction must be made between a weapon 
proficiency slot and the weapon proficiency itself. The slots are free 
and are determined by Table 7A Proficiency Slots on page 101. The actual 
weapon proficiencies are the weapons you choose to fill these slots. In 
order to fill the slot with a weapon proficiency, you must pay the one 
(1) BP cost of the weapon proficiency. Garrison the Fighter gets four 
weapon proficiency slots at first level. Since he is a fighter, his first 
weapon proficiency is free, so he chooses the bastard sword. He also 
wants to be proficient in the long bow, so he pays 1 BP to get a long bow 
proficiency. Garrison spends one more BP to become specialized in the 
bastard sword, filling his third slot, and one BP to be proficient in the 
morning star. Garrison has filled all four of his initial proficiency 
slots and spent 3 BP to do so (fighters get the first weapon proficiency 
free, otherwise he would have spent 4 BP). Weapon proficiencies cover all 
uses with a particular weapon. The tankard, hurled proficiency covers 
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both full and empty tankards. The dagger proficiency covers both melee 
and ranged attacks.

"Impossible" Classes: Some races have racial ability limits and/or 
adjustments that make it seem impossible for them to qualify for certain 
classes that they are allowed to qualify for. However, you can spend 
building points after having chosen your race to raise your abilities. 
You can use building points to raise abilities above the racial maximums 
and thus qualify for the "impossible" classes.

Hit Point Bonus Talent: This talent gives you 1 extra hitpoint anytime 
you roll a hit die, in any situation and for any reason. This includes 
the cavalier sub-levels and multiple hit dice istances.

Untrained Skills: The complete list of skills that can be used without 
paying the BP cost or taking a block of instruction is in the GMG. Ask 
your GM for details.

*CHANGE* Ranger/Druid: Because of alingment conflicts, the Ranger/Druid 
is NOT and eligible multiclass combination for any race.

Thief Abilities for the Assassin: When the an assassin character reaches 
third level, he gains the thieving abilities of a first level thief. He 
is granted 65 discretionary points to distribute amongst the thieving 
abilities, adhereing to the same restrictions as a first level thief.

Building Points for Multi-Classed Characters: A mult-classed character 
gets the higher of the two building point totals for his classes, not 
both.

Dual-Classed Characters: Dual-classes characters do not gain any building 
points when they take on a new class, nor do they get an ability score 
adjustments until the new class level surpasses that of the old class.

Specialist Mages: The information on specialist mages will be included in 
the GMG and future supplements.

*CHANGE* Birth Tables: The necessary changes to the birth tables are in 
the errata section on page 78.

Skill Suites: Skill suites can be bought at first level, even if some of 
the suite skills have prerequisites that aren't at the normally required 
level of 50%. When recording the mastery level for the skill suite, a 
level is calcualted for the suite as a whole and for the individual 
skills. At any time a character can choose to use either the individual 
skill value or the suite skill value for a particular skill.

*CHANGE* Free Skills: Anytime a skill is gotten for free, because of a 
class or other reason, any prerequisites for that skill are also received 
free. These prerequisite skills are gained at a mastery level of 50%. 
Free skills gained through a good BBI roll cannot be used to take skills 
with a prerequisite(s) unless the character already has the 
prerequisite(s) at 50% or higher.

Social Class and Illegitimate Children: The statement on table 4G on p. 

http://www.kenzerco.com/rpg/hackmaster/errata.php (12 of 17) [10/12/2002 2:13:16 AM]



http://www.kenzerco.com/rpg/hackmaster/errata.php

78 of the PHB has caused some confusion. The statement reads, "The child 
of unmarried parents is typically one social class lower than the social 
class of the father (85% of the time)." This does not effect the social 
class you rolled; the social class you roll is your social class. If you 
are illegitimate, it means the social class of your parents could be 
higher. Thus an illegitimate human who rolls MMC might have parents of 
UMC or higher (85% of the time).

*CHANGE* Armorer Skill: The Armorer skill grants the ability to repair 
armor as the armor repair: basic skill. However, unlike the armor repair: 
basic skill, the armorer may attempt to repair a piece of armor again 
after failing his skill check the first time.

Monk's Unarmed Attacks: Because the monk's unarmed attacks are considered 
lethal combat, he is not subject to the unarmed attack rules on p. 100 of 
the GMG. His opponents do not get a free attack, nor do they get +4 to 
hit and damage.

Fractional Ability Score increases due to leveling: For multi-classed 
charcters, Fractional Ability Scores are averaged in the same way that 
hit dice are averaged. The value rolled is divided by the number of 
classes.

Photographic Memory Talent: This talent only grants magic-users the 
ability to memorize and additional spell. Clerics, druids and rangers 
gain no spell memorization benefit.

Gauntlets of Wuss Slapping: These gauntlets add both the strength bonus 
to damage and the actual strength score to damage. Thus, a character with 
an 18 Strength would get +24 to damage (18 + 6).

Dual classed Fighters: A dual-classed character who's first class is 
fighter and is specialized in a weapon must choose whether to attack with 
his fighter bonus or any bonuses he gains for his new class. If he uses 
his fighter bonuses, he gains no ep for the encounter and 1/2 ep for the 
session. Once his new class level has exceeded the class level of his 
fighter, he may stack any bonuses without penalty.

Constitution Hit Point Bonus: Your Constitution bonus to hit points 
applies to every hit die you roll. Thus, a first level ranger would get 
their hit point bonus (or penalty) twice.

Take After talent: A character who uses the Take After talent and picks 
human DOES have access to every class and CAN dual class, but may not 
multi-class.

Multiple Personality Quirk: Multiple personalities do not have their own 
quirks, flaws or skills. You can role-play your character so that they do 
not use certain skills when a certain personality is active, but there 
are no additional BPs gained.

Spelljacking: The 10% spell mishap penalty applies to all spellcasters 
who spelljack. However, a character is only considered spelljacked when 
he has more than his normal allowance of spells memorized. Therefore, 
once a spellcaster casts enough spells to bring him equal to or below his 
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normal number of memorized spells, he no longer suffers the 10% spell 
mishap chance.

Unguarded Hoards: No eps are gained from taking treasure from an 
unguarded, untrapped hoard.

Compounding Talents: Any talent with the word "bonus" in it can be 
compounded, or stacked, i.e. the effects are cumulative. All others do 
not stack. There is no limit to the number of times one can take a talent 
with the word "bonus."

Honor: When Honor is lost or gain, all integer adjustments are 
adjustments to temporal Honor, and all percentage adjustments are to real 
Honor.

BBI Table: On table 14H of the GMG, a roll of 12 or higher indicates that 
the character has learned a new skill or skills. This must be used on 
skills the character does not already know. The Bonus Skill Mastery 
points are used for improving skills the character already has.

Armor HP Regression: Magic Armor has more hit points than normal armor. 
For each plus the armor has, the armor has an additional level of AC with 
the maximum number of hit points. Thus, a suit of chain mail +2 would 
have a hit point regression of 8/8/8/6/4/2/1, with two additional levels 
of 8 for the two "pluses" of the armor. As the armor takes damage, it 
loses its magical bonus first. Thus, the same suit of chain mail +2, 
after sustaining 10 points of damage to it, would only be chain mail +1. 
Magical Armor cannot be repaired beyond the levels of mundane armor. So 
the magical chain mail +2, were it to sustain 18 points of damage, could 
only have 2 points repaired, and would no longer be considered magical 
armor. The same rules apply to magical shields.

Experience Point Cap: When a character gains enough experience points to 
qualify for the next level, his experience point awards are immediately 
capped, i.e. he does not receive any more experience points. Thus, if a 
first level monk has 920 experience points and receives 150 more, he has 
1070, and will receive no more until he trains at a school. Once he 
trains and becomes second level, he once again gains ep, and his total 
will increase from 1070. However, if a character declares that he will 
self-train upon qualifying for the next level, his ep are not capped 
until he reaches twice the amount of ep he needed. Thus a first level 
monk with 1070 ep who declares he will self train will not be capped 
until he reaches 2002 ep. At any time, a character who has previously 
declared he will self-train may train formally at a school, and does not 
lose any ep for doing so. A character who has enough ep to self-train is 
not required to self-train, but does not gain any ep until he goes up in 
level.

Max Damage Bonus: The maximum bonus to damage for any weapon is the 
maximum potential damage for that weapon, before penetration. That means 
that a character with +7 to damage from Strength and +2 from 
specialization will only have a +8 to damage with a weapon that does 1d8. 
The exception to the rule is magic weapons. Using the previous example, 
if the character were using a long sword +2, he would have a max damage 
bonus of +10 (+8 due to strength and all other bonuses, +2 magical 
bonus). This means that the magical bonus to damage is always used in 
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full, and is exempt from the cap. Similarly, if a weapon's damage changes 
when used against different sized creatures, so does the maximum damage 
bonus.
Open hand damage for non-monk characters does not have a Strength damage 
cap like a weapon. This is because only 25% of the damage is real, it is 
not considered lethal force, and it does not do penetration damage. On 
the other hand, a monk's open hand damage is capped for strength, as a 
weapon. Unlike a non-monk, a monk's open hand attacks are considered 
lethal force, all the damage is real, and penetration does apply.

Slaughter: Game Animal: A game animal is any animal that is not 
livestock. Livestock are those animals traditionally domesticated or 
found on farms. It is possible that an animal could be slaughtered with 
the slaughter: livestock and slaughter: game animal skills, as they use 
different methods.

Two weapon fighting and ranged/thrown weapons: It is not possible to gain 
an additional attack with ranged or thrown weapons when attacking with 
two weapons. The ROF in the Player's Handbook assumes that the character 
is operating with maximum efficiency, and this already involves using 
both hands in most cases.

Dual-classing among sub-classes: It is possible to dual-class among the 
subclasses of a single class group. Thus Ranger/Monk is an accetable dual-
class combination.

Class skill-like abilities: Any class granted skill-like ability does not 
count as the prerequisite for other skills.

Combat Procedures: Combat procedures take a full round unless otherwise 
stated in the skill description. Those that require an attack roll take 
the time of one attack.

Turning Mixed Undead: When turning mixed groups of undead, roll 2d4 to 
determine the maximum number of creatures affected. If an undead type is 
automatically turned or destroyed (a T or D result on the turning table), 
they count as one creature against the limit. If an undead is not 
automatically turned, they count as 2 creatures against the limit. In a 
mixed group, the first 2d4 WORTH of creatures are affected, even if the 
roll is not high enough to turn them. Turning undead has a range of 20 
ft., and affects undead in a 90 degree arc from the front of the cleric. 
The closest undead are affected first.For example, a fifth level cleric 
has 2 spectres and closest to him, and 5 skeletons behind the spectres. 
All are within 20 ft. and within his 90 degree arc. A fifth level cleric 
automatically turns skeletons, but needs a 20 to turn a spectre. The 
first thing the cleric does is roll 2d4. Let's say he rolls a 7. He can 
therefore affect up to 7 creatures worth of creatures (remember undead 
that are not automatically turned count as two creatures worth of 
creature). He then rolls his 20-sider. There are two possible outcomes: 

1. The cleric rolls a 20 on his turning check. He would turn the first 2 
spectres (4 creatures against his allotment). He can affect 3 more 
creatures, so he automatically turns the next 3 closest skeletons. 

2. The cleric rolls between 1 and 19 on his turning check. The two 
spectres are not affected, but they still count as 4 against his limit. 
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With his 3 remaining affected creatures, he would turn the 3 closest 
skeletons.If a cleric is of high enough level to turn 2d4 additional 
undead of a certain type, this 2d4 is rolled after everything else is 
resolved, and affects the first non-affected creature of the eligible 
type within range, if there are any.

Ambidexterity and Fighting with 2 Weapons: If an ambidextrous character 
fights with two weapons, one of their weapons must be smaller in size and 
weight than the other, with the exception being daggers and hand axes. 
Both weapons must also be useable by that character in one hand, so a 
Pixie Fairy may not use two daggers (two-handed weapons for a PF).

Armor and Shield HP Clarification: When you miss on an attack roll by an 
amount equal to or less than the AC bonus of the shield, you do damage to 
the shield. In this case, roll for damage as you would normally, applying 
all the damage to the shield's hit points. If there is damage that 
exceeds the hit point total of the shield, due to penetration damage or 
whatever, that damage is applied to the person. Their armor, if worn, 
absorbs one point of damage and the rest goes to them.
Similarly, if you hit someone wearing armor and do penetration, the armor 
only absorbs hits for non-penetration dice. If I do 2d4 damage to chain 
mail and I roll a 4, a 3, and a 3 for penetration, the armor absorbs 2 
points (from the two normal dice), and the target takes 7 damage.

Here is how shields work.

Character - Hide Armor (AC 6) and Medium Shield (+3 AC) has an AC of 3. 
If being attacked by a first level fighter (who needs a 15 to hit), the 
following are the results:

20 - Critical Hit
19 - Hit - Armor takes 1 point of damage per die, the rest goes to the 
character
18 - same as 19
17 - same as 19
16 - same as 19
15 - Shield takes 1 point of damage, armor takes 1 point of damage, and 
the rest goes to the character
14 - Shield takes damage (rolled by weapon) from the hit. If the shield 
is destroyed, any excess is applied to the character, with armor taking 1 
point from the excess.
13 - same as 14
12 - same as 14
11 and below - complete miss.

Pixie Fairies and Magic: Pixie-Fairies MAY cast spells while hovering.

EP for Magic Weapons and Armor: When gaining ep for magic weapons and 
armor, you gain 10% of the ep per week, for 10 weeks. One person can only 
gain these eps. You are considered to be practicing with the weapon as 
you travel.

Class Skills: Class skills (i.e. special abilities of classes) do not 
have percentages.
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Initial Languages: Every character, regardless of Intelligence, can speak 
their native language. This language must come from their initial 
languages list. It has a skill percentage of 100%. Characters whose 
Intelligence allows them to speak more than one language may purchase 
additional languages with building points. These languages have a skill 
level determined like any other skill. A character may never speak more 
languages than allowed by their Intelligence. Demi-humans must choose 
these additional languages from the initial languages list in their race 
description. Humans may choose any language.

New Half Breed Combinations: Half-breed combinations not listed in the 
rulebooks should be considered incompatible. These combinations may be 
released in a future supplement.

Pixie Fairy Equipment: Pixie-Fairy versions of non-weapon equipment in 
the player's handbook has 1/27 the weight and 1/27 the volume. They cost 
at least 3 times as much, and the final value is up to the GM.

Skill Suite: If you posses a skill suite, you may advance the individual 
skills in that suite by themselves, regardless of individual 
prerequisites.

Elven Chain Mail, Magical Elven Chain Mail, and Chain Mail made of Elven 
Steel: Elven Chain Mail, as listed on Table 9S in the player's handbook, 
is normal chain mail made by elves. Chain Mail made of elven steel by non-
elves is not elven chain mail. It follows the normal rules on armor made 
with exceptional metals. It is possible for an elf to make chain mail out 
of elven steel. In this case, use the rules for armor made of unusual 
metals applied to the Elven Chain Mail stats, as listed on Table 9S. In 
order to make Elven Chain Mail (not chain mail made of elven steel), you 
must be an elf and have a skill mastery level of 125% in armorer. Elven 
chain mail as listed in the magic items section of the GMG is Magical 
Elven Chain Mail +1.
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